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Come Fly with Me

y now you've pcked up your copy of Starthips of the Galaxy and are already flying
around In your heavity modified light freighter. Many of you wrote to tell us what

you thought about the sourcebook, most of it good. For those of you who are a little con-
fused, we've got some answers.

Unlike those wha wrote about the past few issues, few of you got caught up in the usual
controversies. Though we love to get any mail, a collective sigh of relief can be heard
throughout the office, Keep those letters rolling into swgamer@wizards.com, and we'll
keep printing them.

#is the rebease of Attock of the Clones looms so closely over the harizon, most of you walt
with bated breath for anything relating to the latest chapter In the Star Wars saga. For Star
Wars gamers, that means RPG stats, the new trading card game from Wizards of the Coast,
and electronie games from LucasArts. As this month's cover promises, you'll find the first of
cur Eplsade (I-related material In these pages: exclusive previews of the Star Wars TOG and
the Jedi Starfighter computer game. That's just the tip of the iceberg. In the months to
pome, we'll have more Atteck of the Clones material than you can wave a lightsaber at,

Michael Mikaellan, Managing Editor ‘/)
Where Are You Pointing That? I'm guessing each battery has 4 can-
I went out and bought Starshies af the nas, which would mean that the left and
|'_'.|'.||'r.|:g}l and bowed it. In it, however, | found r:ght arcs have 8B cach, while the front and
somithing that didn't make sense back arcs have 4
The weapan listings for capital ships I'm asking because 'm a stickler fos
under firing arcs have "batieries,” but stats. I'm sure there are a few GMs owl
there's no mention of what batteries are in there asking the same thing. And why
the book, The Bothan Assault Crulser has wasn't the clawcraft Included in the book
24 heavy double turbalaser cannons 1 or in #7 where it was ina short story (“Red
frant, 2 right, 2 left, and 1 rear). How many Sky, Blue Flame™ )}
guns are in a batterny? Richard Herman
Las Viegas, NV

H YOLUUME 2 NUMBER 3

According to Chapter 1 Starships of the
core rulebook, a weapon battery ls a
group of up to five identical weapons that
fire a5 one. Each additional weapon after
the first adds +1 to the attack roll, up to a
maximurm of +4. If the attack hits, roll
damage as If only one weapaod hit.

The Bothan Assault Cruiser has (you
guessed it) six g-cannen batteries. In
general, each battery should be treated
a3 one weapon for game purpases,

Stats for the Chiss claweraft originally
appeared In the "University of Sanbra’s
Gubde to Intelligent Life: The Chiss™ in
Star Wars Gamer #5,

Blasted from the Past

When did Maarek Stele become one of
the Emperor's Hands (“The Emperor's
Pawmns,” Star Wars Gamer 5] After the
novella included with TIE F lh"h1 Er | neEver
heard about him again. | currently only
have the Adventune Game, bul | am sav
ing up fior the RPG. Does the RFG have
stats fior all of the TIES, u'-ﬂud-ng my per-
sonal favorite, the TIE Defender?
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| pe |I'_-.' likE the d2o system. | am |-:"::-|':I"!‘,
forwand to other RPGs that use the system
Chirfstapher Duech

via email

Like many of the connections dranym
between past agents of evil and Emperor
Palpatine, Maarek Ste le's indoctrination as

an Empe ror's Hand was created EPEHﬁ{a”','

for Star Wars Gomer #&5. Blackhole's
detailed history was 30 exciting it made its
way Into the Rebellion Ero Sourcebook.

The core rulebook has stats for the TIE
fighter. Starships of the Galaxy has stats
for the TIE advanced =1, TIE bamber, and
TIE interceptor. As fior the TIE defender, TIE
avenger, TIE &oout, and countless other
Expanded Universe TIES, | can' promise
anything. Hm . . . that'd make a good

Gamer article . . .

The Near-Human Condition
First off, the obligatory love your mag. ['ve

gotten aboul squal wse out o St Wars

4. Great work

I am preparing a darksider camps

{after much |:|I4_'._-1|:I||'||:g from my gaming
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Hr._:l_||:|: and one of my rll.':j-'-'r'. wianis to |:l|.'l'f

Humi
Human characters. |5 it reasonable to
assume that any species without attribute
mindifia
Zabrak re e the same starting b
15 & Human character?

% there any plan for a drodd source

r the near futune? | find drosds can

afte ¢ adwenture with iR, 15 afready

treating him as amy other character

ever taken to referring to b

and a broader gt of
moditicataens and |.l|l|.!-'-.|l:|-:"i-
kohn Brannan
Lakewead, CO

The Mear-Human species [actually a loose
collection of species that might as well be
Human) is used anytime a character's

swifonwizards.com

Back Issues

Log onto swlanwizards.com, the official
weebsite of the Star War Fan Club, to onder
back sues of Star Wars Gamer (search Tor
“‘gamer”) and Star Wari Insider, as well a3
hundreds of athér SEar Wars |_'|||:u_'l.||:|:1.
P

Almost Gonel "‘E e
S FAM WIZARDY, cOM has o "'?.-:-'

|

the last copies of Star A F lm:: {
Warrs Gamer =4 available ..;.'.r_;* .,.:,_ :

B
Star Wars Gamer #5 —
The Dark Sidel The T
Empenor's pawns, objects of 0
1.|'|E' ‘_'al‘lh cAM [I'.'IIEI’I I:;':I.I |!I." | L+ ] w
the Centrality, Slicer prestige '_ -
class, Charlatan class combo, -
Silent Death™ Rise of the Empire ships,
“The Hult Hit," and “Talnar's Rescue”
adwentires
Star Wars Gamer #6 CGE ek
The Hunt i onl Dengar, 5 !‘1
Fuckuss, 4-LOM, bounty é,___‘?_* 4 _.I",_
hunter weapons, bounties :r.ni' !
worth dying for, heros com- =
bat tactics, Dark Horse Comie
characters, Freelancer class comba,
“Welcome o the Jungle™ adventure
Star Wars Gamer #7 g —

Living on the Fringel Huge
Bartyn's Landing campaign
setting and adwenturne, star ‘-3.,.:

. 4
ships of the bounty hunters ﬂ‘ ""t
*Socrets of Mos Eitley,” Dilet- ﬂ ¥
tante class combao, Vehicle Ace prestige
class, and lag Fel fiction from Elaine

C ..|1|||||!1I1.1r|1

Star Wars Gamer #8

Thie Mew ledi Orderl
Spaceport Guide bo the Vaynai
Archipelago, "I, Yuurhan Yong.

" revised starship combat,

premien Installment of “Dice,
Camera, Actionl” by Robin D, Laws, the Pri-
apulin, Sector Ranger prestige class, Mar
cenary class combo, 3 Mi-inch-scale Mos
Elsbey canting, "Hive of the Infidel” and

"Topside Infiltration” adventures
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species profile is so close to Human that it
doesnt maerit it own |!|rE|‘fI|1'.'.1r1 the arigi-
rial version of the core rulebook, Darth
Mauil is presented as a Mear-Human, His
description was written, edited, approved,
and printed before his species was deter
mined. Once it was made clear that he was
a Zabrak, species traits for Zabrak were
created. The revised core nilebook and The
Dark Side Sourcebook both present stats
for Darth Maul as a Zabrak. He no longer
gets the Human bonus feat at first level,
nor does he get any bonus skill points.

Just as Darth Maul doesn't get any
Human bonuses In addition to his Zabrak
bonuses, neither would Chiss, Arkanians,
or any other vaguely humanold species.
Gamer #ig's Chiss statistics were erro-
neous: Chiss do not get Human bonuses in
addition to other species bonuses.

s for droids, read on.

Maker's Remorse
Can you change the feats on a drold, the

way you can change its skills? For example,

my character has an B2 unit, and | want it
to have Starship Operation (space trans-
port] instead of Skill Emphasis (Repair). Ay
G says you can't change the feats,
because the core rulebook doesn’t say you
can. ks It possible to change the feats?
Also must drgdcds obart off a5 a |:|||,‘_I'|'_\- 5-
signal class, or can you start it off in a
herole class? In one issue C-3PX, Maul's
drold [“Galaxy's Most Wanted,” Star Wars
Gamer #3), had all hero classes and no
professional. Can my character reprogram
his B2 unit's levels into a hemo class? Can
e Buy & nevw B2 unit with 4 bewvels in scout
or soldier?
Doug Choe
Buena Park, CA

Technically, your GM is correct: The core
rulebook he has does not have rules for
changing a drold’s feats. If your GM allows
it, you could devise your own system for
changing a droid’s factory-set feats.

Mot F.tl:ld:lr:,' bullt drolds hawve only pro-
fessional levels [diplomat, expert, oF thugl,
but there's no rule that says they all mest.
Expensive, custom-bullt, or heavily modi-

2 The Thrill of the Hutt!

E|:,' F:.'I!f' and Val Vallese

Does the thought of Hults give you a
Warm, '.nl.ul__-:gi:.l 11'¢'I|r|_|:: inside? How about
an ooy, disgusting feeling? Wha
think of Jabba and his cronles, this spring
Is a great time to visit woww.wizards.com/
starwars, the o al website of the Star
Wars Boleplaying Game. That's whaen wie ||
show our 1.Iim],' tide with a lopd of Grigi:
nal tie-in rmaterial far the new SLpRT-
adventure fempest Fedwd, an e Pic
that at last shines a '.|:-u'.llghl o Lhe
notorious Hults!

Our coverage kicks off in Februarny with
a teaser Interview with co-designer jeff
Giruleh, then blasts into high gear in
Mareh, when we'll get a different per
spective on rq_'rrl'l_:.l_':.r Feud from co
designer Owen K.C. Stephens. We'll al
take a few sneak peeks
book's covers, with previews of the wiit
ing and the artwork, We'll give you @ néw

creature to drop into Termpest Fewd o

10 YOLUME 2 NUMBEE 0

YOUT OWnN campagn, & md wir'll Bven throw
in a Hutt-related mini-adventure to use
on the side or as a stand-alone
N._'-n_ur;lll],'_ Wi rEahize that even the
hardiest Star Wars fan can stomach the
Hutts only for so long, so we'll distract
you with one last The New Jledi Ovder
tourcebook tidbit—a desitgner chat tran-
scripl. You can also look forwand to a
soreensaver of art from the upcaming
rulebook revision. We'll continue to
» youl all the gaming tips and ideas

‘Wi come to :::u:p-rﬂ from our ||!'F:u|.!f

how-ta columng and character write-ups

{and welcome a few new features you'll
love). Then there ane the L winE Foroe
|_1|'_||;I ates and scenario tie-lns, the advance
looks at upcoming issues of Star War
Gamer and Star Wart Insider, and the pre-
views of GinCos and Celebration il

Visit wwranwilzards.comistarwars regu
larly in March and April to check in on all
the news, features, and Lur prises we'll

hawve waiting for you

fied droids [such as C-3P%) can have herolc
levels and no professional levels.

Balance of the Force
v bovied Gamer sinee the first ssue. it's
getting even better. I'm happy to see a
new archetype and prestige class in every
new issue. | liked “Secrets of Mos Eisely”
[Star Wars Gamer fi7) as well. ¥ my group
travels to Tatoolne, I'll be sure bo use i
Your inside information on alien SPECIES
planets, and organizations helps me
breath life into my camipaigns

I'd bove to see mdre Jedi archetypes and
préstige classes. There are many dark-side
prestige classes right now in The Dark Sde
fouircebook. but the ||b'h| gide s somewhat
lacking. Please bring balance to the Force

I recently picked up a copy of Starships
of the Galaxy. The point sysbem |3
extremely easy to use. | made the sheet for
my group’s ship in minutes. Could a similar
paint-based method be used for construct
ing dro ds and cybermetics! Une could
evien be used for vehicles and computers
Asmodaeus Lupine
wia emiall

continued on page 12
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You want balance? You want ledi prestipe
classes? Check owut this lssue's “Special
Ops: The Jedi Weapon Master” That's just a
taste of what you'll find in the Power of
the Jedi Sowrcebook coming out this sum-
mer. Or, if you can't wait that long, pick up
the revised core rulebook this spring. &0
have three new ledi prestige classes that'll
knock your socks off. (H you read "Galaxy's
Most Wanted” In Star Wars Gamer 8,
then you already got your first peek at the
led| Master prestige class.)

Next Issuge
Attack of the Clones

Eriissany oF Tl Viaio Paar I
Uldir Lochet is the best there is at
wihat hie does i,!|_'t| ing into trouble

By Lt '] Koves

HANDOFF
Mara lade returns in an all-nesy
favorite authod

shorl slory by fan

Timothy £ahn

T Niw CORUSCANT
Aftack af the Chon 3 Ehe
| ||I‘|I:!__.I|.' A mderworld

of the cagutal planet of tThe KeputHi

You rE MNOT A JEDI YET

Leaim i 0 W Star Wvars TLG

Sram Wart TOL COMPLETE
Carp EncyiLorEDA

S full reproductans of every cand in
the base sot of the new Stor Wars TEG
Revisio Core RULlpooK

¥hat s 0 special abaul the Star ears
Roleplaying Carme revised core rul Jatn el F

w s kills, mew Teals, rew

a5 of Aftack of

« Sanbra's Guide: The Clawdites
= Special Ops

. I:ﬂ”j.igl'li' Mames of H.1_'.|1:|-':.l'!.ll:
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Paints are cool, but sometimes
straight-up credits make for a simpler
system. Stay tuned for more details on
arms and equipment.

Betting Started

| usied to jgl,'l, Toplleck magazine, but you
stopped making it, so Star Wars Gamer
filled the rest of my subscription. |
absolutely love your magazine, even
though | play no Star Fiars games. | am
interested in the concept of the Star Wars
RPG, but | gotoa relatively small school
(about 300 people), and there is nobody
there who plays. How would you recom
mend getting started! Alse, how would
you recommend finding people who play
the Star Wars BPG in Austin, Texas!

Dawve Willic

fustin, TX

If youve never played a pencil-and-paper
RIMG before, the Stor Wers Adventure Game
ia'-mll..,ll:lll,- | rhost tl:l}', bhook, and hl:l'bl:l:r'
stores) |s your best bet. s ideal for a
group made up of entirely new players

The next step is to get the core rule-
book. Since you're new at this, | recom
mend you hold owt for Lhe revised core
rulebook, available this spring. Though
everything you'll ever need to play isin
that book, Star Wars Gamed magazine
and the various sourcebooks each
enhance the game and provide fuel for
your irmagination.

if you can't convince any of your friends
to pla}l_thcrl_‘ are a few resources at your
disposal, The Wizards of the Coast 5tar

Wars website [wawwizands.com/
starwars) has discussion lists and message
boards that can help you locate other play-

B NEXF YOu.

Spell It Dut For You
In Star Wars Gamer &6 you had a section
on bounties to collect for the Star W
RPG ("Bounties to Die Far”), | noticed that
some of them lacked the expected lan
guage skills. For example; Yooz Nooxoo
(Oona, Beerookachuk, and Scranton loon
had no Read/Write skills; and Traggissk
Reosss had no language skills at alk. This
seemed very strange to me

Othier than 'I||-'-.__',.'|.u.| have a rather good
magazing, and | intend to continue read
img it as long as you continue making it
Danny 5. Dyche
Hillsbaro, OR

The Imperial Peace-Keeping Database has

been on the fritz ately. The missing data is:

= Voor Nooxoo Una: Read/Write Basic

= Scranton Toon: Read MWrite Rodese

»  Traggissk Reosss: Read /‘Write Dosh,
Speak Basic, Speak Dosh

You should be aware that Reercokachuck

grew up a3 a slave with no one to teach
him anything as scholarly as reading and
wiriting, especially not his native language
of Shyrinwook. While we're splitting Wook-
e lialis, il showld also be noted that
Reeroakachuck should have Speak Basic
[understand only) instead of Speak Basic

continied on page 112
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Do you add your Strength modifier ta dam-
age when ﬂshﬂrlg with a Il‘h'tuh:ﬂ | sy
yis, birt my GM says no. He says you don’t
becairse Bghtsabers don't hive amy reslst-
ance when cutting through something.
You add your Sln:nglh madifier to damage
wihen fighting with a lightsaber. You also
add it o the sttack madifier, but that's a
sepanate guestson

For years now, there has been a wide
spread belief that lightsabers are able to out
lhrl}ugh rln:,l‘lhmg_ without any effort
There's plenty of evidence that lightsabers
dan't act that way, just in The Phantom
Menace alone, First, we see Qui-0on Jinn
5I|}'¢I:|r cutting l:hrnl,ugh the blast doors on
the bridge of the Trade Federation flagship
ower Naboo: il a Ilghhatm coudd slice
lhrl:-lrgh .'-m:,ﬂhing lifoe a hot knife through
butter, Qui-Gon could have simply made a
couple of quick swipes, and be would have
been l:hrl:-uv;gh. Later, when Darth Maul i
gloating over Obl-Wan Kenobd's imminent
dimiie an Maboo, he slashes his lightsaber
back and forth across the lip of the pit, but
he's not cutting the lip of the pit at all. He's
Just striking spatks. if lightsabers cut
through metals that easily, Mauls
IIEhI;,ubfr should have taken Ianl.': stmips off
the pit's edge, which would have been radn.
ing denwen an Obd-Wan's head,

Why dees Strength increase your attack
redl iin meeleet It really should be Dexterity
if anything—just because you're stronger
doEsn’t mean your attack will be any more
accurate than It was i you were of normal
stremgth, If anything, It means your sttack
would do more d:ll'nl-gl.-—lml. that's
already figured In by the bonus damage
based an Strength.

The reason ghven In the Duscross & Deacosd
Player’s Handbook also apply to the Star

I AoiiiaE B MM BEER B

LI

Y JEDI COUNSELING

Answers tao Your

BY JD WIKER

Wars i‘au'rpl'ﬂmng Game: Strength affects
melee attacks because stronger people are
able to swing weapons harder and faster
than weaker people. IS 2asy to Hoack a
BN weeelded h!.l a pl‘l’!.L’..lI:.I":" wieak pers
son; it's almast as easy to step aside. A weak
attack might only pierce ane's clathing or
nick onie’s armor—represented in the d2o
system by a miss—whereas a strong attack,
delivered hard and fast, can penetrate fue-
ther and inflict damag«r

The Deflect Blasters Force feat says that it's
effective only against personal-scale
wizapons, In Retwrm of the tedl, Luke deflects
the blasts from a speeder bike, and, In The
Phantom Memace, Qui-Gon Jinn deflects
blasts from & STAR. Wouldn't both of these
be considered speader-scale weapons?
Mope, because thene's no such thing as
“gpeeder scale” in the d20 version of the
Star Wars Roleplmying Gome, The scales we
use are “ilarchip scabe,” representing: every-
“hrI._EI- from t:.:rﬁghl e to Star Destroyers
and beyond, and “personal scale,” which
aceounls for pretty moch everything else
Hoth a speeder bibe and a STAP are cosfigid-
ened personal-scale weapons, and a
Rghtsaber can deflect blaster bodts from
them as easily as it can deflect a balt from a
blaster pistol

When a character runs out of vitality points
and then takes a critical hit, what happens?
Does the oritical beoome meaningless, since
the damage would already be applied to his
wounds (since he has o witality), or would
he be instantly reduced o o Wounds {like a
grunt weuld]?

The damage is simply applied to wouns,
Just as if the character still had vitality. The
reason “grunts” (professionals and come-
moners) are reduced bo pero wounds s not

Star Wars RPE Dilemmas

because they don't have vitality but
because the rides treat them differently
frosem heeoes, Heroes survive critical hits
e ause lhq.l'rt heeroaes: nion:hengdc charac
ters are just background characters, and
keeping them alive isn't a3 important.

In the “Survival Strategles” article of Star
Wars Garmer 86 on page 58, it resds, “Vinto
tumbles from behind the battle drodds and
fires ot one of the Dark Jed|, rolling a natural
20, The scoundrel's player decides to use a
Force Polnt before rolling to conffiom if this is
a critical hit." Howeever, in Chapter 8 of ihe
Star Wars rulebook it reads, “The decision 1o
use a Foroe Podnt is made during a chara-
ter's action, before avy dice rolls are made,”

S0 my question |5 Does ane have to
declare the use of a Force Point belore any
dice rolls are made?
The fules i Chapter 8 of the core rulebock
can b a bit rmisbeading: it i possibée (o
sp-q:-nd a Foroe Point at amy point in the turm,
even durlng an epponent’s action, What the
ke [5 trying to clarify s that the Foroe Peint
you sl nnl:,r applies to rolls made alter
yau rell the Foroe dice, Thus, the “Survival
Strategies” example s acourate: The Force
Point adds 3 banut to Uhe seoundoel's con-
‘I'-urnmna roll, but it doesn't add anything to
the awiginal rall (which in this case, lsn
necelsary anpway, since a natural 20 always
hits), s, the Force Point applies endil the
same palnt in the next iound, when the
scoundrel acts again. If, on the other hand,
the soowndrel kad spent his Force Point to
enhance a saving throw, then the bonus
would apply until that point kn the next
round, the paint in the initiative order when
he had to attempt the save.

That having been said, many GMs use the
“just after you roll™ rube for Foroe Podnts: You
can choose to spend a Force Poind after see-




ing the result of your die roll, but before you
make amvy other ralls, and before you know
wihether yoLar check succeeded . | happen to
prefer this methad, For one thing, it makes
spending a Foice Point 3 bit mose meaning:
ful. Far another, it can be enterfaining
-.u.qln:hlng a play{'r squinm when, befone you
tell him whether his attempt succeeded,
wou dispassionately ask:"Do you want 1o
speend a Force Podnd?™ Try if sometirme.

Let's say | hawe a ledi character whe
decides he wants to build and use a dou-
ble-Bladed lightsabar, Does Exotic Weapon
Proficiency (lightsaber) cover all Hghtsaber
wariants [lightsabers, dual-phase light-
saber, and mtllf-bladl:\dllghl:uhenh?‘

Or, does he have to get separabe Exolic
Weapon Proficlency for each type unlbess he
wants to suffera -4 p-:ﬂi'l:" when he uses
a different type?

Technically, each variely of lightsaber is a
different kind of weapon, but they can be
wichded like an ordinary lightsaber. A dual
phase lightsaber, for example, has an
adjustable blade length but 5 athenwvise
operated Just like @ ol lightsaber: You
kil the handle and swing the blade, A
double-bladed lightsaber meed not use
both blades at onoe: i, too, can be wislded
like a mormal Ilghha ber, In these cases,
there is no ren-proficiency penalty.

When using 1 e dawible-blsded light-
saber with bath ends lit, howeves, the
weapon effectively becomes a “lightstaff™
and is as different in use from a regular
|ught1.a|_'-['r as a guarterstaff is from a club
Ome can still wield only one end of it of
courye, foregoing the extra attack that
using bwo weapons notma lly prowides buk
also avodding the two-weapon fighting
penabties. If you aren't proficient in wielding
a double-bHaded Iigh-'l S beer, owever, you
suffer @ =4 pcn.ill;g,r fo ol attacks, whether
of not you're attacking with both ends

Let's say this same Jedi character decides to
go over to the dark skde and wants to make
a really menacing weapon, so he puts 3
razor sharp blade in front of the hand grip,

like a hand guard. What kind of damage
wiould the blade do? How would | mark that
on the character sheet?

Interesting ideal If this woere my campaign,
I'd rule that the blade did the same damage
a% a knife {except that it would be dashing
damage] and that the character could
choose to attack either with the lightsabes
blade or the hand guard. The character

wnid |l pm{mb‘l}l just s the Ilght'.uh-l."l
bade, although | would alsa allow using
bath under the “attacking with two
wrapons” rubes, treating the hand guard
blade as an off-hand weapon but treating
the character as though he had the
Ambidextenity feat since he's using the
same hand for both weapons

In the core rulebook, it says that a light
weapon is a weapon of a class smaller than
your character [lo a Medium-sived charac-
ter, a knife, l::u:ln-a_ a Small weapon, = consid-
fmd"llgh‘["}l,'ﬁ.lnm all the w:i_ﬂ;lﬂ:uf a
lightsaber is in the handie [which Is why it
b a dangerous weapan o a non-skilled
wser), shouldn't it be considered a Hght
weapon also?

i the sire of & weapon were based on its
wu:;p_m_thl-. would be x valid argument. But
a weapon's size listing s based on precisely
that:its size. An ignited lightsaber is aboud
130 cenfimeters long. just a bit shy of a yard
anmd a half. That means that it takes mare
space to operate efficiently than a weapon
the size of a knife. it also means that it's dif-
ficult to ludge l1:|r weight alone where the
Blade 15 which i rmll}' whal makes it dan
gerous bo an widkslled wielker.

Is it possible to Ignite a lghtiaber under-
water? What happens to a lightsaber that
ks submerged? Generally speaking, just
how selldly constructed are these things?
& Jedi guardian bn my campaign threw his
lightsaber to intercept a thermal detonator
throwm at his party, and | ruled that the
subsequent blast damaged the lghtraber,
but | took pity an the player and sald that
it could be repaired. Just how sturdy are
lightsabers?

Observations & Clarifications

Well, not that sturdy; thermal detonators
are pretty destructive, and a4 a Mediem-
sized weapon, a lghtsaber should only have
g Hardrness and g woounds, not encugh to
survive a thermal detonator at ground rero.
Wwe also know from the screenplay for The
Phantom Menace that an ignited lightsaber
underwater will burm out, although it can
M r|:|:_h.1:'g|:~d l'.'rlrl:,l guickly As a stickler far
the rosies, | would rele that a submernged
lightsabes nstantly shuts down and must
b recharged for at least half an hour before
it can be used again

& Force adept In my campalgn wants te
take Sense at 15t level, but the rulebook
says she'll get it at and level. Does that
mean she can't get it at 15t level? And f she
can take it ak 15t level, then does she get to
choaie & different feat she'll get for free at
rnd bewel, instead of Semnie?

You can .alwa:,lnnlr.: Force feat—aor any
feat, for that matter—if you meet the pre
reguisites. The only prerequisites for Sense
are that the character have the feal Force-
Sensitve and have at least one level ina
Force-using class, 5o, yes, the Force adepd in
your campaign could Lake Sense at 15t level
as heer 1st-level feat, and she would also getl
Alver and Force-Sensitive (along with her
wweapon proficlenches), because a Fome
adept gets those for free at 15t level.

Al and lewel, though, she wouldn’ gain
Sense, since she already has it—and she
wouldn't get an allernate feal, either. Essen-
t'31|!|'. shie has chosen to F-:lrl:-,gl:l irr a5t Pyl
feat to take Sense early. 5

Got rules guestions?
Send them to:

ling

Jed Couns
c/o STar Wars Hamar
P.0O. Bax 707
Renton, WA BBOS7T

or via emall to
swhiamertwizords com
{inelude “Jadi Counseling”

in the subject)




Rilaots for Hire

fTLLUSTRATED BY SCOTT ROLLER

Sepdy canbnags, oroveded spaceports and nicer laendromats are
wsually tee ming wilh pilots ready tl_l_e::'l.'\- s sl @ BT, Haey, if wou spend
most of your [§fe crammied into a tiny cockpit, it's important 1o keep

thase r|lk:|l|_'.l whitevs smclling fresh, These rocket jocioied $pill over

wilth co rmuch attitude, s i1 any wonder they can™t hold '.t-."-.ld:.' |l.l|'l'-:'

Be sure to buy the insurance
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BY GREG KEYES

ILLUSTRATION BY MIKE HUDDLESTON

“What a nice start to the day,” Klin-Fa {4 Lommented,
cutting her davk epes at Lildie

M SaTCasim wasn t kst
Ak least we'ne alive,” he sald. “That was anything but a
given lask nlghr P
Klin-Fa's rsouth setibed in a thin line, Uidic wondered if he would

ever see the young ledi smile. She was pale, her short brown halr
matted and full of silt from the flood they had survived the night
before and the bump on her forehead had gonea shade of purple
he'd heretofore seen only bn cerlain nebulae. Stl, he felt if she
similled, she'd be prety

Annoying. atmost insufferabie, but pretty.

“ees, were alive,” she admitbed. “Bravo, Terrific job. Nows if you'll
just take care of that search patrel and the—whal? Eight enforce
ment flierst Maybe I'll forget that if it weeren't for you Daoubda't be
in this reess at all”

Thiot wes a little toa much, “C5A was chasing you before | ever
laid eyes on you, ™ Uldir said, “Without me they'd have you by now.”

“Doubiful,” Klin-Fa retorted. Then she sighed. "o irrelevant. Do
you have sy weaponsi

“Ma. | lost the blaster.” My hondys were fidll toving pou from drosen-
irg, he silently finished

"B beast | still have my lightsaber”

Yeah,” Lidir said, eyeing the ever-nearing seadch party comeng
dowen the arroyo toward the cove wherne Klin-Fa and he wene hiding
“Loak, I'll admit you're pretty handy with that thing, but against
these odds—

“The Force can prevail against amy adds,” she insisted firmiby " Any
Wy, it's mod like we have a choice. Theyll find us oon enough
Lindess you have a plan.

1 do, as a matter of fact. Sit tight until the rest of my outiil
shows up 1h|:'3,l'n:' bound to be here soon, If you want (o use the
Farce, try to project the thought that we're ina different direction.”

Klin-Fa's mouth bwisted as if she'd just chewed a sour thom, but
she gased her head in a reductant half-nod. “That might work—even
at this distance, | might be able to project a suggestion. But it weon't
fool that Yuuzrhan Vorg down there ™ She Bfted her chin toward one
of the members of the wearch party. Even from this distanoe, Likdir

could make out the scars and tattoos that marked him as a member
of l:llrr::11._|g.='|l.1r1|r imvaders bent on conquering the galasy—and
daing a rmere than competent job of it so fw

“True,” he admitted, “But he doeon't know where we ane. He'll
have Lo trust his local guides.”

Klin-Fa grunted what hie guessed was agreement, took a deep
breath and elosed her eyed. She regched aut her arm, and the fin
Bers of hser rlghr hand fluttered '.-|||_.=.h||g,l Lidir felt the Fadce in
mation, which had the affect of deepening his frustration with the
whole situation, He'd studied at the Jedl academy bt loft it 2 fail
ure, having no natural aptitude for the Force. The most his training
had beft him with was a l.!lE_h1 ability to sense ledi when they
wrorked with the Force, and what some would say was an uncom-
mon sort of luck, Still, the experience had taught him something
import ant
something, you weren't gaing te get i, You lived with what you did
have and took pride in your real assets, not the ones you wished you
possessed. He'd thought he weas over useless self-remonstration af
his failure, and he had been, He really had—at least until Klin-Fa G
had bounced off the center of his tabde In a local canting, purued
kny lanww enforcement officials of the Conparate Sectorn Authonty, Her
attitude had managed to wake the old resentment in him. Wiy did

sometimes i didn't matter how hard you wanled

somEone like her have such strong a!flnn:,' witth the Force, while he
codd anly hear IE whisper?

it wasnt falr, which made him even angrier, because be knew the
unkserse wasn i falr

But it ought 1o be bolanced. That was what the Force was all
about, right? And there was something very unbalanced about Klin
Fa Gl When she had used the Farce bo euthion thie erash of thelr
atmaspheric Mlier, he'd almost thought he sensed something dark.

Her eyes were still closed, and Uldir studied her, She didnt look
evil, in her tattered yellowr skirt and black leggings. She looked
young and intent.

Ah, what da | knowi Uldir asked himself | couldn't fell o Sth fram
Master Voda hirself, not with my pury sensed

She'd sald she was on a secret mission for Master Skywalker. Hed
belseve hes untsl IOVET WG Arllpﬂ.‘r:,[thr: weas bedi, amd !JH*r"ajl‘.'b
was bo rescue Jedi from the Yuuthan vong and thelr agents. He
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] i‘ might not be able to use the Foroe, but no one

had ever said he wasnt good at his job. There wasn't a

better rescue pilot in the business,

Of course, right abouwt now it would be ndoe to have something
to pilot.

The group of searchers was pointing up the other side of the
arfoye. He heard showting, and then they broke into a trot,

“You did it,” Lidir breathed.

‘Tu-p.'iht sabd. "It won't fool them for long.” She siarted forsand,
aut of the cave mouth.

“Hanig on,” Lkl said, waving vageely upward, “There're still the
fliers to consider.”

“¥oou consider them, You're the pilat.”

"M We should walt on my people, or make some kind of plan.”

She pushed a straggling lock of hair from her face. "Hey, you had
a3 gn-nd idea, jets, Dot spoil i hr thinking too much "

"My, listen—hyl™

Tt shidihivad Fradved o,

"That was boo close,” e said, “Mesxt pass we might not be
s Juchy”

*"Fine,” she sald. "What do you think we cught ta do? Your friemnds
don't seem to be showing.”

“lcan ';iH;naI them,” he said, indicating his comlink.

“vpu're just now thinking of that?®

“Mo,” Lildir said reductantly, 1 called them last night.”

"Last night? They're taking their time.”

“Our ship's in dry-dock, It might have taken them all night Lo get
it out. Besides, it's not like | had exact coordinates to give them.®

“Mayte you would have if you hadn't had the stupidity o flyinte
a swecper storm,” she reminded him

“WieT " Lildir growled, "1 was just trying to make the best of a bad
situation, and you were no help, Maybe if you weren't 50 closed.
mouth abouf what it & you're up to ..

“Uh:uh,” she said, I can't trust you.™

"Not even nowi”

"JEEORI,” HE GROWLED. "SOUR DAYS ARE v g

ORAWING 70 A [Lost.”

Too Late. She'd already sprinted from the cover of the cave and
wd starting up the armoyo sbope in the opposite direction in which
she had sent the search party.

"l.ripmg Moffs!” Lildir snarled, and did the only thing he could de,
the thing he'd been doing from the start of this whole mess—he
started after her,

He came over the lip of the ravine in time to see ber vanish down
into another one. Bonadan had lost most of ity natural life forms (o
the beuftal industrialization of the Corporate Sector, and without
roots and rhizomes to hobd them in check, eresion had fast fur-
ronaeed thie hlghland soils outside of the spaceport, peeted back thidr
planetological histong, and tumed them into a badlands

Somewhere, Uidir heand the vwhir of fliers, bt he didn't see them,
lh:jl W prqbahl:,.' :urld:ln:lmﬁ some sort of grid seanch. They likely
had satellite intelligence, toa. The broken nature of the terrain ganve
them a chance, but anly & small one.

I-h{aufjﬂ up to Klin-Fa Gi a5 she hit the battom ol the next
randne at @ dead run

“Where da you think you're going?” He snapped, trying to keep
his voice down and match her pace at the same time,

‘nﬁ.l,i,lﬂy:,';hr sakd. "Awn:,' from the Vong.™

He got It then, “You're scared of them, The Yuwrhan YVong ™

“seaned? Mo i'm scared of nothing, But my Jedl powers ane use-
less against the Vong. If | fight, | might lose, and | can’t afford that.
The galaxy cam’t afford it My mission cannod fail,”

“Hey, I've dizalt with Yuuzhan Yong before,” Udir chaffed, “They
anen T imvincible”

Siit's great you feed that way, Wihy don't you go hold 'em off for me?”

Maybe Ul just do that,” Uldir snapped. “i's better than—down!™
He yanked her against the wall of the ravine, just as the shadow of
a fler moved across their feet. The tteep angle protected thiem,

mastly, but Uldir still held his breath. “Theey'Il kaak in 3 radius around the signal. Mow, come on” y
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"Wy dont you stop whmmg and call yaur '-h!plﬁ..ﬂ-ﬂ!.r
| eouild da that, but those fers would get a fin on us,
my friends aren't around, we'll anly get caught faster”

Klin-Fa sbowed to a halt and gave him a glance as hard a5 dufis-
feel "Fast or show, makes no difference.” she sabd, “Either your crew
found some way out here or nok. Either we'll get caught or we
won't. What, do you have a cushy retirement planned il

Uidir returned her glare, but she was right. He keyed on
the comlink.

“This is catchhawk one,” he said. “Catchhawdos, do you copy?”

Statec drizzled for a momient, then the volce of his second-in-
command, Vega Sepen, answened him.

“| hear you bois-boy, You're still alive, | guess.” There was nothing
in the tough Corellian woman's tone that suggested she'd been’
wistried about him

“I'm in a bad spot, twa, right between a supernova and a black
hole. Did you manage to find Lome leget

“Ah . sert of," Vega replied,

“Greal. Got a fix on med™

"sarry. Don't have that sort of equipment on board, I'm afrald®
There was a backgroand gabble he couldn’t quite make sul—\ega
talking to someomns else—and some sort of music, Then Vega's wice
came back. “Vaak thinks ke can tiiangulate with our combinks. Can
youl keep mrﬂ'lﬂngi'"

“Sure,” Uidir sadd. " Axpaai-dn"

“Linderstood, We'll get you boss-boy, sit tight”

“What's that music?”

“Mothing.”

“What in e Force are you flying, twol™

Yega didn’t andwer

“If Yo ht-rp ﬂn{lmg_ lhr_r'll be able to track us,” Elin-Fa in.]-pl:.lﬁ.

“5hh." He laid the combink under a nearby rock. ®1 know that.”

“Bu your friends—"

".l.l'l_:,l friends kniows that m.yl:.u'-l'n means ‘nat’in Dug.” Lidir I'Eplled.
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' the ravine, just as Uldir noticed the sound of the flier returning.
! Klin-Fa reached the Hp of the chasm as the patrol vessel came over.
Blaster fine kicked up dust around hey feet, but she dodged lightly,
pnd her lightsaber was suddenly on, In the et instant it was a
whirling disk of beilliance, shearing thraugh the nose of the flier.
Meare blaster fire from somewhere else made a spectral bridge over

the afrayo top, but by then, Klin-Fa kad dropped back below the rim,

the deadly lightsaber returning to her hand and extinguished.

"Fﬂhm flushi” Uldir breathed, Then she was rushing past him.

“Mhowel” She shouted,

They ran down the arroye, cutting over a low rise into the next,
then doubling back,

| Right Into a patrol, four humans with enforcement blasters and a
Yuuzhan Vong. They were less than two meters away,

“Hey!" One of the humans shouted.

Wider didm't think, He hurded himself bow and hard at one of the
hurmans, feeling the heat of blaster fire scorch his back. He hit the
man in the waist and they went dewn. Uldir hoped the others
would be reluctant to shoot for fear of hitting their comsade. The
two men rolled, and then rolled some mone as Wdir saddenly real-
ized that his mad tackle had taken them dewn yet another slope,
Rocks dug angrily at his back as his opponent tried, with moderate
success, to club him with the butt of his blaster. Fortunately, the
blows were glancing, and by the time they fetched against a stone
Larpe enowgh to stop them, Ukdir had managed to get one of his
hands free for a sharp uppercut. He felt teeth snap together, and
the officer wenl limp.

Blaster fire cracked the stome that had arrested them. Frantically,
Uidir dove away. at the same time searching for the officer’s
weapon. He found it @ meter away. relled and caught it up, then
tradned it back up the dope. Anather shot dug into the sand cen-
timeters from his knee. Uldir fised, missed, seramiblod o his feet and
Fan up the |.|-up|_- ﬂmuullng His third shot kit an officer i the shér-
num and kicked him back out of sight.

By the time he reached Klin-Fa, she had taken out the remakning
afficers and was in a swirl of motion with the Youzhan Viong. Like all
of his kind, the warrior disdalned the use of mechanical con-
trivances—he fought with an amphistaff, a living weapon that
resembled a snake, at turns rigid and sharp and flexible and whip-
like. Klin-Fa was having a hard time countering the furicus, complex
attack. Uldir raised his blaster to change the adds.

At the same moment, another flier come over the ridge, blasters
pumping. Swearing an Ettlan curse he'd never quite understood but
liked the sound of, Uldie dedged into cover behind @ shelf of rock
and fired back. His bolt ricecheted off af the side of the flier, and the
answering shots puhu:rl:-l:d his shelter. He could see the pilot grin-
ning threugh the windscreen, Snarling, he broke cut at a mwn, firing
a5 he went, He couldr’t get a proper bead, and his shots all either
went wide or glanced off the tough metal of the flier. The pilat was
huing mo such treuble alming—hovering. his front-mounted
Blasters followeed Lildie like o padr of flery footsteps, getting closer.
One bolt hit wo close it cauted him to ctumbls, and i @ strange
mament the world seemed to go entirely still, Uidir felt kis finge:
depress the trigger a final time, and then the weapon went flying
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the taste of blood and metallic dist, waiting Tor the inevitable

The inevitable didn't come. Warily he glanced back wup. The flier
wears stilll lsreering, but the pilot wasn't smiling anymore—hg was
slumped sideways in his seat, and there was a neat hole In the
wilndsoreen.

“Wow," Ukdir breathed. Sometimes his luck surprised even him.
He picked wp the Blaster and tursed towand the sounds of combat,
fr;rlng whal he swould see.

Klin-Fa was in his line of fire, but as he watched, she ducked
beneath the whipping amphistaff and swept her leg at the Yuuzhan
Vong warrior's foot. She clipped it, putting him slightly off-balance.
He took a long retreat to correct for it, but Klin-Fa leapl high into
the ale, flippeed cver her opponent’s head, and struck down at the
saime time, To his credit, the warror caught the blow ina behind-
the-back parry and spun to riposte. Klin-Fa, hawewer, landed (n a
split, and the blow whistbed over her head as she drew her blazing
weapon through the Vong's midsection. He gaped and fell In beo
cauterized hatees,

H still took another swing at her, but the ledi was back an her
feet, dancing out of range.

*For Yabeley, ™ she snasled. Uldir wondered who or what Yabeley was,

The Yuurhan Vong watched her go, black eyes glittering with
hatred.

"Jeedm,” he growled. "Your days are denwing to a close.”

"Nt as quickly as yours,” she said. Her voice was colder than
night on the dark side of an alrless moon

The Yuushan Vang spat blood, “Your blow was skilled” he sald 51
salute you. But you will die. All of your kind will die. Even your own
kind has tumed agalnst youw”

EHn-Fa gestured contemptucsusly at the dowmed officers. " These
creting are nok ry kind, " she sald. *1 don’t claém kinship with anyane
foolish enough to believe the Yuurhan Vong weill step their con-
guest of our galasy simply because they turn Jedi over to you,”

T wearriar similbed stramgely °It B not your galaxy,” he said "You
have mml:,r infested it Tor a lime. We have come b end the infec-
tian, kn the mame of ghorkous Yun-Yuurhan,”

" Oar galaxy.” Kln-Fa repeated, flemly But the Yuuzhan Viong did
ot hear her, His gide had weandsrad b-eynm‘ thee stars.

Klin-Fa tﬂmgul'g.hl:d her saber and clipped it to her bl

“Hey,” Uidir sald. “Méce moves, Bul we're not out of this yet. | hear
mare fliers coming.”

“Let them come,” Elin-Fa said, grimby.

They did, three of them, and soon Klin-Fa was acting as a living
shield, deflecting bolts as Ukdir tried to hit the fllers or thelr pllots at
s critical point. These pilots didn™t hver, howeser, but began
spreading out bo encircle them, When that was done, it would be all
ower, Klin-Fa couldn't block fire from every direction,

A bolt sang through her defenses and scorched Uldir's ear. Klin-Fa
gasped as 3 second scored along her thigh, and the fliers tightened
ir for the kilL Lidir and Klin-Fa stood back-to-back,

"Thanks for bngng,” Klin-Fa said. i sounded as if she really meant i

"o pfnbl-:m_‘ LFdir repliesd. 18 mrry jnh" Hie wanted 10 say some-
thing else, but what it was exactly eleded him. He fired four shots
at the neareid (Hef instead.
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M “Dio you hear music?” Klin-Fa asked.

“ow that you mention it, yeah. | thought | was
Insmg it." Towns fliers had him firmly in their sights, now. He oould try
and dodge, but that would leave the ledis back unguarded. He
repressed the urge to chase his eyes, He'd watch death come for him
thank you, and stare (& dewn undil the Last second,

Except that the fier didn't fire. Instead, it was Torced to tern at
a barrage of small-arms fire sizzling against its hull in fact, all of
the fiers were under attack. One didn’t turn fast enough to meet
the new threat, and lost its aft stabilizes and repulsarlifts within
a few heartbeats of one another, It wobbled and then diopped
like a stone. One of the others banked up and caught it in the
belly, dropped low and limped away smoking. Uldir fired after it
as mmethlnl rather strange showed itvell over the Edg!ﬂf
the armoya,

A pair of gigantic eyes was staring down af them, set into a head
at least a meter-and-a-half wide. Fram its gaping mouth, music was
blaring. Stranger still, & flgun[' seemed to be dancing on the head,
spinning out streamers of beight green light,

“What in—" he began, before it finally started making a twisted
sense 4% e notioed the Ilght wils ot 'EIIE.IHIHH off randamly but
harassing the remaining fliee. The dancer was a Dug, balanced on
one forepaw and firing blasters with his other theee hand-feet,

“I'VE BEEN MAKING MISTRKES SINCE THE MOMENT

| FIRST SAW 500. Wi SHOULD THINGS BE
DIFFERENT NOW7~

“It's Leaft!® he shouted

A thicker series of bolts joined the Dug's wild fieefight with the
flier, and Ulkdir made out a platinum:haired womasn standing beside
the head, which he could now see was mounted on some sort of
hover-platfosrm, That was Viega and her blaster rifle,

“Corme on!” Uidir told Klin-Fa.

That's your crack team of resoue pilots?™ She asked, skeptically.

“vou better believe it.”

“Why are they riding on exec Lounha's head ™

“I'm sune thqr have a Eﬂﬂd eiplanation,” he replied.

The tw ran through a decreasing volume of skybom fire until
they resched the floater. Vega gave Udir a hand up without looking
at him, at the same time 'Lti!:hing red bursts through the -
songen of the last flier still in sight. It went down, leaving a blaze of
flame serass the fas wall of the canyon

*That's three to your b, she called up to Leaft,

*Hurr, Human luck,” the ﬂuE snarled down. “Next time—"

Mega ignored her compandon. "Vook,” she called into the gigantic
hedd “We've got the boss. Mow get us out of lere.”

'ﬂalngl " The Duro called.

Al an excruclatingly slow speed, the floater began deifting back
towrard the spaceport.

“This i insane.” Kkin-Fa :..l.i-ﬂ."_||||'|1_erv: are we going on this lhiﬂg?'
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“Farther than you were going on foot,” Vega said, dryby."You
alay, boss?™

“I'mi fine,” Uldie replied. “But she has a point. One of the fliers got
away, and besides, they must be in contact with thelr headguariers.
Whe cant ﬂghﬂ off another half-dozen fleers an this thing, ket alome
something bigger”

“Heey, we did the best we could,” Vega sald. "This was the only
1l1mg wie could find on short notice”

Despite himself, Uidir cracked a grin, “A float from the parade?
¥ou wene shvays good ot improvising, Vega, Ul give you that.”

“¥ou better believe it," Vega replied. “and I'm not done yet.™

“What's that mean?”

| got a call froem Lhvee right before we plcked you up. He finally
got the ship out of dry-dock. It's on the way”

“Livee?” Klin-Fa asked. “Another one of your acest

"Our astromech,” Uidir clarified

“&n astrornech flying a ship? Alone

*He's nof your crdinary dnokd,” Lildir 1E|.'l|i|.'d.

“Ma,” Klin-Fa sald. "1 don’t expect he would be”

= Ta =

The Mo Lisck Requibred arrived about ten minutes later, flying a little
erratically and landing with a busmp that set Uidie's teeth on edge He
hadm't wanted to say $0in front of the kedi, but hed
had his own doubis about whether bhe would ever see
hits #hip agasn after Vega's casual announcement—
though he'd modified the UV-00i droid 1o fiy the ship
in emergencies, thie neality was pune theary until Rosac

Thoigh the landing was a little rough, the drodd
seemied to have done olay, and (£ was good to see
thie ruggﬂ! transport, Tlu.-lr abandorned the foater
and erawded up the [anding ramp, Uldie went straight to the con-
trods, whene the readout was serolling, Uvee talking to him from his
moaring skation,

Hi Boaz- by How did | do? the drodd translator read

“You did great, Uvee,” Uikdir sadd, making a mental note to kéep
Viega away framn the astromech in Uhe Tuture. He borled bﬂiﬂg calbed
“boss-boy” “Perfect.”

Shail | fake s to ovbity

*That's okay,” Uldir quickly replied. *Take a rest. Il get us out”

“Fliers, four chicks,” Yook said, from Lactical,

“That's just fime, " Lildir sakd "Thr_.' can chew our exhaust,” He
punched in the drive, lumned the ship skywand, and left Bonadan in
a bloom of ions

{:ml,- much later==two jumps from Bonadan—did e relax, and
e mot much.

“We still don't have dhields,™ he rolboed.

“Mo, " Vook said, “and the hyperdrive B—undependable. The
repalrs were not complefed.”

Lildir blew aut a breath and nodded, “Well, you take what you®
gﬂ_' e said. “At least wee have tome drive capability. Where can 'IM!
sof dewn b findsh repalrs?”

“Wiell, there's Shelter, " Viega sald. “That's close.”

“feah, And in the Mave | won't iy thal run with & sty h}'ptilil'ﬁ'!-'
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| "Ghod point. How about Mon Calamari?”
- "punds prudent.”

" "Mal® Klin-Fa interrupted. “We can't spare the time for that. You
Bave to plot @ cowrse for Wayland, immndlatley."

W]nd?"l.lldlr said, “What in blazes are you talking about ™

Sunel just exactly wheo are yout Yega asked, her gaze tracing
uncharitably up the ledi's figure,

“And what in space makes you think you can tell us what to do?™
Leaftadded, edging close to her, his teeth barred,

Klin-Fa tensed, bt otherwise ignoned the theeatening Dug.

“lsuppose introductions are in order,” Uldic allowed, “Everyone,
meet Klin-Fa Gi. She's a bedi, if you haven't figured that out already.
KNin-Fa, this is my crew=—\ega Sepen, Leaft, and Vook Geha”

§ Vegia nodded her platinum tresses curthy, Leaft continued to
gr-uwﬁ_.;m;l Vook turned hit flat face toward her and nodded
absenthy."Fleased to meet you,” the Duro sald. He didn't sownd
Iiieaud—he sounded daleful Vaok always sounded doleful,

Elin-Fa wasn't distracted. "l have to get to Wayland,” she sakd
“It’s important.”

Uldir grinned sapdondcally “But you won't tell me wihy”

“lean’t. I've explained that.”

*You want me to space her, boss?” Leaft asked, in a helpful tone.

“¥ies," Uldir returned, "but you'd better not. Klin-Fa, Wayland is in
Yuuzhan Vong occupied space, in case you haven't heard. I'm not
li'n;ln-g a 5l1|-|;|- in this condition there unbess | have ample reason.
You'we given me no such reason,”

*I'm on a mission for Master Skywalker That should be
reasen enough,”

“Sure, IF | belipved you, but Fm nof sure | do. Trust goes bath warys.
o want e to take you to Wayland? Tell me why™

lcanmt”

“Fin, Then we're going o Mon Calamani. Meamahile 'l try to
contact Master Sknwalker and soe what he has to say about this.”

“You're making a mistake”

Tve besn m.:ling miittake tince the moment | first saw WML
Wy shiould things be different now?”

“Because the fate of the galaxy depends on what we do now,
thal's '.Hh].l. Theres na time (o lose™

"o you say,” Uidir said, shrugging

Klin-Fa's face reglstered barely concealed fury. and again Uldir felt
samething a litte troubling in her presence. The feeling faded as
she {umpm:d herself and vanished when she quirked a little grin,
the first he had seen. He was right—I{t made her prettier,

"I guess | wouldn't believe me, eithes,” she admitted, reluctantly,
'l:m.il'u'l'u,-n?uu pontact Master Sl-rmlker,he'll confinm what Pve
saild. But you ought to do it quickhe”

Uldir ratsed his eyebrows in surprise, *That sounds almost
too reasonable”

She shrugged, “What cholce do you leave me? Fm at your mency”

“Great,” Uidir sald. He glanced at his filkhy clothes, “Tm glad
that's setibed. We've got a long hyperspace jump—| for one, could
e a “fresher, You could probably do with the same.”

*1suppose,” she conceded,

“wou can go first. Vega will find you a change of chothes.”

A hour later, f-ri:IinE considerably mode human, Lildie met with
Elin-Fa again In the ship’s small lounge. She looked smalleér i one of
Vega's black jumipsuits, and younger, foo

"Maybe we got off on the wrong fool,” Uldir said. He stuck out
his hand, *T'm Uldir Locheti. Pleased to meet you™

Shee grinmed wryly and took his hand. *Pleasure,” she said

“You'd better walch that,” e said.

“Whati”

“That's twice now you've smiled. It might ruin your kook.”

“|f you'd been through what | have .. " she began, but trafled of,
her gaze going muddy, kosk in a past that Wdir knew nothing aboat
“Yeah,” he said, “Well, if YO Ever feeel lilkoe t.ﬂking about it I'm a

good listener”

“Right. Thie soul of concern.” She shifted. “5o this is a Jedi
rescue ship”

“¥ep. My litthe kingdom.”

“loaks kind of beat up.

“Wall, wee dion't like to attract attention. Bul the can do the job,
wiher she's in good condition.”

“You're proud of her,” Klin-Fa notboed.

“Sure, And of Iy ST, Wou won't find betler™

"I don't deny the four of you seem to get through, somehow.”

Uidir eoubdn’t tell if that was a compliment or not. He ket it pasa.

“Want a look around?” He asked,

“Well, you've seen pne transport "

“Hah, Crmon.”

“Thouldn't you be trying Lo contact Master Skywalker?” She ashed

"'t.l'c-,g.;l'_'. 'm:rkmg on that. We have to bounce the signal arpund a
good bit and put it threugh several layers of encryplion. Takes Hime.™

“Mof too much, | hope.”

“Ho, | expect an answer in an howt oF 50"

She 5|Eh|:|:| 'l:l.rhr.igun_-. I'll take that tour.”

“Heay.” e stood and started keading her around, “The chassis B
an old Corellian medium transport,” he explained, “but we've made
a few changes.”

He tock her up the shaft Into the turbolaser turret.

“Mice,” she wuid_ when the sanw the armaments.

“Turbolaser is state.ofthe-art,” e replied. “Cesiurm vapos, andd
packs a real mean punch, We can abo target proton torps from
ke, a5 well as from the central panel And there's an extra layer
af |:||:|l|r|3_.F

“Hut just one tumet?”

“¥ep. | sacrificed the other for something better”

“What's that?™

“Thae best part. Come back up”

She fodlowved him o an acoess hatch,

“This used to be the cargo hold,” he explained, keying the haich
open, “HBetween that and the missing second twrret, we made roam
for these.”

He finally had the pleaswe of seeing her surprised,

“S-'larl'lﬂhl:l.-r."' She breathed.

“¥ep,” Wdir sald, gesturing at the sleek little ships, There werns
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] i ‘ four aff them, nestled In a rotaling frame.”

can only launch ane a1 a time, but we can still get 1|'Irl.'l'l'l all
out bn under a minute, i we have to”

“hewings,” she noted, sounding somehow disappointed,

“¥ou know your ships,” Uldir sald " They came out of the shipyards
a5 A-wings, Now they're a little something special—each has room
far a passenger and emergency medical equipment. Sometimes we
hawe Lo et inbe tghter places than the Mo Luck RBequiined can go.

“ygu wie them Lo extiact ledi?®

“and place them, We're noll only in the rescue Business—some-
times we Terry led| info Yuuzhan Vong space, when a mission calls
forit”

“Interesting. Things have changed a little since |'ve been awry”

I guess so”

*1 sz you sacrificed the escape pods. to,” she mused. "But | sup-
pase the A-wings can serve the same purpose.”

“Yeah, s never come to that, but that's part of the plan Murmbser
ane there is even hyperspace capable, so if we have to split the mis-
sion ar send for help, we've got the extra legs to do "

“Fine," she sald. “You've impressed me &5 il to bedie that, she
yawned, “How, with all of this, do you have a spare bunk? | haven't
slept im—well, | guess aweek, | think I'll take the rest of that howr to
hawe a nap.”

"o probdem,” UkdEr sakd

"WRSLAND [5 WHERE EMPEROR PALFATINE'S
SECRET TO5-BOX WAS. AL KINDS OF NASTY DRRK

SIOE THINGS ON WARSLAND.”

After showing her ko her bunk, Uldis went back up to where Vega
st at the comtrods

SHice new friend you've got there," the Corellian commented,

Uidir nodded, “Mot bad with a lightsaber”

“From what | saw, I'd say spectacular,” Vega cormected. "Cute, o™

“That | hadnt notkced.”

“Mo, of course not. You just instantly recognioed her as Jediin
need of ald and chased after hes”

"l thought she was a thief” Uldir said, defensively. "1 thought I'd
hielg the local authoties catch her. | didn’t know they were the
bad guys.”

SYeah,” Vega sakd, “Speaking of which, | think we can mark the
whaole Corporate Sector down as unfriendby now. | did some chedking
upon that new exec, the ane whose head we borrowed. From what |
wag able to E‘I-r,'.m. 'm guessing he's been in secret negotiatons with
theYuuzhan Vong for two weeks naw.”

“Given that thens was 3 Vang in the search party, that's not sur-
prh.in-g And Klin-Fa 104d there was on executos on Bonadan,”

“Well, things just keep getting better and better don'l ithey*

“lust makes things more interesting,” Uldir said,

®You can say that again. And you probably will, There's more hot

syskims every day.”
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“1t°ll turn around, eventually,® Uldic said. " Now that Master Sky-
vealker has plans in motkon,”

“¥ou put an awful lot of faith in him," Vega said

“It's not faith, Faith is something you sccept without proof, Master
Skywalker and the Jedi have proven themselves time and again.it’s
the govermment of the New Republic that's gumming things up”

“Dion’t e toso Lure, " Vega Lald. “The Jedi are all well and good, but
theﬂ_,,' aren't invincible ” Her tone becarme somehow mone cauthous—
and rvose eading. He knew Vega, and knew she was about to make
a paint ol same sort, probably an unpleasant one.

“What?" He said
*Thie ledl. IF even one of them turnt to tee dark side, we could have
bigger troubles than the Yuuzhan Vong.™

“That's true, birt | don’t think it's likely” He tilted his head in sus-
plolon. "¥ou have a reaton for beinging this up?®

“Lure. Just how mun:hd!ﬂ:,rnu oo about this Klin-Fa Gi?©

e hesrtated

“Waell?™

=it's just=—i got some disquieting feelings from her, ack
on Bonadan.®

“What do you mean?™

Uldir fronwned. “Fm nod sure. Frobably nothing.”

Vega twisted her mouth. “Look.” she sabd, "l know you've got a lt-
tle of this Force thing—""very little. What | have isn't dependable.”

“Maybe not. But don't let a pretty face distract you from what it
might be felling you™

He turned to her seriously, “Yhat are
you sayingr

“well, | got a feeling from her, too. Not one of
your mystical ones—just the suspicion that some-
thing deesn’t add up about her, And Waland—
wihy Wayland? | can think of only two possibilities,
right off hand, to explain why 2 Jedli wrould weant 1]
to go o Wayland " '

“I hawven't had time to think about it all.™ Uldic admitted. "Fill i
mein.

“Wayland is where Emperor Palpatine’s secret toy-box was, Al
kinds of nasty dark side l'lll'lﬂ!.-lh'l-'l\'ﬂ,l‘lll'll:'.“

“Mot anymore,” Llkdir sadd

“Wrong. F've read the reports. Some of the Emperors devices are
still there—buried, yes, but Ul there.”

*Buried under 3 mowrdain,” Uidir corrected.
Wi Buit thee Yuizhan Vong are there now, and they have a vy o
digging things up, don't they?”

Lidir acknowledged that with a tilt of his head. “But the Yuuzhan
Vong don't exist in the Force,” he pointed out."Ewen if they fiound
some kind of dark side weapon, they wouldn't be able to use it.°

"Probably nol—but they might be able to learn something about
the ledi that will be of use to them,” she held up a finger, “50 that's ?
one pessibility—they've studied the Emperors old tech and are
developing some sort of anti-led| weapon, Our new friend learned
aff this somehow amd is off to foil B el |:|-Iﬂl."

“¥ou mentioned two possibilities.”

Vega unfolded a second finger, “The other possibility is that
they've found something Elin-Fa Gi thinks she can use herself” '

=
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“¥oti're faying she's gone dark.”

*I'm saying she's angry. Even | can see that. And aren’l you dbwianys
1l,'||l.l13 me that anger is of the dark side?”

| think she lost someane,” Uidie said. "She mentioned a name,
whernshe kilbed the Yuuzhan Viong warror And 'd be angry oo, If my
home planet was dalng its level best bo furm me over for seerifice”

“Dipes the reason she's angry really matter? 5o she feels justified
in whateyer she's planning, Would that make it any better?

*But if Master Skywalker ordered her to Wayland—

“Weell, that’s the problem, Yega said, “He didnt.”

“What?"

She tapped a readout. “This came in just before you did. Kiin-Fa Gl
wias killed on Gyndine, of presumed so, two months aga, And Master
Skoywalier dorsn't kmow anything about ary mission to Wayland.”

“0h. Carbon flush.”

“Yeah. You see.”

“What does Master Skywalker want us to do?”

“Bring her in for debriefing. as soon a5 possible.

Uidir nodded wearily. "1 guess that's what we'll do, then.”

“Where s she nowi

“Taking a nap. Or at least—"he paused."Does the alr smmiell funny
o youl™

Wega's eyes widened, just as Uldir felt his ears pop

Ha tirned quickly to his instrsments. “Vaping Maffs! We're bosing
ST plessune.”

A% that momernt, the ship shuddered as if struck, and the ights
wenl owt, Cursing, Uldir brought emergency power online e ve
dropped out of hyperspacel” He said

No Luck Reguired

Mopiren Copmuas Enciniieiqc Coep YI-TTS MERIUM TRAMSPORT
Crew: 4 (unique)

Initiative: 4o

Manewuwern +0

Class: Space trangport
Slme: Miedium (52m long)
Hyperdrive: =1 (backup )
Parsengers: 8 Defense: 20 (410 arrmsde)
Shield Palnts: 180 (DR 1)

Hiull Polnts: 2o (LK 15)

Cargo Capacity: 150 tons
Comumables: & months

Cost: Mot svailable for sale

Maximum Speed in Space: Attack |6 squares/aCtion]

Atmasphedic Speed: G50 bm/Sh {n squanesfaction

Wieapon: Dauble turbalases cannon; Fire Arc: turnet®; Attack
Bonus: 46 (+6 fire control); Demage: cdiooc?; Range Modifiers:
MRS+ M= L=4

Weapon Proton torpedo launchers (2); Fire Ane: Linnet® Attack
Bonus: +4 [+4 fire control); Damage: 9dvo2; Range Modifiers:
PE 0, 55NL nfa
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Dty e wdpon con be fived eant round

“Interdicted ™

“Mo. The drive failed.”

| bt it didmn't jurst fadl,”" Vega said.

“I| ek you've Aight.” he agreed. “Vega, get back there, Don't be
afraid to shool.”

“it"s too late,” the Corellan tald him

But Ukdir saw that, boo, A-wing one wak just crossing their fiekd
of wiewe, undes full sceeleration. An instant later it vanithed inta
hyperspace

Saak!™ Ndir shouted, "Get that vectad!™

=Gk i, boss,” the Duno's volce replied, "But vwe have our own
troutdes.”

The air was getiing really thin nowe "She's opened us (o Spae,”
Uidir growled. “That little—"

“And sabotaged the hyperdrive,” the Dure added, " VWe aren't
golng .11|:|.'.'.|hr:-|f-_-=.|r We're stranded hene.

“Nearest planet on slower-than-light® Lidir asked, grim#y,

“Tweo years avway, sie The stars are sparse out here.”

“Like | said,” Vega dravwled. “Things just get bether all
thiE tlme” B

To Be Continued . ..

Greg Keyes is bhe author of Star Wars: The New Jedl Order—Edge of
Wichavy I: Conguest and Star Wars: The New ledi Ovdler—Edge of Wic-
fouy IF: Rebirth

Thie N Luck Required has had ene of its weapon tummets and a
Large portion of its main cargo hold replaced with a revalving A
wing laanch I;|,|].-|,:|-|-u-.|-=| Every other round, the Mo Luck "'“-'nlllr'll':i
can Launch an A-wing. f-wings launched this way enter a space
battle in the same square as the No Luck Bequdred with any facing
you dhaose, A-wing 1 was heavily modified bo atcept an extra pas

senger and still e hyperdrive

capable. A-wings 2 through 4
cafry an extra passenger
instead of & yperdrive
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E REAT HISTORICAL EVENTS DON'T ALWAYS TAKE PLACE AGAINST AN

INTERESTING BACK DROP—astrocartographically speaking, you could

pick half a million sectors on the edge of Wild Space and find more striking phe-
namena than the Moddell offers, Still, while I don't need o see an abandoned
bunker or a black spot where someene put a 5ith Lord to the torch, 1 would like to
see that diamond core they found around the Din Pulsar, And | wouldn't pass up
sorne time on the Ast Kikorie array, if only to take a look around. That's the thing
about thess half-explored sectors—you never know when you might stumhble

across something fascinating.”

Hfr]-f,}'utf:rﬂr, Lrr-Dvecrrn Ermeridis, E-:?!n'urg:' of Astroca r!ﬂgmph].-, Charmath

The Moodell Sector 8 Beyond
meomifort '|hI:|.' chosie to the Linkmown

R and exhaustingly far from the famil
ar lanes of the Corellian Trade Spine, the
Moddell seclor farms the fuzzy ouler border
of the Inner 2uma region Even seatoned
spacers sometimes scratch their heads wihen
asked about ey Zuma Befode 3 Tamous
hatthe was .'I|IIE|'I! there, |'-c:-|:-cs-c|:|.' had Beand
of the Moddell sector either

That all changed when Emperor Falpa
tine died at the Battle of Endor—Uhe o€
tor's sole cladm to fame. But these days few
wpacers travel to Endor, and even feweer
know af the other sights to be fousnd
throughout Moddell and the Inmer Joma, i
a typical seclor of the Core Workds is a Maz-
ing e acon of cullure and eribzation, the
Maddell sector & a flickerdng candle In a
pitch-black wood

The Innes Zuma and the Outer Zuma
neghons ke slop ane another ke layers ina
sandwich. The Duter Zuma, situated below
the galactic plane, encompasses four sec-
tors (Kakanl, Sugal, Fusal, amd kenaming;

28 vouume 2 NUMBER 3

the InmeEr Luma sits on its |.ir:,=|'l 'H.II‘IIIFIH 5
shiulders and s made up of three sechors
:'5||.||_ Al g jesCk, and '-'.!‘l{:':l"|:| Cverhead
twio-dimensional representations of the
Juama typhcally Mustrate onkly one "dlice’
{(inner or Ot er), but navigators shoaild nev
eitheless be aware of the reghons' relation
ship (o one anotier

The Republic, long defined iy a pee
shaped wedge lying between the Perlemian
Tradea RBoute and the Corellian Buan, finally
began wide scale colonization of the
!{.11.1::5":. nartherm and southem guadranls
with the hla.nll!g of the |‘|:||'-!:I|II'| Way about
3,000 Yoars before the Battle of Yadin (BEY)
Soon after, Republic scouls establled 1 hi
M 5|.p4_'r-h:,'|'-|'l|.| més known &% Ehe Bima
Trade Boute and the Corellian Trade Spine
asa I'r|:|1;|::,| af disgcovery extended Lhose
ancient routes from the Core all the way Lo
the E.li.n::,."'-. |'eli;-!' Even today, trathic to the
fuma rr_-gil:lrl*_. s only & Etrickhe: in fact, both
DO s Wiehe consldered part of the
Linknown Begions a few hundred years ago

Prospectors and profiteers charged oown

the routes’ I""'I"-”"‘- hoping to cataleg and
claim new sources of mineral wealth and
exotic gases. Inewitably, the marging of
L--.plnu_-d spade began (o blead out Trom the
straight-line thrusts of the Rimma and the
Sodne As they did o, what had been Wild
Space became “civilized” and wihal had
been the Unknown Regions became Wild
Space As recently o LoD vears BBY, thi
Furma regions weere uncharted. Today they
technically fall under New Republic jurisd
tign, though the cartographic distinctions
that separate them from the nelghoning
[and unclyimed) expanses of ¥YWild Space ane
nebulous ot begt

A Bravelar wnth Fis &y on the Miodde|
gl || el ¥ passes Lo |':|| e Spar or
Ablajeck sectors first, assuming he is com
ing froamn the direction af the Corellian Trad:
Spane The fact that the Zuma is so litthe
traveled means that yperspace routes to
Ihe Fegrian are show uncomiortable ane
sgametimes unsafe, Unforiunately, those
rivubes thinoa |>|'| e ||'F‘:||_'\l i ANt Worse Ir'.-'-nH
to navigate to Moddell is like picking one’s
Wily ACT055 @ ||-|u1|I:.- beiar patch—or, a%
SOMME SP0ETS 53 ke HpTeeEng acioss an
unmapped minefield. The hyperspace
addies and sinkholes that plague the region
rermaln mysterious, and even fravelers mak
ing the short hop from Aneai to Osise have
beEn Enown o vanish

The Empldre, of course, undertook the
!_!_Il,ll'f g |.=.IF:| of conmstrction prigect al
Encor, lured by the combination of the Fos
est Moon's remateness and the predendes of

a treasure trowe of metals in the




still Emperor Palpatine knew that his set

ond Death Star woubd mod |l’!'lii mernaii a
secret once Imperial supply barges and
hired '.|||ll"|||' !;|'l||_'l'\. became Common
igrapging paths: of the

sights along the z

e Fuma. instead. I rial adtroe BrioEra

pheErs catal IR the existir 1 Fou fis

branching off from the Rimma and artif)
clally extended the most promising candi
une bt stable route Known

all the

date

¥ TIe Sy

= TRRELEL
estri Trace wiy b Endot
This fragile tunmnel, knosen as the Sanctuary

Fipeline, was built by planting non-miess
v-Uhread boosters in hyperspace and moy
g realspace detribus from a thousand loca
thod)

to avaid catastrophic mass shadows

it requined round the-clock upkeep and cost

nal coordinates to reach the Death

1 dse dispatch—and kept Endors
srnough for Palpatine to craft his

thie Bebel

gt i-."-"l'

||I i1 1o trap Alliance

Yalpatine allowed details of the Sanciu
b b o
ond LM

Alllance leapt to attack the hattle stathon

iy Pipeline iptured along with the

alans for the e sath Star: when the

w departed from the Pipeline’s node at

willust. After the Battle of Endor much ol

tuary Pipeline became unnavigs

wrecked by a combination of natural

decay and the theft of amy S-thresd Booster
that could be located by smugglers or some

thee Allianoe's bess-savory allies, Travelers

cam st attempt a |||'I|:'.||I"'l|:\.||lI f peling

for & quick trg 1, but they do o at

LErT O TSk

The difficulty of getting from ang plac
1o ancther In the Moddell sector doesn
tother the indigenous inhabitants: To
L hiiEm

the hyperdrive is a new and won

Iraes invenBion. Until thelr discovery By
Republic soouts, few of the local species
had developed even rudimentary space

Thie &vross came the closest, and

wihEn the New
alll st

L%
Eepublic admitted the Mod
o Inta s ranks—a step taken

mare for political symbodism than L e
an fAyrou senator was appointed
Coruscant. The sector's other

{01 S e ol

recies, including the Marawders of

STy SEa, ane argely pEimitives

e
Create Your Owm Dally Departures
st Youe Qv Doty Deperiret TN

O thelr bomeworld of Mg Kovel the
Ayrou named the |'|r||.;||'. stars of the night
sky, and some of the labels ane still applied
i the Moddell sector, The constellatban of
Kuna has lent its name to the stars (and
mmiajor planets) of Kuna's Toolh, Kuna's Eye,
Euna's Fist, Kamna's Tal, and Kuna s Horn
Despite their names, the systems have
-1-:'\-I_h||1§5 in commiman beyond proxhimity
[The remaining stars in the constellation,
the supergiants Kun 3% Hearl, Kuna s Scale
and Kuna's Gullet, agpear s nelighbors
|_|-|I:|. from the perspective af Maya KEowel. In
fact, these stars lie scaftered among a
number of neighboring sectors and the
reaches of Wild Space, and are known
there |'|:,- different names, )

Anmnaj
is the Moddell sechor capatal, o oS-

sometimes knomvn a8 Canr 18]

darr

tinction kel owver from the days of mperial
rule. While it has been years since the Anna)
dipcks swelled with Palpatine’s warships, the
planet is typically the first stop for those
heading into the sechor, Maest traffic along
the in-sector hyperlanes 5 lbecal—ayrou
traders I,:-||r|!:-|1|:: baxes of seeds to [honner,
for example, of Vashan penitents making
thelr seasonal joumey to Mina, Outside
traffic consisis mostly of explorers and for
tune-seekers, with a sprinkling of scieniists
bound for Ast Eikorie. Most of the sector’s
traffic is found on the Annaj-Houche Bun
between Annaj and Vashay those worlds,
along with Viex, Mina and Kuna's Tooth
topether make up the Inner Moddell sys
tems. Passing beyand those systems info
Cuter Maoddell, traffic drops off substan

I‘I_'I||!|I Erwen o the busiest routes, |I1|.':lll'-'-.‘"-
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miake up a wnall bul reliable percentage of
all annual visitors bo Aaddell, and this Rum-
ber has risen p::qlplluur.lr shiice The I~
slon af the Yuuzhan Vong,

Dutaiders” attempts to bring thelr busi
nesses and causes into Moddell have
mastly been failures. In the waning years
of the Republic the Fiib religioues order
b-['gan misskonary wiork if Uhe sector, &ven
estabilishing a misslon an the Forest Moon
in the then-uncharted Endor system, Besh-
tance from local fakths and the Emplies
repression of the FAb put an end Eo Eheir
missionary work shortly after the estab.

Rokna Blue

‘Whether the characters are hired by a
crieme lord o srmugghe i, recruited by law
afficials af rival gangsters to flop the
g.mu“'llng. ar mmpl:,' offered a dote ina

ipacepart cantina, Rokna Blue ls an
Inescapable predence in army Moddell sec-
Eor adveniure, When swallowed, Uhe
blue-tinted pebbles—derived from the
rokna fungus of the forest mocn of
Endor—cause a brief sense of euphoria
followed by a boss of memory and a crav-
ing for mare Blue, Long-term addicts ame
empty, burned-out automatons with no
recollecthions of thelr former lives

A character who tastes Rokna Blue
mart make a Will save (DC 16). If the
save falls, subtrack one point of Intelli-
gence. The charscter is then defven to
seek out more Blue 2% w000 as the
ppportunity presents itself, and each
subsequent dosage requines a Wil save
(O z8). Failure means the loss of one
Intelligence paint per dosage, up loa
raximem af & points,

The eondition can be reversed at a
qualified medieal eented (wsually at a
cost of Looo0-5 000 credits), through
the Treat Injury skill {long-term care taik,
DL 1), or thrawgh the Force skill Heal
Another (requires a check of 20 or bet-
ter]. Each success restores one point of
Intelligence,

i the condition periksts for mone than
one week from the time of initial expo-
sure, the character’s reduced lewel of
Infelligence at that moment beomes
permanent

2B vorume & HuMBER 3

lishment of the New Order. immediately
following the Battle of Endor, a tour com:
pany sought to capitalize on the sector’s
sudden fame b}l prnrl'li!.il'lg “canvenient
dally departures to the exotic moon of
Emdos™ abong the decaying Sanctuary
Fipeline. Accidents and mismanagement
drove the company into the ground several
monihs lates, The only concern to gain a
foothald In Moddell since then is an lINcit
l:lﬂi:'""FI'I'lI.I““ﬂﬂ of the drug Rokna Blue.
Years after the collapse of the bourkd
imdustry, New Republic personned sta-
thened at Endor's Sabfur's Trading Post dis-
covered the euphoric properties of the
native nekna fungus. Before long an wnder-
cower rokna channel had developed: Smug-
glers left Endor, debivened raw fungus to
backalley cockhouses on Kuna's Tooth,
shipped the refined Bokna Blue past Mod-
dell custams officials on Annaj, then sold
the drug in the galaxy's worst wice dens.
Rokma Blue reached the peak of its popa-
larity at the time of the Black Fleet crisis;
thaugh still smugghed today, it is difficwlt
to find oulside Moddell and much less
popiular [despite 3 lower price on average)
than glitterstim or ryll.

dwyay fram the wobbly hyperlanes of
the Moddell sector is a swath of Largely
um_--;plprtd' spadE m :rl:lﬁg the sector’s far-
thest edge. This territary, while technically
claimed by Moddell is for all intenis and
purppses Wild Space. One hyperlane,

Shipwrecked!
Sultable for use during any era of play,
Onee of the many anamalies that have
aver the oourse of centuries thrown
scores of ships to the surface of the For-
est Moon tnanes the heroes’ craft They
must make the MECELArY repa irs Lo their
ship, and abtaln a number of crucdal
parts damaged in their landing, Bt
weherne ane th!_:"EI:ﬂn“ to find starship
camponents on this primitive moon?
The Marauders inhablting the fonest
moon crashed here decades aga, el
their leader, King Terak, still maintains a
cache of parts at their fortress, a forebod-
ing structure in the Dragon's Peit savan-
nas beyond the forests. Can the
characters stage a daring helst of the
F-;II'I;'I.'Ihﬂ meed Trom the vicious Maraud-
ers andd thedr Dathomir witch ally?

Mazed two canturies ago by the Bakur
Corparation, leads off in the direction of
Bakura, A few other routes lead to vasious
Wild Space outposts, but those who fravel
them are setting themiebses up for pirate
attack, lyperdrive Mowout, or worse
Given the poorly-mapped hyperspace
anomalies in the Moddell s=ctor, many
stars im Hhis area and In the Monsuea
Mebula (51l identilied by Republic-era
alphanumeric tags) are unreachable at
faster-than-lkght speeds. Needless to say,
no one ks willing to make the years-long
Journey required to reach them at sub-
Hght, 50 any trailblazing scouts wha open
up these planets to the outside galaxy will
find them ripe for the picking

Endor

Mo planet in galectic history has been
jlmullarhrl:-ml:r ary famous and as gquiet as
the forest moon of Endor. To uncounted tril
lipns, it's a howsehald name signifying the
sidden break betvweeen Imperial despatism
andd Beew Republic democracy, Vet the off
worlders wha have set foot on its surface
coaldd fit aboard a single spaceliner.

The second of nine moons orbiting a
illver-banded gas glant, the forest moon i
what most people mean wien they say
“Endor,” despile the fact Uhat the star sys-
tem and the gas giant share the same name
The small green sphene has a lighter grawity
than standand and bursts with life, including
@ surprising number of indigenous intelli
gent species. Though forests dominate most
of the oo, the green monotony is broken
here amnd thene by gray mountains, blue
lakes, and golden savannas

Hyperipace nivigation through the Endor
system can be tricky, ghven the gravity shad-
ows of the system's gas giants and a gener-
ours sprinkling of stellar debris, As a result,
hundreds of ships have crashed on the For-
st Asoon over the years, Ehieir cancasses et
tesing the forest floor undemeath shiouds
of leaves and conifer needles. Those
crewmembers who surehed impact
seratchied out meager existences in the
wlld-:lnl.-ﬁi-_.w.llllﬂg in valn for rescue
Motable castaways have beluded the Teavanl
family, a tribe of Marauders from Samyassa
and the Human trader and scout Moa Bei
gualon. Endor has earned (ks unweloome
reputation as a“dewert island in space.”
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Tun Forest

A plummeting ship Is statistically most
likely to crash in the forest, given Endor's
preponderance of moss, wood, and dewy
greenery. Hene one is likely to meet the
Ewnaks, Ender's most populous intelligent
species, Bwols stand not much taller than
pne meter and are covered with short furg
thedr size and "cute” appearance [remind-
ing may observers of babées or cubs)
beelies Lhe fact that they e ferochous wai-
riers who have been known fo cook their
enemies alive over open flames and eal
the roasted flesh,

Ewoks ljve all over the moon of Endor,
imghuding the mountains and lakeshores,
but Uise vast majority make their homes in
thie forest, where the frees can grow as high
a3 one kilometer in the moon’s low gravily.
The woods seethe with predatorns, and the
Ewols have built their communities high in
the trees despite their Lack of arboeeal
adaptations (such as attenuaked arms or
hooked claws, traits found, for example,
amang tree-climbbing Wookiees)].

Though not blessed by nature to |ive
amang the branches, their superior brains
have alkowed them to function quite well
aboe the grownd. Ewek engineers have
developed rope swings, pulleys, and col-
lapsible Ladders bo reach their willages,
wihich stand 50 meters in the ale. The plat-
farms of Bright Tree Village, home to the
iribe that helped the Bebel Allkanoe destroy
the shiekd grnl:m'l'm protecting the secomnd
Death Star, are extensive enough to howse
nearly 200 Ewoks.

In the Right Paws , ..

After the Battle of Endor, the victorious
Rebel Allanee kept their heasdguartens near
Bright Tree Village for nearky a month, until
driven off the moon by invading armies of
the alien Hagai, striking from the Linknowmn
Regions. The Magal offensive soon col-
laprsed, but Mon Mothima and Uhe rest
remained offworld to prepane fior the cap-
ture af Coruscant. In thedr place came Mew
Republic traders who hoped to barter with
the Ewalcs fior local crafts and medicines.
Salfur's Trading Post became the largest and
vl suceesslul of thews operations, turn-
ing a modest profit in its first year and
exploding in riches after the discovery of
Rokna Blue, Today Salfur’s has ouilasted all
its competitors and still does business on
the Forest Moon, albeit at a reduced level.
Salfur's sits 10 meters above the forest floor
on metal columns which protect 1§ from
foraging beasts of the night, Salfur'sale
offers the only tree landing pad on all of
Endow, an elevated disc large enough to
accommadate a small freighter.

Despite thedr priemitive technology, Evaoks
are ad intefligent as ary Rew Republic mem
ber species, Following the Battle of Endor
maiy befl thelr homewsorld and—alter 2
bebel period of culfure shock=—became inde-
pendent fringers or soldiers in the New
Republic militarg. Two Ewok brothers, Tokdeat
and Wunka, served a5 guniners aboard the
Mew Repuiblic Star Destroyer Liberotor. They
bravely defended the sunvving erew, includ-
ing Ceneral Lando Calrisiian, when thelr ves-
sel ws what dowm over Imperial City during
thee tirme of the reborn Emperor.

The Ewols' weapans ane primitive by galactic standards, but they are still weaporns: Any
specles of forest-devellers arrmed with anly rocks and slings that can take out an entire

leglon of the Emperor's best troops must be daing semething right. Most Ewok weaponry
is smaller than its galactic standard counterpart, to acoommodate the Ewoks' smaller
build and shorter limbs. In game terms, all Ewok weapons are In the Primitive Graup,

Eange

By i 20 12 meters kg Fiercing Kedium
Arrpws 1o)  — — —_ ogskg  Plercing Medium
Clul b1 -] 10 1.5 meters ikg Bludgeoning  Madsum
Knife g 20 L5 meters J5kg  Piercing Srmall
bt — — 3 frelers 4 kg - Medium
sling g 20 & meters azkg  Bludgeoning  Small
Bock (o) — - - L — Tirmy
Spear 148 10 4 meters 15kg Piercing Medinm

“ir's & Trar™

The Ewoks exhibit exceptional cunning in
the construction of their traps [as bath the
Bebel commanda team and the Imperial
forces learned during the Endor compaign),
Many of the traps the Ewols employed
against the Empine during the Battle of
Entlor were actually in place lang before the
Empire ever established a presence on the
Sanctuary Moon. Existing village defenses
against rabding Gorax proved exceptionally
uiseful, partscular in destroying several of
the imperial AT-5T walbers. Motable among
these are the kal puk, or log piles, which are
rolled from nearby hillides and make walk-
ing—"far either & Gorax of an Imperial
walker—imposiible.

Hunting nets are common throughout
the peripheral terrifories surmounding an
Ewok village. For larger game, cascasses ane
left e ivigger spits, and when a hungry
beast pulls down the bloody meat, they ae
quickly caught up in a sturdy filser net.
Smaller sling nets not only trap but alse kill
smaller game: When a creafure steps into
the boop and sets off the pressure trap, a
pinned sapling breaks free and flings the
prey inko the nearest tree, usually kiling it
instantly. This i a particulasdy popular
method of lr:lpplng the sturicis, 3 nasty-
tempered forest scavenger.

Translated literally as “head hitter in
Ewokese, the tek ivee trap s a common
defense employed against raiding Gorax.
Typleally, when a Gorax attempls to pillage
an Ewok village, the defending Ewok war-
riors bet loose with a maisive log roped into
the trees, The bog swings into of onto the
Gorax from any number of angles like 2
great battering ram or chub. Villages have
warded off a Gorax with this technigque on
mare than one occasion,

When the Empire arrived, i became
apparent to Ewok builders that the single
lig might not sufffice against the myster-
g, sguare-headed beasts that ambled
about the forest, The two-legged creature’s
gray hide was incredibly strong, and one bog
misght anly anger the fiene creature. The
Ewols needed to make sure that the trap
stopped the creature, and didn't just harm it
enotygh Lo cause it to flee, as b typically
done with Gorax.

Thie answer, of course, was simple: The
Ewads positioned two swinging tek pwees
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acposs from one ancther ina clearing near
the shickd generatoe When the first scout
wialker to pass through the clearing entened
thve trap, the massive bogs that struck didn't
jiest stop it, they kitled it.

MEmicinAL PuanTs oF EMDOR
Meaily every Type | [Breathable) world oon-
taing a nurmber of uselul fon, Some can be
used for sustenance [such as the meatvines
aof Theefal ar perosa, detailed below), olhers
an tools, medicine, or even weapons [such as
the infamous “grenade fungi” of Yavin 4 of
widevwmakers of Dononter Minor]. The
Sanctuary Moon (s no exceplion. The rare
imon-native} senoti tree b o near-sacred
healer among the Ewols, and thene ane
nurmenous other Mo with medicinal or
nutritional gualities.

In most cases, incorporating medicinal
and useful planis into game mechanics is
a fairly sirmple task. Some af the most

Endor's Hedicinal Plants

irmportant skills in locating, harvesting
and utilizing such flora are Suivival, Treat
Injury (in the case of medicinal plants), or
any Knowledpge or Profestion emphasis
that facilitates a character's acquisition
andtor wse of the plant.

Senoti

The senoti tree is not aciually native bo the
Endor moon, but rather to Mew Canistel, an
inconsequential woekd in the Borderland
Reghans. Xenoarborists suspect the species
wears introduced by one of the two Canistel
AgeiStar freighters lost in the Mool Sector
decades ago. Thee popular hypathesis is that
eithier or bath of the oom $-1g barges car-
rying wenoti seed were subject 1o one of the
many niwvigatony anomalies, and crashed on
thes moon. The few seeds that found suitable
soil condition on Uhe moon ook oot (maosf
of thie moon's arable sod is highly acidic, and
thenefode dnsuitable to the deep-mooted
senalil. The senolis walery Lap i o powerful
fewver reducer and pain reliever

Item Use Treat injury DL
Senotl extract Fewer reducer; pain relseer o
Fir root Anesthetic ]
iata-wata Salve against infection; coagulan 15
Peroua sap Adheiive =

There are only a few senoti trees growing
o the fodei? moon; mosl af the roon doses
ot have the proped alkall content to sup-
podt Lhe species, Only one grows in the
Ewiok tedrilodies; the olhers are sorubby,

“One Wook's wine is
n Pacitthip's polson.”
That comman phrase |'|.ju'.'| &% true in

dealing with wild plants and thelr varigus
applications. The qualities of the plants
detalled here apply to Bwaks, Yuzzum,
il reost men-sentient species native (o
the Endor maon, as well as most sentient

Bepublic species

MOTABLE EXCEFTIONS
The healing properties of (gis oot have
prosen iseless to Aqualish, Mon Cala-
el Quarren, and Priapuling

Perosa sap actually elicits an allerglc
reaction from Kel Doss and Gands (any
character of those species w ha g in
contact with peroda tap mist remove
the sap within 1dg minutes or make &
Fartitude Save of 15 o avoldd succumb
ing 1o the reaction; treat as a Contact
Poduon as detailed in Chapter 12 of the
pore mulebook]

Barabrels have shown litile response
to kata-wafa,

Species on Endor

Goma Forest Predator & Inlt +o; Def 12 (44 natural, =2 slze); 5pd

Mumerpus creatures inhabit the Forest Moon. Somae of them ane
benign, but many are not. Thie Ewoks don't carry those spears
fizr nathing.

GoRAN
The masskee, black-furred Gorax are semi-sentient carnivones that
can reach heights of more than 20 meters. Simple beasts, the Gorax
nevertheless do have encugh intelligence to keep ther captuned
| rwe peey in lﬂm caget far above thelr lair’ Hoars, Grid they
rmake use of rough-hewn furnitune and some fosli
The species’ long, triangular ears provide them with excellent
hearing. Popular accounts of 30-meter tall Gorax are generally dis-
counted by scholars, as the largest of the species thus far encoun-
tered was 25 mebers at most (which of course ks st a colossal beast],
Sametimes acting in concert with the Gorax are the purple-pelted
hanadaks, three-meter tall semi-sentients who share the badland
tesribaries in which the behemaoth Gorax hunts. Popular Ewak con-
semsis b that the hanadaks (322 the Allen Anthology) are controlled
by thee towmring Gorao, but that claim has not been substantisted.
Fewer than two dozen of the monsters ane believed to inhabit
the fonest moon.
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Fom; VROWP 55138, Atk #1 melee (2d6+7, 1 claws), +6 meleo
(2dB+10, bite]) or +4/=1 ranged; 50 Low-light vision, terrifying pres-
ence, DR B; 5V Fort +g, Rel +5, Will 42; 52 H; Bep ; 5t 24, Dex 10, Con
19, Imk 7. Wis 11, Cha B. Challenge Code: E.

Siiify: Cmb 10, Hide =B, intimidate +g, Spot +4. Survival +4

Feats: Cleave, Power Attack, Skill Emphansis (Intimidate)

BorboK

Quadruped beasts of burden, bardoks stand approximately 1.5
meteds at the shaulder and have two short, upward-curved harns,
They have thick, muscular bedies that make them ideal for long
caravans, and often thow tudh been Insting that some
researchens feel the creatures may be approaching basic sen-
tience. For more informatbon about bordoks Including garms sta-
tistics, refer to Alien Anthology.

Dvvro

A fierce, triple-headed reptilian, the divio |s a limbless killer with
theee sets of venomous fangs and a nasty termperament. Some
adult divtos have been measured at over four meters, though most
typically range between 2 and 3 meters long. Thick, ammor-like
scales make the nocturnal creatures fairly resilient,




During the conslderable Impefial presence on the Forest Moon at
the end of the RBebellion Era, some of the species m anaged to sneak
aboard Imperial "'"I;:"h'h and shuttles, and have as a result been
found on ather worlds since. For more information about divto

Inchuding game statistics, refer to Alien Anthalogy

Conponr Dracon

ts silhouette in the sky inspires terror, for the condor dragon can
oo down and carry off a medium-sized creature with ease. Con
dor dragons nest in funnels formed in the Yawari Cliffs,

Condor Dr-IHDI'I. Airborne Predator 3; It +4 |:l.|:.|lr|.|l-'._ D) Deef 1 |:-.1_
natural, =1 size, +2 Dex); Spd 2m, 15m My (average): VBPWER 2606 Atk
t5 melee [2d4+3, 4 claws), 40 melee (2d644, bite) or +4 ranged; 50

Lowlight vishon, sereech [+4 specles bonus to Intimidate): SV Fart

#6, Ref 45, Wl +1;57 L Rep 2; Str 17, Dex g, Con ¥6, Int 1. Wiis 10, Cha
4. Challenge Code: B

Skl Hide

2, Intirmidate +7, Listen +4, Spot +4., Survival +3
Feats: Flyby Attack, Power Attack, Run, Track

EEARING SPIDER
This sin-legged idectaid spins webs Inside desert caves, Often i

feeds on dead and rotting meat left behind by Gorax, When it traps

its own prey, the splder holds the smaller creature down with bewo
fusks and chews at the flesh with needle-sharp mandibles

Rearing Spider: Desert Veomidn 4: Init 400 Def 14 45 natural, =1 qide);
5pd 1om; VPYWP 300, Atk +4 melee (1d443, bite) or 42 ranged; 50
5V Fart +6, Bef 4, Willl +0; 52 L; FP o; DSP o Rep o 5trs, Dex 1o, Con
14, Int 4, Wis B, Cha &, Challenge Code: C,

Skilts: Hide <3, Listen +2, Move Silently +6, Search +3, Survival 45

Feats: Stealthy, Track

Biuveec

A slow-witted bipedal reptile, the Blurrg is a gentbe plant eater. i
can be ridden ar used as a draft beast. Ewoks have ignored blurrgs
due to the creatures” preference for the savanna, but Endor's
stranded Marauders have enlisted them to haul equiprment for
thelr ralds,

Blurrg: Plains Herd Andrmal 3; Init =1 (Dex); Def 18 (90 natural, =1
slze, =1 Daeu); Spud G VRIWP 18096; Atk +5 melee [1dbe7, blte] ar =1
ranged; 5V Fort +6, Ref 40, Will -2; 52 L; Rep 1; Sir 20, Dex g, Con b,
Int 2, Wis 5, Cha 7. Challenge Code= C

Skidls: Hide - 3, Uiten 41, Spot =1, Survival +3

Ferls: Endurande, Run
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wild-blown specimens on the savanna.
When the Towani family crashed on the
mieon, Wicket's family used senoti extract
from the local tree to nurse young Cindel
back to health.

Perosa

The perosa is a stout deciduous tree found
nestled among the giants of the dark Endor
forest. The outer bark layer is tender and
thick enough to be used for sustenance; 3
julcy perosa steak grilled over a spitfire is

Yuzzum

The migratory Yuzzum exist at the same
basic technodogy bevel as the Ewoks,
Though not exceptionally strong, the
species is resilient and are capable track-
ers (the shight Yurzum should not be con-
fused with the bravwny Yuzzem of the
Ragna system]. A pair of sensory feelers
st atop their heads assist Yurrum In
navigating the tall grasses of thelr home
territories.

Yz aum i hnnlng:r 15 o Uhe same
basic level as the Ewolks, in that thEg.l
employ spears and traps for their hunt-
ing and defense, and do nat have any
e trial ‘I.l:-:hnnlng'r.

While Yuzzum are encountersd with

even less frequency than the Ewoks in

the galaxy, mast who have left the Sanc-
fuary Moon are performers. Notable per-
formers inchude Joh Yowza, who plies the
Outer Rim Territories with the Max Reba
band during the Bebellion Era, and "Fugl-
tive” Fod, the outlaw singer who bases
his troupe out of the Corporate Sectod
during The New Jedi Onder,

Yurzum Commoner: Init 41 (Dex); Def 1
(+1 Dex); Spd By VRIWEP —fo; Atk -1
melee (3=, punch) of +1 anged; 50
Primithee; 5% Fort +0, Bef <, Will #0; 52 M,
FP o DSP o; Rep o; 5tr 8, Dex 12, Con 10, Ind
10, Wis 1o, Cha 1o, Challenge Code: A
Skifts: Road Write Yurzum, Seanch 41,
Speeak Basic, Speak Yuzzum, Surdival &4,
Species Fealtures: +2 Dex, =2 5tr;
Primitive—"Yurzum suffer a -4
penalty on any tech-related skill
chiecks: +2 bonus on Survlval checks,
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actually far more appetizing than one
might think {though it has little true nutri-
tional value]. The dusable, saft bark can also
easily be used as soft armor for Ewolk war-
riors and other diminutive species.

The sap of the tree (diawn from the
harder secondary bark Layer) is used by
Ewolks and Yuzzum as a strong adhesive.
Rope lashings are often fortified with per-
osa extract, and warm sap is often used in
the construction of Ewok huts, to both sta-
bilize the buildings and seal them from the
elements. Objects bound with peross sap
reduire a OC 3o Strength check to separate,

Fir

Often referred to as “shopter roots” by off-
worlders, the roots of the fgir bush make
the otherwise beneficial plant a dangerous
harvest, Sensitive to the pressune applied to
thiem from footfalls within a 20 meter
radius of the tree, the fgir roots ane hollow
and contain hard, thin nesdles that fire
from beneath the soft loam when the alr in
the rpots is compressed, Resisting the pol-
sonots needles’ affects requines a Fortitude
saving throw [DC 15); a failed save results in
206 points of temporary Dexterity damage.

Braver EBwoks have been known to har-
vest and dry out the roots and fashion them
into blowguns; the moisture in the roots,
weeaker than the Pni':.l;rrl- the needies inflict,
makes an effective anesthetic.

Kata-wata

The lush green kata-wata fern 14 commonly
used by the smaller scavengers of the forest
maoon to hide from thelr predators. Evwoks
have long used the moist fronds for build
ing, and have secured the ferns” fluid-filled
stems for medicinal purposes; the kata-
wata extract helps stave blood fiow and
protects against infection {doubles vitality
and wound points recovered through Mat-
ural Heallng as in Chapter 8: Combat of the
gore fulebook).

THE REST ©F ENMDOR

North of Salfur's Trading Post and Bright
Tree Willage the forest ends abruptly at the
plunging Yowarl Cliffs. Ewols have long
wied the cliffs to test thelr wood-and-skin
ghiders, and there are a few places in the
cliff face where one can reach the top again
by ascending through tunmnels in the rock,

These shafts are also home to Endor’s night-
marish condor dragons, so enbering one is
not recommended without the presence of
an Ewok guide,

Beyond the Yawari cliffs, lush Endor gives
way to a dead wasteland of cracked rock and
filmy acid pools. The Desert of Salma s prac-
tically devold of vegetation. Ewolo mever
wenture there, and only the hardiest crea-
tures on the Forest Moon can make Uheir
homes in such an unwelcoming place.
Endor's race of glants, the Gorax, live here
and ventune into the forest to hunt. Gorax
typically inhabit the cavernows interiors of
the desert's prodigious rock formations,
where rearing spiders the size of dewbacks
feed on the scraps of messy Gorax banguets,

To the west of the central forest lies the
Dragon's Pelt savanna. This wide stretch of
grassland covers the underlying lava rocks
like a living blanket, though here and there
sharp lava tors plerce up into the sun. In the
distance is the Dragon's 5pine, a range of
snowe-Capped mountains.

Yurzums live here, yet another imtelligent
species to have arisen on the Forest Moon.
These short, long-kegged aliens subsist pri-
miri.l_l,r an hurrl;lwlng rodents called MUggEers
and resort to violence only when their hunt-
ing lands are threatened

The Cragon’s Pelt is also home to a
ghoomy fortress of decidedly non-Yuzzum
|:||:Eir1 Decades before the Battle of Endor, a
shipload of Sanyassan Marauders became
another casualty of Endor’s treacherous
hyperspace shoals, Their stolen ship crashed
im the forest, damaged beyond repair. The
surviving Marauders and their leader, King
Terak, rebocated to the apen savania whene
they built @ square-walled castle with stone
quarried from mines at the foothills of the
Dragon's Spine For years they sallied out
froam their keep astride tamed blurrgs, mak-
ing life miserable for the Yuzzums and
Ewnoks. Thelr blasters even allowed them ta
hold thelr own against the glant Gorax
Eing Terak died several months before the
Battle of Endor, butt the surviving Maraud
ers continue (o blot the savanna with their
consphobous vulgarity.

Moa BRigQuUALDN

# kind, gentle old Human who befriended
Cindel Towani and Wicket during their
adventures on the Forest Moon, Noa



i....|||_.|.||| ppefl decHfes as a med-level
senil Belore F.||||-'!__ mrey to the Moddell
inamalies. He spent a namber of Seasons
7 thie forest maoon before his encownters
th the Marauders. which ultimately kid 1o

his acquisition of the last part he needed to
ffect repairs on his crafl

Taking the arphaned Cindel under his
wing, the bwo plied the stars for seme time
kil the Allian

where theyd mel, |n Uhe years since, the

fe viCbory ab the $ery oo
o e madde [helr madest hoime in the

Mad-Eirm. Cinded has grosen inbo @ suc essfu
feparter and editor Tor the

Coruscant mews

feed and Noa has I'"I:!: simoe retined

Timak
The ruthless eader of the Marauders
siranded on Endor's maoon, Terak s a giand
raraucler with a I|.|.'..|:|l disposition and
ruthless demeanor. Brutal, unforgiving, and
caboulating, he embodies the oultwral and
psychological traits comamanly atiributed to
his kind, only more s0. The seif-siyled King
of his band, e mles with an ingn Hst Trom
the Marauder's fortress at Diragon's Spine
Though King Terak was killed fn the final
hattle against the Ewok warrior Wilcket
and his Human companiens, in the century
preceding his death he was the scourge of
the rraod and a constant sowrce of strife

aisd confict

Moa Brigualon: Male Human Sct 12 Init +1 (Dex); Def 19 [48 class, 41 Dex); Spd 16m
VROWP Bafis: Atk 4i0eq mslee (ad6e1vd 64, quarterstaff) or o048 ranged; 50 Trall
blazing, uncanny dodge (Dex to Def); 5V Fort 48, Ref 47, Will +8; 52 M; FP 2; D5F o; Kep 4
St 12, Dex 13, Con 15, int 16, Wis 15, Cha 16 l:,llrl|||=|'||.;|' Code: D

Fguwipment: Field kit, guarterstaff

Skitle: Astrogate 412, Diplomacy +g, Gather Infarmation g, Hide +0, I-.m,up.-l--dr.u- | TN

pology] #10, Knowledge (biology) +10, Knowledge (botany] -+10, Knowledge [Endor)

#10, Knowledge :u;-.,-l--;:,-: e, Knowledge (zookogy] +80, Listen 412 Profession {surs
eyorl +17, Read Write Basic, Bead " Write Bellaan, ReadWrite Shistavanen, Search

#14, Speak Basic, Speak Ithorese, Speak Redlarian 5|:-|'.:l' Samuac Tree Code, Speak Shis
tavanen, Sprak !-.h:,-ul'.-'.-::-::l-:_ Speak Teek, Spot +12 survival +zo, Treat Injury +g
Feats: Abertness, Dodipe, Skill Emphasis I'-'-'.'.Ii."r:.l'.‘.', Sy u.l|:l_ Track, Trustworthy, ll'l'l!"JF"I.'lI'I

Group Proficiency (blkaster [lll.]-'_'\-h. pimilive Weapons, 5 I1'\-|:-||"' Wi '|[Ii.'|rl'|:'

Terak: Mabe Sanyassan Thug g; lnat 41

[Dhex); Doef 14 [#3 class, +1 Dex); S5pd vom
WPIWEP —fg; ALK #120+7 mebee (42,
swoord) of +30/+5 ranged (3d6, blaster
pistel); 50 5V Fort +7, RBef &4, Will &4; 52
N FP o DSP 43 Rep 2 Strig, Dex13, Con 12
It vy, Wils 12, Cha 9. Challe njpe Code: €
E.,l.;.'g:.-rlr.-lr Enchanted ring Blasher pis
tol, sweord
sidlls: Intimidate +§, Knowiledge [Endar)
+8, Bead/Write Sanyassan, Speak
Basic, Speak Sarmyassan, Spot +4
Feats: Armor Proficiency (light), Dodge,
Toughness, Weapon Foous (sword),
Weapon Group Proficlency (blaster

Pu.[r_.l}, simple weapons)

CHARKL

A Dathomiri witch formetly of the Night
sister ¢lan, Charal escaped Dathomir over a
cenitury befare the Battle of Endor. Highly
regarded for her mastery of shapeshifting
and other skills Jedi researchers have yel
to fully understand, her abandonment of
the Wightsister clan was not well-received
She lved with a death mark for some Lime
and was hounded across the sector by
witches sent to hunt her down and returm
her to Dathomir so that she might e fied

to the rancors
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In & desperate move to rid herself of her oppressive pursuers,
Charal sought refuge in the remote Moddell Sector, where she

eventually met with Terak's band of Marauders, Though her "part-

nership” with the rough alien leader was only intended to be a
ternporary respite from her former allies, she found herself
stranded on the forest moon soon thereafter, and langulshed
there for nearly a centurny.

Charal: Female Human FA 2/Dark Force Witch & Init +1 {Dex); Def
15 (+8 class, +1 Dex); Spd 10meNPIWP 48113 Atk +5 melee [1d6,
crit 20, punch) or +5 meles (wdB/dE, staff) or +6 ranged; 50
Inspire fear (-2), spider walk, enshroud; SV Fort +7, Ref +6, Will
+11; 52 Mg FP 4; DSP 10; Rep B; 5tryo, Dex 13, Con 13, Int 13, Wis 16,
Cha 14. Challenge Code: C.

Equsipment: Feather and grafiform robes, various neckdaces, staff,
magic ring".

Skills: Climb +2, Craft (clothing) +5, Craft (rope] +4, Handle Ani-
mal +ig, Intimidate +8, Jump +2, Enowledge (culture—iocal)
45, Read/Write Basic, Ride 412, Speak Basic, Speak Ewokese,
Survival #10, Swim 4.

Fowoe Skifls: Affect Mind +11, Drain Energy +3, Enhance Senses +10,
Fear +5, Foroe Grip 45, Force Push +5, Force Steatth +2, Heal
Another =1, Move Object +B, See Force +8,

Feats: Animal Affinity, Athletic, Force-Sensitive, Martial Artist,
Skill Emphasis [Affect Mind), Weapon Group Proficency
{blaster pistols, primitive weapons, simple weapons).

Force Fewts: Alter, Force Whithwind, Sense, Summon Stomm,

* Charal's magic ring gives her the ability to take the form.aof a

giant raven-like bird. The exact origins of the ring of how it

found its way into Charal's hands are unknown. It i§ probably the
result of early experiments with 5ith sorcery performed millen-
nla age, Charal can, a5 an attack action, change form using the
ring. She can also change form as part of a jump (also an attack
action), using her bird form's fly speed to calculate the distance.

Charal (bird form): Female Human FA 2/Dark Force Witch &; Init

+7 [speches, Dex); Def 25 [+8 class, 43 size, 45 Dex); Spd zm, zom

fly (average); VR/WR 4B/10; Atk +5 melee 1dg-2, 2 daws) or +12
ranged; $Q improved grab, low-light vision, inspire fear {2, spl-
der walk, enshroud; SV Fort +6, Ref +10, Will +11; 52 T {.6m longl;

FP 4; DSF 10; Rep 6 Str 6, Dex 11, Con 1o, Int 13, Wis 16, Cha 1.

Challenge Code: C.

Skills: Climbs +o, Craft (clothing) +5, Craft (rope) +4, Handle Anl-
mal +14, Hide 413, Intimidate +8, Jump +0, Knowledge [cul-
ture—local) +5, Read/ Write Basic, Ride +16, Search +5, Speak
Basic, Speak Ewokese, Spot +7, Survival +10, Swim +2.

Farce Skitter Affect MEnd +1, Drain Energy 43, Enhance Sedies +10,
Fear +5, Foree Grip +5, Force Push 45, Force Stealth +1, Heal
Another —1, Move Object +B, See Force +8,

Feats: Animal Affinity, Athletic, Flyby Attack, Force-Sensitive, Mar.
tial Artist, Skill Emphasis (Affect Mind]), Weapon Group Profi-
ciency (blaster pistols, primitive weapons, simple weapons).

Farce Feats: Alter, Force Whirlednd, Sense, Summon Storm.
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It weasn't until the Towani family also crashed on the forest moon
that Charil and her Marauder cohorts had the opportunity to
escape, an opportunity foiled by the youngest Towani, her Ewok
companion, and the Hurman Noa,

THE ENDOR SYSTEN
The Endor system includes three other planets, all in distant orbits
that render them chilly, lifeless places. All were mined by Imperial
crews as part of the Death Star project. Mext out from Endor is
Eloggi. a large, dark arb whose minewarks wene turned over to a
Sullustan mining company after the Battle of Endor. (Eloggi's
velns of one were later exhausted and the outpost was aban-
doned.) Then comes Megiddo, a pale ball where the slow move-
ment of surface ice has obliterated all trace of the mining worls,
The last planet in the system is Dor, and its presence is the reason
the second Death Star was built in the system. This planetoid
began attracting prospectors immediately after Endor was first
explored, as Dor’s thick, Immensely dense black crust hid a wealth
of nearly pure metals from iron and gold to such rare alloys as
neutronium, zersium, doanium and phoblum—all shot through
with veins of crystallized lommite, Scientists argued for years over
what strange combination of realspace physics and hyperspatial
effects could have produced the dense little waot lel; wihilbe they
debated, Dor's surface became pitted with shallow impressions as
local prospectors struggled to find a way to penetrate the crust
and reach the metals that instruments promised were there. The
Empire found a way—though whether it did 40 by using o test
bed Death Star superlaser or a massive concentration of warship
firepower remalns a subject of dispute within New Republic intel-
ligence. Regardless, the construction of the second Death Star
spelled the end for Don Huge chunks are missing from its spheri-
cal bulk, like bites taken from a melon, and the planetoid has lost
almost all structural integrity. The project has also all but stripped
Dor of the metals that once made it the stuff of dreams,

Between the orbits of Megiddo and Dor is a gutted and decrepit
space station, The claustrophobic star-shaped facility—each spoke

Wired to Kill

The New Jedi Order era adventune hook

When the defende iystems on the old Rokna Blue protessing sta-
tion begin firing at random passers-by, the New Republic Security
Force determines the slave-rigged defenses are malfunclioning.
Plans are set in motion to destroy the aging station to prevent
further damage to the infreqguent travelers to the area,

But one former rokna runnes knows the defenses aren’t mal-
functioning; they've simply begun to defend the new harvest: a
potent, slow-growing strain of the once-popular drug that was
inadvertently left behind and has only new matured

After a run-in with MR forces, the nefariouws Taloron drug King-
pin “Blue” Imcrixn and his orew hijack the characters’ craft and bry
to force the characters to help them retrieve the valuable drugs
before they are destroyed by the Republic law.

Getting to the rokna vials before the NR demolition team sefs
the charges is one thing, but when the station you're invading
doesn't want you there. ..




mieasuring only one hundred meters—was
bl twwelve years after the Battle of Endos
andd abandoned ten months later. its sole
purpose wias to distill Rokna Bluse from raw
rokna fungus. The station's owners left ina
hurry, taking most of their equipment with
them, B is unbonodm whethed an}rqhing of
wabuse s18ll rermaing on board,

The explosion af the second Death Star
filbed the Forest Moon's orbit with thou-
sands of tons of debris, ranging from peb-
bie-sized bits to woo-meter sections of the
space station. While a few chunks fell onto
the Forest Moon, the satellite was s-p.:lled
any significant emvironmental damage;
even today, Death Star wreckage litters bocal
space. As any Moddell resbdent will tell you,
the remadns have long since been picked
chean by New RBepublic Intelligence agents,
mi ||l.lr5r historians. and souvenir Bunleis.
Mevertheless, rumors of priceless Impl'.-ri.hl
secnets continue to attract the cunous.

What most visibors to the Death Star
wieckage don't know is that the Forest
Moan's arbit bears a psychic sear te match
its physhcal one. When Emperor Palpatine
perished in the reactor shaft, the agony of
his disembodiment manifested itself as an
ANy clot of dark sicle ETRETgY :.1.|1r'|i:|u1h|:
fabic of the Force. Travelers with Foroe sen-
sitbvity have been known to suffer ackourts
and even internal bleeding when assaulted
bry the nolous evil. Mon-Fonoe sensitives
cxperence {Hﬂ_\l a vag lil'lE'l g of dread

Other Moddell Sector
Worlds and Features
Annal (Cammy Bare)
Galactic Coordinates (-334, -697, 16)
Colonists came to Annaj—called Cannij Barr
by the Ayrou—some 300 years before the
Batile of Yavin and tumed the system nbo a
scouting base for Moddell and the backisa-
ters of the Ablajeck sector, It became Mod-
dells sector capital by default when the
Republic inconporated the lnner I'"“'.[ .
sectors some 5o years BBY, Annaj briefly
became 3 boomworld during the later
stages of the second Death 5tar's constnic-
tion, With progress on the battle station
lagging, the Empire denied freighters that
had offloaded their cargoes access to the
crowded Sanctuary Pipeline and sent them
back through the Moddell, a weeklong jour-
ney that left most spacers desperate for
wome form of RRR. ]

After the Emperor's death, what
remmained of the imperial fleet assigned to
Endor regrouped at Annaj. The fleet soon
dispersed; for a brief while Alliance forces
enriched Annaj, but in time they too
departed, Today the planet’s 400 million
inhabitanis have returned o the relatively
il existonce they ve bong known; thelr
wearld 15 a customs depot endured by star-
ship captalns, a stopover for scouts and
explorers, and a first destinathon for desper-
ate souls fleeing into Wild Space.

Weather ranges from chilly to tepid on

Endor System Characteristics
Star: Ibleam |'."" llow)

Orbital Bodies: 5

Mame Type Meons
Endor Cas glant g
Eloggl Barren [+
Megiddo Barren o
Eckna station Space station A
Dar Barnen o

Farest Mmy_Endnr

Known Settlements
Eweodk villages, New Republic trading post

Suillustan mining outpost (abandoned)

Mone

Abandonad

None

Type: Terrestrial; Temperature: Temperate; Atmosphere: Type | (Breathable for Humans);
Gravity: 85% Standard; Terrain: Forests, savannas, mountains, lakes; Length of Duy: 18
standard hours; Length of Year: 4oz local days; Spaceports: 1 limited; Population: Less
than 5o offwerld trading post staffers, unknown number of Ewoks, Marauders, and
other intelligent species; Moon Function: Alien homeworld; Govermmeni: Non-existent
overall, Ewok tribes ruled by chieftaing; Tech Level: Primitive; Major Exports: Rokna fun-
gus, Foodstuffs, medicinal goods; Major Imports: Supplies for trading post.

the fog-shrouded globe, which does have a
palir of notabde native species. The doclbe,
sibtver-furned quadrupeds kngwn as mijos
have spread through the sector as draft ani-
rvals and mounts, while the planet's bricf
summiers are marked by the mating flights
of countless Annaji chromoflies, moth.-like
creatures whase brilliantly patterned
quadruple wings can reach nearly a half-
mater in length.

Ast KikoRin

While the Moddell sector thearetically
extends for neady 3 hundred parsecs inta
Wild Space toward Houche, Firrerre, and
Bakura, in practice the green globe of Ast
Kikoabe |s the most remote world that
acknowledges Annaj as its capetal. “Ast” stems
from Kikorie's original designation as the site
of an ASTrocartographic reseanch station, but
the prefix has evolved from a code on star
charts toa part of the system's name, much
in the way some former ordinance regicnal
depots have picked up the prefic “Ond."While
Ast Kikoiie rernains on the fringes of Wild
Space, [t great ring of orbital telescopes Is

Sift Lards

A New ledi Order era adveniure hook,
In the manths 'I'n-lh:winE the Battle of
Endos, the I."«Ithl-HI: sirewn aboul the
forest moon's surface B incredibde. Scav-
engers fram all comers of the galaxy
[imcluding & clan of lawas, 480 strong)
search the dangeroas terrain for untald
prizes. The battle station and starship
wn:{ka_g(- In arbit about the moon hawe
leren I!hﬂ-l-:uil,h I:,r-.Lru1ini1fd by the
Alliance fleet, intelligence agenti.aﬂd
treasure hunters, Yot rumors persist of
impossible relics, and of one prize in
particular.

Lord Vader's crimson lighteaber was
never recorvened fram the wiec l:.:E-r' of
the Death Star, and some insist it still
maintains arbit about the Sanciuary
Maoan, or hat landed samewhene in the
primeval forest. And a prize Hioe that
wioulbd be worth .. .well, more wealth
than you could Imagine

The raoe s on, but it soon becomes
obwvigus to the characters that the new
:h.'l.llrng-: won L e I-:|-|:.'|I:ir||!|; the Sith
Lioird's |iE|‘II'|..1|:|I:'J. but surviving the cut-
throat competition!

GTAR Wars aamcn 3E



no 100 far from the sclenfific frontier for use
in charting new star systems, Most such situ

ations call for the disassembly and redeploy
meent of AST installations, bul Moddell is 4o
remcte and s nljfing has been cul Back 10
e h.' that neither the Empire nor the New
Eepublic has considered the expense worth-
while, Because of thaf, scientists weary of bat-
Hing for telewope (ime at other AST
emplacemenis hgve made At BEkane 5
favoeite destinatson

The herders and farmers of Kikore prope
call Vheir weorbd “ Do below,”™ aften with a
o at the hrighl rirg Vidide even during the
daylight hours above. & skyhook connects
Kikorie Port, a city of half a million souls, to
the AST complex in geosynchronous orbit

The Dark Side Stain

The evil enengy left by Palpatine’s death is
impossible to map and players cannot
determine [ts precise location. When
Farce-sensitive beings enter the vicinity
of the Death Star wreckage, there's a 15%

chance they'll pass through an affected
area, All Force-sensitive characters must

miake a Fortitude save (DC 14) or suffer
w6 polnts of damage and a Fortitude
save [DC 18] or experience 2d6 minubes of
unoonschousness.

B8 voLume 2 WuMBER 1

above, Docking platforms ring the Port and
its stieets teem with a mix of natiee fanm-
folk, ooty pllots for hire, absent-minded
astronomers muttering to their datapads
and hard-eyed spacers with arsenals on their
hips. Dutshde Kikorie Port gne finds a world
of lush fields dotted with small farms, long
summers and a deep quiet that even the
galactic chvil war did little to disturb,

Diw Puisas
Thee star knowwn as Din died some fee mil
lennia before the Batthe of Yavin, when the
InnEr FUma was n:'-th-ng more than a fuzzy
blotch g1|mp'5|:~{! from the Eepublic's bor
ders. But ancient Samyassan art and songs
{froem swhich Din EF"'I'E- its name) recod Lt
event, and the supernova may have
encoded itsell in the radiation-blasted DNG
of the unfortunate Marauders. Today, one
finds an |:t:;1.'|nd|n|.; cloud of shimmenng
red Basry thiat shields a whlrllllg. I|.n|1|r|g
paslsar. n the last century the combination
of magnitic |:lu|-.r'. and filaments of gas
fuve made the Trindella-Endor fowule
|n|:r|:.'|1.in|§ly unstable, extending travel
times betweeen the two worlds and Trging
countless h}'pllulrlwn

The Ewaks call the nebila the Godax
IlfinE':. Heart and recowunt how their godoen

sun goxd led the trees in battle against the
Corax Kirigg and imprisoned him in the dark
ness of the night sky, The King refused his
exile unless he could keep his most treas
wred possession, a flasless diamond the
size of an Ewok hul. When the sun god
refused, the King swallowed the diamond,
which made its way to his heart and
remained in the sky after the King died and
the rest af his body metted away. Oddly,
when survey drodds reached the DNn system,
thaey found that the supermova had vapsor
ized any Inner worlds and left only three
outer bodies—the cores of gas glants
whose vast atmospheres had been boiled
aweay bn the cataclysm. One of those cores
turmed out to be a dismond the size of &
terrestrial planet, forged by the intense
pressure of the gas glant's vast atmosphere
and then revealed by Din's explosion. With
no safe hyperspace route to the system
avallabkle, this huge diamond seems fated 1o
refmaln a stellar curiosity

THEe Enpom GaTi

The Endor Gate is a Black hale located ey
eral I:Hht yEars off the hyperspace route
betweern Endor and Sanyassa, Since i isn'l
es,pn:{mll!,' I.|r|:g|,' and ks weell charted, it
shouldn't pose a danper to a compseient



starship caplain, Howewer, spacers’ tales tell
of strange things happening on the space
lanes near the Endor Gate—most notably
ships found drifting whose captains swear
they wede traveling on the other side of the
galaxy before their systems went dead. Cyn-
ics nate that for all the cutlandish tales,
nane account for any independent ships
weeks [ate on a run

Kuma's Eve

kuna's Eye Is a typical blue giant—a young
star surrpunded by a lifeless disk of rocks
and dust that hasn't yet formed a system of
plarets, But that protoplanetary disk con-
Labms a surprising amount of valuable met-
als and alloys, and prospectors have flocked
to the system. The Mote, a cobbled-together
space station on the system's periphery, is a
Jumble of mini-refineries, law offices, flop-
houses and cantinas, the site of many a
shady deal and not a few gun batties,

Euma's Fisy

& Buma's Hoewn

Both of these systems are red giants near-
ing the end of their stellar lives, Fow lve
there or bother to visit, though the barren
worlds have been the subject of any num-
ber of umars and tales over the years, One
persistent rumaor élaims the Ayrou hierar
chs regard the Kuna systems as holy and
hawve secreted any number of treasure
troves in out-of-the-way places some-
witere around the five suns, While such
tales have never panned out. between the
Fist and the Hom the stubborn have na
shorlage of places to look,

Euma's Tan

The remote system of Kuna's Tail is inhab-
ited—though Annaj would probably prefer
that it weren't. The third planet of the Tail,
kacally called Sarafur, is a small deserl
world that no lenger rotates, spinning
argund the Tail's yellow sun with one face
always locked toward it, Strange ruins,
hewn from gigantic stone blocks by a now-
vanished species, litber the border between
light and dark; many of these ruins have
become balt holes for prospectors, treas-
ure hunters and fugitives. Death is com-
mongace on lawlkess Sarafur.

Kuma's TooTH

The Tooth is a mining world kept under
whit passes for tight control in the Moddell
sector caught in a tug-of-war between the
relative order of Annaj and the lawlessniess
of the rest of the Kuna workds. A small
orbital shipyard run by a pair of Dura brath-
ers, Doestes High Port, builds mining craft
and the oceasional private craft. (Moddell
authodities suspect the Doestes brothers of
using the High Port a3 cover for some ather
business, whether Rokna Blue smuggling or
something worse.)

My Kol

Scouls who swept through what would
become the Moddell sector located an abvi-
ous candidate for joining the Republic, as
Maya Kovel's Ayrou had already taken their
first tentabive steps away from the cradie of
their homeworld, establishing a research
station on the planet’s aifless moon and
dreaming of visiting the stars. They would
get thelr wish sooner than even the most
optimistic Ayrou had dreamed-Within a

generation of first contact with the Republic,

Ayrou traders, infochants, and adventuners
roamed the galaxy and had eitablished
themselves as a power to be reckoned with
throughout the Zuma regions.

The Ayrou are tall, willowy Humanohds
known for their glossy whike skins, irides
cent eyes, and rickety-booking triple-jointed
limbs. They are strong-willed individualists,
wily negotiators and tireless collectors for
information about amything and every:
thing, Yet despite their relentiess drive, the
Ayrou are a peaceful species: They regard
haggling and dealing as an art form and
think combat is the refuge of juveniles, the
feeble-minded, and others who can't suc-
ceed with their wats, Moae than one Mod-
dell resident has compared the trilling.
shricking Ayrou language to the sound of a
senghind being stramgled.

Fierce windstorms mark Maya Kowel and
huge deposits of iron oxide and other ele-
ments give its surface a deep red appear-
ance, Human visitors should note that the
alr, while breathable, s acrid; visitors with-
out breath masks often develop a hacking
cough that can leave them dangerously
short of breath if left untreated. (The
Ayrou have no prablem breathing other
Type | atmospheres, ) Maya Kovel's rift

valleys are carpeted with colonles of dark
green lichen that erupt from tough green
seeds the size of shockballs when they find
themselves out of the wind and with a
reliable source of water—even if such con-
ditions take centurles to develap, The
Ayrou farm such colonies and export unde-
veloped seeds [which are deliclous)
throughout the sector and into Spar and
Ablajeck Sectors as well,

Mina

A periwinkle moon kost against the glowing
green bulk of the gas glant Hanchin, Mina Is
a rugged world of jagged peaks broken by
rivers that tumble through steep-walled

Galactic Coordinates

As with all star systems in the Known
Galaxy, Annaj's galactic coordinates are
based on the Coruscant system, which
becates a star system’s place in the
galaxy by its X¥Z coordinates. The X, ¥,
and £ coordinates cormespond, respec-
tiwely, to the star system’s “east/west™
and “north/south™ lecation and finally to
whether the system is above or below
the galactic plane. Apprentice navigators
must remember, however, that Corus.
cant, as the imperial capital, lies at coor-
dinates {0, o, o}—even though in galactic
terms Coruscant is slightly northwest of
the true galactic eenter, a5 well as
slightly above the plane of the ecliptic.
[This discrepancy has irritated astrocar- 5
tographers—particularly these not born
i the Core Worlds—for centuries.)

The Coruscant system ks used by star-
ship navigators, and based on parsecs. A
parse is 3.258 lght years, and 15 par.
secs [or a little under 49 light years) cor-
responds to 1 unit on the coondinates
scale. A negative number fora X, ¥ or 2
coordinate indicates that a star system
i west of south of or below Corus-
cant’s position.

A starship's navicomputer containg Xy#
coordinates for billions of star systems
and carries those coordinates to hun.
dreds of decimal places, but few galactic
citizens need that level of detail. in typi
cal galactic atlases, coordinates are
raunded up or down to the nearest
whaole aumber, and .;nl_,l 'i-IJFIFI|1E-'.1 fag
sector capitals
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Inhabited Worlds of the Noddell Sector
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walleys overflowing with lush vegetation
and fruit. It's a wild, beautiful place bathed
in the eerie wash of Hanchin light; Mina's
nights are short or nonexistent. The Minans
expart fruits, meat, and hides, the latter two
abtained from a surefooted varlety of rujos
and from a glossy-peited native beasts
called pechs. Helping Minan landholders
watch their herds are dochinies, elght-
legged, feathered ghiders that are easily
domesticated and called by means of pipes
that sound tones abowe a range Humans
can hear,

gathered below then fight over A penitent
who pbiains o sin-bullet immediately swal:
ko 1L and crushes it In its true stomach, a
ritual that absolves the penitent of the last
year's misdeeds. The Minans think the whole

ithing o bit odd, but they still make many a

guick credit from it: Docking fees at Mina's
sole spaceport soar during mid-winter and
both Human and Ayrou traders attend the
crowds of penitents, eager to take thelr
maney for beds, sustenance or anything else
they need Rokna Blue addiction is a growing
pﬂhi_!m on Mina,

ane by far the worst. Scouts forge routes
light-year by painstaking light-year, only to
see them decay almost evermight, while
ather stars simply remaln inaccessible
despite the best efforts of scouts and survey
droids. The only Monsua system that can be
reached reliably is Zorbia—the one place no
sane spacer wants to go.

Miurn

Red dwarfs ke Murk account for some 7o
percent of the galaxy’s stars—there are
mare than 100 such stars in the Moddell

' Mina has perhaps two million beings, but sector alone. Most are deservedly anony-
M I mid-winter its population can double as Hﬂurm. Hl{l.lu mious, bearing an alphanumeric designa-
- theVashan penitents make their annual The M Mebula is a churning ¢loud of thon Instead of a name, left off standard

 migration to the moon, Vashan's holy siteis ~ gas and dust at whose heart lies a clusterof  star maps and surveyed only ance by a
'j  Imbcus Mant, a limestone spire dotted with young blue giants and brown dwarfs. While  recon drokd. if at all. (The star is so dim that

eaves in which the Vashan bodhis meditate
and peay. The movement of thorax mascles

the stars in this nursery are too young to
interést settlers, the outer reaches of the

it's imvsible to the naked eye from all of
Moddell's inhabited planets.) Murk

required to produce their prayer-drone pal- nebula feature a number of much older emerged from obscurity when the Empire
ishes stones (known as sin-bullets) that the stars) Including a quintet that have planets  terminated the Sanctuary Pipeline in the
bodhis hold bn thedr six antestomaches. At but have proved stubbornly out of reach. system. To help maintain the secrecy of the

mild-winter, during Hanchin-set, the bodhis
appear in their cave-mouths and expectorate
the polishied sin.bullets, which the penitents

B NUMBER 3

While slow hyperspace routes and interstel-
Lar anomalies plague the entire Modded|
sector, the fringes of the Monsua Nebula

e

Death Star project, the Empire established
a transfer station for raw materials and
cargoon and above the red dwarf's inner-
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miost planetoid, an airbess rock. In Murk's
dull margon light—no brighter than an
average planet’s moon—Imperial crews
unbsaded the deep-space haulers and
superfreighters bearing Death 5tar compo-
nents for shipment on to the nearby Forest
Mipon, Today the cargo-transfer station
remalns, although scavengers have
stripped it of a number of its moene valualsle
compenents. |1t is not abandoned, however;
A Shell Hutt, one Tagoonta, has Med there
with his mothey band of retainers in an
effort 1o escape troubles in Hutt Space.

Owise

Perhags a billion miners, farmers, and indus-
trial workers make their homes on the four
inhabited planets and mooans of Ovise, mak-
ing the system the sector's second-most-
populated. Ovise 1l s quickly becoming a
blighted factory world, while the gas glant
Owise VY has yielded promising deposits of
tibanna gas. Common sights in the system
include Syrow, Vashans, and Humans from
all across the Moddell The largest independ-
ent corporation in the Moaddell wactar, TI'|F|-3'|'-
tite Lines, has it headguarters on Owise (1,
Tripartite's chairman, the Ayrou hierarch
Maschardis Mulaxks, serves as the sector’s
semator to the New Republic, but the scnator
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isn't exactly interested In galactic politics:
His one trip to Coruscant Lasted just long
enough to take the senatorial cath of office

SAMYASEA

MNew Republic xenobiologists argue over the
wltimate origin of Endor’s Marauders, but
within the Moddell sector there is little
debate: After all, bands of allen space
pirates from the gloomy, stormy world of
Samyassa IV have been pests in Outer
Moddell for nearly as long as their Zorbian
neighbors. Sanyassan history goes back for
millennia and hints at eras in which society
wias decidedly mone advanced than the

might-makes-right kieptocracy found there |

today. An Ayrou theory holds that the

Samyassans were particularly susceptible to !

deadly radiation from the Din supernova, &
genetic catachysm from which the species
has never recovered, On Sanyassa, the leath-
ery-skinned Marauders sometimes pursues
subristence farming or trade of a limited,
prickly variety, but their real love is plunder
and war, whether carried out with blades or
blasters. If Sanyassan space pirabes ane

rarehy canny enough to give even Zorbiand a |

good fight, they still can make travel in lhr.-
Duter Moddell dangerous. F

THoMNIE

Shallow salt seas bathe Thonner's fourth
planet, broken by strings of sandy Islands.
Despite its pasition on the Houche Bun,
colonisis setiled the planet just 25 years
BEY, responding to the discovery of fresh-
wiater vents that dotted the globe, Thon-
ner's first settherments sprung up on great
platforms, built above these bubbling vents
out of giant Trindeltan oaks, At first, the
Thonnermen made their living fishing and
trapping bomy, sea-dwelling crustaceans
krown as Thonnenarots; later, they con-
structed aqueducts to bring fresh water to
the Islands. Today, colonies of 1ush lichen
imported from Maya Kovel cover many of
those islands.

TeinDELLD
Trindello isn't much of a star system: a white
dwarf closely circled by a barren, rocky world
which itself has but a single small moon, But
lusters of gigantic trees known as Trindedlan
oaks cover the moon——though the oaks are
In fact not free-standing trees but fast-
growing shoots sharing a single root system.
Botanical semantics aside, the dark green
weood fram Trindellan caks s nearly as hard
a3 Iron, making it a common sight in struc-
tures throughout the sector, Trindello is
uninhabited save for scattered camps of
Hurman and Vashan cutters backed either by
Tripartite Lines or wealthy entreprenewrs on
Maya Kovel or Annpj, Some parties of cutbers
hawe fallen afoul of kargul, Bo-meter noctur-
il werms that Lair at the heart of eak clus-
ters. Scientists have warned that not encugh

FEATAR T F

 is known about Trindelan oaks to ensure

that they aren't overharvested. But 4o far,
with credits to be made, these wamings
have fallen on deaf ears.

VasHA

When Republic settlers began visiting the
Inner Zuma, the chitinous Vashans were
divided into rival theocracy-castes battling
with steel blades; today, the planet is a vir-
tual satrapy of the Ayrou, who control
Washa's deep-delving mines from a patch-
work of spaceports on its surface. The peo-
ple of the Moddell sector prize the
poweerful, tireless Vashans as miners and
workers, but boathe them for their rather
odd habits Vashans forego food until
absolutely necessary, but then goblle
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EL:L_EUE 1 immense quantities

fand none too

neatly] to store in their sextet of antestomaches. Vashans also use
their antestomaches to investigate items they find interesting: The
Vashan swallows the item and then either spits it out or retains it
for further study later: Mot surprisingly, many Modde|l restaurants
and shops sport “No Vashans” signs. This disapproval has done little
1o perturh the Vashans, who bow only to the orders and Instrue-

New Moddell Sector Species

DocHIMIES

Eight-lepped gliders with feath-
ery wings, dochinies are often
domesticated by Mina's land-
halders and help herd the

planet’s mijos and pechs,

Dochinke: Airborne Predator 1;
Init +4 [species, Dex); Def 1z [+2
Dexl; Spd v5m, 25m fly (good);
VR/WP Brio; Atk 1 melee [1d8,
bite} or +3 ranged; 5Q +6 species
bonus to Jump checks, -4
penalty to Dex when not air-
borne; W Fort +32, Ref +4, Will -
SE M Rep v; Stro, Dex 15, Con
1o, Int 2, Wis 8, Cha 10, Challenge
Code: A

skills: Intimidate +4, lump +10,

Spot +5.
Feats: Track,

Aymou

Willowy humanoids from
Maya Kovel, the Ayrou have
triple-jointed Nmbs and are
_I;nm as wily I'I.!ﬂ;ﬂﬂi_tﬂr_i and
expert hagglers.

Ayrou Commoner: Init +0; Def
10; Spd 1om; VR/WP —7&; Atk
+0 meles (w3, punch) or +o
ranged; 5V Fort -1, Ref +0, Will
+1; 52 M; FP o; DSP o; Rep o; Str
10, Dex o, Con B, Int 1o, Wis 12,
Cha1o.Challenge Code: A,
Skills: Bluff +2, Diplomacy +1,
Intimidate +2, Read/ Write
Ayrou, Sense Motive +2,
Speak Ayrou, Speak Basic.
Feats: Persuasive.
Species Femtures: +2 Wis, -2 Cong
Bonus feat of Persuasive.
Automatic Languages: Ayrau
and Basic.

ML, MUMBER B

Euos %,
Docile. silver-furred

‘quadrupeds from Annaj, dif-

ferent varieties of Rujo have
spread through the Zuma
regions as draft animals
and mounts.

Rujo: Herd Animal 2; Init =1
(Dex); Daf 1 (44 natural, -1
slze, =1 Bﬂl:ipdimw
5AE; Atk +3 melee (164,
bite) or =1 ranged; 50 +2
speches bonus to Sundval
checks in mountabnous envi-
ronments; 5 Fort +7, Bef =1,
Will 1; 52 L; Rep 1: Str 17, Dexc g,
Con 18, Int 2, Wis B, Cha 4. Chal-
lemge Code: B.
Skills: Climb 45, Hide =5, Listen
&4, Survival +3.

SANYASSAN MARAUDERS
Leathery-skinned Humanoids
from Sanyassa, these warriors
are fierce browlerts rentwned
for their bad tempers and
poor intelligence,

Sanyassan Commaner: init =1

(Dex); Def 10 (+1 natural, =1

Desi); Spd 10m; VPIWP —/12; Atk

+1 maelee [id3+1, punch) or -

ranged; $Q Natural armor; SV

Fort +1, Ref -1, Will +0; 52 M; FP

0; DSP o; Rep o; Striz, Dex 8,

Con 12, Int B, Wis 10, Cha 10,

Challenge Code: A

Skilts: Intimbdate +2, Read/ Write
Sanyassan, Speak Basic,
Speak Sanyassan.

Species Featunes; +2 5tr, +2 Con,
=1 Dex, =2 Int.

Automatic Languages: Sanyas-
san and Basic,

tions of their caste theocrats; entire castes [which can include any-
thing from a dozen Vashans to hundreds) generally hire out under
the control of 4 theaerat. The Vashans' religious wars ended once
contact was established with the Republic; today the highest-rank.
ing members of all Vashan castes make annual pilgrimages to Ink-
cus Mot in the Mina system. Exactly why Is a mystery,

Vix

Viex affiers two major inhabited locales: Vex Major and the Belt, Vex
Major is a swampy, storm-battered globe, home to clans of sturdy,
Human fisher folk with little interest in the doings of the Mew
Republic beyond the basics of trade. The system's asteroid belt is
the domain of a quarreling collection of freighter jocks, prospectors,
and scouts (mostly independents, though the New Republic Survey
Corps maintains a small outpost on the Belt's largest asteroid), The
Befters have no interest in the dealings of Viex Major's “mudballers”
and ask few questions about anything else—flash enough credits in
the Belt, and you can hide a starship or a fugitive, strike a shady
deal, or sell hot cargo.

Misitors to the Belt should beware of Ecchesis von der Agar, a deco-
rated Mova Scout whose lifelong eccentricity has decayed into
dementia in recent years. He can be found in the Belt's kiriswing
joints and cantinas recruiting rookies as apprentice scouts, but he's
as likely to lead them on blind jumips through Wikd Space or acouse
them of stealing his charts as he is to actually teach them and pay
them, (O course, von der Agar does have an uncanny ability to find
niews routes and uncharted worlds.) Vex's odd name comes from its
original mission as a staging area for scouting runs—none success-
ful to date—into the nearby Monsua Nebula, A Ffib sect settled Vex
Major four decades ago; their descendants {most of whom remain

deeply religious) insist that thelr world is called “Far Gent.”

WAsHANS

Powerful, chitinous Insectodds
from Vasha, members of this
caste-baved species are prized
as miners and workers but dis-
liked for their odd habits,

Vashan Commanen Init +o; Def

13 (+3 natural); Spd 1om; VRANP

=12} Ak +2 melee [wd3+2,

punch) or 40 ranged; 50 Natural

anmaoer; 5Y Fort 44, Bef o, Will =y

S Mi; FP o; DSP o; Rep o; Sir 14,

Dex 10, Con 12, Int w0, Wis 8, Cha

6. Challenge Code: A

Skilis: Craft (varies) 2, Profes-
slon [varies) 41, Bead/Write
Vashan, Speak Basic, Speak
WVashan,

Species Features: +4 5tr+2 Con, -2
Wis, =4 Cha.

Actamatic Languages: Washan
and Basic,

Kamcui

These Bo-meter worms, found
at the heart of Trindello's cak
clusters, are noctumal and gen-
erally shy, but they can be teri-
bl apponents when aroused.

Karguk Forest Herd Animal 7;
Init +o; Def 10 (+8 natural, -8
sizel; Spd v5m, 10m barrow;
VPIWF Bo/248; Atk 4B meles
[2d8+1g, bite) or 48 melee
{gd 6413, slam) of -5 ramged; 50
+2 species bonus to Survhval in
forested emvironments; 5V Fort
+i5, Ref +2, Wil +9; 52 C; Rep 5:
Sir 37, Dexwa, Con 31, Int 1, Wis g,
iCha 1. Challenge Code: F.
Skilfs: Hide =16, Intimidate 45,
Listen +5, Survival +1,
Fets: Blind-Fight, Power Attack,



IORBIA
Thee three worlds of the Zarbia systenm hud
dle on the

N ol LRI

the COuter Moddell for cemtuiies. The Zod
bians prey Largely on each other, buf some

times attack ships traveling between

EEms an

today thi L .1|_'I|'!|' better armeed,

but no betier or |:':.II'I.'I'I'| =]

Don't Miss the Following

Adventures Set in the

Moddell Sector . . .

The Ewok Adventire: Carovan of Counage,
1584. This TV movie provided a detabled
look at Ewolk culture and introduced
new mansters such as the Gorax,

Ewoks: The Battle of Endor, 1985, A sequel
to Caravan of Courage, this movie saw
the first appearances of the Marauders,
blurngs, and oatmeal pitchman Wilford
Brimbey in the role of Moa Brigualan.

The Ewoks and Droids Adventure Hadr,
Nelvana, wgls. An animated cartoon
series showcasing the pre-Return of the
Jedi adventunes of Wicket and his
friends.

Ewvoks, Star Comics Mi=1g, 1985=87.
Thaugh individual issues are tough to
find these days, this children’s comic
ook series introduced the Zorblan
pirates.

Star Tours, 19B7=present. A Disney
theme park attraction that promises
to take tourists on an excursion to the
lovely Forest Moon—and instead
dumps them in the middle of a white-
knuckled dogfight.

Stor Wars Bounty Hunters: Aurra Sing, Tim
Truman, Dark Horse Comics 19949, &
one-shot Aurra Sing adventure that rep-
resents the only appearance of Endor in
the prequel era bo date.

The Ulustroted Stor Wars Universe, Kevin L.
Anderson and Ralph McQuarrie, Ban-
tam 1995, National Geagrophic meets
Star Wars in this coffee-table book,
which features a chapter on the wildiife
of Endior.

Star Wars, Marvel Cormles. Late in this
series” run [circa Issues #90-100] the
Alllance uses the Forest Moon as their
primary base, from which they must
battle an advance force of Nagai
imvaders,

Shield of Lies, Michael P. Kube-MzDowell,
Bantam Books 1996. Though not seton
Endor, this novel introduces the drug
Rokna Blue.

The Glove of Darth Vader, Paul and Hol-
lwce Davids, Bantam Skylark 1962, How
did the glove of Darth Vader wind up
on Mon Calamarit Musings on the
nature of hyperspatial anomalies pro-
vided the background for the Endas
Gate in this artiche.
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Coouings.

Lo ROGURS

The bravery of starfighter pilots is a key element in
the Star Wars galaxy, from the attacks on the Death
Stars to the defense of Naboo and the exploits of
Rogue Squadron. For the Star Wars Gamemaster, the
fighter squadron represents a perfect structure for
an ongoing campaign: A strong setting that can
provide numerous adventures across the galaxy—
and not just for pilots and their Rz units.

In every e, worlds need fighter squadrons
to defend them, and pibots find themaeles
on the front lines of any war,often called
upan to do much more than fly and fight
You can use that need to oreate your own
squadron-based campaign inspired by the
adventures of Rogue and Wraith Squadron
i the X-wing series of nowels and comics

“Lock S-Foils in Attack Position!”
The ‘flEhtEr sajuadnon woarks well a5 an intro
ductory campaign, giving players a substan
tial frame of referEnce DI.IFII'IE characler
creation, the temptation to overbalance
heroes with combal and 1'.I|I|.1l1n|5=: gkills is
fIIHh_IILI“ Giis should emphasize that fiying
and blast ing aren 't all there is to the game
&1 .1|hl1|:;.1 campaign fram scratch has the
.H!l.'.lm.lge that it can be Lo i frddio fes,

thrusting the heroes slam-bang into the

action In the very first game. Alternatively, a
“minigeries” approach can waork for those
wihed dion L wiant to stop an ongoing cam
palgn. This style of play can find a group of
oterwise uninvalved characters (such as a
freighter crew or a Rebel strike team)
drafted and tratned as plbots. Most squadrons
are run in a quask-miitary fashion even if
they owe allegiance to the almighty credit
iestesd of the Alliance or the Emperar, and
vatrle the henses might have less freedom to
choose thelr missions, they can rely on the
suppadt of a whole squad of wingmates bo
cowver thelr backs

Player groups are typically loose beams
of about equal standing, whereas the mil
itary imposes a hierarchy structure from
the start. Some players might find it hard
to smap to attention and shout, “How
high, sir?” when told to jJump. They might

soodn weary of being locked in the brig for
d:snheylng orders. Rather than have play-
Br% c:-rdn:rmﬂ other players, it is easiest to
make the sguadron commander a GM
character with all rll.a:.-e'r'. answering 1o
him or her, Colonel Vel (see cidebar) s a
1':.Ip||_'.'||l example

The strength of the fighter squadron as
a player unit is that it mimics party struc-
ture, granting the herses a degree of inde
pendence while also tying them together
Inter-party trust becomes very Important
when a flight of TIE fighters has you In
thizin '.ighl:i.

"l Used to Bulls-Eye Womp-Hats
in My T-1B Back Homea.”
Each of thie basic Sfar Wavs classes can find
a place within the fighter squadron cam
paign setting, without necessarily having to
take on the robe of a pllot

Fringers are the archetypal "bush pilots®
known across the Rebel Alliance, the type
whao hot-wired Skyhoppers in their youth
and blasted hales in the douds, dreaming
every day of breaking the light barrier in a
Z-gg Headhunter. They are also well suited
o support robes in a squadron, working on
mmainfenance crews using their uncanny
repaiir abilithes to patch damaged ships on
thse (hy Fringers can pein a fighter squadnon
eampaign in any era
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Nobles can

squadrons if they're rich enough, or they

i their owen IiEh'.e'r

can be rovalty-in-exile (like Bogue
Squadron s “warrer pringess Flourr Hoj
who have succumbed to the lure of the

cockplt. Obder, more experienced nobles

itive postings. High-society mable
pllots are best suited to the Rise of the
Empine ¢ vhille noble afficers Gt in any
time periog
Scoundnels ] hand-in-hand wwith the
brash, neser-tell-me-the-odds steneotype of
the fighter jockey. and those with the Skill
Emphagis (Pilot] feat ane the perfect wing-
mates to fly beside you in a furball—but
scoundrels are also troublemakers who oon
stantly end up In harm's way, much to the
d mates. Alterna
I_|'.-.l_-I:,'_ neon-prilot scoundnels can exoel a5
spuadnon m_lppl].' officers, be lIl!|iI'Ii:.: e mial =5
rp the fighters supphied with spare
par punedrels can take part ina fighter
squadmon campaign in any era
Scouts also make good Thyers, and with
their Trailblazing ability they're typlcally the
plots chosen to hindbe reconnassanoe mis-
arch-and-rescue operations in dan
|5.:|:-g_1|:-r_' Uncanmy Dodge and

B i
ey (Piloth abilities to s combat

. L -
-
Creating Startighter Sguadrons in

ILLUSTRATED BY MIKE VILARDI

the Star Wars Galaxy

By ), swAlLOW

Saldiers are the typlca stock from which
fighter pilots are drawven, and at 6th level a
soldier can mo |_=.11.||3.l adopt the

ce prestipe olass. Soldiers ane
thie rark-amd-File e whd hase sammed
their wings the hard vy They can also
serve 2% squadnon leac
tige class
B leval [wath one level of noble milxed in)

taking the officer p

SoMdiers can appearin aill eras

Force adepts and Jedi guardians can wti
lize thelr unca ny ahilitées with The Force 1o
make them foemidable rlgh'.rr pilats,
unmatched I1:.- most normal I:"'“"E" Iri the
tradition of Jedi |'||I-..- % lilke Luke
Corran Hom, Eyp Durnon, and Jai
adepls and guardians can take on piloting
skills, b nnl:.' a4 an sddendum to thew
Farce abilities. bedi consulars are less Hkely
to be flyers, more 50 to be ranking superiors
or |'.II.'I|'|.'I S EViER SErVING | ':.|_:|I_I.I|_‘.|r|_'|r| Ina
il 1:.1r.'|-:-":|1'!|l Force-user pikats ang more
i the Rise of the

ke e

likely to be encounterne
Empire and The Mew led
5 GMs might give characters
tantial ability in the Pilok skill 3

ot of 1=4 skill paints (bul not ibove

You Still Need to Name Them ‘f.
/

COLONEL ALASK YREL
Sguapeon ComMmanDING OFficie
Wil Is a formeer Tvwl ek baron cast into

poverty when his hold ings were seired iR

aclan powed 'nl:rugﬁlr.l:lur.wum!gllc had
a talent for starship tactics, Virel became a
starship line officer and has been deco-
rated several times for courage under fine,
Outwardly aloal and cool, he thinks of his
crewl a8 his “subjects”™ and consbders it his
dinty to protect them from harm, but ke
not above F-I.wing hardball weith tHem i

I;hn:*_.l ot out of ling; his command style i1
best described as “harsh bat Tair”

gLk Wrel: Ka [K%

down was playing Sabacc with thEim anky

howurs aga Fun'r:, squadron has its seat of

the-pants barnstormer and L5 arrogant

2 -




ace, as well as the people who

“— keep the flyers flying—the tech

sergeant, quartermaster drold, and doctor are just a few, Most
squadrons also have a commander, typically an officer at least
two or three levels higher than the players, Rebel Alliance
squadrons comprise 13 pilots: a commanding officer (of Comman-
der rank or higher), two Captains (each commanding a flight of
five other pilots), two Lisutenants (acting as executive officers to
the Captains) and eight Flight Officers.

"All Wings, Report Inl™

Mot all squadrons have the high profile of the Rogues, same arne
backwater bush pilots flying rattletrap ships with barely enough
proton torpedoes to go around, The GM determines the type and
quality of a given squadron's ships or can calculate them using
factors based on the heroes” Squadron Reputation bonus.

Squadron Reputation works in much the same way as it does for
heroes (see Chapter B: Heroic Characteristics of the core rulebook),
but it applies to the entire group rather than to a single pilot. in the
same way that a herole deed by an individual can boost a Beputa-
tion bonus, so can an action by a fighter squadron do the same for
its members.

All squadrons start with a base Squadron Reputation bonus of
1d4; add +1 for each squadron member with Jedi abilities (except
during the Rebellion era), and +1 for each +5 Reputation bonwus of
each individual squadron membser (1 for a member with 5-g, +2 for
a member with wo=14, and so on}.

For example, the Nightfighters have eight pilots, four with a Rep-
utation bonus of +2, one Jedi guardian with a Reputation bonus
of +15, and three pilots with Reputation bonuses of 45, +6, and
+10, The Nightfighters roll a 2 on idg; their starting Squadnen
Reputation bonus will be 410 {2+8).

Squadron Beputation can work the same way a5 a hero's Reputation
bonus, adding bonuses to Bluff, Diplomacy, Gather Information,
intimidate, and Entertain checks. Optionally, you can use Squadran
Reputation checks only when dealing with members of the com-
mand structure, For example, a squadron with a high Beputation
bonus [such as the Bogues) has far less difficulty procuring ammu-
nithon, spare parts, and fuel than does a less well-known fighter
group like the Nightfighters.

The Squadron Reputation bonus also lets the squad "buy” Fighter
Quality Grades and Maintenance Levels; the higher the score, the
better the squadron’s ships and the better thelr condition, As the
campaign progresses and the Squadron Beputation bonus
increases, the heroes receive upgrades to thelr craft and their main
tenance level, Ships kept at anything less than the Well Maintained
bewel suffer from Flaws; these are random, recurring mechanical
glitches that add “character” to player's ships—an X-wing with
5-foils that constantly jam, for example. Depending on the sifwa-
tion, Flaws can range from annoying to deadly, After determining
the hero squadron’s starting Fighter Quality Grades and Mainte-
nance Levels, the GM should consult the Flaws Table to determing
the type and number of glitches for each hero ship.

FIGHTER QUALITY

Superior: The galaxy's greatest shipwrights manufacture ships in
this grade to the highest specifications. Superior craft are expensive
and sometimes unique. The Naboo N-1 Starfighter and the TIE xa
Advanced are typical examples of Superior Grade fighters. Squadron
Reputation cost = 8

Average: This grade covers most starfighter types encountered in
the Star Wars universe, the everyday, commonplace production-line
ships flown by pilots. Incom T-65 X-wings and TIE fighters are Aver-
age Grade fighters. Squadron Beputation cost = §

Poor: Aging, badly designed, or cannibalized fighter craft fit
into this category. Typically, Poor Grade fighters are held together
with bonding tape and prayers. Y-TIEs and other “Uglies™ are Poor

Grade, Squadren Reputation

Basic Pilat Kit oot = 2

Fighter squa

'.u|1pl-.'
a suite of MaiNTENANCE LEVELS

Well Maintalned: Trained
mechanbes and technical staff
keep these ships at the peak of
their efficiency. Well Main-
tained fighters perform to the
best of thelr capability and
might even exceed the manu-
LIS § : facturer's specification, ak the
instiea } O COT G discrethon. Squadron

] Reputation cost = B
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Typically Maintained: Most military bases and spaceports kiep
ships at this maintenance level. The majority of spacecraft perform
narmally, although some still exhibit the occasional Flaw. Squadron
Eeputation cost = 6

Poorly Maintained: Mechanics without the right tools or under
equipped bases keep ships at this level. While Poorly Maintained
fighters can still fly and fight, they suffer from Flaws on a regular
basis, Sguadnon Reputation cost = 4

Neglected: A Neglected ship is just barely spaceworthy, and it
frequently suffers numenous Flaws, some of them potentially life-
threatening to the pilot. Neglected craft are in desperate need of a
complete overhaul Squadron Reputation cost = 2

Nusmper oF FLaws

Malntenance Level

Fighter Quality Wiell Tipical Bad Meglected

Superior Quality  Mone 1 il i
Average Quality  None ady G 1db+z
Poor Quality ulg 16 o 1d1o+2
1db Flaw

2 Serlous Flaw. Roll again (reroll any result of “2% ar "127),
The ship gains that Flaw and the chance of failure I
doubled. The DC to repair this Flaw is increased by ada.

3 Engine Malfunction. There is a 20% chance per flight
that one engine cuts out without warning. Reduce the
ship's maximum speed by one category (attack becomes
crulsing, and o on) when an engine falls,

& Life Support Malfunction, There Is a 20% chance per
flight that the fighter's internal life support system will
fail. If the fighter has no Iife support system, treat this
a3 a No Flaw result.

5 S-Folls/Landing Gear/Hatch Jam. There is a 30% chance
per flight that one of these mechanical systems jams
open of closed (GM's discretion on which one|

& Weapon Malfunction. There is a 20% chance per flight
that one weapon system ls Inoperative.

7 Mo Flaw.,

8 Projectile Weapon Jam. There is a 25% chance per flight
that a projectile weapon launcher Is inoperative. If the
fighter has no projectile weapans, treat this as a No
Flaw result.

g9 Communications Glitch. There is a 20% chance per flight
that the comm system will fail, The crew cannol com-
municate with other craft or installations,

10 Hyperdrive burnout. There is a 25% chance per flight that
the hyperdrive suffers a burnout on activation; if the
fighter has no hyperdsive, treat this as a No Flaw result,

11 Shield Failure. There is a 25% chance per flight that the
shield generator will fail; if the fighter has ra shields,
treat this as & No Flow result

1 Multiple Flaws, Roll again twice (reroll any results of "2"

ar*1a®).

With a Squadron Reputation bonus of 10, the best option for
the Nightfighters are Average Quality Fighters at the Typically
Maintained level; however, they could also opt for better Supe-
rior Quality ships, at the expense of the much lower Neglected
Maintenance Level, or Poor Quality ships at the higher Well
Maintained level.

Fuawwrs

Roll 2d6 and check the result belaw for each Flaw. If you roll the
samse Flaw twice, apply it to multiple systems of the same type if
possible. if not, add it cumulatively to one system. If a ship does
not have the affected system, you get off lucky—the ship doesat
suffer a Flaw for that roll Characters with the Repalr skill can
attempt to fix one Flaw in their fighter once per week (DC2o), at
thie GMW's discretion

The Nightfighter pilots can expect to suffer at least one or two
Flaws in each of thelr Average Quality ships until they increase
thelr Squadron Reputation to 12,

CHAIN OF COMMAND

Fighter pilots joining a squadnon
ang assigned a rank based on Reputation
their personal Reputation o=5
banus, There anc other ways E-10 Liet
heroes can earmn ranks. Although Caplain
a heno may carm Reputation

Rank
Flight Officer

Commander




bonuses lhrﬂugh these methods
too, she is not resguired to hove the
appropriate Reputation bonus to achieve a higher rank,

At the Lipwtenant rank, pilots can choode to remove one Flaw
from thedr fighter’s systems; at Captain’s rank, they can remove two
Flaws, and at Coemmander's rank they can remove three Flaws. Pro-
mation in rank 1'_|,||:|ir;.1II],' gra mis hiEroed added perks, such as {naditvrid-
ual quarters on base, higher pay, and other benefits of officer status
¢ 3 This ranking system follows the Relbel Alliance and Impenial Mavy
' M models, and other worlds or ‘I'1Ehh'r forces may use different gr:Jd-

ing, In nen-military squadrons, such as mercenary or pirate fleets,
rank is largely enforced by might rather than merit. in these
P cquadnons, heroes might have to buy thelr own ships or earn back
I the cost of them through shares of booty. Mercenary units often
post bounties for kills made, which pilots can spend on repairs or
wiEa o an unluc k:.',t..nh poar mercenary I'|'|.-1!I' I -ght find himself
s out of prl;!fun torpedoes af a crit ical moment in the battle

“Echo Base, I've Got Something .. ."

Fighter squadrons are high-malntenance operalions, 50 @ secung

¥ base of operations ks necessary to keep both pilots and ships ready

Squadron bases fall into bwo categories; planetside and spaceborne
Tg,lpin;al Fll.1n|rl:-.id{' bases vary in
sire and :nmplrultg,r froem simall
conce aled affairs like the Rebel
Alllance st r4:||1|§h|:|ld". on &Mag-

SguanRroM Base LocATION
1o Location
= Planetside

T=10

Spaceborme

gassl and Tlfrfm_l-:-lalgf facili-

w

il
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ties like the Naboo RSF spaceport in Theed or any standard Imperial
garvison comples. Fighter bases in space can be hidden inside aster-
obds or comets, but generally a squadron is garrisoned at a space
station or aboard a starship, The GM can choose fighter base assign-
ments or determine them by random ralls an the charis below. Each
base has three key factors: Location, Size, and Gperations Grade.

FLAMETSIDE BASES

1o Type of Base

1 Alrless Moon. A barren lunar surface; bases here might
be in pressure domes, cul into rocky cliffs, or set deep
inside craters.

;. koe World. Similar to planet Hoth; bases here are concealed
inside glaciers of snow-coversd mountains

3 Temperate Planet. Worlds like Naboo or Dantooine can pro-
vide cover for a base |n thelr small cities or rolling fiekds.

4  Desert World. Shifting sands and rocky landscapes on plan
ets like Kessel and Tatopine are remote but secure bases

§  Jungle Planet. Heavily forested worlds [ike the Moon of
Endor or Kashyyyk can hide bases within their treelines,

6  Gai Glant. Repulsarlift platforms and carriers can make
their hame in the atmasphenes of gaseous workds like
Bespin

7 Urbanized World, Planets with heavy population, from
Corellia to Coruscant, typically feature several fighter bases
on their surface.

B  Oxean Planet. Fighter bases an worlds like Mon Calamari
are frequently based on floating carber vessels or small
mland chaing,

g  Hostile Atmosphere. Harsh environments like the toxic
gases of Sullust can be damaging to fighter craft, but their
unpleasant nature makes them Iﬂﬂﬂt hiding places for
secret bases, |

i Ruined Wasteland, The sites of earlier battles, such as Dan-

tooine, provide good cover for a base among the wreckage

of a dead world.

SPACERORNE BASES

wdio Type of Base

1-3 Space Station. Space platforms can orbit planets, float alone

in deep space, or hide inside nebula clouds, ranging in size

from a small docking platform to a vast Death Star.

Starship. Carrier ships vary from dedicated vessels like the

fmperial Star Destroyer or the Trade Federation battleship to

simple docking frames with rudimantary Flight systems and

3 |'-:.'|.II.'I|.‘|II-'I.' ENEEsEe

B Asterold Belt. Bases situated on asterolds are typically dug
deep into the surface of a large rocky body, protected by the
belt’s natural cover and defense,

g Cometary loe Mass. Vast balls of dirty koe, hangars and other
facilities can be cut into these slowe=mowing comets

10 Derelict. Wrecked ships of space stations adrift in the void can
be converted into fighter bases and refitted for covert use.




Souapmon BASE SizE

wheo  Base Sire

-3 -anmurpﬂghmbun“luﬂymmnnm’ﬂ
personnel and house more than one fighter squadron, sup-
port craft, and facilities. Major planets like Commenart of
the Death Star space station are Large Bases.

a=7 Standard Base. Standard bases field a handful of squadrons
and are by far the most common; the Rebel base on Hoth
and a Star Destroyer are Standard Bases

B-10 Small Base. Small facilities might have as few as one or
two squadrons based there; occasionally these focations
are for secret operations o stealth missions. Tierfon Out-
post in the Sumitra sector and Theed Spaceport o Naboo
are Small Bases.

Basi OpiRATIONS GRADE

who  Operations Grade

=2 Superior, Bases at this grade are very well equipped, with
talented mechanics and the best hardware. Fighters located
here can remave one Flaw from their ships as a result of the
Increased quality of technical expertise avallable. Bases
with a Supuhrnp-mﬂmﬁmd-ﬂdﬂtuhmdmn Repii-
tathon checks when dealing with the chain of commard.

3=7 -I’-UET-!HE. The ""-'_I“"IEI' af ':-t.'llrfljll'll" mases fall inko this cate-
gary, the typical standard of most military facilities
throughout the galaxy

8-10 Poor. Bases at this grade are seriously under-staffed, il
equipped, and lacking for spares, Fighters posted to a hase
with a Poor Operations Grade gain a Flaw and suffer a -2
penalty to any Squadron Reputation checks when dealing
with the chain of command,

The Nightfighters rofl 7, 9, 9, and 2, so their randomly penerated
base s a Small, Spaceborne facility concealed inside a Cometary
e Mass on a long solar orbit. The base’s Operations Grade ks
superior, which helps their pilots by removing one Flaw from
gach of their ships.

it the GM discretion, fighter squadrons can attempt to increase
the Operations Grade of thelr base with a Squadnon RBeputation
check ance per month, The check to upgrade from Poor Lo Average
is DC 25; the check to upgrade from Average to Superior |s DL 30
The GM may also consider requiring the squadron to perfornm one
ar more misslans instead to obtain an Operations Grade increase.
While it Is possible for a fighter group to operate wil bl Ay peer-
manent support facilities, these “nomadic squadeans” are not well
maintained, usually traveling with a number of auxiliary transport
ships and shuttles, setting up temparary bivouacs wherever the
squad finds itself, and making repairs on the fly. Nomadic squadrons
fwithout a capital ship) are the equivalent of a Poor Operations Grade
Mo mattes where it is located, a fighter base needs a number of key
elements ko be viable: maintenance facifities, quarters for the flight
erew, a medical bay, a tactical command center, long-range communi-
cations. and—rmiost important of all—adequate defensive capabdlity.
G can consider creating outlines and maps for the squadron’s per

."'I

manent base for use in play, Most squadrons backed by a military
arganization or government already have a base or a carrier vessel,
bt the search for and construction of a viable base can akio serve as
an adventure hook to begin a fighter squadron campaign

“Bet to Your Ships!l”

Depending on era setting and galactic location, the fighter
squadron can fulfill a variety of functions; planetary defense forces
exlst on thousands of independent worlds throughout the galay,
some protecting single worlds or star systerns like Maboo's
Starfighter Corps and Corellia's CorSec, while others cover Larger
rones like the Hapes Cluster, the Corporate Sector Authority, or the
Tapani Sector. These smaller forces do not stray far from their bar
ders. dealing largely with smugglers or pirates, moving onto a war
foating only during imvasions of outright galactic conflicts, Groups
like these exist in every era. During the Rebellion, however, many of
the smaller fleets are disbanded or conderipted by the Empire. Firate
and mercenary fighter groups work for cold, hard credits, operating
in the darker corners of the galaxy or out on the Rim, because in
pvery eia bhene are unwary travelers 1o e ambarhed and brushfire
wears to be fought. In the Rebellion era, pirate and mercenary forces
do their best to steer chear of Imperial entanglements unless the
price is right. During the reign of Emperor Palpatine, starfighter
pilots are recruited in their thousands by both the Rebel Alliance
and the Imperial Mavy to fight one another, and after the rise of the
Mew Republic, The New bedi Order sees a returm to the tradition of
Jedi Knight starfighters not seen since the Rise of the Empire, like



Kyp Durron's Dozen-
and-Two Avengers,
plloting X1-variant X-wings fighters on peacekesping missions.

Adventure Hooks

Invasion! [any era): A lone planet is caught in the grip of an expan-
slonist l:ﬂtr“}l,llﬂ'-l:'l'ﬂ' on :uﬂh‘lﬂ thern off from the rest of the
gitlany and squeezing them dry. The sole defensive squadnen s
caught on the ground, unawares. Now, a handful of their number
miust free their wingmates and recapbure thelr ships before launch-
ing a last-ditch assault on the invader’s command ship.

Breakout (Rebellion era): The Imperial Mavy has developed a proto-
type TIE fighter that could turn the balance of power against the
Rebellion if its test flight is a success; dropped behind Imperial lines
wilthout their ships, the heroes must destroy the prototypes or cap-
ture them if they can, and escape alive,

Protect the Peace (Rise of the Emplre or The Mew ledi Order erash:

A eoderier 4hip taking ambassadors to a neutral border world
requires an honos guard. What seems like a milk run turns inte a
deadiy battle when saboteurs and pirate rabders combine to wreck
the peace process, on the orders of a shadowy willain,

Pirates of the Asteralds (amy era); Striking from a secret base deep
within a rone of asteralds, rakders have choked off shipping lines to
worlds on the Outer Rim . While some of thelr squadnron attempt to
infilirate the pirate ranks, the rest of the players prepare for somé of
the most dangerous combat flying of their lives, inside the shifting,
uncharted astenodd belt.

h“"““l“l
ijuly p"""” .
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Warrlor's Diplomacy (Rise of the Empire eral: & newly discovered
world in the Expansion reglon holds valuable mineral rights, but
they will not consider membership in the Republic without proof
that its warriors are strong; the Supreme Chancellor sends a
squadron of his best pilots to represent him in a series of testing
dogfights and aerobatic challenges where second place could
mezan death.

Typical Sguedrons
Victor Flight, Naboo Royal Space Fighter Corps
Era: The Rise of the Ermpire
Base: Theed Spaceport, planet Naboo (Small Temperate Planet
base, Superior Operations Grade)
Squadron Complement: Several Maboo Police Cruisers, bwo N-1
Starfighters (Fine/dverage Guality fighters, Well Maintained)
Auxiliary Craft: A singhe light shuttle for inter-orbital operations
Compatible Character Classes: Scoundrel pilots with a shady
past might wind up posted to Victor Flight, and disgraced young
nobles could also find themselves assigned there as a punishment,
Fringers could also find some kindred spirits among the unit.
Background: Victor Flight serve the RSF
as an orbital “coast guard,” pateadling the
upper atmosphere and close orbit space
lanes around Naboo, oocasionally ventur-
ing farther out on escort runs to the colony
on Ohma'Dun. Unlike the mane Bmous
squadrons of the Starfighter Corps, like
Bravo Flight and Echo Flight, Victor Flight's pilots have a reputation n
the Naboo Security Forces as troublesome mavericks and problerm
cases, This peor perception of the Victors reaches back to a point
before the Trade Federation embargo of Naboo, when the flight
leader of the squadron was arrested for collusion with pirates after
supplying the ralders with transit patberns for incoming frelghters.
Althoush it was mever proven, the then-current head of Royal Secu-
rity, Captain Magneta, made no secret that be suspected the imolve-
rment of other Victor Flight pilots in the crime. Reganded as
something of a backwater posting on Naboo, Victor had already
been used as a pln-[:ml:n‘l: for plln-h. waith “difficull” natunes, and the
arrest of the commander tarnished their repute even further How-
ever, Victor Flight's new commanding officer, a naive and untested
leader named Stal Bridda, hopes fo turn the opinkens of the Naboo
people around-—and after leading an attack on a Trade Federation
transport group using only under-powened Police Crulsers, Bridda
has started down the long read Lo rebuild Victor Flight's good name
Typical Missions: Vickor Flight acts as a last line of defense for
Naboo against invaders or pirates, They most frequently run across
smugglers attempting to get off-planet with full cargo holds,
Gungan activists, and other planetside threats.
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The Crimeen Aces, Independent Mercenary Strike Force

Era: Thie Bebellion Era

Base: The Stocked Deck, a converted Nebulon-B Frigate [Small
Starship base, Poor Qperations Grade)

Squadnon Complement: & mixed force of elderly starfighters,
mrthy Z-04 Headhunters, with a couple of salvaged X-wings and a
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few ¥-TIE Uglies [Average/Poor Quality fighters, Typically Maintained).
l.l.I.HHhﬁ' Craft: An ald, obiolets Cargo shutthe

':-Dlmp.llme Charscter Clased: Frlna'cr&,fprnuhl LSoldiers, and
Scoundrels will be at home among the Aces

Background: Until the early days of the
Empire, the Crimson Aces had been the space
defense force of planet Repea, near the Cron
Dirift, Fearful and avariclous Repean politi-
cians feared the Aces would turn against
them and, in concert with the Empire, wiped
out the Aces’ planetside base and drove the
survivars into space, The commander, a
human named Gikkin, sought his revenge by recruiting merce
nary pilots to replace those who had been killed—after capturing
a Mebulon-B frigate [which he renamed Stacked Deck as a wry
reflection of the Aces’ bel raysl I:II Cikkin sowed dissent between
the I:ﬂ'll]lrl!‘ and Eepea lr!,l ki king at both sides with disgui:.l_-d
ships. Eventually, a pair of Star Destroyers delivered the message
of vengeance to Bepea that Glkkin could not, In the process, the
Aces found they had a talent for the mercenary life, and
although their founder was later killed during a sortie, his sec-
ond-in-command Colonel Tyrus took over, seeking to continue
the squadron’s notoriety.

Typical Missions: The Crimson Aces go where the credits take
them, frequently taking missions from Hutt gangsters, Black Sumn,
and even the Empire as well as defending Rebels, independent
wiorlds, and cofporate consortia. With the Stacked Deck as a
mabile base, the Aces can handle most missions that require a
fast-moving, deadly strike force

O

Momad Squadron, New Republic Mavy

Era: The MNew ledi Order

Base: The Allegiant, 3 MCEBob Mon Calamari Star Cruiser
[5tandard Starship base, Average Operations Grade)

Squadron Complement: X-wings, A-wings, and B-wings
[Average Quality fighters, Well Malntalned)

Auxiliary Craft: Lambda-class shuttles

Caompatible Character Classes: As the Yuuzahn Vong invasion
rears its ugly head, almost any kind of character could be drafted
into the defenie of the galaxy against this threat.

Background: While less well-known
Ehan the EDEI;H“- o the Wralths, the
Momads are one of the Bebel Alliance's
first full squadrons, formed after the Bat-
tle of Yaviin initially as a force for recon-
nalssance missions and hit-and-fade
strikes. In the early dayy of Momad
squadrnon, the group was almost completely composed of A.
wings, bul as the Rebellion against the Empire continued, Momad
pllots were cross-trained on almost every fighter craft (n the
Alliance arsenal. By the end of the Emperor's rule, it had become
a point of honor among Nomad Squadron that their pilots could
fly amything, anywhere, anytime, In the age of the New Jedi
Order, the wersatility of the squadron members is reflected in
thelr fl-gh‘l line aboard the star cruiter .&irrgunn!_wilh X-wing

space superiority fighters parked alongside A-wing Interceptors
and E-'ﬂ'lﬂﬂ; athack ahipﬂ. Under the command of [ap'l'nin Tarrik,
the Nomads have become an exceptional fighting foroe, often
ptrfnrmlng missions on the #rou il A% weell as in space

Typical missions: At the beginning of the Yuuzahn Vong incur-
sion into New Republic space, the military were slow to respond,
but now that the threat is dlear, the New Bepublic has mobilized
hundreds of ships to fortify the galactic borders. Stationed in the
Meridian Sector, the Alleghant and Nomad Squadron patrol the
spacelancs watching for any signs of Yuuzhan Yong forces, §

References and Recommuended Reading

Stae Wars: The Essenbial Guide to Vehicles & Vessels by Bill
Srith, Ddug EhlanEl and 'I'rn_:,r 'l.u'lsll

X-wing: Rogue Squadron by Michael A, Stackpole

X-wing: Wedge's Gamble by Michael A, Stackpole

K-wing: The Krytos Trap by Michael A, Stackpole

K-wing: The Bacto War by Michael A. Stackpole

X-wing: Wraith Squedron by Aaran Allsten

Xowing: Iron Fist by Aaron Allstan

X-wing: Solo Command by Aaron Allston

X-wing: isard’s Bevenge by Michael A Stackpoie

A-wilng: Sarfighters of Adumaer by Aaron Allston

Star Wavs: X-wing Rogue Squadron from Dark Horse Comics by
various writers and artists
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BY JOSHUA J, RADKE

w,.l:.j.lﬁp_l'utu_‘-r squadron, The sguadron’s main poal wwas to hedp the Mew

bt three years after the Batthe of Endor Wedge Anfilles

FsEmbled an elite commando team in the farm ol a

Eepublic track down its most formidable fioe since the Empine's
demise: Warlond Zsinj. Unlike most of the Bew Bepublic's other flyers
Wraith Squadron pilots requined ko :-:_‘li.:n_ of i,:rnurlrl infiltration and
guerrilla warfare. Wedge drew his recrults from Fleet Command’s
least wanted to give talented but difficult pilots a second chance
Fleet Commmand was not Impressed with this ded

o, Bt uptimately Admiral AckDar

apreed bo the expeniment. Mot only

did the concept amuse

hirm, but it gave him
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h,_‘.d.

ILLUSTRATED BY JOE CORRONEY

a chance 1o make a wager with Wedpe. If these washouts couldn’
corme together os o flghting wnit, Wedge would accept a promaotion
hie'd pepeatedly refused in the past—to the rank of General
Wedge Antilles
Wedge cormrmands Wraith Squadion, but he alkeas a few of the
Wrakths to pet a taste of leadership responsibllities. He ptans eveniu
alky to give full controd of the squadron to the Wiaith pilots and return
to Bogue Squadnon
W.'clizel is a legendary Comellian whowas born o fly. He is
the onily pilot to help destroy both Death Stars and sunave. &
member of Bogue Squadon since its inception before the
Battle of Yivin, Wedge has beenin command since just after
the Battle of Hoth Wedge enjoys great respect not only
weithin Fleet Comrmand but also from citizens of the Mew
Republic in general He doesn't like the idea of being an
Admiral, a4 e fears the position will Beep i from
. doing the thing e most loves: flying. Many in the mil

itary describee hirm a4 being a"soldiers officer”

Gate

Gate is a maodified B unit. In general, Industrial Automaton's K
units were pooehy |:|r"\1I1=-'I-|'|| and are quite inferior (o the more popu
lar B2 series of droids. Consequentially, these droids tend to be quite

|;|,1|'l,:|., making them cven more unpredictable, Supposedly, the BEx



drofds were designed primarily for agri-
cultural uses, so there is not a lot of room
in the dodd owsing for iImprovements, It
takes a good deal of modifying and pro-
gramming to get an Bg unit close to the
capabilities of its B2 counterparts,

Was Janson
Wes is Rogue Squadnon’s tough man
whom Wedge brought over toact as
Wiraith Squadnon’s Executive Officer. Wes
also has connections to two of the Walths:
Kol Tainer (whose father he killed) and
Myn Donos (whom he personally trained)
He has also become Wedpge's confidant, so
hee i included in mary command decisions
Wes flew for the Alllance for many
years, and his knowledge of starfighter
combat has proven valuable to the New
Republic. More Importantly, he's helped
many up-and-coming pilots adjust to mil-
itary life in general. Wes has been known
to deliver reality checks to many pilots—
bath cadets and veterans

Kell Tainar

Kell is the squadron’s demolitions expert
and assistant mechanic. He |s a big man
weho sirives to prove that the Dorans ans
not cowards. For this reason, Kell does his
absalute best to exceed the expectations
of his superions bath in and out of com
bat, but never at the expendie of & com
rade, When he Is not busy flying or fixing
starfighters, Kell spends his time charm
ing fellow pilot, Tyria Sarkin

Losers. Cowards, Malcomtents £ Misfits

O

Wedge Antilbes: Mabe Human Sal 7/
Starfighter Ace s/Officer 3; Init +8 (Dex,
Improved Initiathve); Def 24 (#10 class, +4
Dex): Spd 10m; VEAWP 99/2; Atk +12/47/+2
mebee [1dy, punch) or +16/41 /46 ranged
(3dB, biaster pistol); SO Starfighter defense,
familtarity +3 [X-wing), starfighter evasion,
leadership, requisition supplies; 5% Fort 411,
Ref +uz, Will +9: 52 M; FP g; DSP o; Rep 10; 5tr
1, Dex 19, Con 12, int 14, Wis 14, Cha 14
Challenge Code: E.

Equipmient: Flight Suit, fleld kit, blaster pis-
tol, X-wing, Gate (R unit).

Skill: Astrogate +16, Bluff 47, Computer Lise
+17, Demalitions +8, Diplomacy +16, Dis-
guise +4, Intimidate +4, Knowledge
(alien species) +4, Knowledge (Corellia)
+8, Knowledge (military) +10, Knowledge (spacer lore] +8, Listen +4, Pllot +a7, Professhon
{gambler) +6, Read/Write Basic, Repalr +13, Sense Motive 46, Speak Basic, Speak Binary,
speak Shyribwook, 5pot 410, Survival 45.

Feats: Alertness, Armor Proficiency (light, medium, heavy), Herole Surge, Improved Initiative,
Point Blank Shot, Rapid Shot, Skill Emphasis (Knowledge: military, Pilot), Spacer, Starship
Dodge (starfighter), Starship Operation (space transport, starfighter), Weapon Groug
Proficiency (blaster pistols, blaster rifies, heavy weapons, simple weapons,
vibrowseapons).

Gate: Tracked Astromech Drobd Expert 4; Init +2 [Dex); Def 14 [+1 class, +1 size, +2 Dex); Spd
e VPOWP —/1z; Atk -6 melee (1342, claw] or +6 ranged; SV Fort 42, Rel+3, Will 45, 52 5;
Rep 154 14, Dex 14, Con 12, Ink 16, Wis 12, Cha n. Challenge Code: A

Equigment: Heuristic processor, improved sensor package, disgnostics pac kage, video
recording unit, tool mounts (4], telescopic appendage, environmental compensation
[vacuum), magnetic feet, Internal storage (vkg), fire extinguisher.

Skills: Astrogate +13, Computer Use 410, Disable Device +9, Hide +6, Knowledge [astronomy)
#10, Listen +6, Pilot +9, Read/\Write Basic, Read/Write Binary, Repair +13, Search +8, Speak
Basic, Speak Binary, Spot +6.

Unspent Skill Points: 3,

Feats: Skill Emphasls [Astrogate, Repair), Weapon Group Proficiency (simple weapons)

Wes lanson: Male Human 5ol 7/5tarfighter Ace 5; nit +7 (Dex, Improved Initiative); Def 2
{+8 class, +3 Dex); Spd 10m; VP/WP B3/12; Atk +n1/+6 melee 1d3+1, punch) or +13/48
ranged (3d6, blaster pistol); SQ Starfighter defense, familiarity +2 (Xewing), starfighter
evasbon; 5 Fort 49, Ref +g, Will +6; 52 M; FP 4; DSP o; Rep &; 5triz, Dex 17, Con 12, Ink 14,
Wis 13, Cha n, Challenge Code: [

Equipment: Flight Suit, field kit, blaster pistol, 2-wing, Bz umit.

Skills: Astrogate +15, Bluff +2, Computer Use 416, Demolitions +7, Diplomacy +3, Knowledge
{alien species) +3, Knowledge (military) +5, Knowledge {spacer lore) +7. Knowledge
{Taanab) +4, Pilat +21, Profession (teacher) +1, Read "Write Basic, Bepair +i1, Speak Baslc,
Speak Huttese, Speak Shyriiwook, Spot +12, Survival +3.Treat Injury +4

Feats: Armor Praficeency (Hght, mediurm, heavy), Expert Gunner, Gunner, Heradc Surge,
Improved initiative, Skill Emphasis [Pilot), Starship Dodge (starfighter), Starship Opera-
tion (starfighter), Starship Point Blank Shat (starfighter), Weapon Group Proficiency
{blaster pistols, blaster rifles, heavy weapons, simple weapons, vehicle weapons,
vibroweapons).
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Kell s the son of Alliance pilot Kissek
Daran, a Rebel pilot shot down out of neces-
sity by Wes Janson when he panicked dur-
ing a "hit and fade” operation in the early
years of the Rebellion. Disgraced, Kell's
mother changed the family's name to
“Tainer” and moved the family to Alderaan
just befone the Death Star destroyed the

Kell Tainer: Male Human Sct 2550l 5; init +6
(D, Improved Initlatiee]); Def 17 (45 class, +2
Dexk: Spd 10m; VPOWP 4703 Atk +81+3
melee {2da+2, vibrodagger) or +8/43 ranged
{3d6, blaster pistol); 50 Trailblazing: 5V Forl
+7, Ref 45, Will +3; 52 M; FPo; D5P o; Bep 1; 5tr
14, Dex g, Con 13, Int 14, Wis 10, Chan
Challenge Code: C,

Equipme F|IB|‘II Suit, field kit, blaster
TH_'.I‘nL'I.lIl‘.-H:HI.IHEI:'I‘. £-wing Thirteen
(R unit]

Skitts: Astrogate +8, Bluff +2, Chimb +5, Com-
parter Lise 47, Demiolitions -5, Hide +4,
Intimidate +5, Knowledge {spacer lone)
+1, Listen +5, Pilot 415, Bead/Write Basic,
Bepair +10, Speak Basic, Speak Huttese,
Speak Shyrinvook, Spot +8, Survival +8,
Treat Injur_,l g

Feats: Alertness, Armeor Proficiency (light,
medium, heavy), Improved Initiative,
Polnt Blank Shot, Rapdd Shot, Skill
Emphasis (Demolitions, Demaolitions),
starship Operation (starfighter), Weapon
Group Proficiency (blaster pistols, blaster
Hfler._hr.rl.r:,r Weapons, limple wWeapons,
wibrowmeapons)
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planet. Escaping the rest of his family's fate,
Kell jpined the Alliance and distinguished
Ml with Licutenant Page's commandos
on Borleias during the operation to take
Coruscant. & natural pilot, he joined Wraith
Squadron with hopes of being able to use
his commando skills while satisfying his
hunger to fy

Hohass "Runt” Ekweash

Bunt is a Thakwaash pilat from Thakwaa, a
species nobed for having several different
personalities used to show different emo-
tions. The more emotions a Thakwaazh
has, the more personalities he demon
strates, The Thakwaash have excellent con
trol of these personalities, however, 3o
they rarely pose a problem when they are
pcrfnrmlng bheeir duties, Runt 15 & close
friend of Ezll, his il g,

Initially brought into the squadron
because of his exceptional strength [also
characteristic of his species), Runt later
replaced Jesmin a5 the Wraith's commiuni-
cations specialist. Runt got his nickname
from his siblings due to him being shorter
than |s nosmeal for his species, He ended up
witth Wrakth Squadmon after a series of
tranafers because his “pilot” personality had
a habit of disobeying orders while in on a
mission, Runt has since learned to control
his ~pikot mind,”

Hohass “Runt™ Elwesh: Male Thakwaash Frg
3450l 4: Init +6 (Des, Imperoved Initiative): Def
1E|-I:l=_| clagy, —15i28, +3 IJE'I::I;‘:-pd 10m; VRIWP
a1 Alk 48743 melee (1dg+3. punch) o
#7142 ranged (3d6, blaster pistod); 50 Mutt)-
ple personalities, barter, adaptive learning
[Computer Use); 5 Fort +7 Ret 5, Will +5; 58
L; FP v; DSF o; Bep 2; 5tr 16, Dex 14, Con 1, Int
12, Wis g, Cha 1. Challenge Code:
Equipmenl: Flight Suif, fiekd kit, blaster
pistal, :-wlng.n:r it
Skifls: Astrogate +9, Climb +4, Computer Lise
#12, Hide =2, Jump +-E,i-:nnw.r1ndgu
{holonet) +10, Knowled ge (spacer lore)
+3. Knowledge (Thakwaa) +4, Pilot 415,
EeadWrite Thakwaash, Bepair +5, Speak
Basic, Speak Binary, Speak Thakwaash,
Spot 44, Survival +4, Swim +4.

Feats: Armor Proficiency (light, medium, heavy], iImproved init
puter Lise, Filot), Starship Dodge (starfighter), Starship Op
Point Blank Shot (starfighter), Weapon Group Proficiency (b,
heavy weapons, simple weapons, vibroweapons), '

Barik “Face™ L
Garlk, a talented a
bt imsert | u

e st al

n
ks onee of the Wiaith's
a thespian, he fecls
er of attention,
the “squadion
does everything but
several times
deder a5 he is a joker.
sof this performance
i charge when he is
off on other dilities. .

Crarik was ;| ild performer
known as Th As ai r, Garik played
several robes i imperial propaganda films

that greatly | ied morale and necnait-

menl, Years latef afhe prepared for more
adult roles, he ;ﬁww Rebel fanat-
ics to be execiled. Befare carnying out the

o1, the Alllance operatives
el that he was |'|E]|;:|Iil1.|_ o
was going on, an Imperial

starmed the Rebel hideout,
ing the envsuing blood-
ire o stray blaster bolt

sentence, h

Cormimando u
and Garik eica
hath—dnst

cormmon bell hie eadl, Garik went
inte hiding on Patelomin with members of
his family, Whistth&became of age, he
enlisted in thaAlllance, where he fought
until joining

grazed his f helphim remember the
tyranny he b sirud,l’..mk et e
wound heal | 5 s Then, using the

Skill Emphasis (Com-
i [starfighter), Starship
pistols, blaster rifles,



Lieutenant Myn Donos
Trailmed |_'|:.- Wes lamson, .".1:,.'n in o Forrmied
Corellian &rmed Forces sniper and one of
thie Mew Repubdic's most promilsing officers
.II'\-|:ld'.'|I_II'I.l|:i:'|E.- most of the time e is a8 tick
ing thermal detonator, He keeps mostly to
himself and for a while held an unwsually
strong bond with his astromech. NMyn has
also developed a romantic interest for Lara
Motsil, but the relationship might prove (o
be more than he h.lrl.:.llﬁl"-l’ i

Before coming toWraith Squadran, Myn
was a member of the Corellian armed Tonoes
elite counterindurpency unit. There he
received his Corellian Bloodetripes lof con
LGS !I_.I|'.IFI1I'||I My later joined the MNew
Republic with the aspirations of becoming a
squadnon commander. As fate would have it
his X-wing squadron fell into a cunning
Imperial trap and was wiped oul on its Tiest
mission, Myn survived the ambush physs-
calby, but not mentally, Eventually cleaned of
aivy wrongdoing, Fleet Command considened
Mvn “broken™ and allowed him to transfer to
Wraith Squadron both to employ his skill as
a sniper and 1o see whether his leadership

skilly could reemprge

The Thakwaash

The Thakwaash ane reclus

gans. The differe

manes of hair. Of

strength of a
EWEn mone sive than their siz

“mandi a5 th

waash may

Mew Repu Elic Pyt hotherapists have found that some minds are harger to controd than

athers and that a Thakwaash doesn't albw
Since the f;

gal They are friiendly and soclable, but they take some getting ws

Thakwaash refer to themsalves in the plural, and their pe

d(-nl}' Thakwaash possss a mative tongue but also sp

Thakwaash Cormmenar: [nil

Al L FF O
LR

s strengt i, each h
call them. It ks not completely understood |

sEss honw they contral them, or how a“mi

% remEmibe

if the Empire, mone Thakwaath seem to be s fim

Tyria Sarkin
Tyria Is obsessed with I|'.'|-'|j_l_ up to standards
that people from her past have set for her
When she was first .1'-.'.|t1r|r-|! &% TWraith so,
Tyrila took it to mean she wird one of the
wiorst pilots in the group, Tyria needs o
realize that it does not matier swhal ol
wiank her to be so much as that she attain
her own goals and s happy, Begardless, she
wianks to e the best, and she will not ket
anyone think aothenadse, Tyria i 3 veteran o
the Antarian RBangers on Topraswa, and her
stealth skills make her the Wrath's second
key insertion expert

|:||'rl..l inherited some sensitivity to the

Force. This ability instanthy got her into the

Garlk “Face™ Loran: Male Human Mbl 4.5
;-‘k1,1|r'|hr_hl_|:r Aoe 1; Init +3 (Dex); Det 20 [+7
class, +3 Dex) S5pd 10m; VAW 3905 0; Atk
s+ melee (1d3. punch) or /44 ranged
§ dovaral pereonalite [zd &, blaster pistoll: 50 Bonus class skill
- Thak-

“pomes inlo being. Studies by

/ rany “min [Pilat), call in a favor (), inspine confidence
#1, command 42, starfighter defense; 5V Fort
s& Ref +8 Will +8: 52 M: FP 1: DSP o Bep g9;
what his last “mbnd™ was doing Stro, Dext 16, Con 10, Int 13, Wis 15, Cha 1h
Challenge Code:

] o bl

ifalities £a

Eguipment: Flight swif, freld ki1, Haster
plstod, X-wwing., Vape (B2 unit)

Skills: Astrogate +7, Bluft +5, Comparter Uise
#10, Diplomacy +10, Disguise 412, Ewter
tain (acting) +12, Entertain (comedy] +7,
Knoededge (spacer bone] +6, Filot 417,
Read/Write Basic, Repalr +8, Speak Basic,
Speak Shyrilwook, Spot 49, Surdival +4

Fegats: Animdd PIC'rII:IL'I'IL'jI |:|:|g|'|l;_ mehium,
heawy), Fame, Mimic, Skill Emphasis
[Pilot), Starship Dodge (starfighter), Star
ship Operatbon (starfighter), Weapan
Group Proficiency (blaster pistols, blaster
rithes, IvEavy Wieapsoas, simple weapons,

vilsroweapons),
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Myn Donos: Male Human Set 7r5al 1/
Starfighter Ace 1; Init +3 [Dex); Def 21 (+8
class, +3 Dex); Spd 10m; VPWP 46/1; Atk
+7/+2 melee |2dg+, vibrodagger) or +9/+4

MNew Republic Academy where they hoped
to groom her to be the next “Luke Sky-
wialker” When it became apparent that her
attunement was nolt strong enough and her
pHul;mg wkills veere vipveed 53 |seg than sat-
i's.l;_u;l:;;lr_!,lI shie was transferred to remedial
training under Colonel Repress, She dlid mok
fare much better there, leaving with a nota-
thion on her record for gross insubordination
when she refused to help Repress ina back
market scheme.

Voort "Piggy” saBinring

oot is the sole surviving Gamorrean from
an Imperal experiment that altered his bio-
chemistry to make him "homan.™ Helped to
escape to the Alliance by his "creatos,” who
hated the work the Empire forced him to
do. his abowe-noomal abileties allosy him a
greater-than-human attention span, contol
of his primal anger, and a genlus-level
understanding of mathematics. His squad

mates have given Voart the nickname
“Piggy.” which he does not mind in the
least, especially when it comes from Wedge
and Wes, who say it reminds them of their
g«uﬂd friend lek Tono Porking, who shared
the nickname,

&s a member of the New Eepublic navy,
Viport recelved a great deal of persecution
from othor squadnons. While in his Lst
squadron, his superior officer falsely
accused Voort of striking him. The officers
infapmed him that he weould be court-mar-
tialed unless he transfermed, 50 Vioort cam

ranged (3d6, blaster pistol) or +9/4+4 ranged
{364, crit 1B-20, sniper rifle); SO Trailblaz-
inig, uncanmy dodge (Dex to Def, can't be
flanked), kil mastery (Maowve Silently],
starfighter defense; 5V Fort +7, Ref +9, Will
+6; 5E N FP 3; D5P 1 Rep 2; 5tr 12, Dex 16, Con
i1, Int 12, Wis 13, Cha 12. Challenge Code: C.
E.qlulprr:lml- F|IE|'I! Sy, field ki, blaster
plstol, SeroSuub X-45 sniper rifle,
vlbrgd;gg:r,x-wing, Shiner [El L it:l.
Skitls; Astrogate +7, Bluff +5, Climb +4, Com-
puter Use +7, Demolitions 45, Hide +13,
Encwledge (Corellia) +7, Knowledge
(spacer lore) 45, Listen +4, Move Silently 413, Pilot +15, Read/Write Basic, Repair +m,Speak  plied and joined Wraith Squadron.
Basic, Speak Blnary, Spot 49, Survival +7
Feats: Armior Proficiency (light), Far Shot, Point Blank Shot, Starship Dodge [starfighter],
Starship Operation (starfighter), Stealthy, Weapon Focus [SoroSuub X-45 sniper rifle),
Weapon Group Proficiency (blaster pistols, blaster rifles, heavy weapons, simple
weapons, vibroweapons).

Dia Passik

i was hrl;ll,lglﬂ' into Wralth Squadnon as
!-al:,'nn Sandskimmer's replacement. Her
experience with a variety of vehiches and
space vessels and her knowledge of criminal
oiganizations akds the squadmon in il war
against Zsinj. At times, the Twi'kek exhibits
eold-blooded ruthlessness, especially when
dealing with iImperials. She points to her
tirme a5 a slave a5 the reason for her icy
behavior but insists she has moved on
Inside, however, Dia is crumbhing and des-
p{'r.ﬂ-l:l}l needs to confide in someone.

Dia spent most of her adolescence as a
slave. She used her appealing looks and
pasithan as an “innocent slave” to leam as
much abaut ships and wehicles from pilots
ahe miet in the hapes of one day escaping.

Mew Equipment: Sniper Rifle

{Jrlgmnlly d{':.ign-r:d and marketed as a fport ing
Master called the “Riflette” the Soro5uulb corpora-
tion attemiphed to have its cake and eat it to, with &
highly accurate sports rifle with an over-focused a
beam. This produces a blaster-bolt thinner than nor- EETGETETEEY
mal, but much more lethal. it was rebeased to the
chvilian market first during the days of the Emipine,
bart after it proved to be all-too popular with assas- EECEHGTERRTH
sims and was reclansified as military-only The X-45 s ERATERVRILET R
r:drl'm-e'l:r fr.lﬂl'[‘..ﬂrld 5% suich i uiu.]-":" carrhed ina t':r'pr." FI'-I'I|::!|-

Maodel: SoroSuub X-45 Sniper Rifle

lency Group: Blaster Rifles

Critical; 18-20

F!..lnj-:r Increment: 50 meters

case until needed Slze; Medium
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Tyria Sarkin: Female Human 5ct 5750l 3; Init +7 (Dex; improved Initiativel; Def 19 {+6 class, +3

Dex); Spd vom; VRWE 51f13: Atk +70+2 melee (2dge, vibrodagger) or +9/+4 ranged (3d6,

blaster pistoll; 50 Tratlblazing, uncanny dodge (Dex to Def], skill mastery (Move Silently,

Suivival): 5V Fort +7, Ref +7, Will 45 52 M; FP 3 DSP o; Bep 2; 5tr 12, Dex 16, Con 13, Ink 14, Wis

12, Cha 1o Challenge Code: C

Equiprment: Fl |gh|; Suit, field kit, blaster pi'-l:nr,'-'ihrnd.lm.:l.-l, L-wing, Ehu—nky {ﬂj. wmit).

skills; Astrogate +8, Climb +6, Computer Use +g, Demelitions +10, Hide 41, Knowledge (edi
lore) +g, Knowledge (Toprawa] +8, Listen +8, Move Siently +n, Filot +4, BeadWrite
Basic, Repair +7, Speak Basic, Speak Binary, Speak Shyrilwook, Spot +6, Survival +7, Treat
Injur:r i,

Feats: Armor Proficiency (light, medium, heavy), Dodge, Force-Sensitive, improved Initiative,
Point Blank Shot, Rapid Shot, Starship Operation (starfighter), Weapon Group Proficiency
(blaster pistols, Blaster rifles, heavy weapons, simple weapons, vibroweapons).

Voort “Pliggy™ saBinring: Male Gamorrean Thug 2750l &; Init +6 (Dex, Improved Initiative);
Dl 14 (+2 class, #2 Dex): Spd vom: VEOWP 4555 Atk #10/+5 mebee i3+, punch) or 1045
ranged (306, blaster pistol); 50 Humanized: 5V Fort +12, Ref +4, Wil +2; 52 M; FP & D5P o;
Rep 2; Str 15, Dex 15, Con 15, Ink 21, Wis 10, Cha B. Challenge Cosiez €

{-|'|l|.l|_|::|r:|h['r:|r; Flighl: suit, field kit, blaster pistol, translator, X-wing, K2 unit.

Skitls; Astrogate +16, Bluff +1, Computer Use +16, Demaolitions +8, Intimidate +5, Knowledge
(Gamon) +8, Knowledge [mathematics) +18, Knowledge (spacer lore) 48, Filot #18,
Read Write Basic, Read/Write Binary, Read/Write Gamorrean, Repair +8, Speak Basic,
Speak Gamorrean

Featy: Armof Praficiency (light, medium, heavy], Improved Initiative, Power Attack, Skill
Emphasis [Knowledge: mathematics, pilot), Spacer, Starship Dodge [starfighter), Starship
Operation (starfighter), Weapon Group Proficiency (blaster pistols, blaster rifles, heavy
wisapons, stmple weapons, wibroweapons),

Humanization

5 the result of a complex Imperial enperiment. Between 2nd and 3rd level, he under

wienl genetic modifications that made hin e -+ Dupterity, +12

Intelligence, and +1 skill point per level. He

A part of his “humanizy “PIRR

device into his throat. It transiates p marrean grunts and squeals into tinny
on on speaking Basic, If remaved, PIgY

and it

Basic, rernoving the narmmal Caar

fopeak Basic, bt cam st unde

When thal day came, she was more than and her older sister Vula were bath ralsed

prepared and took revenge on her “superi-
ors” aswell

ahalla Nelprin
Shalla is the Wraiths expert hand-to-hand
combat instructor, Her knowledge af
Imperial Intelligence dactrine and tactics
i also an asset that Wedge recognized as
something the Wraiths needed in their
fight against Warlord Zsin

Shalla is the younger daughter of
Republic-era intelligence agent Wyn Mar
cassan, who {Iliappf:in:d soon after Palpa
tine declared himself Emperor. Vyn
became an EnEmy of the Empire and fled
telnge, a backwater world Far from Corus

cant with his two I'].ILIj.:htIE'H There, Shalla

with the skills and knowledpge necessary
to help them survive should they ever
become a target of acquisition by Imperial
Intelligence operatives. (Shalla's sister,
Wula, ks a combat Instractor as well and
trained Kill Tainer when he served with
Page's commandoss. )

Lara Notsil

Lara's real mame is Gara Petothel. She works
as one of E-.luj". Intellipence operatives and
weas assigned to Admiral Apwar Trigi
abaard the ferplacoble wihen the Wralths
atiacked the Star Destroyer and crippled it
Gara escaped the deomed ship and waited
o be picked up by the New Republic. She
eventually returmned to her homeworld of

-
Pty

a7

“'"'F-."-i.r' Il|. 8 L

Coruscant with a new identity: Lara Notsil
From there, she made contact with 4in)
and awaited her new .|'.J.l|.l,|=-|1=-|.'r|1

While walting on Coruscant, Lifa was
wisited by Ton Phanan and Face, who con
winced b |:-::-_||.'u1'- the Acadery on the
promise that they would convince Wedge
to transfer her into Wraith Squadron
Inaardly not believing her good fortune,
she agreed. Howewer, 35 2 membar of the
Wralths, Lara ks beginning to wonder
whether she mighi have been fiEhtinH ficui
the wrong slde all this time

Elassar Targon

Elassar, unlike the original Wraiths, has a
spofless record and a reputation as an ama-
cable pilot, making him a sort of outcast
among outcasts. He volunteered sobely for
the opportunity to be able to fy with
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Wudg-u Antilles, Elassar serves as Wiralth
Squadmon’s medic and brings his own dewil-
ish humor to the job. This has caught the
attention of Face, who had been good
friends with another Wraith who was both
a medic and a comedian, Elassar will never
b T Phanan's replacement, but he sure is
a gn-nd frmitat hosn.,

Cubber

Cubber s Wiraith Squadron’s chief mechanic
who alse worked in the same capacity for
Rogue Squadron. Wien not fixing X-wings
Cubber spends most of his time drinking,
drl:amln-g of melirement, and ||.'|'l.l'||'|irlzi'r
inspiring stories for the young pilots

BB woLume 2 MNUMBER 3

Culbber: Male Human Tech Specialist 1o; Init

+1 [Dex); Del 17 (+6 class, +1 Dex); Spd 1om;

VRIWER 3800, Atk 47042 melee [1da, punch)

or +8/43 ranged (3d6, blaster pistol); 50

Research, instant mastery {Demaolitions),

expert (Craft: starship weapons, Repair),

tech specialty (mastencraft: starship

weapans +2); SV Fort +4, Ref &5, Will +4; 52

M; FP 3; DSP o; Rep 2; 5tr o, Dex 12, Con 10,

Ink #&, Wis 11, Cha g. Challenge Code: C

Equigment: Tool kit, comlink, blaster pistol.

Skills: Astrogate +10, Computer Uise +15, Crafi
{droids) 416, Craft (starfighters) +16, Craft
{starship weapons) +20, Demolitions 415,
Disable Device +12, Knowledge (spacer
lore) -+15, Pilot +12, Read Write Basic,
Repair #23, Speak Basic.

Feats: Gearhead, Skill Emphasis [Craft:
drolds, Craft: starfighters, Craft: starship
weapons, Repair), Weapon Group Profi-
clency (blaster pistols, simple weapons),

Squeaky

Squeaky ks an britable 3P0 series protocal
drokd assigned to the Wraiths as their quar
termaster. As a part of his colorful past,
Squeaky served aboard Princess Leia's
Tantive IV, Eventually caplured when the

ship fell to Darth Vader, Squeaky ended up
on Kessel with other captured drosds,
There, he orchestrated an escape plan and
made his way back to the Alliance, Before
coming to Wailth Squadron, Squealky
served as the temperamental waiter in the
DowmTime lounge,

Squeaky: Walking Protocod Droid Diplomat

3i Init o Def 11 (41 .'||r'n|.'lr:l; Sl By VRIWP

= 13; Atk 41 melee (1d6, punch) or +1

ranged; SV Fort +2, Ref 41, Will +3; 52 M; Rep

1; 5tr va, Dexx 1o, Con 13, Int 6, Wis 10, Cha 1o,

Challenge Code: A

Eguipment: Heurlstlc processor, recording
wnit [audio), sel-destruct system, brans-
lator unit (D€ &}, vocabulator.

5kills: Computer Use g, Diplomacy +9,
Knowledge (etiquette) 412, Knowledge
{security) +g, Knowledge [spacer lore)
+4, Read/Write Basic, Read/Write Binary,
Speak Basic, Speak Binary,

Unspent Skill Podnts: 11

Feats: Skill Emphasis (Diplomacy, Knowl-
edge: etiquette), Weapon Group Profi-
ciency (simple weapons),

Dila Passik: Fernale Twi'lek Frg 1450l 6; Init +6 (Dex, Improved Initiative); Def 17 (+5 class, +2
Dex); Spd vom; VPAWP g1/ Atk +7/+2 mebee (vd3+1, punch) or 48743 ranged (3dB, blaster
pistoll; 5Q Low-light vision; 5V Fort #8, Ref +5, Will +1; 52 M; FP 1; D5P o; Rep ; 5tr 12, Dex 14,
Con 11, Int 15, ¥Wis g, Cha 14. Challenge Code: C.

Equipnment: Flight Swit, field kit, blaster pistol, X-wing, B2 unit.

Skills: Astrogate +9, Bluff +3, Computer Use +10, Gather Information +6, Knowledge (star-
ships) +7. Knowledge (streetwise) +15, Knowledge (vehicles) +7, Pilot +15, Read /Wiite
Basic, Read/Write Ryl, Repair +11, Speak Basic, Speak Huttese, Speak Lekku, Speak Ryl,
Speak Shyrilwook, Spot +3.

Feats: Armior Proficlency [light, medium, heavy), Gearhead, Improved Inftiative, Skill Empha-
sis [Knowledge: streetwise, Pilot), Starship Dodge (starfighter), Starship Operation
(starfighter), Starship Point Blank Shot (starfighter), Weapon Group Proficlency (blaster
pistols, blaster rifles, heavy weapons, simple weapons, vibroweapons).

Shalla Melprin: Fernale Human Sct 4/50l g/Elite Trooper 1; Init +3 (Dex): Def 19 (+6 class, +3
Duex); Spd vom; VPAWP Bs/i6; Atk 411/46 melee (1d6+2, erit 20, punch) or +12/47 ranged; 50
Trailblazing, uncanny dodge (Dex to Def); SV Fort +n, Ref +7, Will +5; 52 M; FP 1; D5P o; Rep 2;
Str 14, Dex 16, Con 16, Int 14, Wis 13, Cha 10, Challenge Code: D.

Equigwnent: Flight Sukt, fleld kit, blaster pistol, vibrodagger, X-wing, Rz unit.

Skills: Astrogate 414, Climb +4, Computer Use +10, Demolitions +12, Hide +7, intimidate +6,
Enowledge [158) 410, Listen +10, Move Silently +g, Pilot +15, Bead "Write Basic, Repair +6,
Speak Basic, Speak Huttese, Speak Shyritwook, Spot 48, Survival +10, Treat Injury +9.

Feats: Ambidexterity, Armor Proficiency (light, medium, heavy), Dodge, Martial Artist,
Maobility, Point Blank Shot, Precise Shot, Starship Operation (starfighter], Two-Weapon
Fighting, Weapon Group Froficiency (blaster pistols, blaster rifles, heavy weapons, sim-
ple weapons, vibroweapons).



Wraith Squadraon:
Wralth 1 Wedge Antilles

(Leader of Flight One)
Wralth 2; Jesmin Ackbar
Wralth 3: Falynn Sandskimmer
Wralth g: Eurrsk “Grinder” Thritag
Wraith 5: Kell Tainer {Leader of Flight Two)
Wralth &: Hohass "Eunt” Ekweth
Wraith 7: Ton Phanan
Wradth 8: Garlk “Face” Loran
Wraith g: Myn Dionos
Wraith 10: Tyria Sarkin
Wraith n: Wes lanson

[Leader of Flight Three, X0)
Wraith va: Vioort “Piggy” saBingring

CHaMGES FOR l8oN FIiT:
Wralth 2: Castin Dann
Wiralth 3: ¥Wes lanson

[Leader of Flight Thres, X0)

Wraith 4: Dia Passik
Wralth 1o: Shalla Nelprin
Wralth m: Tiria Sarkin
Wralth 13: Lara Motsil

CHANGES roR Sovo CommanD:
Wralth Leader: Wedge Antilles
Wrakth 1: Garik “Face” Loran
[Leader of Fllghl e
Wiraith 2: Lara Motlsil
Wralth 3: ﬂ".:rrl Dhrird
Walth 4: Tyria Sarkin
Wiralth 7: Dia Passik
Wraith B: Vioort “Piggy” saBinring
Wraith g: Shalla Melpein
Wraith 10: Wed Lanson
(Leader of Fllgl1t Three, X0
Wiraith 11: Elassar Targon

Wraith Squadran Honar Raoll

Jesmin Ackbar Admiral Ackbar's nlece,

in action over th | o New Blood
Falynn Sandilirmmern: & nathve of

& an expert o6 .:.:rnuru'l
vilvicles, She eg ¢ Alews one of the TIE
f||..:|'|!|:-rl|. .'_.]l_'ltl_|r|_" ¢ thie b 1= [RE Telpely ] f.r|:r"l"

wind killed in actson in the battbe LAl

Tatoaine, Faly

the Irmpia !

"Grinder" Thei'sg: Micknamed Grinder,
this Bothan male served as the
squadron’s expert code-slicer, He was
killed in actlon in the battle against the
Implaceble

Ton Phanan: Ton was the squadnen’s first
madical officer and best friends with
Face, Hi ssessed a rare allergy to
bacta. Ton was critically injured when
shot down Zsinj's TIE pelofs on
Halmad. He later died from Ris injuries
Cavtin Doannt A natlve of Coruscant
Caitin weas an expert slicer. He died in
action wehile wert mistlon abaarnd

the lron Fist.

Lara Motsil: Fernale Human Scl 67%0l 2: Init +3 (Dex); Def 20 (+7 dass, +3 Dex); Spd 1om;
VPIWP 43512 Atk +6/41 melee [1d6, crit 2o, punch) or 4944 ranged [3d8, blaster platod) or
sgf+4 ranged [3d4, hold-out blaster]; 50 llicit barter, bether lscky than good, sneak attack
+2006: SV Fort +6, Ref +8, Wil 43; 52 M; FP1; DSP 2; Rep 1; Str o, Dex 16, Con 13, bt 14, Wis 12,

Cha 14 Challenge Code: C

Equipment: Flight Suit, field kit, blaster pistol, hold-out blaster, disguise and gadget case, X-

wrng, Tenln (B5 unit),

Ckills: Astrogate +13, Bluff 514, Computer Use +13, Demolitions +8, Diplomacy +4, Disable
Device +8, Disgulse +13, Entertain [acting) 45, Forgery +7, Gather Information +11, Hide
+6, Intimidate +4, Knowledge (holonet] +13, Kroadedge (I58) +8, Listen +5, Move Silent Iy
+8. Pllot #17, Read Wiite Basic, Speak Basic, Speak Binary, Speak Huttese, Spot +4

Feats: Armor Proficlency (light, medium), Low Profile, Martiall Artist, Mim ¢, skill Emphasis
(Biuff, Pilot), Starship Operation (starfighter), Weapon Group Proficiency (blaster pistols,
aster rifles, heavy weapons, simple weapons, vibroweapons)

Elassar Targon: Male Devaronian 5ol 4/Tech Speclalist 4; Init #2 (Dex); Def 16 [+4 class, +2
Dex); Spe 10m; VRIWP g1/10; Atk +7/+2 melee [1d3, punch) or +9/+4 ranged (3d8, blaster pis
tal); SQ Research, instant mastery (Spot), tech specialty (surgical specialist +1); 5V Fort 45,
Rel +5, Will +5; 52 M: FP o; DSFP o; Rep 2; 5tr o, Dex vs, Con 10, Int 14, Wis 14, € ha 1z Challenge

Code: L.

Equipment: Flight suit, field kit, 4 medkits, surgery kit, blaster pistol, X-wing, Bz unit

skilis: Astregate +9, Computer Use +n, Gather Information +6, Knowledge (biology] +8,
Knowledge (Devaron) +5, Knowledge (medicine) +6, Knowledge (spacer lore) +5, Pilot
+18, Profession (doctor) +7, ReadrWrite Devarcnese, Speak Basic, Speak Devaronese,
Speak Huttese, Speak Shyritwook, Spot +6, Treat Injury +18.

Feats: Armor Proficiency (light, medium, heavy), Gearhead, Spacer, Starship Operation
[starfighter), Surgery, Weapon Group Proficiency (blaster pistols, blaster rifles, heavy

weapans, simple weaponi, vibroweapons)
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‘A Deadly Pilot Challenge for %
the Star Wars Roleplaying Game
BY /D WIKER 'ﬂ ;
ILLUSTRATEFD BF fﬂE_E'"l"HﬂfﬂU-ﬂ'.fﬂ'

f Lando Calrissian has a gift for anything. it's knowing how o
n firid maney. From gas minking on Bespin to gem diving on
Yavin 4, Calrissian abways finds profit opportunities in the most
mundane things. On Dubrillion, Calrissian's credit generator is a
game of skill called running the belt.

The Dubgillion system has an aitensid bell knowen as Landoe s
h,'-ll:..'_ about 20 kilometers thick and several dozen kllometers wide,
just cutside the orbits of the worlds Dubrillion and Destriflion and
ringing the entire system [-I:,.'r\-.ll.*,-ng thils belt is sirmple wark far any
pibot, and even passing '.|'\-r|_'|l_lﬂh it i ot Rerribly diffscult; mining
ships do it all the time. But Lando, in his typical style, decided that
he could make money by setting up gambling on who could List the
longest inside the asteroid field, flying ogainst the “current.” Pilots,
Lamibo believed, would flock from all ower the Outer Bim to prove
their skill against Landa's Folly, OF course, whenever a contest of skill
sprang up, so did betting. All Lando needed to do was to overcome
the inherent “suicide factor® and advertise to the galay,

Acauir ing Helf-Runner [, a space station capabie of extendin i It
shields around other ships, and tweaking the ‘:-.J-fl."l!.' features of a
small squadron of modified Imperial-surplus TIE starfighters, Lando
launched his profit center, Just as he'd predicted, hotshot priots and
E,‘tnll‘hl::r-. flocked to Dubrillion, looking to make a reputation, a for-
tune, or bath

Characters who wish to try their luck have two options: a salo run
aboard one of Calrissian’s three madified TIE advanced <1 ighters,
of a tandem run with a copllet in one of his two modifsed TIE

bambers. Always one with an eye on profit, Lando charges a nonre

BH vYOLUME 2 HUWBER 3

fundable 2 soo-credit “damage deposit,” claiming that the percep
tion of impending doom both weeds out the timid and lends an ele
ment of risk to the game—as If flying a TIE fighter into an astensid
fiekd weren't ritky enough, Lando has been known to waive this fes
im special cases, since the real money comes from the betting

Helt-Kunner |
Originally constructed as an asteroid-mining base, Beft-Runner | has

seen better days, but when Lando Calrissian purchased the space
station, he had grand dreams o |1,'1|rrh|‘.|‘||n|:'I it—as the centerpsece
of an obstacke course

Belt-Runner | has been modified to heavily upgrade its paltry
shields and to allow it to project those shields several thousand
kilameters sway, o cover other ships—in this case, modified Imper
ial-surplus TIE fighters. Mot that Calrissian has any designs on field
ing squadrons of shielded TIE fighters—they are merely the vessels
i which pilots can attempt to set recond times in his renning-the
belt game, played out in Dubrillion’s chaotic asteroid field. (Note
that this space station and the two TIE models that follow have
prices only for used models, dince these oralt ane mno langer in pro
duction in The Mew ledi Order era)

The shield projectors of Belf-Runner | can cover ships at sensor
range, providing up te oo shield points o any given ship—mone
than enough to survive a head-on collision with one of Dubrillion's

asberoids, thus ensuring the safety of those who play the game.




Belt-Ruwwner | can also split these Shield points
amang madtiple ships—as it does during the
Yuuzhan Viong attack on Dubrilboen, when
Beft-Remner | provides shields for TIE fighters
piloted by laina, lacen, and Anakin Sola,

Maodified TIE Advancad x|
Lienar Systems made many prototype [1E
models in the years just before and Immedi-
ately after the Batile of Yawin, One of the

most successiul of thess was the TIE
Advanced =1, which for years was used by
the elite of the Empire, Inclsding Darth
‘ader, Larger than a standard TIE, the =
mounts moene powerful engines, heavier

Craft: Beft-Bunner I; Class: Space Station;
Costr 18, coo,000 (used only); Skoe: Small
(284 m; Initintive: +2 (=2 size, +4 crew);
Crewn 86 (Skilled +4); Passengers: 4;
Cargo Capaclty: 560 metric tons; Con-
sumables: 1 month; Hyperdrive: None;
Maximum Speed: Docking; Maneuvern =2
[~z ke, +4 crew, -4 engine quality)
Defenses 18 [-2 skee, +10 armaor); Shiekd
Pedmis: 68o; Hull Pedmits: 375; DR: 20.
Weapan: 20 turbolasers; Fire Arc: 1 bat-
tery frant, 1 battery left, 1 battery right,
1 battery rear; Altack Bonus: +8 (-2
size, +4 crewy, +6 fire control, +4 bat-
tery fire, =4 engine qualityl; Damage:
ydo=5; Rampe Modifiers: P8 =6,5-4,
M =2, L+0.

blasters, a more durable hull, bent solas
wings (giving it a lower profile), shickd gen
erators, and ewen a modest hyperdiive
Howrever, the = carries anly five days warth
of :,.|JF|F|I||_'1.I ||r1-1||;|ng the distance a pilot
would want to travel through hyperspace

The TIE Advanced = madets that Lando
Calrissian wses for his running-the-belt
game have been altered to include praton
torpedo launchers, thn-.lgh at the cost of
Intermal shiclds, OF course, bn most clagum
stances the shickding provided by Selt
Eerevmer | ks mone than sufficient

Can You Beat Jaina's Time®

l"_l..-'l'_|:rr.|.'|‘|Er..' TIE Bombmr

Thie TIE bambeer was once the Empdne s
assault bom hl'l,elq'\lgm':l to make precision
strikbes against starships and ground instal-
lations, rather than Engaging ot hier
1.111rf|gh1|_'r:. Thee shiip had a double-pod hull
weith ane pod acting as the cockpit and the
other as a weapons bay .I'l.|1h|:|u;_;h it i4 fd
bpniger than a TIE interceptor, the bomber's
weidth ang mass make it a Tiny ship rather
thian a Diminutiee one, Calrissians modili-
cations to the two TIE bombiéers in s el -
running "fleet” include redesigning the
cockpit a5 a two-seater, o test the skills of

pilot foopilof teams

Making a Belt Run
The goal of running the et 1S o see how
leng one can stay inside the asterold belt. If

Crafi: Modified Slenar Fleet Systerms TIE Advanced »i; Class: Starfighter; Cost 78,400
(used only); Slze: Diminutive (7.8 m long); Initiative: +12 {44 size, +8 crew); Crew: 1; Pas-
sengers: Mone; Cargo Capacity: 150 kg; Consumables: 5 days; Hyperdrive: <, Maximum
Speed: Ramming; Maneuver: +13 (+4 sioe, +8 crew); Defense: 24 (+4 size, +10 armor);

Shield Points: Mone; Hull Points: go; DR: 5,

Weapon: Heavy blaster cannons (2 fire-linked); Fire Arc: Front; Attack Bonus: 48 [+4 size,
+4 fire control); Damage: Gchoxz; Range Modifiers; PB -2, 5 -4, M/Ln/a.

Weapon: Proton torpedo launcher (16 torpedoes); Fire Are: Front; Attack Bonus: +8 [+4 slee,
4 fire control); Damage: gdiooc; Range Modifiers: PE +0, 5/M/L nfa.

Craft: Sienar Fleet Systems TIE Bomber; Class: Starfighter; Cost: 72,500 [used onlyl; Size:
Tiny (7.8 m long); initiative: +32 [+2 size); Crew: 3; Passengers: None; Cargo Capacity: 15
metric tons [bomb bay); Consumables: 2 days; Hyperdrive: «<6; Maximum Speed: Attack;
Maneuver: +2 (+3 size); Defense: 22 (+2 size, #10 armer); Shield Podnts: Mone; Hull Podnis:

130; DE: &,

Weapon: Point laser cannons (2 fire-linked]; Fire Are; Front; Attack Bonus: +6 [+2 size, +4
fire control); Damage: 3dioscs; Range Modifiers: PB +0,5 -2, M/L nfa.

Weapon: Concussion missile lnuncher [16 heavy missiles); Fire Ares Front; Attack Bonus:
#g (42 size, +7 fire control); Damage: gdio=2; Range Modifiers: PB +o, 5/M/L n/a,

the pilat strays outside the field—as
defined by the monitoring space station—
the run ends. Since running the belt is a test
of protonged skill and engineenng Enoe-
how, pilots fly one-at-a-time in one of
Lando's ships. Belt-Runner | protects the
pibat by corvering the ship with much of its
own shbeld power. All that remalns bs for the
pilat te enter the belt and try not to get
knocked clear. The number of rounds spent
in the belt is the pilot's scone

Running the belt does not require any
map, template, or other method of track-
ing the starship's location. The only vari-
ables you need to keep track of ane your
chip's speed, the number of shield points
provided by Belt-Runmer |, whether you're
- I"'-'HE'" g the rim” ar pn:rf-;:-rml ng " rI'E.h!f f I:lr
ing” (see Belt Running Tactics, below], and
hiow mamy reunds you've been in the belt.
If you bose controd, you'll need to note the
nurmber of consecutive rounds your ship is
out of control

Basic BELT RUN SEQUENCE

Step o: The pilot keaves Belf-Runner |and
‘enters the belt at cruising speed.

Step 1: The player generates hazards for
the round, consulting the Speed in the
Belt table and the Asteroid Hazards
table. She picks two hazards (usually
the two with the lowest DCs) to
attempt to avoid, Remaining hazards
are ignored,

Step 2: The player ﬁlﬁ h‘i'ﬂntﬂ |
‘two maneuvers for the round. 'ﬂﬂ
then nmﬂﬁmﬂhﬂmw
yglpppnﬁlnu-d to the Falled
Muﬂmmm#m Wi
 lead to determining whether she is
hﬁﬁhﬂﬂt af the belt, MY

Ehpi.Thtplnwnuhi hcr:ﬂ.mdnf
two maneuvers as above and
attempts to avoid the second hazard,

ﬂq“.'l I the pilot Is lﬂl I{Ltl‘l hlh'll
the end of the  player
mﬁwmmwm
the belt and returns to Step

the player goes tosteps. |—
'Shps Total the number of rounds lnthl

belt, then determine whether the
player gets a Reputation polnt.
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GENERATING

HUHMHE
BELE

Because the pilots mowe against the flow
of the belt, the asterodd hazards com
mence as s00n as the run begins, A pilot
going faster suffers penalties bo his Pllot
checks but gets more choices for which
asteroids he needs bo avoid,

Easch round, the player penerates a murmber
of hazands (incoming asteroids) according to
his thip's speed, as given on the Speed in the
Belt table below. The number in the “Madi
fier” cobumin applies to any Pilot checks the
character makes in the current round as well
as rolks on the Asteroid Hazards table

The hazards are generated on the table
below, Rodl & d2o far each hazand that must
be generated, modifying each roll according
ta the ship's current speed (see the table
above). Each type of hazard is represented by
thie OC of the Pilot check necded o awoid i
a OC 4o hazard I much more difficull to
avald than a O 15 hazand, for instanoe.

The plnjrrr then chooies o of the gen-
erated hazards to tackle this rownd, noting
the DCs for the Pilot dhecks she has selected
to undertake. (This does not count as a “hit™
for purposes of some prestige classes
starfighter evasion ability.)

While this table ks for the Landa's Folly
asteroid belt, GMs can use it as the basks for
similar space hazards, by adjusting the
results for bower for higher) Filok check DOy
to awosd hazands.

BELT-BUNMNING TACTICS
Belt runners employ two useful tactics fio
lasting longer in the field

Huﬂlng the Rim: The asterold belt is
thicker in the middle, so flying there is
rougher than at the edges. Thus, many
pilots choose to stick te the edge (adding +5
to rolls to generate hazands), The danger is
that a pilot can be knocked out of the belt
more easily, thus ending odne's ran,

Whenewer a pilot loses control while hug-
ging the rim, roll a dé rather than a die to
determine whether the ship is knocked out
of the belt (see Leaving the Belt, below)

Risky Flylng: A pilot can gamble against
the astenold field itself, by taking a chance
that a clever piloting maneuwver wiar't it
her in the path of an asteroid she 5|r1'||:-l5-'
can't avoid

B0 WVOLLIME &

HLUMEBEA A

When making a Pilot check te avoid ahaz
ardl, a pilot can add a bonus on the check
[and assoclated koss of controd checks) less
than or equal to her number of ranks in the
Pilot skill, This bomus stacks with her skill
o ifier and any other bonuses or |:rI!I13|1II:‘!-
that apply to the check. If she uses this extra
bonus, she must then subfract that number
from all Filot checks she makes in the next
round. Risky flying penalties are curmulative,
o if a pllot uses risky flying on two succes-
give actions, she will suffer the total of those
penalties on i e third ackion F!ia.kj ﬂyiﬂg
r_'u:nal'rn:s resel to o at the end of an:,'mund
when the pilot deesn’t use risky flying

Example: laina encounters a partacu
larly difficult hazard (C 35) and decides
o wse risky flying. She has & ranks in Pilot,
and shie applies the full number for an
extra +6 bonus on her Pilat check to make
her skill check on this action. Her skill
modifier for Pilot checks is +12, 50 on this
check she has a +18 bonus. (For the pur-
pase of this example, assume that Jaina is
piloting her ship at eruising speed, which
gives her neither a bonus nor a penalty on
her Pilot checks.) With a dao roll of 17, she
scrapes by the asteroid,

O her next round, Jaing encounters a
difficult pair of asterosds (a DL 25 hazard
and a DC 30 hazard), Because she used a 46
bonus for ritky Mhing last round, she suffers
a—6 pennlty on both of her Pilot checks this
round. This penalty effectively reduces her
baas in this round from 12 to +b,

Asteroid Hazards

dzo Pilat Check DC
4 or less q0

L] 35
g-12 E L]
131§ 25
vh=18 20
1g=20 15
=33 0

23 or more g

Loss of Starship Control

Falled by... Effect Penalty
g or less Shotrw -2
B=10 Yaw =5
n=1g Bump =g
th=-10 Spin =10
1 Gr more Crash =i

Jaina can wse risky fhying again this round
to help offset the penalies from her last use
of it, hoping that mext round's obstackes
won't be so severe, She adds only £3 o her
Pilot chick against the DC 25 hazard, bring-
ing her bonus up bo +g for this check—mean.
ing that she needs a roll of 16 or higher. She
succeeds again and then uses Lhe fuill +6 for
her Pilot check against the DC 30 hazard. This
tirme, with a total bonus of 12, she needs a
roll of 18 or higher to succeed,

The next round, her penalty will be =g for
both of her checks {-3 for the first hazard in
the second raund, and =6 for the second
hazard in the second round ), She will make
both checks at only a +3 bonus (her normal
+12 skil maedifier being mosthy offset by the
=g penalty) unless she again decides o use
risky flying. Jaina hopes that the asteroids
shae encounters next round will be easier o
aeaid, af thell be in real trouble

FAILED MANEUVERS

As with normal mancusering, a failed Filot
check while running the belt means the
maneuver has failed. If the Pilot check fails
by 10 o more, the pilot might lose control
of the starship. (& pilat cannot lose control
due to a faibed nppnmd check, however.)
The pilet makes another Pilot check against
the same DL as the odginal (failed) check.
the second check suoceeds, the pibot mmin-
tains contral but still fails to perform the
desired manewver

Speed in the Belt

Speed Maodifier Number of

Hazards

Roll no hazards,

and the run ends

Rall two hazards

and bry to aveid

both

Roll three hazards

and try to avoid

two

-3 Roll four hazards
and try to avoid
o

-4 Roll five hazards
and try to avoid
two

"A stopped ship cannot make Pict checks

excepl lo fmcrease iy speed,

Stop* +4

Docking +¥

Crulsing 0

Attack

Ramming




if this second check fails, the pilot has lost
contral of his vessel. Compare the pilols
degree of fallure (the nmber by which e
missed his second check] to the Loss of Star-
ship Controd table to determine the effect
Chapler 1 Starships of the cone nulebook
provides comphete descriptions of the
effects of skew, yaw, and spin

Bump: Bumps a randosmily determined
target [wswal Ig,l an astergsd, but could
include other ships) within its point blank
Fange ring. Treat this as if the ship had
rammed the target, tat dam.igu i -|‘.'-I'||:r
one-guarter normal (round fractions diewn).

In meost cases, a oodlisban of this kind with
an asterold has no effect on the asterodd. if
the 5hi|;| Fun ninH the balt is I'.u.-inp, pruh:-:h:d
tly a sh ||:Irl|ng ship, such as RBeilf-Eunner [,
YO Can h:-rg-u calculating damage to the
ship itsel. If the ship is not so prnterted or
collides with an unprofected ve s5e| calow-
lake -[l.:lm.;gl: as normal, (See BEamming and
':-l_.:rrship Collision in Chapter m: Starships of
the core ruleboalk.)

The pilot must alio immediately make a
Filot check (DC 30; be sune 10 appy the =5
|:1|:n.'|'|t!|- from the Labde above)l If this check
fails. consult the Loss of St.lr'i.hq} Control
table again for an additional effect, treating
a second bump result as a crash.

Crash: Crashes into a randomly deter-
mined target [starship or obstacle) at point
Blank r.1r13r.l!l'|' o ot hier vessels are within
paint blank range, the ship has struck an
astenodd ) Treat this as if the ship had
ramimed the 1.1r3r|: In most cases, a codli-
sion of this kind with an asterold has no
effect on the asteroid.
I the ship running
the belt 5 being pro-
tected by a shielding
ship, such as Beil-
Runner |, you can
foargo caloulating
darmage to the ship
itsall If the ship is not
50 protected, or col-
Fides with an unpro-
tected vessel,
calculate damage as
nafmal.

The pilot must also
immediately make a
Pllot check (D€ 20; be
sure to apply the =10

penalty from the table above). If this check
succeeds, no additional effect occurs. I it
fails, consult the table again foar an adadi-
tional effect. i the second redult is also a
crash, the run is over. (In starship combat, it
just means more damage.)

LEAWING THE BELT
A -',hip can leane the bell in one of teo WS
Wll.lﬂ‘l.ﬂhl‘_“ h}' aiming far Uhe balt's Bdlge; o
J[{bd(‘l‘l:.;l":r'lll:rhl.'ll'ls bounced out of the
it Leawing the belt woluntanly requires
declari ng the intent to do o, then generating
14 more rownds worth of hazards to avald

An out-of-contral ship might also onoss
thee boungtary of Uhe ball, @ndi g thie run. At
thee hrEinninH of .1r|:|r.|r.1i|.'l|'| |:|IJ'I|1E wihich a
shig ks out of contred, the ship's pilot rolls a
do If the result is equal to or less than the
number of consecitive actlons the ship has
been ot of contral, the ship s bounced oud
of the belt

Ex.‘-tmp!l.-: lacen fails his Pilot chedk to
avoid a hazard 5o heinously that he crashes
into an asteroid. At the end of the action on
wihich lacen ket control, he rolls a dio. if the
result i o, he bounead off the asterold and
out of the belt, ending his run

lacen doewn’t rall a 1, baut he also doesn't
regain control on his next action. At the end
of that action, he again rolls a dio. This
kirme, if bee ralls a1 07 a 2, his ran s over, and
he clEars the bedt

BiiT-RUNMING REWARDS
A pilot gains a Reputation point the first
time she gets a score of 20 or more rounds,

Modified TIE Advanced x|

Hazard Slze
Speed, and Direction

&4 below to detenn

Lse the ta

dzo Roll Obstacle Slze
§i] Cobossal
E] Gargantuan
-4 ‘Huge
5-7 Large
12-14 Srmall
BT
1E-19 Diminutive

-4 Stationary
5‘"’ M“. -'-i:::ll:r..: [
§-12 Cruising
17-30 Rarmming
daoRall  Obstacle Direction
E-13 Moving Perpendicular

She gets a second podnt the first time she
gets a score of 30 or more reunds, She gels
a third point the first time she gets a score
of 4o or more rounds. She gets a fourth
paint the first time she gets a score of oo
riafe faunds. Four Reputation points i< the
rraxirmum number a pilot can get for fun-
ning the beli, §
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s Attock of the Clones reaches theaters in May, Wizands of the
Coast releases a new Star Wi trading cand game. Lhesigned by

Magic creator Richard Garfield, the game’s format parallels the story
telling wirardry of the films by taking the struggle for the galaxy
from space batthes to ground assaults to one-on-one oo nbat

Crafting a Mew Goloxy
The Wizards of the Coast design team—Richard Garficld, Mark
RBosewater, Robert Guischera, and Skaff Elas—had its hands full in
coming up with a game that would appeal to novice and veteran
B aliloe, Thars, they Began (n the fall of 2000 with two specific
goals in mind: Design an exciting new game first, then develop the
nuts-and-balts of the initial set. Richard Garfield spearheaded the
former task, and Mark Bosewater headed up the latter
Establishing the right design had to come befone anything else

Because there are o many fans who have never played card games,

the new game had to be accessible to new players while still chal
kenging veterans, Mo one was more aware of the importance of this
goal than the game's designer. | wanted to make the game very
different from any of the other games Wizards has ever done,”
Garfield explains. “Yet | wanted the complexity to be similars to
Magie ... but not simpler. | was hoplng that
eated in.a mew game that's easy to learn bat difficult to master
rmight try Star Wiors and discover just as much richness,”

Fram the beginning, Garfield ervisioned the design as a batile
*There are many units in Star Wiars

preople who wene inter

e ships annd armies and
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Wizards of the Coast Unveils Its New
Star Wars Trading Card Game

BY MICHAEL G. RYAN

ndividualy,” he points out "It might be unfair to make Harry Potber
nto a game about fighting, and while there's more going on than
that in Star Wars, it would still be a good meflection of the films.

In teerrvs of a battle game, | wanted to réinforce the jdea that a
big unit stays around for 3 while. it Bakes damages, makes repalrs,
takes more hits, and stays in the game for a longer period of tme
it if you're poing (0 do a hattbe card R, you e rEally restrcted
SO pmpl:: would say that layout is the heart of a
battle game, as it's all about "Where's my aifplane? "Where s my

by the Layoul-

dragoni "Where's rmy army? Wie had to throw away all those map
ping possibilities because of the card game aspect Eventually, we
stled an the three theaters of conflict, That seemed to reflect the
mosiies neally well”

Thiie three Halatars of ATENEE 38 '.I-.|-:|r afe nows calbed ane wihers
thie epic baktles of the Star Wors universe take place 5|.Hl{l!.wh.-|l.' a
ledi Starfighter and Shave [ can trade fire; Ground, where AT-ATs
clash with Rebel snows peeders; and Character, whene oI e

and Obl-Wan Kenobl can -'|j_lJﬂ face-1o-Tace ppain

Your First Stop into a Larger World

The rew Star Wars TOG makes learning the rubes simple. The intro
ductory playmat guides two players, one controlling the Light Side
ind the ¢ through the steps of battle for each of
three arenas: Space, Ground, and Character. The object of the game

sthier the Dark Side

% to defeat your opponént in bad of the thiree arenas by winning

battles and driv ing the Enery fram Lho%E GrEnas




Undike many combat-based games, the battle sequence (n Star
Wavs is nol governed so mwch by who acts first and who acts next
barl rather by which cards in each arena have the greater speed, This
aspect makes the combat much more exciting, as one player might
attack bwice In succession in Space this burn, only to have his ar her
opponent add cards to that arena and change the order of attack
next turn, Players attack by rolling a number of dice equal to a
card’s Power, then calculating hits for each 4, 5. or & rolled. Why
Include dice with a card gamed Garfield explaing, " hioe give a char
acter depth, because that character then has some range.”

After you learn the basics, you can add more sophisticated rules
fo the game, making the experience even mone strategic, These
inchude rules for enhancing a character, playing one Anakin Sky
walker card atop another to ereate a more powerful Anakin, a5 well
a% rubes that govern precisely which cards and how many can go in
either a Light Side or a Dark Side’s deck. "In your first game, you can
fearn some of the rules and have a good time,” says Robert
Cutschera, who—along with Mike Elliott, Brian Schoeider, Dave
Eckelbermy, and Henry Sterm—was part of the team that developed
and expanded the game’s initial design. “And then a5 you buy
boosters and go an, you can learn more rules and ses same of the
mafe intenesting yet complicated parts of the game.”

The cands thermselves add nes nides, of course whilch s the golden
design rule of trading cand games. With moere new cands come maore
new rules, dllowing the game to grow from release (o release,

ledi's Counsal
The carcs themsehves continue to undergo development, many of

them wath intriguing names ke “Execution in the Arena®™ and
“Wedding of Desting, both of which are Mission cards. Iinterect
ingly, among the Character cards, Anakin Skywralker, Count Dok,
and lango Fett appear in muttiple formi, RBichard Garfield had a par
Heular approach in mind when introdicing more than one version
ol the papular characters into the initial design of the game

1 definitely wanted to see people who wene opening up packs
for the first time to be playing with characters they recognized
and understood,” Richard says. “A lot of IP-based games try to save
those characters to be rare, 1o wou end up |'-|.3:.|.I'|H with abscunge
characters like “the cook's son. That seems so evil to me. You want
1o be F"lF'!I' ng waith the key, central characters, But at the same
time, | also wanied to have the rare, cool Darth Vader card, for
example, It's an apparent contradiction— want these cards to be
comman yet rare. The solution we settled an was multiple copies
of each character, and as you play them, you build them ugp, they
stack to et same combined power.”

The appeal of this solution s obwious—characters acgulne laryers
of (Icpth and abilities 55 they growy from simipler, maore common ver
slons inte maone povweerful rare cands. Obi-Wan Kenobl, for example
appears in three different versions in the first set for the new Eame
Even C-3P0 currently exists in two versions, but the big questions
rermain. Will the Anakin card be able 1o evalve into Darth Vader? Do
the Semator Palpatine and Emperor Palpatine cards combine?
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“That's a problem for developers,”
Cimrffschd laughs

Hawing this mary characters with the
sarme name allows narfow cands that tanget
specific characters—"Darth Vader,” for
instance, as the design team emisioned hav
ing Darth Vader appear in almost every
game, Other cards can target ships in Space
or Ground foroes. Maturally, the existence of
cands with a particular focus can open the
door to unususl interactiens. LDunng
playtest,” Garfleld says, “we really lnoked for
wiared to seeing which character would be on
thee receiving end of a card we were calling 'l

Am Your Father Vader ended up being Gen

eral Vieers's father more than once, as | recall”

As co-designer Robert Gutschera notes
however, there are other intriguing cards in
the game besides the evalving Charcter
cands. “The Power-pumping cands ane nice
all by themsehoes,” he says, " but They work
FEd I:,. wetll In combination with cands that
have the ability to do Critical Hits Also,
thesre are several cards that combo well
with great big units—for instance, present
all damage to 1 unit, ‘heeal a d Amage Cany ol
tha cards that add Speed. because big units
tend to be slow

The MNew Hopa

As players might expect, Wizands of the
Coast intends to support its now Star War
trading card game with a wide range of
activities and products, Including sanc
tiomed tournaments, preconstructed decks
[one for the Light Side and one for the Dark
Gide with fiwed holo cards included], and
promo carnds. Star Wies TOG Assoclate Brand
M.in.igv-r Michael Kent notes that precon
structed tournament-level decks probalbly
won't roll aut until November {when Wiz
ards pxpects to release its Eplsode IV base
set). In fact, the Tully supported Uejranized
Play system will be one of the strongest
features Wizards offers Sar Wars TCG play
ers, according to Star Wars TCG Brand Man
ager Carole Pucik.” |r||!!.|||'|.-. tournaments
will be constructed format, |."-.'|.'I"|:l.|.'|'|§|l
evplving to include limited play,” she says,
“We're sl o hold thie Tirst St Wers TG
towrnaments at the Star Wars Celebration 1
event in Indianapalis the first weekend of
Moy We're also planning bo run b league to
brimg new |:-|.1.5.l|_'|:. into the game, support
weekly sanctioned tournaments at the

store level, and proaduce annual Champd

onship events,” The projected towrnamen




Phantom Stralegios

“Because you must win two out of the three arenas, thinking about
hiow you're golng to do that and irvesting ypour resources aones
thase thres Is very important,” co-designer Bobert Guischera
advises. During the set-up phase and later as you build up more
units, he advises, you'd like to creale a situation in which you lose
by a great deal in the arena you plan to sacrifice. “1 know this is
counter-intuitive,” he says, “because you want to catch up in the
arenas you're kosing. But often, if your opponent has a lot of
resources in one arena, ket your opponent win by an overwhelming
margin in ane arena while you just barely win two,” That way, you
save your resources for the battles you intend to win,

Of course, your opponents are likely to think the same way and
should be wary of over-committing to any one arena as well. "For
example, i you see that you have Space won,” Guitschera says, "you
may not want Lo assign any more resounces 1o it. But this beaves
you wulnerable in that arena. Determining that balance will be one
of the more strategic elements of the game.”

*There's a rock-paper-scissors circle—a certaln strategy beats
another strategy, which beats a third, which can beat the first,” Mark
Rosewater adds. “We spent a kot of time trying to get the right bal-
ance so that players won't do something as simple as focus on two
arenas and completely ignore the thind” The RED team plans to
include deck consbruction rubes that show players the requirements
for certain levels of commitment to each of the arenad.

Even befare development was finkshed, cerfain deck concepts
became apparent. Bombardflon Cannon decks with a minimum of
Characters, big unit decks, decks that maintain swarms of small

units [and corresponding support cands), decks that focus on cards
weith Critical Hit abilities and numerous plus-Power cards, droid
diecks, and decks that use a lot of Force in combination with Force-
penemating cards are all strong contenders for future decks. The
strategies then develop as players leam the formats: Decks with
small units require fewer Battle and Mission cands, for instance, so
they might want to include expensive Battle cards to ensure that
they can use all of their Force. Alternatively, decks with big units can
afford to play more Battle cards, so they might want to include
icheaper ones,

All of these strategies, Eobert Gutschera points ouf, are "somse
what modular, By this | mean that you could pick more than one
ibem fram the above list in some cases .. . lor example, you coukd do
a big unit deck and have it be a high Force deck also, o you could do
Bombardflon Cannan and add in drelds (which are mostly in the
Character arenal, This modularity arises in part becasse there ame
ihree batthe arenas, 5o if you do one thing in Space, you could do a
different thing in Ground.”

=You might think that the best rule would be ‘Build whatever
decks you want,™ he notes, “and that would allow the maost inter-
esting deck types. But with that many choices, only a couple end up
being good enough to win. instead, we're trying to come up rules
that will actually be restrictive enough to allow more chaices, That's
really how it works. Requiring variety in decks—a four-of-a-kind
pule, @ rube that balances out the three arenas—without creating
complicated riles ks the end goal of a successful game,”
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m I '“ v n “ meaning to
the game.

Furthermore, the initisl release itself
features a premium set of holofoll cands,
with each cand [ Lhe S8 h.‘n-.-mg its g Uillva-
lent in hole form, The odds of finding one
of these collectible premium cards is 1-in-
33, of In one out of every three of the
booster packs, which contaln 11 cards each
and will sall far %3 29

The second release is already well into
design. Currently called Sith Rising and
slated for release in July of 2002, it will con
tinue to expand on the characters and
ewents of Ahtack of the Clones while adding
familins faces, ships, and moments from The
Phantam Menace. In time, the designers

system will provide
worldwade ratings
and rankings to
bring greater

and developers expect to revisit all of the
fillmes dn thie '_.i_-rlrt._lnrll.lrlmg L OF PR
|_|n1.|:r4|:|l:c-|:! Episode 1L The first set has its
LLS. debuf om Apeil 23

For Richard Garfield, designing TCGS just
gets easier as time goes by, and the Star
Wars game |:||.-'.|3|l wak an exciling oppor-
tunity for him to engage his exceptional
creative indtinets once more, “You have a
hlggrr box of tools,” he says in |¢.ﬁd-k||'||.‘{
back over past |!|“.||::'l-. that infleenced the
new $tor Wars game, "Every design | put
behind me has a collection of mechanics
to draw from. You begin taking a few from
here, a fow Tram there, to soe what works
togiethier i a new way, And | like to
develop toals, 5ol can put a new one inthe
bax with each game if | like. | used to intro-
duce new tools just because | could, but |
realized | was doing players a disservice

After all, learning games is hard, and if

The name o the charsier, ground wndl, of atarship 156 caed EpieEnis. lame

chutsetres have more than ene casd each with different abilities

This b bever Frestlh I o341 10 pul Lhis card in play AF 15s beginning of the pamr and
ey turn players pet build pointy to spend on pbtling sew cards i play

o HEY WUORNS

This shorwry wirat type of cand this b (A= alkcin ia g charactei) o well @ ary oy

trripertant inforraeibon e (6 il & ledi)

o-HEEILIHTION -

Casrdieun b rither Lighl Side, L|.||'I| 5I||r or Wewiral Anakin e Ligh Side cand

o CARD TENT

This lists whad The cand can do when in play Below 13 rule frxl, wosie cids hlrr

Bawar {ext that has no game rifedt

o LOLOA il

Each difirrent kind of cand Bai & |]II"!-rr|r|ll el

oy B croonr B Cyaractre B pamsion I cominat

1

I b €, e determsimses e ordew cards attack on The highest speed o tacle lisl, ™,

Pl by 159 neat hipheed and wa on

When 8 caod stiacks ioll this many dier Bach die sediill of §. 5 or 6 i5 3 Wi

& casrd Wil iRds rrany teses mousi B discapded from play Counten placed on the e

e track of hity

i wrand represents someors ar sorerthing ussqur, cach dotliesd veciaon will
difderent leiter hede. This ld weeiies " of KRakis Skywalie

o CARD NUMBERIAARITY SYMBNI

The cand rumbed shown swhil fim et 188 1 Gnd hivw Samy cards are in Ehe pame el
Thi gty skl abaoss. (hal the card o eitker rare (8] wommon [#) orcamman (8 (The cafd pictused Bere 15 an svambered proms cand |
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players can bearn the game using rules
they're alveady a little familiar swith, that
makes it more enjoyable for them, Mew
tools should be added only if it really
brings something exciting to the g..'lrr'le.'

Future ex Pl nsions of the new TOG will
explone the Star Wars galaxy in greater
detail, incorporating elements from all six
films and even the Expanded Universe, For
now, howewer, the Attack of the Clames
launch set arrives in Apiil, when players
can decide for themsehoes whether the
new $ar Wars brad irlj'r card game 15 as
exciting and challenging as its designers
and developers feel it s, The initial feed-
back is promising, as one playtester moled,
“Any game that lets me pit Yodla agalinst
Bodea Fett in one-on-one combat is a game
that | can't wait to play” 5
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essent

“The Tessent? Half-meter-tall chunk of
rock. Clear in places, kind of milky in oth-
ers, with these bands of color running
through it. Folks from Alsakan think it
looks like a farlus hawk with a felinx
head, but I never thought so. The Ayrou?
Maybe it was theirs. But if the feather-
heads think so, means their guys
couldn’t sculpt either. That'’s kind of
funny—you'd think two planets could
find a decent artist between ‘em so
there wouldn't be this wild gundark
chase. Tell you where I saw it? Not
for all the t'bac on Annaj, mah
bukee. You want the Tessent,
you're on your own.”

— testimony of Barsur Antilles (now deceased], Annaf House of Detention

The Moddell Sector might be remate fram
galactic events [at least until the time of
Return of the Jedl), but it's still home to any
number of intrigues and wild tales. Perhaps
willdest of all is talk of the Tessent, a valu-
able chalcedony idoll thak supposedly hides
a great secrel.

The Tessent, talk has it, is lost or hidden
somewhere In the sector. Exactly where
depends on what yarn you hear. Some
people say it's buried in the wreckage of
an astrocartographic station on the sur-
face of Ast Kikorie. One taleteller swears
the tamb af a Dark ledl hides it. Cantina
talk is that it lies burled deep in @ lost
‘mine on Vasha. Gthers say it's lost in the
unexplored worlds of the Monsua Nelbula,
of floating among the tumbling asteroids
of Vex, of secreted on a lifeless rock
aroind one of the sector's hundred-odd
uninhabited red-dwarf stars.

Such tales have deawn breasure hunters
info the hidden places of the Moddell

BH vOLUME 2 NUMBER 3

Sector for :|I'E‘.H§- without |:I.'I|'l|'l|ﬂg'!."|.-|t Hioww
ever, even Lhose who believe cantina stories
had best ask which chalcedony idol a given
tale deseribes. Thanks to a quirk of galactic
culture, there are staries of two different
idodi—both now called the Tessent. Cne
idol criginally betonged to the Ayrou of
Maya Kovel, while the other disappeared
from the Core Warld of Alsakan, cowntless
Hght years away. No one seems bo know
howe to tell one from the other. After all
thiese e and all these yarns, ng one
seems to be able to keep straight which was
lost where and what its secret might be
“Race for the Tessant ™ 15 an adventune for

4=6 heroes averaging sth bevel

THn HUuNT BECINS

The heroes could be nalive sons and -:I.'|.|!£__|'l-
tiers of Moddell searching For e truth
behind the local begend, woulbd-be Downty
hunters paid o go on a scavenger hunt, or

adventuresome traders pursuing a tall tale

DANIEL WALLACE
ILLUSTRATED BY
RAMON PEREFR

on a kark, In their travels Ihruugl'- the sector,
the heroes hear plenty of talss—a fewe true,
mast not, and many impossible to verify
What they'll never doubt is that manmy com
petitors—Ffrom Alsakan expatriates and
relic collectors to treasune hunters and
galactic riff-raff—are also searching for one
or both idobs. With big rewward money a1
stake, these seanchers will do most any
thing to get their hands (pavws, clasws, of
tentacles) on either Tessent

The fodlowing sections offer background
on the twi idols. Over the course of the
adveniure, the heroes should plece together
this Infarmation from a variety of sources
with any number of false starts and garbled
renderings encountered along the way,

ALSAKAN'S PROTECTOR
Iru Alsakan begend, the tessent Is a fierce
avian with a feline head that appeared in
times of crisks to aid the anclent kings of
furchais, the bloodline from which most of
Aliakan’s great houses sprang. Saml Previl,
the Prirme Abseiler of Alsakan, reportedly
rode the tessent into his final battle against
the dukes of the Ten Valleys. After Previl and
the Archails klrlH'- descended from him united
the planet, the tessent became a common
symbaol of Alsakan and ts culture. The
Alsakan Guard adopted it as their emblem
and Alsakan merchants took to painting a
tessent on the noses of thelr starships as a
wird against pirates and mischance

Maore than a millennium ago, an
unknowen Alsakan artist from the primi-
tivitt tchool of Collus Elder carved a block
of milky chalcedony mined in the quarries
of Archais into a tessent (dol. The Tessent,
a5 the idol became knoswn, remained a
prized possession of Alsakan until its Mys-
terious disappearance shortly before the
fall of the Empine

The Tessent Bn't particularly valualsle for
Its n:h_1|:1_'|_'|r_|-'|:,- oamtent—the mineral 15

cheaply mined in countless sectars, and it ks




easily synthesized. s value to patriotic Alsakans |s immense.
Alsakans have offered vast rewards for the Idol’s safe retum, collec-
tors af antiquities have scowned remote regions of the galag for
clues to the Tessent’s location, and underworld figures have killed to
gain possession of the idol.

There are rumors, meanwhile, that the Tessent has a value
beyond its cultural significance. Those whispers promise that the
Tessent contains a key to unlocking one of Alsakan’s deepest
secrets. Some say the key is a set of galactic coondinates carved with
a nanometer-sized lages toal in the base of the [dol and visible
under the right frequency of ultraviolet light. Others say the
Tessent’s heart holds a datachip, or a holographic transmitier that
activates and plays a message when someone utters the right code
phrase while hodding the idol

if 50, wehat secret does the Tessent hold? It depends on whoam you
ask. Some say the Tessent is the key for finding an Alsakan vault con-
taining a treasure hoard (including the planet's rarely Leen crosn
Jml'g.:dh.ﬂ weas used to back Alsakan's currendy. Wilder tales, maan-
while, have it that the Tessent can lead those wiho disoover (15 secret
to a cache of weapons removed from the planet when Alasaka
renounced visdence—a cache big enough to turm a smart smuggler
into a crime bord overnight, or to transform some rebel force arayed
against the galawy's rulers into a formidable power

Whatevers the rumors, colbectors of Tessent bore agree that the
idol vaniched from Alasaka more than a generation ago, whether
stoden or sent offworld, and those who took it hid it in some remote
reglon of the galaxy,

THE Aveou's Past

Meighbors of the Ayrou of Maya Kovel in the Mioddell Sector know
the skinmy avians for their matchless ability as hagglers and their
painfully shrill language of trills and shrieks. Cultural historians of
the Inner Zuma region note the violent paradigm shifts that mark
their culture, marseling at the way the species lets a culfuwral or reli-
pious debate consume it for a generation, then abruptly commits
fself in virtual unanimity to a single path. What's more, the Ayrou
are towchy abaut thelr past, with discredited philosophies or creeds
can become sources of embarrassment that decent folk don't dis-
cuss. (The Vashans, as near-vassals of the Ayrou, have adopled this
tradition of religious upheaval )

No ewent in recent .ﬁ.}'rnu histary caused more tumult for the
species than the first contact bebween dyrou soouls and the
Republic, When first contacted, the sywou followed a consenvative
r|.'|i|:=||-:|l.|-. tradition knowen a5 A Madwl, bect translated JS"EIZIH1EH1FI|1'I-
ticun wpoen that stored away for meditatbon.” Under If Moedri, the
Ayrou sought to lead ascetic lives marked by quiet action, They sup-
pressed desper feelings and explored them only through solo medi-
tation. The fyrou hoarded material gains and wsed them only when
messages recelved during deep meditation indicated they should
After first contact, the Ayrou renounced if Madri utterly, adopling a
vigarous, almost flashy ethic of mencantile expansion,

What rl:all",' miakes the h:ing\ fram Uhe Modde!l shakes Deeir
heads, however, is that the hierarchs of the i Made chapterhouses

sun; athers were simply abandoned. Accord
vast riches of Maya Kovel's Ur—ﬂuﬂﬂiﬁtﬂ
ported to @ bolthale in the Kuna d s
secret of their location encoded ina ewin chi
an Ayrou once used hj'ﬂl:t.rnl'ﬂmrﬂ'lllﬁ‘hﬂ-l'ﬁ'

That Idol, it is said, was efther stolen from the apte
img its whirhaind rﬁnnilru:tmlnlblhwm £

Actualization or sent offwarld by the Ur-Hieranch lnh }
symbaol of the Ayrou’s break with the erors of the past

ThiE Tweo TESSENTS
Rather than presenting a set plot, this adventure offers a number of
seftings and scenarios for pursulng the Tessent. The GM is free to
choose from these scenarios or combine them to create an adven
ture as simple or complex as desined, IVs also up bo the GM o
dechde which idal the heroes or their rvals may ultimately fimad

Mo matter how events unfold, the heroes are likely 1o cantand
with two main groups af rivals in pursuing I il o icdols, Thelr
chief rival is Follnar Callat, an Alsakan xencarchasologist with an
USavory reputation. Callat has hired a rr|:.-'.1-|*.rl-:-u'|-."|'|.=|r'|d.3|r_'|l'1.]ﬂ and
a Blood Carver tracker to help him hunt the Alsakan Tessent. (Whike
he has no interest in the Aprou Tessent, Dr. Callat pursues rumors of
that idal a8 well) Callat’s base af operations Is Ast Kikorle, but he
ermploys spies across the sector and is quick to hear of any leads the
heroes are pursuing. After he does so, Callat and his hirelings are on
the heroes’ trall at once

Thie hieroes will also Ii‘l:H_l,rqun afoul of the Kintan Gunrunmers,
The Gunrunners, a band of weapon smugglers, hide in the wastes
of Sarafur, Of late the gang—in partic ular their ambitious
licutenant Tu'r-.r'1l.'|.||i|—|"|.n
started bo think that there's
5.|:|m|_-l;h|ng to the local Inﬂeuds
of the Tessent, With infoarmers
everywhere in the Moddell, the
Gunrunners can wind up on
the henses” trall almost as
quickly as Callat. The Gurnrun-
ners don't care which Tessent
they find, figuring that either
idol would make them rich,
As an added complication,
if the CGunrunners become

serious about puriuing

STAR WARS [ 2]

HAME R




R&C% "'t he,
the Tessent, thelr rival,
EJSSPJI] t Eorraj. and his band of

Thonner pirates might get imalved in a bid to stop them

Two Vashans might also have a prominent role in the search. The
swenrdsman Poina Tuc-shol believes the Testant is 3 rl:ll;',luui. artifact
and that unbelievers [non-Vashans) aren’t fit to touch it The caste
theocral Dochi &t-Rial. meanwhile, has dl:"q'l:'l_'lrll_"\d an Intense curios
ity about the idol. Tuc-shol and At-Rial are generally found on Vasha
ar Qina, but they can e thrown InTo mix almuost amnwieng

e ltings

Though removed from the galaxy at large (and even the rest of the
Moddell Sector), Ast Kikorle and its orbital stations are always abugs
with activity. Minor celebrities of academia are often seen wander
ing the narrow dtreets of Kikore Part, and the academic reputation
of the AST facilities, despite their distance from the Core and other

prominent regions, is considerable

TESSENT LOEE OM AST KIKORIE
There are oo local legends regard ing the Tessent on Ast Kikore,
the Latter of which has brought Dr. Callat to the world,

Thie first Ir'-b:r:nrl is that the Ayvrou secreted their sacred Tessent
dol on Ast Kikorie after their initial contact with i!e';n..-l'.lllL sCouts

At the time, Ast Kikorie was the farthest extreme of spaoe that

unmanned Ayrou drones had explored. Navigation to Ast Kikafie
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wirk exceptionally diffieult, and the Hyrou thouw g|11 IIFII."”I-IF"-
|1.1||'.'|'|:|-'I the Republic scouts would not progress farther. This
seems unlikely to most, as it is thought the Ayrou Tessent con-
talns cu:u_'l-ng which reveals vault coordinates in the Kuna system
Hiding the Tessent on a hard-to-reach third location such as Ast
Kikorie makes litthe sense—unless thee was redton to hide the
ideod so far away. ...

The second legend Is given far greater merit by the Alsakan
interests, Ov. Callat especlally, Several of the investors who con
tributed funds to the astracartagraphic facility in Ast Kikorie's orbit
wiere Alsakan, Some belisve o former Guard of Aldera was amo ng
those who took up residence an the waorld shortly after the facili-
ties' first stage of completion, and that he held the Tessent Though
the meteorite shower that dovened the second station is well doc
umented, the fate of those aboard remains :.r-n'n*rhlni; ol & mys
tery. The Cuardman ks believed to have perished in the station's
descent into the planet's atmosphere, but the Tessent was never
accounted for, It certainky no longer resides on Alasaka (or remains
thereof], and many concede Ast Kikorie is where the idel currently
resides. most | kn:l:,' in the scattered statson '.-.-u'-:‘-l..||:'.|.' autssde the
city's perimeter

“Dig, CALLAT, | PRESUMED™

Given the rather stufty academic setting of Kikosie Port's Lon
Heights, it surprised many that Follnor Callat recenthy boek up ress
dence there. Given Dr. Callat’s shady reputation and lack of scruples
(it el 1'._.-!{-_-1 hiis infamious run-ins with the latran Antiguities
Enforcernent units?), there have been a number of rumors as to his
reason for being on Ast Kikorle. Few of the locals know he hopes (o
locate the Tessent

When Dr. Callat made Linding aboard his diminutive Macid-class
‘f{'thl‘f_“-r he unloaded a great deal of hardware and r'l.l'l'u:-‘llrli,'!- He
has four assistants who have taken residence an the apartment's
first floor. Dv, Callat inhalbsits and works on the tecond Hoos, The
assistants are thought to be former students of Callat's from the
Uiniwersity of Rudrig, before Callat was expelied

Local informants have taken note that Callat is [rying to beenda
Into the hl:.:1'.'\_-.l academic 'u"ll||'||:'I ol seientists and researchers, bt
that he is failing miserabdy. Nikto mercenaries have been seen fire-
guenting Callat’s residence and the light industrial ares of Kikorle
Part, though with whom they are associated is unkngsn.

Dr. Callat has also made the rather bold move of hifng a handful
of “freelance operatives™ ta help him acquine the Tessent, Amang
those hired is a Blood Carver thief and a mysterious Mandalorian
[presumably a bounty huster), as yet unidentified

EUMOES

A number of rumors have surfaced since Dr. Callat took up residence
in Kikorie Port. Here are a few that the heroes might hear while on
Ast Kikorie, depending on whom they ask, Heroes can cooperate
and make a single Gather Information check or make individual
checks, On a result of 10 or kess, no one's heard of him. Ctherwise
read all the responses below that apply A separabe Gather Informa-
thon check using the HoloMet (DC 30) reveals much of Callat's his
tory detailed in the Follner Callat section




Information

Besult Rur
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£F5 are trou-
ble. They're selling something to
those merchanis down at the
docking bays; | see credits chang-
Ing hands almost every night.”

Fett to find some artifact for
him! Can you believe it?"

Fouimon CalLar

D, Callat ks notorious HtrDIJEFII'.IIIIt acadEmic
clrcles. He's been banned from the Univer
sity of Rudrig, stripped of his titles at the
LIriinies '.it:,' of Sanbra, dismissed from Shafr
Center (Prime Campass), and has several
warrants out for his arrest, He has little
regard for procedures, willfully breaks local
antiquities laws, and has been Enown to
raid sites of other xenoarchaeologists. He is
easily one of the most competent, well-
redd redeanchers in his field, bt he is also
one of the most ruthless and despised,
Despite Callat's current reputation as a
grinve robber and callous thief, he once held
several prestigious posts at institutes

th mughuut the E"'I'“:!"- bath on his native
Aldsaka and eliewhene.

D, Callat is a Core-World snob of the
waorst variety, from his exaggerated accent
to his disdain for all non-Core cultwres, his-
tories, and locales. He spends much of his
time bemoaning the deplorable conditions
of the backwater sector he finds himself
in—a complaint he's as lkely to deliver in
the Tapani or Senex sectors as ina true
backwater like the Moddell if the heroes
miake his acquaintance on Ast Kikorie, he
treats any Core Worlders like relative squals
(though that won't keep him from doing
whatever he needs to do to get the Tessent)
and patronize any Humans who aren’t from
the Core, He isn't obviously blased against
nan-Humans=—that’s boorish behavior in
his book=—but even a little time with the
professor showes that he has trouble think.
ing of non-Humans as anything other than
hirelings or barbarians. He also tends to dif-

ferentiate alien species :.-:.HI:I_:,I hjr Lhir ph}ls.i-
cal characterstics—Ayrou are "feather
heads,” Vashans are “bugs,” and so forth

Dr. Caligl bedieves the Tedtent rulu'nﬂ!,r
I:u:ing aﬂuglli i the Maddell Sector i the
Tessemt of Alsakan's .1ri.'||-|:ﬂ|-:a-3i|:.|l lare, Hi
intends to obtain the artifact, no matber
wwhat it n‘||HI|I: take, He 5 lavme hing %
gaarch on Aot Kikore bacaute e balmend
the Aldera Guard nnglc has some prumi'!.l:.
but he extends his search to encompass anmy
and all possible leads. if this Tessent is the
ane he hopes it is, he will be rich beyond his
wiildest dreams.

Follmor Cablat: Male Hurman Expert 12: Init
0 Dt 14 (44 classh: Spd 10m: VRIWP —10:
Atk +8/%3 melee (1d3-1, punch) or +G/+4
ramn grd 13<lg, hodd-out blaster); 50 5V Fort
wd, Bl 44, Will +10; 52 M: FP 1; DSP 3; Bep 32
Str g, Dex 10, Con 12, Int 16, Wis 11, Cha 1z
Challenge Code: B

Eqidpmerni: Datapad, hold-out blaster, com.
link, universal access pass (invalid)

Skils: Bluff +7, Computer Use -+12, Diplomacy
#14. Disgulse +3, Forgery +18, Gather
Information 14, Intimidate +3, Knowl-
edge (alien species) +n, Knowledge
[archealogy) +21, Knowledge (criminal
organizations] +7, Knowledge (galactic
history) +14, Knowledge {streetwise] +g9,
Profession {archeclogist) +18,

Read Write Basic, Read Write Camaasl,
Read Write Cerean, Bead MAWrite Dakotl,
Bead Write Issorl, Read/Write ithorese,
EeadWrite lerne, Read/Wirite Killik,
Eead/Write Kivian, Sense Motlee +7,
Speak Basic, Speak Camaasl, Speak
Cerean, Speak Ithorese,

Feats: Infarmy, boon Wil Skill Emphask
[Knowdedge: archealogy, Profession:
archeolpglst], Toustworthy, Weapon
Group Proficiency (blaster pistols,
sirmple weapons).

Heroes who search for the Tessent on Ast
Kikorie encounter difficult abstacles. First
and forermost s Dr Callat, who has had time
o bearn the area fairly well in his few weeks
planeisiie, and wha it n1-.1|:illggu:-:|- e of
the loseal evirminal elemant to Fan out
Hluhugh thié vanous stations and Kikarie
Past nrif_liburhn-nda. to locate the idol juse
the Loww-Level Generic Thug in Chapler 12:
G |'||-:'|n.nl:rr|r||§ af the core rulebook)

second is the help the Callat has hired, par-
I!-rularF].' Fenn ‘S-h_:,ls.ha who shadows the
heroes’ every move and is ready to pounce
at the first indication of their success.

Though even the good doctor does not
know if, the Aldera Guard killed during the
meteoribe storm was not aboard the second
station when it fin:lll:,r entered the plani_-l:'s.
atmosphere and crashed into the wilder-
ness wiest of the city. Rather, he was ferry-
ing medical supplies and personnel in a
small shuttle that laber crashed some kilo-
micters southeast of the station's wreckage.
Like most of the station’s remains, the
dente forest quickly consumed the sharttie
wreckage, and in the centuries since those
events, it has remained undisturbed. The
question remains, however: Did the Guard
carry the Tessenk?

Any success in locating the guard and the
kol In his possession could be short-lhved
wihen Shysha descends upon the heroes,
intoning in a grave|ly volce, "l appreciate the
wiork you"ve done, but I'm afraid this idol
belongs to my employer” Half a dozen of
the local guns accompany him.

FEMM SHYSHA

Boba Fett isn't the only being that's
adopted the armor made famous by the
Mandalorian warriors, Though details of his
early career ane sketchy, the human Fenn
Shysha acquired a sult of armor and
assumed the role of a Mandalorian Super-
commando. He typically sticks close to the
planet Mandalore, but has hired himself out
far mercenary and retrieval FII:H- Lo Earm
credits for his fight against slavers back on
his homeworkd,

Shysha has been contracted by Dr, Follnor
Callat to find the Tessent, The elite Super
commanda s an honorable man and won't
harass the heroes Any more than S neces
sary to gain control of the Tessent.

Era Mote: The GM may with to sub-ati
tiabe @ differant Mandabarian-clad 'FiH_IIrE I
place of Fenn Eh}'jhﬂl depend ing an the cir-
cumstances of the adventure l'.rurrng pre-
quel timies Jango Fett or a lesser sunvivor
al the Mandalorian army coubd fill this
rale, while Jodo Kast or the bounty hunter
Alfreda Goot are appropriate choices for
the Rebellion or Mew Eepulblic eras. (For
information about lodo Kast, refer to the
Rebeilion Era Sourcebook. )

o TAR WAHS GAMEHR Tl




Fenn Shyiha: Male Human 5ol 3/%ct 27Elite
Trooper 5; Init +2 (Dex); Def 21 [(+9 class, +2
Dex); Spd 10rm; VESWEP g4z Atk s140400 44
mebee (b, orit 20, punch) or +14/ 49044
mibee (1db+3, spiked boots) or +16/en/+h
ranged (30842, blaster carbine) or

#i5 w100+ ranged (xd6, flamethrower

gauntlet) or +15/ 4107 +5 ranged (2d6, rocket

darta); S0 Trailblazing, uncanny dodge (Dex
to Def], weapon specialization (bMaster car-

bine): SV Fort +12, Ref +g, Will +7; 52 M; FP 4;

D5P o; Bep 4: 5tr 13, Dex 1, Con 1z, Int 1z, Wis

10, Cha i C h.]"EI‘IEI‘.' Ciodle: E

Equipment: Modified Mandalorian battle
armor, blatter carbineg, flamethrower
E.‘iun!fﬂ, jet pack, rocket darts, 5pl1md
boots, madified space transport (Free
Mandalone).

Skills: Ast rograbe 8, Climb +7, Demaolitions
10, Hide +n1, Intimidate +g, Jump +n,
Knowledge (Mandalore] +1%, Move
fnln:rlrl;l:'I +10, Pilot +B, Bead/Write Basic,
Ithalt 46, Kide +6, Search +8, Speak
Basic, Speak Shyrihwook, Survival +11,
Tumble +g.

Feats: Acrobatic, Armor Proficiency (light,
meedium, heavy, powered), Blind-Fight,
Ltq}[lgl:. Martial Artist, Point Blank Shot,
Precise Shot, Bapld Shot, Starship Opera-
tion {space transport), Track, Weapon
Fous (blaster carbine), Weapon Group
I"n:l‘l':[lenl:!,l [blaster pistols, baster rifles,
heavy weapons, simphe weapons,
vibroweapons)

Male Blood Carver Scl 3: Inft +6 (Dex,

Irmproved Inktlative); Def 17 (45 class, 42

Dax )y Sped 1om; VRSWEP vafvo; Atk 42 meles

[1dg, knife) or +4 ranged (3d6, blaster pis-

tol); S0 5V Fort +1, Bef +5, Will +1; 5T M; FP 1

DSF u; Rep 1; St n, Deoog, Con o, Int 12, Wis

#a, Cha vo, Challenge Code: A

Eguipment: Blaster pistol, knife

Skdlly: Bluff +6, Climb +3, Computer Lse +4,
Diplomacy +2, Disgulse +2, Forgery +7,
Gather informatbon +6, Hide +vo, Intimi-
date +4, lump +2, Listen +6, Move
Silently +10, Read/ Wirite Blood Carver,
Speak Basie, Speak Blood Carver, Speak
Huttese, Spot +8, Tumble +7.

Feafs: improved Initiative, Stealthy, Weapon
Group Proficiency (baster pistols,
simple weapons),

Where there is no law, the lowless thrive.
sarafur is no exception: Criminal bands
make this backwater desert world thelr pri-
mary base of aperations.

TessunT Lo=E oM SaRAFUR
The rumoar that the Tessent might be some-
where on Sarafur is Uhe result of the world's
histary of harboring underworld figures.
Variows cantina takes hald that the Syrou
Tessent, the Alsakan Tedsent, or bath fell
into the possession of a criminal kimgpin or
5.|;|i|;i_- lord, and that the owner in question
lived or lives on Sarafur in ane of the many
bolt holes throughout the ancient ruins
Some treasure hunters tell a different
tale, swearing that the Tessent was gtolen
but then fell into the hands of grave-rolb-
bers who scour the ruins constructed eons
ago by the now-extinct species that ance
called Sarafur home. The Tessent, they say, is
locked deep within a crypt of a deceased
allen ruler, likely below the hideout of some
nefarious crime lond

THE KINTAN GUNRUNNERS
Among the groups known to maintain a
base in the desolate and dangerouws wastes
of Sarafur are the Kintan Gunranners, a
vickous group of weapons smugglers {pd
marily Niktos) that has operated out of the
fringe reghons for decades. Their main base
lies [ust on the sun-side of the workd's event
harizon, in a series of ruins that stretch
along the Krasho Salt Rifts. Miktos are more
comfortable in the heat than most species,
and keeping their base there helps protect
therm from prying eyes. The Gunmnners
hawe two craft at their disposal, a Predator-
class gunship and a smaller Lantillian
cruiser, bath housed in an old arena deep
within the alien ruins, They also make wse
of a number of cargo skiffs for navigating
their “turf™ abong the Krasho monoliths.
The Gunrunners are knosen throughout
Hutt Space, the Corporate Sector, and other
-e;:-ul:l'}'ing areas, but they have only recent |§|l'
developed ties to the Moddell underwordd,
Their repautation for cruelty and murderous
folly is well earned. it should be noted that
while the m;lj-l:lri1].l of Uher ma-mberslllp
consists of one Nikto subspecies or another,
several other species fill out the roster, E5pee-
.:::.'|I|3||I here on Saratur, While their rival Korra)

employs primarily aquatic henchmen at his
base i the seas of Thonner, Weegquays,
Kamarians, Twi'leks, and other species well
suited to the harsh desert environs are com-
mon at the Gunrunners’ desert outpost.

Kintan Gunrunner: Male Bed Nikto Thug 3
Init +2 (Dex); Def 19 (45 armor, +2 natural, +2
Diex); Spd 1om; VPIWP —f15; Atk +5 melee
(2842, force pike) or +5 ranged (3dB, blaster
pistod); 50Q Desert dweller, natural armon 5V
Fort 45, Ref +3, Will +0: 52 M: FP o; D5P 1;
Rep 2; Str g, Dex 15, Con 18, bat 12, Wi B, Cha
n, Challenge Code: A

Equipment: Force pike, blaster pistol, blast
helmiet and vest

skl Intimidate 46, Jump +8, Knowledge
|:||Ram:r|:-:| crime) 45, Read /Wnite Basic,
Read/Write Nikto, Speak Bagic, Speak
Huttese, Speak Nikio,

Feats: Armor Proficency (light), Weapon
Group Proficiency (blaster pistols, simple
weapans, vibroweapons)

Special Qualities: Desart Dweller—Red Nikto
live in the arid reglons of Kintan called
the Endless Wastes. They gain a +4
species bonuws to Survival checks ina
desert emironment, and can gouptoa
wesk without any water at all,

Tu'rsc yULIR

A Kajain'sa'Nikto (red Mikbo], Tu'rscyualic is a
lieutenant with the notorious Kintan Gun-
runners and beads the small contingent of
smuggling operating out of Sarafur’s salt
wastes, She and her employees bear no love
four the Hutts, and whereas most Mikto are
indentured to the Hutts, the Kintan Gun-
runners see themselves as peers—if not
betters—of the slug-like criminals with
whom I!Iu:-:,r ey Baasin ess.

Tu'r-.r'}'ulir kniows that retrieving either
the Ayrou or Alsakan Tessent could make
her rich, but her real dream Is that the
Alsakan Tessent will prove to be the key that
unlocks a weapons cache that will alkow her
to make the Guaruaners an unstoppable
force in the il lactic underyarkd. Her pet
Il:ar':,_l,llll:,; wicious Kintan Stnder, lea}ls
accompanies Tu'rsc yulir,

KAR'SYLIC

A hulking Kintan Strider standing just owver
2.5 meters, Kar'sylic is a ruddy pink primate
weith massive shoulders, thick, muscula




arms, and short, powerful legs. Unsweny-
ingly loyal to Tu'rscyulin he attempls to
crush any threat to her and her associates,
Any hero faced with fighting Karsylic o
close ra e is in for quite a I.'hl“l'rlﬂi.“: Kin
tan Striders are remarkably strong and have
accelerated healing abilities far beyond
those of Abyssing of Trandoshans. Though
the creatures have been hunted to extine-

tion on Kintan, 5 numbser surviee off world
Hutt lords are known to use Striders as
guard beasts egpecially in environments
where nashtahs cannot thrive

“Puuc-Eve” Mavco

A frn:-ahls.hl:,.' mvscular Marauder from

%a n',l.'u-',.\_.".:'ln:,lgn % a brutal bone-cruncher
who does most of his talking with his figts.

Tu'rsc"yulle: Fernabe Bed Mikito 5 &; Init +&
(D, Imiprowed Initiative ) Def 21 I:r]'t lass, 43
matural, +2 Dex): Spd 10m; VEAWF 24.00; Atk
#3 meles [1d3—1, punch) or +6 ranged (3d8,
blaster pivtal); 50 Desert dweller, natural
armar, llliclt barter, better hucky than good,
sneak attack +2d6; 5V Fort +2, Bef +7, Will +3;
S M; FP z; D5P 2; Bep 3; 5ir 8, Dex 14, Con g,
Ink 14, Wis 13. Cha 5. Chal Ir'ng-.- Code: B.
Fguipment: 250,000 credits worth of con-
traband weaponry, blaster pistol
Ckilly; Appraie +g, Astrogate 412, Bhuff 4,
Computer Use +6, Craft (vehicles) +4,
Craft (weapons) +4, Diplomacy +6, Dis
gulse +4, Forgery +1, Gather Informa-
tion 10, Hide 46, Intimidate +4.
Iliu-.'_m'lr'u:lgr lﬂlﬂ.ll'li!i!d crime) +6, Listen
+&_Pilot 411, Profession (merchant) 410,
Read/\Wirite Nikto, Repalr +6, Speak
Basic, Speak Huttese, Speak Mikto, Speak
Shyritwook, Spot +5
Feats: |n1|:|r|:|l.rt[1 Initiative, Podnt Blank Shot,
Skill Emphasis I_.ﬂ.f.l:rug.ﬂrl_ Starship
Operation (space tramsport), Weapon
Group Proficiency (blaster pistals,

sirmiple weaponi).

Kintan Strider: Desert Predator &; Inkt +o0;
Def 15 (#6 natural, =1 size); Spd wom; VEAWP
G2z Atk +12 melee d3+10, slam) or +5
ranged; 50 Matural armaor, +4 species bonus
to Survival in desert climates, superior reou-
pi-r.11i|:|n_ 5V Fort 13, Rel 45, Will =1 52 L;
Rep g; Str 24, Dex 10, Con 22, Int 4, Wis 4, Cha
8. Challenge Code: C
Skills: Hide =4, Intimidate +8, Listen +3,
Spot +4.
Feats: Cheave, Great Fortitude, Power Attack

"Mlug-Eye" Maygo: Male Sanyassan Thug 5
Init =1 (Dex); Def v (41 class, +1 natwral, =1
Dex; Spd vorm; VEOWP —i8; Atk +7 melee
[2d8+2, force plke) or +4 ranged [3dB, heavy
blaster); 5V Fort +6, Ref +0, Will +1; 57 M; FP
o; DSP 3; Rep 1; 5tras, Dex g, Con 15, Int g,
Wis o, Cha |-r.|.l'.'|'..1||rn|:=:r' Code: B,
Eguipment: Force pike, heavy blaster pistol
Skilte: Iintimidate +8, Read Write Samyassan,
Speak Basic, Speak Sanyassan
Feats: Endurandce, Toughness, YWeapon
Group Proficiency (blaster pistols,
simple weapons)

After 'I_'.;I\IIIIE'::..I-IW.I'.'"I as ayouth, he wound

up in the spaceport district of Anna), Baking
nr.|r.|_|r_||_'|-=. % a bodyguard and pr |;l:|||.'{| LE
He earned his nickname after a malfunc-
tioning slugthrower discharged in his face
during a rabberny, leaving an iron ball lodged
I ks ket eye sooket

The Kintan Sunrunners hired r.“..l:ﬁ,!l.'l
whien I:h:-:,- arrived inthe Moddedl sector,
They figure he'll provide Same mudh
needed bravwn, but they have no intentson

of sharing the Ayrou treasune with him

KmasHO SALT KIFTS

The KErasho Salt Rifts are a formeer seabed,
surrounded on both horigon-sides by sleap
|||_'|E|:-5 From orbit, the Bifts look like a bright
spot on the otherwise dusty and forbidding
landscape of Sarafur's shadowed meridian
But the Krasho region 15 & dangerous term
11_1|:,-_I||_|1-r|:d weith skeletal fossils and crystal

EinNTAM GUNBUNMNEER SHIFFL
Craft: Ubrikkian Bantha |1; Class: Ground
1Speeder); Cost: B.ooo [new), 5,000 {used);
Size: Huge (5.5 meters; Crew: Normal +2 1
pilat, v gunmery; Fi!i-!l‘ﬂgtr.'l-i 20 O Cango
Cargo Capacity: 135 metric tons; Speed: 70
m (max speed 200 kmuthl; Altitude: wp to 20
mieters: Defensa: 10"
Polnts: 26: DR: &
Weoponi: Double nser cannon [fire-linked);
Fire Arcr Front; Atk Bonus: +2 [+2
crew, =2 size, +2 fire control); Damage:

gd8: Ramge: 150m

=3 gize, +2 armaa]; Hull

"Canga syl Drowides ome-uaarn Br (o
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formations that would tear a $hips—and a
sentient’s—skin to shreds,

Dry fior centuries, the Rifts are still littered
with the banes of colossal sea creatures and
deceased coral farmations; some
astronomers theorize that Sarafur's tidal
lock accurned so quickly that the sea evapo-
rated in a makter of years or even months.,
Such a cataclysm likely caught the entire
aquatic ecosystern off guard and killed all
life Before any of it had time to ada pt. The
coral formations, still strong and heavily cal-
cified, hawve served as hideaways for varlous
fringe groups in the past, as have some of
the larger skeletal remains,

The Salt Rifts extend for hundreds of kilo-
meters, covering the entire event horizon
for several degrees of latitude with crest
after crest of hard, often razoe-sharp blacks
of erystal vertbces. Tall, wind-carved spires
dot several stretches of the Rifts, and Arco-
fuan erirminal enterpaises have been known
to mine some of the crystalline salt blocks
fior personal use (the salt-addiction problem
of Moddell Arconans worsens with every
seaso; see Alien Anthology for more infor-
matkzn about the Arconans). Rival criminal
grodnps who operate in the region some
times setthe their differences with daring
Podraces or swoop competitions in the
many mazes of salt formations,

THE SHISTAVANITN YARN
There's an old legend on Sarafur that even
the esteemed Dr Callat doesn't know—
ecause the on I:Il telbers of it don't visit
M-pdﬂflt;ln}'mnrﬂ Thiis Il:'-g-rnd cormes from
Shistavanen spacers who came 1.I"|rr.'|l.|3|l
Maoddell Iung a0 Perhaps the heroes hear
it i a cantina far from .ﬂ.nruj. oF recerne it
second-hand from a spacer in the Kuaddall
who doesn t believe in old yarns,
according to the Shistavanen tale, at the
edge of the Krasho Salt Rifts, beyond the
Armoarers’ shops, rests a lost bullding where
the now-extinet inhabitants of Sarafur once
bathed in the sulfur-laden mineral waters,
Likely the only standing “surface” water
that remaing en the barren shadow-world
of Sarafur's event horizon, these baths are
morw encased beneath tons of collapsed
basalt calumns and sandstone walls,
entambed In a lasting darkness just below
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the world's surface. It was here that a Killik
"“gritsan” from Abakan came Lo hige rulll.';
ago, fleeing persecution on his word long
before humans ever settbed there

I a twwist uﬁrnn:,r.nm' miember of 3 now-
extinct species took refuge in the bustling
|:i1_}l of another doomed species. The Killik
wias a Sith, When he died an Saraffur, his
tomb became a beacon in the Force to
those who can sense dark energies. The
dark side adept Jilst Bindalin, a prodigal son
of Alsakan, beard the Ir.'genri and found the
tomkb., Laber, he hired a Shistavanen captain
to bear him fram the Core Warlds to the dis-
tant Moddell Sector, He sabd nothing of his
mission, and he carried an inon case he
refused to let out af his grasp, The Shistava-
nen left him on Sarafur, and Bindalin was
REVET ST Eul in.

Discreel drilling, digging, or an obd-fash-
ianed exploration of adjoining subter-
ranean naing coubd prove what some
suspect: Bindalin stole the Alsakan Tessent
and buried it, a5 a private form of petty
VERGEaNOE, in Uhe tomb of & Sith warror
driven off Alsakan by the humans who sup-
planted his species. Force users feel a dark,
sinkster presence there. Others find the
place unsettling, and even those who typi-
eally show no fear get a bad feeling from it.

Submerged within the stinking wabers is
a vaguely humanold skeleton, and farther
below, where the waters ane thick with
sludge amd slime, an kdol. And there ane
dangers beyond those of possible collapse,
Kintan Gumrunner intrusion and the dan-
gers inherent inobtaining the idoel. Though
Dir, Callat does not know the Shistavanen
lore, he s certainly aware of another leg
end, one of a lone Sith guardian who st
within the ruins of his adopted people,
wialting to unleash his wrath on those who
dare disturb him

D{:pfnd-ng an the natune of your cim-
palgn, you can choose to have the tomb
truly deserted, or turn it into a dark side site
inhabited by dark side spirits. (See The Dark
Side Sowrcebook Tor meane information on
dark side sibes and spirits.) The idal that
rests in the bottam of the pr.'ﬂ'.'|| can b aither
the Alsakan Tessent o Seth Holocron,

OTHIE “INTERESTS” ON SARAFUR
There are a numbser of crirminal o libewise
URSIVErY aperations that are based on S5ara-

fur. Here are a few the heroes might
encounter during reconnaissance of the
alien rulns—and who might join the hunt
for the Tessent if they get wind that the
heroes are on the dol's trail

Vashan Liberation Force
'F'h-:-'l.u'-l.lE |1 .el. 5..|-'r;-.1.|| .E.Iull-p of perhaps twenty
Vashans planning revoli against their Ayrou
oppressors. They ang well rgani 2ed and
have obtained outside funding, but they do
not have enough troops to present much of
a danger to the Maya Kovel forces. Despite
that, they protect their small base, hidden
atop a series of collapsed multi-story rulins,
to the death,

The Vashan rebels conform to the Low-
L:wll’hugin Eh.;lpller 12: amemastenng of
the core rulebook,

Rodian Shipjackers -
Tershan, a Redian shipjacker of some fame
in his home :.:.-g.irm and the Outer Bim, has
recently set up shop in the skull of a mas-
sive sea creature on the northern perimeter
af the Krasha Salt Rifts. His crew of four has
bl:gun to scout out a more secure station in
the dense ruing a fesw kilometers north, and
i% likely to encounter the heroes during
thair inthlﬂul ]y [

Tershan conforms to the Mid-Level Out-
laes, and his accomplices the Low-Level Out-
lawey, im Chapter 12: Gamemastering of the
core rulebook.

Lc. Rd - - —
Killing your master is a dangerous thing to
di, especially when you're a droid. Killing
your master, three law enforcement offi-
cials, a portmaster, and stealing the gover
nor’s shiuttle during your escape 4
worse—especklly when you're a doid, LC-
Zed knows the Abbaji System Constables
hawve fanned out from the nearby Spar sec-
tor in search of it, so the rogue dioid has
taken temporary refuge on Sarafur. It
arrived in a stolen (and now slightly dam-
aged) shuttle, and is currently on the hunt
for 2 mews h}lp{rr!rwr: motivator as well as
laser cannon energy ooils,

LC-Zed is an earky-miodel LC “hunvtlng
droid,” a precursor to the Eliminator 434-
series assassin droid, It vaguely insectold
and moves about on a repulsor-ball car-
riage, somewhat like the infamous Trade




Federation destroyer droids. It has no vocab-
ulator and is incapable of audible speech

LC-Zed: Hovering Assassin Drold 5ol &; Init
+6 (Dwex, Improved Initiathee); Def g (+7
armior, +3 Dexl; Spd vom; VRIWR sofig; Atk
#7432 melee (b4, punch) or +8/43 ranged
(248, 2 heavy blasters); S0 DR 5; 5V Fart +7,
Ref «4, Will +1; 52 M; Bep 2; 5tr 13, Dax 15, Con
15, Int g, Wis B, Cha g. Challenge Code: B
Equigment: Two heavy blasters, cerellium
armaod, sensor package, internal comibink.

Skilts: Intimidate +8, Listen +6, Search +4,
speak Basic [understand only), Speak
Binary, Spot +6.

Feats: Alertness, Armor Proficiency (light,
medium, heavy], Improved Initiatve,
Paint Blank Shot, Power Attack, Rapid
Shat, Two-Weapon Fighting, Weapon
Group Proficlency (blaster pistols, blaster
rifles, heavy weapons, simple weapons,
vibiroweapons),

Hal 3 Armorers’ Confederacy

Ot lanw armaders and weapons techinickans,
these dangerous engineers are one of the
longest standing “residents” of the Sarafur
ruins. The group made their headquarters in
the ice caves of Xal 3 in the Abdajeck sector
for nearly a generation, before a long-run-
ning feud with other outlaw techs finally
displaced them, then simply known as the
“hrmorers’ Confederacy.

They are led by an aging Trandeshan
mabe named Kallukoras, and they have no
inferest in what the henoes are doing, 5o
long as they do not disturb the Confeder-
acy's business. Astube herogs may note two
or three ships arriving in the Eeﬂer.'.ll wiCInity
af the armorer’s base every standard day;
the Xal 3 group has a superb reputation for
custom-designed armors and can repair
nearly any combat armaor,

The fourth planet in the -.:,".-1.|.' m with the
same name, Thonner wid “settled " only 25
years before the Battle of Yavin, But as with
Sarafiur, it had been used for years as an
occasional hideout for fugitives.

in the years following settlement, the
Ayrou presence was heavy (though now it is
primarily naticeable only from the lichen
harvested on many Thonner Blands), and
the semi-nemadic Thonnermen developed a
comfortable life harvesting the seas, The
Thonnerman, it $hould be noted, ane nod
solely drawn from one species: They are 3
tight-knit group consisting primariky of
Humans and Kian"thar descended fram Lhe
original sett lers, The aquatic Kian"thar e
primarily responsibée for reaping the sea
harvests, while the Human Thonnermen
tend to most abowve-water matters and con
struction an the sandy isles. Only a few
Ayrou still reside on the world and refer to
themselves as “Thonnermen.”

TessanT LOEE oM THONNER

Those who believe the Tessent is some
wherne n the seas of Thanner think is was
brought and then lost by the Ayrou wha
helped develop the first setilements
Though the Ayrou deny it, there is some evi-
dence that Thonner was once a penal
colony of sorts for &yrou who resorted to
wigkence (o achieve their ends, & conduct
whaolly rejected by modern Ayrad. Sy Ayrou
criminals might have stashed the Tessent
on Thanner during their incarceration, mak-
ing their plans to raid the Kuna vaults when
their chanoe to escape finally came.

Korual

Korraj is a battle-scarred t'landa Til bull and
leader of a group of plrates hidden on Thoan-
ner. Several years ago Korraj was imolved in

Kallukoras: Male Trandoshan 5ct 3/Tech Specialist g; Init +1 [Dex); Def 18 (+5 class, +1 natu-
ral, +1 Dex): Spd 10m; VPOWP 51/ Atk 47 melee 1d3+2, punch) or +6 ranged (3d8, blaster
rifle); $C Darkvision, natural armer, trailblazing, research, instant mastery (Pilot), expert
(Craft: armor), tech specialty (mastercraft: armar +1); 5V Fort +5, Ref +5, Will #2; 52 M FPy;
DSP 2; Rep 4; Str 14, Dex 12, Con 14, Int 10, Wis 7. Cha 1. Challenge Costhe: C.

Equl'pmen!.— Blasber rifle, comlink, tool kit.

Skills: Climb 44, Craft (armor) +16, Intimidate 45, lump +4, Listen +4, Pilot +5, Profession
(merchant) +g, Read 'Write Basic, Read/Write Dosh, Read "'Write Rodese, Repalr 41,

Speak Basic, Speak Dosh, Speak Rodese,

Feats: Point Blank Shot, Power Attack, Skill Emphasis [Craft: armeor), Toughness, Weapon
Group Proficiency (blaster pistols, blaster rifles, simple weapons).

the Tertiary Ingo Riots and was grievousty
injured during combat: As a result, his throat
sacs were permanently disabled, and he has
last the bizarme euphoria-inducing ability for
which his people are noted. He speaks ina
gravelly whisper that does nothing to dimin-
ish his rather intimidating presence

The pirates’ base of operations is in the
shallows tidal flats of the Lesser Fragh Penin
siila, accessible only by 2 iares of treacher-
ous sea caves some kilameters southwest of
the base's actual location. Thewr primary
attack-and-plunder craft, a heavily-armed
“ShyHeist” §3v docks in a cave beneath the
purface that has been filled with comipressed
air; the ship miust enter the sea to reach os
depart its docking facilithes, but while
diocked it resis on a dry platform

Though he is impressed with his self-
perceived clout and the number of under
lings (roughly two dozen) under his
emiploy, Korraj is a fairly minor player in
the Moddell underwarld, He s dangerous,
bt he has neither the resources nor the
network to be much more than a small-
time hood, Korraj is smart enough, how
ever, to have hired agquatic henchmen to
guard and staff his base, A trio of vicious
Quarren and twa Agualish guard the sea
cave entrance, and a number of local Thon-
nermen are on his “extended” payroll to
report any suspitious or unusual activity—
nosy offworlders especially, The only
aguatic species that cannal be encoun-
tered among the t'landa Til's employees
are Pale Nikto (Gluss'sa’Mikto or island
Mikta), because Korra] hates them

Korraj knows nothing of the Tessent
beyond vague tales, but he takes an interest
if it means profit or a chance (o hinder the
hated Kintan Gunrunners, Korraj conforms
to the Mid-Level Dutlaaw, and his henchmen
Love-Lewel Qutlaws, in Chapter 12
Gamemastering of the core rulebook,

Lesser FIRAGH PEMIMSUILA

A thin strip of land between the Fragh con-
tinent and the Greater Zoun Archipelago,
the Lesser Firagh Peninsula is a marshy
region rife with dangerous creatures, with
the terrestrial Zoun mauler the most dan-
gerous of all. There ane no Thonnermen sek-
thements on the peninsula, as the
indigenous life proved too perilous for an
extended stay
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few months to harvest wood from the corsit-puzzle trees, so named
because their trunks are so thickly laden with spikes that even the
native corsit [an amphibious creature with uncanny dimbing skills)
cannot navigate a path along the branches without impaling itself
The Thonnermen use lasercutters to fell the trees and smooth a sur-
face area on the branches large encugh to hold with ungloved
hands. The resulting puzzle-wood staffs are commonly used as
vicious melee weapons; bigger boughs and stumps serve as the
base of pit traps to capture large game.

Rluinsoeits

The haunt for the Tessent on Thonner starts with a legend, coupled
with a grizzled “eyewitness” with a story that might be worth inves-
tigating. Heroes can cooperate and make a single Gather Informa-
thon check or make individual checks to uncover the information
belowe On a result of 5 or less, no one knows anything, Otherwise
read all the responses below that apply.

it

LRl 5]

Kesult

TR T

“Sixteen years. Sixteen years those rall-thin, self-right-
eous Ayrou kept me locked up in that stinking, rotten-
fish-infested hole. One fistfight on their world, and they
think you're a menace to their culbure.

*The Thonnermen found me and kept me on with their
harvesters; they didn't care where | was from, just that |
worked hard and kept in line. When the Ayrou guards
came ‘round looking for their escaped inmates, they
didn't even recognize me on account of face,

=125

Aside from occasional crews of Thonnermen felling trees, the
only beings who make use of the peninsula are Korraj's minkons,
wha hunt and fish in the marshland and the tidal flats offshore.

Zoun Mauler: Swamp Predator B; Init +7 (Dex, Improved Initiative )

Def 13 (+3 Dex); Spd som; VROWP gBhg; Atk 49 melee [1dE+1, 2 claws)

or 11 ranged; 50 +2 species bonus on Survival checks in swamp

efwvinonments; SV Fort +8, Ref +g, WHI =1; 52 M; Rep 1; 5tr 13, Dex 17,

Con 15, Int B, Wis 5, Cha g. Challenge Code: C

Skilts: Clirmb +5, Hide +6, Intimidate +7, Move Silently +14, Spot +3,
Sl 45,

Feats: Athletic, improved Inltiative, Stealthy.

Sagc'oR

A grizzled Svivreni, Saqe’or is a veteran miner and metallurgist,
one even fellow Svivreni acknowledge to be among the very
toughest [high praise indeed from the rugged Svivreni). Saqc’or
spent several decades on “nearby™ Ovise Il eventually amassing
enough personal wealth to establish his own company. He is cur-
rently "wenture prospecting” on Thonner, which he believes may
hold valuable and as-yet-untapped resources. His extensive
knowledge of mining, tunneling and drilling may prove of some

Saqc or: Male Svivrenl Frg 7; Init +0; Def 17 (#1 size, +6 class); Spd
Brr; VEPWP 4.5 Atk +8 melee (vdlg+2, knife) or +6 ranged (3d6,
blaster pistol); $Q Barter, adaptive learning (Demolitions, Appraise),
Jury-rig +2; 5V Fort +n, Ref 4.4, WIll +.4; 52 5; FP 1; DSP 1; Rep 2, 50 14,
Dex 1, Con 15, Int 14, Wis n, Cha 13, Challenge Code: C

Equipment: Blaster plstol, knlfe, tool kit

Skills: Appralse +10, Climb +6, Computer Use +8, Demolitions +10,
Hide +4, Intimidate +3, lJump +7, Knowledge (gealogy) +9, Profes-
sion [miner) 413, Read/\¥rite Svivrenl, Repalr +3, Search 412,
Speak Ayrou, Speak Basic, Speak Svivrenl, Speak Vashon, Survival
+5, Treat Injury +3.

Feats: Endurance, Great Fortibude, Skill Emphasks (Knowledge: geol-
ogy, Profession: miner), Weapon Group Proficiency (blaster pls-
tols, simple weapons),

Species Features: 42 Sir, 42 Con, =2 Dex, =2 Wis; +4 species bonus to
Appralse checks invahbing the evaluation of ores, gems, and other
mined minerals; +2 species bonus to Fortitude and Will saves.

Automatic Langueges: Svivrenl and Basic.

Weilcas: Male Mon Calamar 5¢l 375¢ct 5 Inkt 41 (Dex); Def1g (+8 class,
+1 Dexl; Spd 1om; VRIWP 44513 Atk +7 melee [1d3+2, punch] or 46
ranged; 50 amphibious; 5V Fort +5, Bef +7, Wil +8; 5I M; FP1; D5P ;
Rep 2; 5tr 15, Dex 13, Con 13, Int 14, Wis 14, Cha 1. Challenge Code: C.
Equipment; Blaster carbine, fleld kit.

Skitls: Bluff +6, Climb +8, Computer Use +8, Craft (traps) +8, Diplo-
macy +2, Disable Device +7, Disguise +2, Escape Artist +7, Forgery
+8, Hide +8, Intimidate +2, Jump +8, Knowledge (galactic history)
+10, Listen +1, Move Sliently +12, Read/Write Calamarian, Speak
Ayrou, Speak Baskc, Speak Calamarian, Speak Quarren, Spot 441,
Survival +15, Swim +14,

Feats: Alertness, Skill Emphasis (Surdval), Track, Weapon Group Pro-
ficiency (blaster pistols, blaster rifles, simple weapans),




use to the heroes on Thonner or elsewhere, should they befriend
the grizzled equinoid

Era Mote: if encountered during the Rebellion era, 5aq cor is alsa on
Thonner for another, secnet reason, The Emping is actively trying to
“recruit” [read: enslave) him to work on the new Death Star progect in
the Moddell Sector, He has spurned their “offers,” and fled to remote
Thonner for refuge

(4 Vasha ]

The mines of Vasha drill dowmn inko the coie of Uhe racky planet,
bringing vast mineral wealth to its Ayrou overseers at the expense
of the insectoid Vashan workers, Waord that Vashan miners have
uncovered something that the Ayrou ance prized strikes some
observers as cosmic justice,

TessinT LORE oM Vasida
F:lzccntl}' word has hit the Moddell Sectar rumor milll that a dIH!p-
cone mining operation has struck pay dirt of an unusual sort=—an
idal found in feather wrappings bearing the seals of an f Madr
hierarch

The Washans are jealously guarding their reasure lest their Ayrou
bosses et wind of it and take polisssion. Many among thiem
beliewe the Vashan Euda. e given them the Tessent in fulfillment
of ancient prophecy. Although there is little chance that this Tessent
cold be the mi-.-.iug Alakan Tessent, the Alsakan search team Is
eager to get thelr hands on it just in case

The story entered circulation threugh a loose-lipped Vashan
miner affiliated with Dochi At-Rial, a Vashan caste theocrat, At-
Rial labors among the commeon Vashans, considering it his reli-
gious duty te dirty his pincers alongside sinners as they tunnel
their way Loward the lair of the Rot-Maggot. Vashan religion
states that the god of decay nests within the center of the
planet, and the Yashans who have been forced to work in the
plaret’s deepest mine [known locally as The Abyss) are close to
rewalt, The supposed discovery of the Tessent has been taken as a
sign of divine favor, and the Vashans working the Abyss do not
take kindly to anyone who tries to remove thelr holy icon

Repulsorlift platforms carry miners from the surface of Vasha
to the dregs of The Abyss. The platforms have no railings, and
many & hastile miner has disposed of a rival with a simple shove.
Mon-miners can galn access Into The Abyss with a bribe to the
dyrou authorities, or they can hang around the dormitories for
free. Vashan miners sleep in honeycomb-like berths outside the
nearby spaceport of Tatarrar. However, it's well known among
the Ayrou administrators that a guilty Vashan will flee, Te con-
front a suspect, it might be necessary to corner him inan
enclosed enmaronment

At the base of The Abg,ln sleep vermin that have convinced the
Vashan miners that they are on the brink of breaking into the
realm of the R‘nt-Maggu: Deep core mining hat disturbed a
l.i.m!hmg Icgu:un of corpse-white apilid warms, never before seEn
I:|:|r the inhabitants of Vasha, The creatures apparently bone
I;hru:.l_lgh the ore weins near the planet’'s core, and their rock-
n'||,|11|;h|ng mandibles make short wark of soft flesh.

APILID WO RS

Meter-hong predators that can burrow through solid rock, apllid
worms ane a mystery to all who have seen them, 5o far, no biclogist
has been able to study their life cycle since the worms were discoy
ered in the deepest mine of Washa

Apilid Worm: Subterranean Predator 1; init +1 (Dex); Def 12 {+1 size,

+i Dex); Spd Bm; VPOWP 10 Atk +3 melee (udG=1, bite) or 43

ranged; 50 Blindsight; SV Fort +4, Ref +3, Wil =y, 52 5; Rep v 5tr B,

Dex 13, Con 15, It 4, Wis B, Cha 6. Challenge Code: A,

Skits: Hide +g, Listen +7, Read "Write Subterranean, Speak Basic,
E.FH:-;I: subterranean, Survival +1

Fats: Weapon Finesse (bite).

Eumors

The rumors about Vasha lead the beroes to Tatarrar, Vasha's primary
spaceport. A successful Gather informathon check (BC 18) among
the d:lnhlng dens of Tatarrar turns l.||.:-1.|"||!' f-:}||l'.'|'.l'.rul'|ﬁ Infoermation
from a drunken patron or a hlﬂnh'd tl.]rh'tp.

It was Dochi At-Rial that found it. But you'll never find him. He's
a caste theocrat, sure, but all Vashans look allke to you off-
worlders, But yknow what? if you've got eyes, you can't miss the
heads, Ayrou heads. He's got a string of dried-up heads around
his neck, and they can’t do anything bout it, cuz he didn’t kill
‘vmn. He took ‘em from the unmarked morgue, the big faker”
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I the heroes choose to pursue Lach|
At-Rial, appreaching the Vashan anywhere

other than in the enclofed Abyis triggess a
flight reflex, At-Rial flees to Qina, the haolest
site b hils reli gion
If thie heroes -§.|,||_'|,'|;-'.-',.'|_|'I:.- detain Dochi

fit-Klal a successful r-.'l-.'.r.'.'lﬁ:gr Lalien
species ) check (DC 30) reveals that the
Tessent could be in the safest |.'H'.I‘E-!~I|.'I|\'.' |1|.'n:|_'
for a Vashan—his antestomach. In fack,
Dachi At-Rial has swalbowed the relic, and
cormincing him to part with his treasure will
be even harden than detecting It At-Rial has
{he advantage of dozens of penitent Vashan
miners eages to do his bidding. In partboular,
the Yashan swondsman Poina Tuc-shol

night e 'r.h.'.l:m'.'ini; i e roes 1I1rr|L|t:Flc:|.'I
their stay on Vasha, ecager fo skeseer unibe

pyers on the cobd steel of his blades. At-Fial,
however, s not as plous as he pretends (o be
ind can be intimidated o bribed into hand
ng over the goods, but only when escape is
10t an option and nomne of his fellow
Vathans are there towitness his lapse in

faith. If this happens. he fless to Poina Tuc

shol with a cononcted tale -:IJ"-.lt:quJ Lo wein
hielp in getting the idol back

If thi henoes fadl to retrieve the Tessent from
his antestomach, At-Rilal flees to the holy site
of Imicus Mant an the planet Chna. Unce again,
the hart i on—and this time At-Eial has shed
his mecklses of shrunken heads. The barfly's
obseration that “they all look alske might
oprme back o haunt the heroes

Cther options exist for retreving the
Tessenk from Vasha 115 passible thal Dochi
Al-Rial has placed the Tessenl in hit honey
comib cell in Tatarrar, oo that e has entrusted
the artifact toa trusted levbenant [Eeen the
ewsceidsman Poina Tuc-shal ), IF the henoes
arrive on Vasha after another interested
party has already retrieved the Tessent, they
st sort out a scene of utter chaos as out
raged Vashans take thedr revenge on the
Ayrou overseers and anyone who looks like
an offtworlder, And unless the henges are

Vashans, that includes them

Polna Tuc-shal: Male Vashan Sct 3/5%3 B: [l +6 [DEx, |r|1|'.'l"ﬂ'.*1:'l.‘| Initiativel; Def 2146 class,

+3 natural, +2 Dex ); Spd 1om; VRPWP 67/13; Atk +12/47 melee [1db+2, 2 short swords) or

#1146 rmnged; 50 Natural armor, trallblazing; 5V Fort +g, Ref +6, Will +2; 52 M FP 3; D5

Rep 3 5t 14, Dex g, Con 13, Int 10, Wis 6, Cha 8. Challenge Code: D,

Equipment: Two short swords, necklace with religious charm in shape of golden sin-bullet

Skifts: Clirnb +8, Hide +8, Intimidate 411, Jump +8, Knowledge (religion) +7, Move Silently 410,
Read/\%rite Basle, Read Write Vashan, Speak Basic, Speak Vashan, Survival +10

Feats: Ambidexterity, Armor Proficlency (light, medlum, heavy], Dodge, Hereic Surge,
Improwed Initiative, Improved Two-Weapon Fighting, Skill Emphasis [Survivall, Two
Weapon Fighting, Weapon Focus (short sword), Weapon Group Proficiency (blaster pis

tols, blaster rifles, heawy weapons, simple weapons, vibrowea |_'-|:||'|-:.:

TH volLuME & MHUsBEER 3§

PoiMa Tuc-sHOL
an expert swwordsman, Poina Tuc-shol is one
of the few Vashans who have kept alive their
peopie s ancient tradition of l.'h.'|b1.'l.‘|-'.'.-l.'-||"~.'-"
combal. The Ayrou overseers of the Vashan
mines have outlawed the carrying of ades,
and consequently the instinet that once
!;l_m:lr_-!i Vashan limbs in furious windmills of
steel has faded. Poina Tuc-shol and olhers
like himn are adherents of thé old ways and
cammne from traditional combat schools hid
den i the Crags of Washa's lonely mountaing
Tuc-shol believes that the Tessent is a
rellglous artifact (a sin-bullet expelled h'J.'
the Vashan god of creativity) and is merci
less when retrieving it from the hands of
urbelievers. His rugged mountain
upbringing makes him a competent

tracker and swrvivalist

it"s penitent season on Qina, Thousands of
chitinows Vashans are arriving an the lush
TR0 CVETY hour, and fr-:'l_'!:hl-.'r'. Banely
hawe time to unload their passengers and
fsel up before he .1r|.|1§: back to Washa for

anaother boad.

TESSENT LORE OM CHMNA
The heroes might come (o Qina in pursait
of Dachi At-Rial, a Vashan caste theocrat
wihe could be carrying the Tessent in ane of
his antestomschs,

If the heroes have not yet metl At-Eial,
'.I'u::.' can be drawn o Qina by rumars that

Vashan miners re'rn-rl'.l:,' urncoveEresd an sdol




on their homewoerld and, viewing it as a
religious icon, have shulthed it to Inicus
Mont on Qina for safekeeping by the holy
badhi hermits.

PuBLIC SERVICE AMMOUNCEMENT

A a public service to visiting penitents, the
i spaceport broadcasts the folbewing
information to all ships ariving on the moon:

Wielcomie to Qina, and blessed be the
luminous mandibles of Antikra the
Egglayer.

The limestone peak of Inicus Mont
contains forty-two canies in which the
msost perfect of the Vashan bodhis have
spent the past year in prayer, You must
miake the worthy pilgrimage to the sum-
mit if you hope to catch a polished sin-
bullet as it flies from a bodhi’s holy
miouthparts. Listed below is information
on four of the most-visited bodhi
retreats. Stop by the welcome office for
miaps to all forty-two,

At coordinates 63=36 is the Cave of
the Blade. The bodhis here honor the
anclent tradition of combat and have
preserved the Vashan swords of fallen
herces from long ago.

At coordinabes 63-451 is the Cove of
the Image. According to legend the most
revered artifacts of Vashan religie-
archacology are kept here, safe from the
venal claws of thieves,

At coordinates 63-778 is the Cave of
Sanctuary. This group of bodhis wel-
comes those who would deny them
peace freedom from the secular world.

At coordinale 63-g8s i the Cave of
Memory. The bodhis here honor Antikra
through the analysis of the holy forces of
Mmimany Found within ait ﬂhﬂtl‘.’u

It i our sincere wish that even those
unable to consume a sin-bullet during
this time of penitence find peace among
thie blissful spires of Qina. Enjoy your stay,

ExpiomiMG QiMA

Iif the heroes came to Qina on the trall of
Dachi at-Rial, they might realize that their
target is likely to seek refuge in the Cave of
sanctuary, If they have not yet encountened
at-Rial, the Cave of the Image might prove
o be thie repositony of the Tessent. if Poina
Tue-shal is not already talling the heroes, the

Vashan swordsman i4 probably lurking near
the Cave of the Blade and responds quickly
fo any disturbance on Inicus Mont. Finally,
the Cave of Memory could prove invaluable
in untangling which idol the heroes {or their
rivals) have found, and is an ideal site for a
satisfying endgame to the adventure [see
the “Possible Endgames” section)

The way to Infcus Mont ks treacherous
and exhauwsting. The path winds through
steep valleys and across neshing rivers,
wihere those who lose their footing can be
swept over a waterfall. Wild pechs are a
threat among the tree-covered crags,
attacking in packs (could be as many as 2d6
pechs in a pack). Unfortunately for the
heroes, pechs only have & taste for mam-
mals and completely ignore the Vashan pil
grims making the same journey, (The pechs’
indifference towand Vashans could extend
to all non-mammalian species at the GM's
discretion.) It might seem amazing that no
one has set up a repulsorlift taxi system or
evin bullt & simple bridge, buf the lack is
intentional. Making the trek bod easy wolld
be an insult toVashan penitents

This situation doesn't prevent the heroes
from seeking shortouts, however, Rujos make
excellent miownts and pack animals. an
Ebranite “tour guide”™ for Vathan pilgrims
named Groex Gal might appraach the
heroes spon after their arrival on Qina and
offer his services 2% a mountaineesr, If the
heroes pay his fee (300 credils per heno,
negotiable], their journey should prove much
easher. Groex Gal discourages the heroes
from using their ship to get (o Inicus Mont.
Angry Vashans have been known to attack
those who disparage their beliefs this way.

The bodhis on the mountainbop are not
fighters, bart they defend their meditative
sites against intruders H any Vashan pil-
grims witniess Uhe badhis in distress, th\'."_'r
rush to their aid, and they make no distinc-
tions ameng outsiders (including the Kintan
Gunrunners, the Alsakans, or Fenn Shysha),
A |:I|.|lrr11.||:.l eneculed retrieval Man—aon any-
ome’s part—could end with hundreds of
Vashans |'II:|'¢I‘|I|II'IH for the heroes’ biood.

Groux Gal

A skilled Ebranite scout and mountaineer,
Groex Gal originally came to Qina in hopes of
establishing a colony for his people, a resilient
six-armed species of mountain-dwelling

Giroex Gal: Male Ebranite Expert 0/5¢c% 3;
Init +4 (Dex); Def vg [+5 class, +4 Dex);
Spd 1om; VRIWE 26/20; Atk +10/45 meles
(1d3+2, punch) or +12/+7 ranged{3d8,
blaster rifle); 5Q Trallblazing; 5V Fort 440,
Rl 45, Will +10; 5T M FP 3; D5P o; Bep 3;
St g, Dex vg, Con 18, Int v3, Wis 14, Cha B,
Challenge Code: C

Egquipment: Blaster rifle, field kit, tool kit.

Skills: Astrogate +8, Climb +18, Handle
Animal +5, Hide +7, lump +7, Knowl-
edge (galactic history) +11, Knowledge
[weildemness lone) +15, Listen +3, Mowe
Silently 44, Pilot #12, Profession
[mountaineer) +1g, Read Write Ebran-
ite, Repair +8, Ride +6, Search +10,
Speak Ayrou, Speak Basic, Speak
Ebranite, Speak Shyritwook, Speak
Vashan, Spot +18, Survival +17, Swim
+d4, Treat |n| Uy +5.

Feats: Ambidexterity, Starship Operation
[starfighter), Skill Emphasis (Profes-
slon: mountaineer, Survival), Tough-
ness, Track, Weapon Group Proficiency
(blaster pistols, blaster rifles, simple
W RO,

Species Feotunes: +2 5tr, +2 Dex, -4 Chag 41
species bonus to Fortitude saves; bonus
feat of Arn-l:lid::l:tl.-rlt:p: +4 SPECEES
bonus to Climb and Survival checks,

HTNPores h._:lilmghnm the Dause system
While that endeavor never carme (o frultion,
Groex has stayed on Qina and makes a good
living working as a scout and unofficial tour
gubde of sorts for the hundreds of Vashan
penitents. For offworlders attempling to do
any exploration of Qina's perilows mountain
regions, Groes Gal is the bei g Lo See.

Groex works from a small cave enclosune
on the castern slope of the Mont's foothills,
where he fabricates nearly every tool from
boscal resourced. The Vashan peEnitents trust
hirm, for he has been on (hna for ower a
decade now and is well Enown |‘.'I:|l' many of
the devout insectokds. He takes great carne
to enswre his charges' safety ascending the
Mont. During the “off season” (when the
Washan penitents are not making their pil
grimages to Inicus Mont) Groex's rabes are
entremely low oo credits per hero, nego
tiable): he loves his work, and s often will
ing to jeurney into the mountains for the
price of his expenses alone.
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Groex's dreams of founding an Ebranite
colamy have had one legacy that could prove
impartant to the henges: He maintains a
guartet of refitbed 2-g95 Headhunters in a
hidden cave near his enclosure. Griginally
envisioned as a defense force for his colony,
the Z-g5s now serve little purpose save for
giving the six-armed Ebranite something to
tinker with in the off season, If Groex takes
a liking to the heroes—or if he takes a par-
ticular dislike to thedr rivals—he could prove
willing to kend this small force to the tervice
of their cause, taking the controls himself if
‘!.uf'rlfli:'ﬁt':r' mawed, Groex feels profective
tonward the Vashan penitents and would be
incensed if anyone harmed the insectoids,

Seac Barring

A GAM whio'd like to work a starship ar air-
speeder battle inbo the adventure can pit
Groex's four 2-g95% (plus any ships the
heroes hriﬂgl- agaim_.'l the vessels of Uhiedr
rivals. The Eimtan Gunminners have a Préda-
tor-class El,.ll'l'!.hlr.!.'ll'ld a Lantillian crwiseds, a5
weell a5 a quintet of "Uglies” in poor shape.
Fierin 511}'53 has his Free Admddiong, & Kubnm-
class trangport; other forces—Trom Z-g5s to
¥-Wings or TIE Fighters—can be added to
the mix as desired,

Z-gl_; Headhunfer
See Chapter 11 5lar'|.hi|:|'|.u'|'1|'r|! cone rulebood,

Free Mandalore
Craft: Modified Kubral Trans portation Kubral
54; Class: Space transport; Cost: Mot for sale
(likedy to be vabued at cgo.ooo credits); Slee
Tirwy {20 1 long); inttiatihve: +3 (41 size, 42
crev; Crewe 1; Passengers: 4; Cargo Capacity:
32 medric tons; Consumalbdes: 1 month;
Hyperdrive: <1 (Backup xq); Maximum Speed:
Ramming (1o squares); Manewwer: +4 (41 size,
+8 crew]; Defense: 21 (+1 size, 410 armorl;
Shield Pobnts: 75 Hull Podnts: voo; DE: 10
Weapon: Blaster cannons (2); Fire Arc: Tur-
ret; Attack Bonus: +7 (+1 size, +3 fire con-
trol, +3 crew); Damage: sdwocz; Range
Meodi flers: PE/S +0, ML nda
Weapan: Proton torpedo tubes {4 proton
tracking beacoans each); Fire Arng: Twrret;
Attack Bonus: +7 [+ size, +3 fire confrol,
+3 crew); Damage: Special; Range Modi-
fiers: PE +o, 5/M/ n'a

“Ughies”
Craft: scratch-bailt starfighter; Class:
Starfighter; Cost: Typically 25 000 to 40,000
credits; Size: Tiny [16rm long); Crews 1 [Skilled
#4); Passengers: Mone; Cargo Capacity: 8o
kg: Consumables: 1 day; Hyperdrive: =2;
Maximum Spesd: Attack (7 squares);
Defense: 22 (+2 size, 410 armaor); Shield
Padmts: 30; Hull Pelnts: 1o0; DR: 5
Weapan: Laser cannons (2 fire-linked ) Firg
are: Front; Attack Bonus: +8 (+2 size, +2 to
+4 crew, +2 fire control); Damage: 2dwoec;
Range Modifiers: PB +o, S'MAL nfa

(* Endor

The Forest Moon Is far boo inaccessible for
the Ayrou or the Alsakans to have placed
the Tessent on its surface intentionally,
yet Endor has always been plagued by
navigational instabilities. Now it appears
its gravitational eddies may have snared
anather victim

Tessent Lome on Enpor

it's rumored that one of the Zorblan pirate
craft Skewers recent victims was an Ayrou
antiquities freighter and a caravan from
Annaj carrying a number af offworld tress.
ures for appraisal and resale, and the
pirates crashed on the Forest Moon, This
might not be true—>Torbian raids have
leng been Mamed in cases of insurince
frawd and embezzlement—but dozens of
fortune hunters, including the Alderaani-
ans and the Kintan Gunrunneds, ane e e
bo locate the plunder,

ExpLomiMc THE Forest Moon

I an adwenture o before the Battle of
Endor, the heroes nead a guide bo find to
the Forest Moon. In the New EEpuHI{ &ra
they can begin searching at Salfur's Trading
Post on the moon's surface. In either sce-
naria, a retund fringer narmed Macy Yakaro
might approach them. Between drags on
3133 cigarra, ke confides, *Befare | became a
guide, | worked for a dozen years out of
Annaj a5 a spaceport controller. The Skewer
had a black-market transponder, sure, but |
ks what frequencihes they were using
I've got a debector, and if we got close
enough | could home in on her signal. |
want in for thirty percent. If that's too much
for you, go search for it yourself. There are

humndreds of Scjuarne kilometers where the
Skewer could have gone down. You don't
stand a chance without my help”

He's bragging, of course, but if thie heroes
hire M.;qr ar bary hi 5.-1.r.||'n-|.'ﬂ3|'|dE'r detector
[or find some other way of oblaining the
gadget), their search proves easier. if they
ignore him, another party obtains Macy's
dievice. The heroes can certalnly try to find
the Skewer using an alternate method, but
under this scenario thelr first tip-off as to
the ship's whereabouts might be the com-
mation caused as a rival team makes off
with a cargo skiff stuffed with treasure

The tramponder detector works poorly
beyond oo meters. The heroes stand the
best chances searching on foot or on wehicles
appropaiate for Endor’s forests, such as
speader bikes. if the search spans several
days—and if the heroes have brought Macy
with them—thare's 3 20% chance each
evening that the fringer goes missing. if Macy
dirsappests for mare than an hour and the
heroes go looking for him, they N discover a
nearky Ewok encampment where Macy is
roasting on a cooking spit. This tribe of vicious
Ewaoks has been cast out of thelr home village
for their adherence to the dark ways.

Even if the above encounter does not
accur, the Tessent might alneady be in the
paws of Endor’s most irritable Ewols. The
Skewer disintegrated on impact, butt the
renegade Evwoks have retrieved bits of elec-
trenic equipment (including the still-func.
tional transponder) and shiny pieces of
treasune. What they missed, a flock of condor
dragons snatched up to add to their negts,

Both Broups Flghl to keep their prizes.,
The Ewoks have a fortified encampment
with booby traps and as many Warrlors as
the GM needs to provide the heroes with a
challenge. The condar dragons have car-
ried their 'g.parkl:y trophies back to a rocky
aerie within the Yawari Cliffs, where they
can be seen emerging from their holes and
wheeling above the highlands like carrion
birds. Becawse of the circurmstanoes Sur-
r|:|l.|n|:.||ng the crash, you can chaase tio
pl.'n;(' the transponder and the Tessent at
different lcation,

If any of the other parties have also
arrived on Endor, the herees could try to
strike a temporary alliance, Or they could
stand aside and hope the condor dragons
and Ewwoks thin oul the Rend,




Endgames

¥ou can use any of the weenarios and settings
&5 I_'|u|Ir.||nE bbosches fior an adventune, If vou pre
fier Emr!.'m:r_- on an I"N'E.II'I'E‘ yoll | want to
take |I|;|'-'.II'IhIHF iof the possibalities pru':.u-'l1-|:'|.1
h:.l Inicus Mot and the Cave of NMermon

The three Vashan badhis in the Cave of
Memaory follow Brixbrax Lix-rox, who has
parlayed the ability to read objects into a
vastly profitable business, By placing an
object in his antestomach for several min-
utes, Brizbrax can sense the psychlc manl-
festations af hundreds of years worth of
previous owmers, While he bills this feat as a
wiry to draw lessons from holy objects used
by the greatest caste theocrats, Bridbrax has
becorme & rich Vashan using his ability to tell
collectars from the Juma Kegsons the prowe-
nance af objects brought to him. Over the
years he has made his job easler by develop-
ing an encyclopedic knowledge of several
ipecies antiguities, minimIZEng antestom
ach time and maximizing the credits taken
if. (Brisheax charges anything from 1o cred
its to 1,000 credits for reading an object and
cannily sets prices by sizing up his customers
and the objects they've brought.)

If offered the Tessent, Brixbra swallows it
and renders an accurate verdict within sev
eral minutes. (Note that he can ascertain
nothing about any dues or powers the idol
may conoeal.) What happens newt depends
Fr{_-.'p[ly on what has happﬁnqd before: You
|'|I|F;|'|I: arrange thlﬂg'!. w0 that some or all of
the rivals in the hunt arrve at the Cave of
Memory while the Vashan is contermplat ir|:_.;
thix kdod im his innands, I|:.3|.I|i1_g all concerméd

'.|.a|:||-'|R t hrl_'.1l:|'-n|n;._1I E:'.II'II: £ winile maaiting
wiord of what one of them has found
Brixbrax s no thief, bt he's alio no fool: I he
sees a threatening situation develop in his
cave, e beeps the idol in his antestomach or
.-nmcdl._l-iu_":,' spits it out onto the fioor at the
feet of whomever gave it ta him, depending
on what course of action seems beast likely
to gt him killed, i pressed or threatensd
with the Tessent in his antestomach, he puffs
himsel up and expectorates it out of his
Cave cn1|rr=|:.l_-.|'|1|!|r|g it hurtling down
among the Vashans below. There, it is Hkely
o be mistaken for a sin-bullet and swal-
loweed by one of the milling horde

When Brixbrax reads the idol, you
decide which Tessent has been found—the
Alderaanian one or the Lynou one
Depending on which one has been found,
the heroes' rivals will act in different ways:

Follnar Callant couldn't care bess about
the Ayrou Tessent: In fact, if he winds up
with that idol, he doesn't want it."What dol
wrank with some backwater antiquer” he
asks pdding with a snoet, “if featherhead art
ruled the galaxy, swet exporters would dine
at the Manaral every night.” He then tosses
the Ayrou idol to the bewildered heroes and
marches from the cave with his hirelings in
Lo He'll do everything in his power to
rrake the Alderaanian Tessent his ocwn

The Kintan Gunrunners don't care which
Tessent they find—etther can make them
rich, and they'll fight to get it. Korraj and
the Thonner plrates fieel the same way if
dranwn Into the affair

Poina Tuc-shal Flﬂ'-ﬁ'. to the death to
secure the Ayrou Tessent. bul the Swords-
man doesn't care abowt the Alderaanian
Tessent. He flies into a windmilling rage i a
ashan bodhi or penitent is harmed. Dochi
At-Rial weon't risk his chitin for either idol
bart If he sees a chance o Lnag either during
ihe ‘l':gh'.:ng_ he durps the idol into his
antestomach and tries to lose himself
among the penitemnts belo

I'-|'l.1-I:.r_ wou should consider one final
passibility: that Brixbrax spits back an idol
he announces o be af symthetic chalcedony,
redalent with the payehic energles of an
Annaj factory-shift worker from five years
aga. In other words, the Tessent Is a fake, If
50, the herges and their rivals might notice
that someone in the contest has :-'l|.'l|’.n’.'d
quictly away while everyone else awaited
Brixbrax's werdict. Perhaps Fenn ":h|'|:.11-3 has
just found a huge source of funds for fight-
iz Mandalore s slavers

Ay for what secret either Tessent holds,
that's the stuff of another adventurne

Eras of Play

Lintil the Batile of Endor, Ehe Lystem s an
uncharted world known only (o the well
traveled in the Moddell seclod, An adven
twre st mear the end ol the Rebellson eia
mikst take into acoownt Uhe l|1'4|:l|rl.-'-. pres-
ence, In the New Bepublic and The New
Jedi Order eras, Endor it familiar (o every
hero, and the moon beasts o small space-

port and 1r.1:|:|'||._:4:-ul;|u'.|:
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of Corellia, it's not uncomman to find two
people who shane last names bt are not
related by bload or marriage

If you need a lot of narmes, you might
want to look at creating new Corellian
names, Don't worry about how accurate
such names are. it a big galaxy, so amy
name you come up with i likely to be in use
by some Corellian somewhere. Although
nat every name developed by these meth-
ods sounds r:Ehr, frequuently '|.u:-|..l'|| need only

a minor change to make it suitabbe,

Sabsiitelion

Oine method for creating new Conellian
fafmies ks to replace the vowels in a common
name of word to different vowels, especially
1" aind * :,-"'n'-p can combine this melhod
with remaowing a consonant, espe ially one
consonant of a pair next to each ather. With
some experimentation, this method can
produce decent Corellian names. Wihile
“Tom Smith” is a boring, very un-Sar Wars
name, “Tam Sythe® is far mone appropriate
You might also want to experiment with
adding new vowels and consonanis, espe
cially o bd, L g Lk m, tvworz

Camain Sore/ilan N3mrés

Fermale Mamies

Eida
Ella
Ettal
Erish

Fable
Fane

laima
lem
fenica
bessa
ipi
Kaiva
Kara
H‘:.lml'.rEr
Lammah
Liyd
Mara
Mayli
Melanah
Mirax
My

Arrena
Ala
Anen
ety
Asor|
ALinen
Betl
Bola

Canna

Famina
Fiolla
Gara
Caaeriel
GEnunn
Hala
lella
I
Ishale

Gl
Cheriss
Dace
Dalla
Dasha
Dedns
Direa

Family Marmes

Bombassa
Codton
Creel
Donos

AT
Antilles
Arcturus
BurdelBan

Bastra
Bell
Belas
BeErus

Maren
il
Ml
Platt
Ranmna
Rell
Boget
Syl

Sen
Sera
Shalka
Shall
Shinnan
Siben

m——

If using words other than names, try to
use short, sharp words. Looking randomly
through a dictionary, my eyes happen o
fall on “desk” and “algae.” Looking at the
recommendations above, for the first name
] |;|'|,'|.r|g|: the g™ to an “a” and get nd of the
“5. Agding consonants for
the second name | throw
inan~f" and a™t. This
resilts in the name “Dak
F:llg:l*.q'_ “which Lounds

pretty good

Mg

Another popular method is to take the first
three letters of your last name and add the
first two letters of yoLl first name. For Exam-
e, "'E'i"l‘. this method, | get the name
"Steow.” For a second name, you can take
the first three letters of your miother's
malden name and add the first three ketters
of your hometown. Doing this, | end up with
‘Faunor” “Steow Faunod™ [sn't a perfect
name, bt it certalnly sounds different, With
a little imagination | can get it to “Stow
Fanar,“ which sounds much betber. Try play

ing with your middle name, nearby towns,

Male Names

Adson
Airron
By
Bane
Bl
Barve|
Baopriter
Hren
Cal
Cole
Corran
rey
Crix
Cubber
Dack

Daclif
Dash
Diawin
Dhesaic
Devron
[vyans
Eclos

Ewir

Tanda
Tendra
Teniel
Timmaser
Tedra
Tortr
Trinina
Tyria
WVanmel
Vared
Viera
rane
Lona
fena
Tu

Fi=in
Caen
Garm
Carik
Hakoen
Hal
Hamn

Lelkvold
Madine
Mabks
Moreel

Gallamby
Crattil
Harm

lidis

Dine
Drayson
Ellan

Erchen

of even friends’ names until you find some
thing you like

sometimes you can E:.'Iirl pood results by
spelling names and common words back-
weard. This tends to be evern more hit-and-
miss than other methods but can result in

Good nimes 7n Il Slar Wars in/-
rerse fend 19 fave 7 cerfatn fee/ 14af /s
238y 10 recognize Jof fard 1o descrilie.

some pretty cool names—"Erik Mana”
becomes “Kire Anom,” and “Dave Gross™
becomes “Evad Ssorg.

Rrifirimcids

Finally, look at forelgn names. Resournces |ike
atlases and history books can provide
numerous names that have a Corellian
sound bo them. Baby name books, transla
tion dictionaries (and even the local phone
book) can also be good for name mining bul
are likely to requine a lof meaone work to find
ruarmes that sound sufficienthy different

without ~i|:||_|‘.1{||I'|F specifically foreign. 5

e common female and T8 common make given names, along with 35 comman family names

Tal
Tanner
Tash
Thel

Marl
Myn
Maren

Hennon
Huff
Ilm
Meveal
Okins
Par
Fash
Perth
Ean
H,:r,ll
Bennek

:n.-mg
lacen
laster

Tarm
Thraken
Tormax
Wit
Wari
Waedge
Wes
Wod|
ik
fEnen
Tion

fin
Jpus
Jovit
Kader
Kell
Kir
Klym
Kyle
Lancer

Rogan
al
Sair
Sate

5Sal Thominee
Sl
SO0

Tearik

Ml-:l.mﬂ
Mane
Movar

Eann

'.'|3||

Wiessiri
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The Nosaurians

BEY CRAIG'R. IASON FRY
& DANIEL WALLACE

LS TRATED BY DARRELI

CAREY,
RICHE

v
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From the Desk of Professor Eliss

It was just last semester, and the bubble of security in which [ had allowed myself to
wallow since my return to Sanbra had yet to be popped by the nightly updates on the
progress of the Yuuzhan Vong invasion. The girl was a youngish Nosaurian aide in
Professor Eppington’s department. I'd passed her hundreds of imes in the hall, but of
course Sanbra is a big place. The senior staff was in the lounge, all buzzing about the
Vong attack on Yag'Dhul, when we heard a roar so loud and abrupt [ thought an air
hose had slipped its fittings.

Through the window we saw her on her knees in the courtyard, surrounded by fallen
datacards, her arms rigid and her hands squeezing emptiness. That terrible drone only
grew louder, as if something were reaching through her parted teeth and yanking the
sound from deep in her gut. Most of the onlookers hurried past, embarrassed, while oth-
ers tried to speak to her but could see no cognition in those blank eyes. Eventually cam-
pus security anesthetized her and loaded her into the medic's speeder.

We later learned her homeworld had been wiped clean by the Vong. I'm ashamed 1o
admit I didm't even know her name,

e o -I{lw'd reptiles lonow as
Nosaurians are former inhabitants of
New Plympto, one of the Cuthier systems of
the Corellian sector. Standing between 1.2
aned .55 meters, Mosaurians have four nim-
hile fingq'r'!. on each hand and postess three-
toed, birdlike feet. Their most striking
feature by far, howewver, is the sik-spiked
ridge of homns sprouting from their fore-
heads like a savage headdress. The horns
ane 5h.:|r|:| |:n|:||.|gh Lo BOfE Opponen L5,

—Tem Eliss
though most Mosaurians protect their
harms to avold an accidental break, (The
number of jagged stubs on their heads can
identify particularly old or quarrelsome
Mosaurians.)

MNosaurians have black-and-white vition.
This trait is rarely incapacitating. and many
outsiders who interact with the species
don't even realize the Nosaurians lack color-
sight. This is because they can usually dis-
tinguish one color from another—"red”

BY vOLUME 2 NUMBER 3
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(TATE] II:,' r|:-r.|r|::.1:r11 4 a darker shade anlag.r
than “blue,” for instance. Mevertheless, sub-
tle gradations in shade elude them. Black-
and-white Nosaurian eyes might have
difficulty interpreting computer displays or
n:l;lmplmc starship cont rols.

A Mosaurian can burn the lining of its
mouth phosphorescent at will, This ability
also manifests In lesser animals from New
F‘I:,-mpl-:r who useE It o lure pre:.r.hut thi
Mosaurians have conducted so little
research inte their own prehistony that it ks
unknown whether the trait evolved in them
for the same purpose,

Masaurians possess quicksibver refleses,
making them fine athletes and pllots. They
also have a strange quirk—when the sun
|:|||:|5 below the harizon an MNew Fl_g,"rlptr.'r.
they bray at the top of their lungs to “sing
it dawwn.” This tralt is almost involuntary,
and Nosaurians can tell when the sun is
5c~t1ing evien i I:hq']."r:- indoors, Those who
live offworld lose their internal rhythms
and tend to burst out with this lowd call at
inoppartune times. Many & restaurateur or
thieater owner has denied service to a pay-
ing Mosaurian for fear of .1nnu:.'i1'|g his
ather patrons.



Earl:l_:,l visited despite its location in the
Corellian sector, Mew F‘I:,rrn prio subsisted for
centuries by axporting a raw Intoxicant to
the galaxy at large. The popular and addic-
tive physic consisted mostly of epg yolks
extracted from the ovum sacs of female
rikknits, ten-legged crustaceans that nested
in the treetops of Mew Plympto. Efforts to
bireed the rikknit in I:il.Flti'-'il:" Failed, and h:"
the time Valorum assumed the office of
supreme chancellae, the spider-like beats
had been hiaemted alimeost 1o Extinclion.
Valarum 'g.igrbcd an ermvironmental law mak-
ing the rikknit a protected species, tuming
mast of Mew Plympto's population Inte
poachers virtually ovemight.

An economic depression followed, and
most Mosaurians were quick to bMame
Republic politiclans for meddling in
Nosaurian affairs. Mew Flympto lacked
direct representation in the Senate and
instead had to alr its concerns theough the
Corellian sector's human representative
When Palpatine declared himself Emperor,
the |mp:rl.n:ri5h|:~d MNosaurlans Rad Erown
dligl,l‘ﬂl;'d with what I!ijr wiswed ag I"u[.:h
handed human politics, and Palpatine's
Bew Onder made things much, much worse

The Imperial Procurator of lusthce classi-
fied New Plympto “expendalble,” which
enabled the Emplre’s bureaucrats to seize
control of the planet’s scant resources and
kill amy nathees who interfered. The
Mosaurian general Fefar Blackeye led the
first successful organized resistance, execut
ing three ferccious guerrifla campaigns over
b years, Wihen the local Imperial general
fimally {apl:l._lmr! Blru:i.{'jnr Oa yEaf atter the
Battle of ¥avin, the Motauian resistancs
maneerment collapsed E.ll.ll:,r wioLnded amd
no langer able to speak, General Blackeye
wias shipped to Coruscant as a prisoner of
waar and displayed in a 2o near Imperial
City. The general spent six months sharing a
transparistee] display cage with a troop of
wild peimates before taking his own life.

The Mosawrians didn't learn of General
Blackeye's fate until the MNew Republic's
liberation of Coruscant, Shocked by the
Empire's cr '-H'H‘,l'- iy MNosaurians rans
femmed their angef to the hanan beaders of
the New Republic. New Plympto adopted a
standoffizh attitude as it tried to rebulld its

TN

economy. The entire Corellian sector fol
lovwved a similar but unrelated path of isola
tion. Fourteen years after the Battle of
Emador the leaders of the Quthier s}-itﬁlm of
Saccoria rebelled against the New Repulsdic
I,'.|I..|!II'IE b so-called Corsllian insurrection,
and Mew Plympto took advantage of the
temparary chaos to declane its owen inde-
pendence, Once the excitement of the
falled Insurrection wore off, the planet qui-
etly rejodned the New Bepulbdic, To do other
wise would have been economic suicide,

Mevertheless, anti-human sentiment
refnalmsed strong Toaai =k I:|I:'I'II-.I3-:I'H1I1' Madaa
Tarkona found a receptive audience on New
P‘.I:,Impln;l- for her “aliendg flr\t"pulilli.ﬂ TR -
ment: thousands of Nosaurian soldiers
juin{'d Tarkona's Diversity Al lianoe. Liureng
the Yuuzhan 'u"nnE imwasion the Mosaurians
1|;|ug_h|‘ leadership I:Iu-u-uh';h other Twilek
wwomen—in this case the ledi sisters Alema
and Numa Rar. Though the Rar sisters
couldn't prevent Mew Plympto’s invasion
{which accurred shorthy after the fall of
inearby Dura), they led an underground
counterstrike and destroyed countless bio
I|;|1{hurqu1.lf.h.apn:r damuteks, and shrimes o
Yun-Yammka

After n:':rrlg,r @ year of fru-.l:r.:l:irl,llr o ses,
thie Yuuzhan Vong commander in charge of
Hew Plympto abandoned e weoekd and left
behind a life-conswaming vines. The T 'lek
sisters escaped, bul hundreds of thousands
of Mosaurian citizens melted into jell Like
the similady afflicted planet ithor, Mew
Plympto is moww under total quarantine. Hf
this deplosable occurrence has any bright
spat, it ks that maost Mosaurians had left their

homeworld long before [ts destruction. Mil-
lions can be found throughout the galaoy,
but don't expect any to be in a good mood,

Nosaurians
Mosaurians ane a bipedal replilian species
known (in past decades) for thelr cultural
u:nirn;;l'g.ih,l towward humans. The recent loss
of their hameweorld 1o the Yuuzhan Vong
b left the species tragically adrift.

Persanality: Gregarious and even-tem-
pered by nature, However, the perceived
injustices Inflicted upon the species by
humans in power have left most Nosaur
ans embittered and angry. The destruction
of Mew Flympto has only increased the
MNosaurians’ descent into a kind of dis
gusted fatalism

Fh:.lgdl:il D-H:liptlmz MNosdurans Jre e ys-
iy identified by the six horns that stick up
like crovns from their fore h-|.'.l|.1'..'|'|'||.':,' ans
5.I|gh1|5r shorter than humans I:b|'1wrrn 1.2
and 155 meters] and have thick skin ranging
from light green to black.

Homeworld: New Plympto,

Languages: Mosaurian, Basic,

Example Names: Clegg Holdfast, Fefar
Blackeye, Moo Minkfruit

Adventurers: Mosawrians can be of any
class, though members of the soldier and
fringer classes hanve become more Comman
in The Mew Jedi Ovcder &ra.

MHew pl'r'l'l'lptl:l

System/Star Plympto/Pym [yellow
Typetts Terrestrial [wi

Atmaosphere: b

AeEded wn MILK

-

Mosaurian Commuoner: Init +1 I:DIH.I-; Def
1 [+ Dex); Spd 10m; VPWP —i13; Atk
+0 melee (1dy, punch) or +0 melee (1d6,
gore): S0 Horns; 5V Fort +o, Ref +1, Will
+0: 5 M; FP o; Bep o; 5tr1o; Dex 12; Con
wi; Imk 10 Wis 10; Cha 8. Challenge
Cosdi A
Skills: Climb +2, Pilok +2, Profession
(varies) +2, Read/Write Mosawrian,
Speak Basic, Speak Nosaurian,
Survival +2.
Species Featunes: 42 Dexterity, -2
Charisma; +2 species bonus on Climmils

and Sarvival chiecks,

Gravity: Standard
Climate/Terraln: Pl:

Length of Day: 1

Length of Year: 370 standard days

Saplent Species: No

Fopulation: 1 bi
rmilllign im E
MU0 Era

Major Exporis: Rikknit eggs [before
MO era)

Major Imperts L

nologry. oo
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Clegg Holdfast, Podracer
Born to a fh.catcher father and & candls-
maker mother, |:|EE|_.': Holdfast started work
as a journalist but earned fame as a Podrac-
ing pilot. His improbable caresr made for
good copy, but it didn't help him in the cut-
throat Boonta Eve CLastic

The Holdfast family was never successful,
scratching out a passable income in the
drifter's district of Phemiss, New Plympto's
capil.al The Bepublec s decree that the
rikknit would henceforth be protected

Mosalgian SPECIEs TRAITS

w43 Dexterity, -2 Charisma. Nosaurl-
ans possess quick reflexes but are.
regarded as troublemakers by other
species, particularly Humans.
Medium-size. As Madium-sized
ereatures, Nosaurians have no
bonuses or penaltées due to size.
Base speed is vo meters,
+2 speches bonus on CHrmb and Sur-
wival checks, Mosaurians are agile
climbers and have developed suste-
nance technbgees as a result of hard
times on thelr homeworld.
Automatic Languages: Nosaurian
and Basle.

Eras of Play

Rise of thie Empire era: Uinder the Republic,
the Mosaurians swallowed the Senate envi
ranumental lave that ended :g-:'nr'r.liinrl-. of
rikknit trade and sent Mew Plympto into
EODMIC MeCEsshon ."-'I.;ln:,' Mosaurians

became Fu_'-m_hq_ s, wehile hundireds of thou

S :14:rn|;g|._=|tf:r.| ko niea rh:.l Care Waorlds

urians could be found among every
career class
Eebellion era; With the rise of the Empire,
Mew Plym peame ong of fwenly-seven
alien-inhahbét ane Workds classified as

" L:q_-n.'l.ghl:r"h:,‘ihr_- Imperial Procurator of
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under Senate environmental regulations
did not affect the Haoldfasts directly, but the
subsequent economic depreition made
thelr difficult Bves untenable. ':“-'I_":I.': bt
Niw F'Iy mpto at thirteen, the Nosaunan
age of adulthood

He dreamed of |.II'IIﬂi1IH a u'pnril.'l".' poey
with the estimable Galaxy Mews Service,
but he discovered that his writing chops
wene not quite as ':-I:rnng a3 his peers in the
Phemiss data market had led him 1o
believe. TriNebuwion Mews eventually hired
Holdfast to fill the back pages of its Conal-
llan Sector edition, |.'1i.-.-'.'ll:|r e auteE e Was
willing to work cheap. EIrHH WinalE Sieh
5|;|:|r|;h|.ng cxposes as “Orbital Habitat B
Gots New Sewer 'E:,r'.1|.'|r|" and "Ares YWoman
Has Sector’s Largest Collection of buri lars”
hefore fnll-ng to TriMeduon budget culs ina
layoft affecting the entire Conellian bureau

Holdfast discoverad that no one bies bat-
ter than a broke writer in a job Interview. He
found himself named the new feature
columnist for Podrocing Quarferly despite

lhwstice. The Empine seized control of all

soldiers and m

common during this era
New Bepublic era: The disc
atmeent at the hands of his

Gener
Hlackeye's mi
ant turned many

sity Alliance crisis
Mosaurlan ammy defectors joined Nolaa

Tarkona's anti-human political movement

ki utter ignorance of tha Speri. A a partich
patary journalist, Holdfast frantically
learned the basies of Pedracing both to pre
serve his lie and to survive long enough to
win a less hazardous assignmaent

in a Kelzar-violvec KVgTg-B Wasp—spon
wored by Pedracing Quarterly advertiters—
Clegp Heldfast made a respectable showing
as a Podracing pllot. Though he never
admitted it even to himsell, Holdfast inten-
tionally shot for the middle of the pack and
the safer, mid-size purses. lealous rivals
labeled him a dilettante, but fans picked up
ewery lssue of Podracing Quarterly for the
Inside scoop from their man in the field.

I.'_Iegg Holdfast: Male Nosaurian Frg 1; Init +1
[Dwex); Darf 14 (&3 class, +1 Dext): Spd 10m;
WRAWP Biho; Atk 0 melee (1d3, punch) od
w0 meles hrll!}_gnrr:--::-l +1 ranged; 50 Harns;
EV Fort +3, Pef +3. Will +8: 52 M: FP o, D5P o;
Rep o; 5tr 1o, Dex 13, Con 10, Int 12, Wis w0,
Cha n. Challenge Code: A
Equipment: Datapad, comlink, Podracer,
Siilis: Bluff +2, Climb 3, Computer Lise +2,
Gather Information +5, Kntwledge
[Conellla) +5, Hnnw:r'dgf- |Padracing) +4.,
Listen +3. Pilot 3, Profession I_uurrmllit:l
+i, Frofession (Podracer) +4, ReadWrite
Basic, BeadWrite Nosauran, Speak
Basic, Speak Huttese, Speak Mosaunan,
Spot +2, Survival 42
Feafs: Alertneds, Skill Emphasis [Gather
information), Weapon Group Proficlency

(blaster pistols, simple weapons]

The Mew ledi Order era: Fodlowsng thedr
canguest of Dure, Yuuzhan Vong | 3

sHiff resistance fram all cor
Plympto, the Yuuzhan Vong ame the

Mosaurian defense and fortified the planet

{and ledi Knights) Alema and Numa Rar
After nearly a year of unrel 2
the Yuuzhan Vang abandoned Mew

and l,-|'||'_||_l-;j: it chean of all life with & |_'III'II'I'||.5I

¥ npto

f plague. Ay k ountered
s after the

Fugimie

spoiling for a fight. §
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eleome to part two inan engeing series that

ransacks the techniques of moviemaking for
use in our noleplaying games. Last time we intro
duced the concept of strecture, which helps you give
your advenfures a sense of coherence and fonwand
mamenium. Then we showed how sbruckunes arise
ouit of the goals of the maln characters Moy it's Lime
to connect those two things

This connection |s espedially important, and teicky
in a roleplyying game, because the players create the
characters while the GM dreams up the adventure
The GM needs a device te stitch together all of the
elements of this group effort

Fortunately, that device is ready and walting fiour
ws IS calbed a MeGauttin, The Tenm was colned Dy |l.‘!{
endary suspense director Alfred Hitchoock l:'-"l'-'hl_.'l.‘.
Rear Windew), but the device itself probably goes
back to the first stories ever told, back in the primos

dial reaches of bBime

What's a MeGuffin?
The McGuffin is a thing that the characters pursie
to make the plot work. In A NMew Hope, the MoGuffin
s the Death Star. The
heroes know they've
woon when they blow
it wp. The very first
thing you see on
screen, the battle between the Rebel blockade run-
ner and the Imperial Star Destroyer, is Ml abowut that
MoGufiin: Darth Vader s trying to fecover the stalen
plans ko the battle station,

Other famous movie MeGuifing include the money
Marton Crane (lanet Leigh) steals at the beginning of
Hitchomk's Psycho, the mysterious suitcase n Pulp
Fictioem, and the Ark of the Covenant in Ralders of the
Lost Ark, In all of these examples, the MeGuffing mre
objects. Whenever possible, see bo it that your
#cGuffin is a physical objeci—or can be represented
as one. In film, making the MoGuffin a physical
olject allows the moviemakers to depict the strug.
ghe far it tn visual terms. in @ roleplaying game, it also
hielps your players visualizing their characters and
the people, places, and things they inberact with
Move importantly, a physical MoGuifin helps the
players know when the story is over, When players
get involved in a story, they often want to keep

-.‘:_-
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A physical MceGuffin helps
the players know whean
the story is aver.

The MchGuffin

BY ROBIN D. LAWS

golng, even when they'se actually done all thene 15 1o
dio. You don’t hawe a composer bo write tiurmphant
music for WO OF 3 Camera operator to st up a ﬂl-.'l'p'-'|:.'
receding overhead shot, The physical presence of the
primcess, ship, or experimiental power conserter the
heroes were looking for provides them the necessary
cue te stop and feel the flush of ultimate suceess

When Lela gives the Death Star plans to R2-D2, she
creates a physical representation of the MeGutfin
The card jammed into his data slof isn't the Death
Star itself, but it prowides the means fo destroy (L In
story terms, the data card gives both the heroes and
villaing a reason to move from one place to another
and undertake the various actions that, taken

together, make up the plot

This iz Not the McGuffin
You're Looking For
Your MeGuffin can carry all the way through your
story, or it can be just o device to take the heroes to
the point whene the real story begins, Psyocho ln'l
abouwt the money Marlan steals or even aboaut Marion
herself; Hitchoock tricks us into thinking we're watch
kng a caper movie
about cne charactes
when hae's really
draadng us into &
horor movie about a
crazed loner, his mother, and their kitchen knife

The Phayitorm Menoce alio uses a balt-and-switch
MicGuffin, At first the movie seems to be about the
trade blockade of Maboa, Unlike the money in Picha,
this plot clement st a tolal diversion. it s imipor-
tant to the overall story, setting up a political situa-
tion that will lead to the creation af the Empire. Bt
the real MeGuffin turmns out ta be Anakin Skywalker,
whose powerful connection to the Force intenests
both the kedi and the Sith

Here we see that a MoGuffin can be a person, In
Fhe Empire Strikes Bock, it tuins out that Luke is the
MeGuffin; the entire plot i5 a setup to delffver him to
Vader, At the end of that film, Han becomes the
MeGuffin for the extended introductory sequence of
Return of the fedl; he's frozen and éncased in car-
bonite for defivery o labba the Hut

When a sympathetic character is the MoGuffin,
you need to find a way of making that person help-



r55 or iImmobile. Mherwise, he can move around on
his osen with o meed for the herses Loontervenes
Anakin is a young child; Han is frozen. Even during
the early stages of his rescue from labba, Han is

blinded and can't participate in his own rescue

McBuffing in Your Game
I & game, a sympathetic McGutfin character dhould
almaost ahways be a GM (¢ haracter. Mobody wants to
spend the evening playing a character stuck In car-
tanite or imprisoned in an Imperial oupost if YOI
know that a player will be absent for a given session,
however, you can make hers the MoGuffin for that
session, but make dune you have a bellevable way to
eep the hero from permanent harm while she's in
wour care. You can even enlist the player's help,
secretly arranging for her to do something o get her
character caught at the end of a session. The next
geigion, while she's away, the other henses can hunt
far the place where the Empire has ber stashed. I
you're really cever at timing. you can stage the ol
macthc fight at thie hl,'ﬂll'll'll ng of the players first ses-
shan back. Like Han, her charadter Can recovers
partway 1I'|rnu|:gh to take part in the action sequence
¥ou can also creabe an uiiyrmipatineis MoGuffin
character, one the heroes must hunt down. Almost
EVETY COp OF MySery Mavie you cane (o name featunes
a hunt for the perpetrator of a crime, wihose identity
i often unclear as the story opens. Your henoes could
hunt for a double agent with knowledge of Rebel
plans, the saboteur who blew up an import it instal-
latkom, or a bounty hunter turned assassin

Evervbody Wants the McGuffin
Whatever or whoever the MeGuffin is, iry to set up
your story 5o that bath heroes and vibains seek it.
That way, when the players bog down and can't
decide what to do next. the villalns can take an
action to get them closer to the McGuffin or keep
them farther from it. The heroes then have to take
active countermeasunes, forcing them to stop plan-
ning and get back to doing things.

I some storles, the villains are active, and the
heroes act only to escape them, The Empire Strikes
Baock works this way. The Rebels begin the movie ina
defensive posture; we don't see them doing much
meore than patrolling around their base an Hath.
Vader goes after them in search of Luke, who, as
wi've already established, is the movie's McGuffin,
Ewen after the attack, Luke's goal is non-adventurous;
he just wants to study with Yoda. It's Vader who
keeps the adventure going by drawing Leda and Han
ta hirm, 50 l.uh::agrn come to rescue them,

!
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Be warned though, just as The EmpireStrikes Bock
is the darkest of the original tribogy, stories in which
the herses ane the bad goys’ McGuffin tend bo be
emaotionally bleak, This is even truer in roleplaying
games, whene players can easily become discauraged
when placed under pressure, especially if you've
done a good job of portraying the villains as tough
and determined. H you set your game in the Bebel-
b era, you might have bo resort to this structure
just to keep the Empire believable. But don't rely on
it toa miuch, or players might feel cheated of the
breezy, optimistic world of adwenture they expect
frorm a Star Wiars game

When to Use the McGuffin
Mot all stories need h:_!.ehll.- tang e, alilols
MicGuffins. With the right group af players, you might
all enjoy a story about a more abstract goal, like cam-
paigning for a political n1f|-:-:'.|:|l.-|h.'c1||'|ﬂ a new tech-
nalogy, of exploring a frontier, However, these more
complicated ideas often appeal mone (o GMs than
|_1|.wfn._ s make e g,'r.!u'u: truly catening to your
players’ tastes whenever you steer a Star Wars cam
paign away from its action-adventure roots

T create a MeGuffin, ask yourself the following

guestions

a Who wants It?
w Heroes
w M characters

= hoth

Where is it now?

If the heroes seek it) What is the first obstacle
standing between the heroes and the McGuffin?

Arwwer these questions, and you have the first act
of your structure mapped out. Then you'll be ready
for the next stage of your adventure-building
processithe Big Twist, Join us next time, and we'Tl
show you exactly what thatis. 6
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BY OWEN K.C. STEPHENS WITH 1D WIKER

E Ithough it is true that a ledl’s greatness does not come from
his martial ability, it is also true that some threats to peace
and justice can be met only with force. While all Jedi receive some
training in combat, a very few make fighting the central focus of
theeir undon with the Force. The Jedi are weapon masters, adepts af
varbous styles of melee combat

T best Jedi weapon masters choose their martial path early and
dedicate a large part of their lives to perfecting one form of combat
Such Jedi are not especially violent or angry, for all ledi know that
such attitudes are the first step on the path to the dark side. Instead,
these Jedi have simply found that they are cosest o the Foroe when
practicing and perfecting a particular style of comibal

bedi weapon masters were most common during the Takes of the
Jedli era, when violence was frequently an unfortunate way of lite for
miany bedic As the Republic became more settled and less dangerous,
Jedi weapon masters grew bess commaon, though there were always
a few Jedi who focused on combat mone than their brethren did. Mo
Jedi weapon masters are known to have survived the ledi Purge, but
wome could easily develop in Master Skywalkers Prazeum.

CLA%S FEATURES
All the following are class features of the Jedi weapon master.

Bonus Weapon Feat: At 1st, 4th, and 7th level the Jedi weapon
master gains a bonus feat drawn from the following list
Ambidexterity, Exotic Weapon Proficiency, Improved Critical,
improved Disarm, improved Trip, Martial Artist [Defensive Martial
Arts, Improved Martial Arts, Advanced Martial Arts), Two-Weapon
Fighting (Improved Two-Weapon Fighting), Weapon Focus,
'l'l.l':'.'lpnn Finesse, Weapon Group Proficie ncy.

Deeflect: At 15t level, the Jedi weapon master can deflect blaster
bolts and other ranged weapon attacks with his lightsaber, He maust
be carrying an activated lightsaber to use this special ability. The
ranged attack must be from an antipersonnel weapon; heavy
weapons of ship weapons can't be deflected,

Deferse: Deflecting a ranged attack is a reaction that costs a
maove action during the ledi weapon master’s next round.

Deflect can be used in conjunction with a total defense action to
gain the dodge bonus to Defense provided by this ability as well as
the dodge bonus provided by total defense, In this case, deflect
blasters Is Instead an attack action used ina round wien the Jedi
expects to come under heawy fire

AL 1t leveel, the Jedi weapon master has a +1 dodge bonus to
Defense when using his lightsaber to block blaster or other ranged
attacks, At Bth bewel, the dod e bonus incneases 1o +2

Aftack: At 15t bewvel, the Jedi weapon master has the ability to block
a blaster attack and deflect the bodt foward a target within one

HO vOLUME 2 MUMBER 3

SPECIAL OPS
THE JEDI WEAPDN MASTER

PRrestige Class

ILLUSTRATION BY JEREMY JARVIS

range increment of his position. (The weapon being deflected deter-
mines the range increment.) He can deflect a number of attacks equal
to one-half his jedi level, rounded up, in one round. The attack being
deflected back must miss, After a missed attack, the Jedi weapon
master immediately rolls an attack with his lightsaber's bonus and a
-4 penalty. If the attack succeeds, the deflected shot hits and deals
damage to the tarpet

At yrd bevel, the bedi weapon master's penalty to redirect an
attack is reduced by one (bo =31 At woth bevel, the penalty is reduced
by one again (to —z).

Extended Defense and Attock: At 6th level, the Jedi weapon mas
ter can extend this defensive ability to others wit hin 2 meters, A
character affected in this manner gains the dodge bonus to
Defense, and he can biock and deflect back attacks made against
amyone within 2 meters of his position.

Increase Weapon Damage: At 2nd, sth, and gth level, the ledi
WEAPON masler E:.Iill'- Lhe .||.1iFil:|.' to do an addithonal +1d8 points of
d.jm.]g-: welth any one meles weapon, chosen at the time he gains
this ability, with which he is proficient, The Jedi weapon master can
select the same weapon cach time, gaining an additional die. She
ean choose amy melee weapon, including punch (if she has the
KA artinl Articl feat)

Weapon Mastery: At 3rd, sth and woth level, the Jedi Weapon
Master gains one of the abilities Hsted below. Each applies to only

Reguiremants
To qualify to become a bedi weapon master, a character must
fulfill all the following requirements:

Base Attack: +5
Skillsz Battler

nd Bé, Tumible G4
Feats: Alf rol, Expertise, Force-Sensitive, Sense, Weapon Fogus

(AnY mekee punch]

Class Skills: Thie ledi weapon master's dlass skills (and the key abilsty
for each wkill) ane: Balanee [Desx), Bluff (Cha), Climb (Str], Computer
se (in), Craft {Int), Empathy (Wis), Enhance Ability {Con), Friend-
ship (Cha), Intimidate {Cha), lump (5tr), Knowledge (Int), Profession

{Wis), Tumble {Dex).
All Alter, Control, and Sense skills are also considered class

skills for the Jedi weapen master.

Skill Points at Each Additional Level: 4 + Int modifier

Vitality per Level




oie meles weapon sebected when the abdl-
ity i% choten. Each ability can be taken mul-
tiple times but applics to a different
weapon each time it is sebected

Devastating Steke: On his action_ before
making any attack rolls, the ledi weapon
master can chooseto increase the chanoe
of searing a crithcal hit with the chosen
weapon. This ability can be used a
number of times per day equal
to hils loved, The threat range
af a weapon 5 doubled
for one complete ound.

For enample a
lightsaber usually
threatens a cnit-
ical on a v or
20 {fwio em
bers). When making a devastating strike
the |IEh|1.l|:H.'r threatens & ortical ona
17=z0 (four numbers)

Martiol Arts Krbo: Once per gamse
session, when the ledi weapon master
makes a full attack againd aainEh' Ead
get with the chosen weapon, he gains an
additiona unarmed attack against the
same tanged. This atiack is at his full
attack bonus and inflicts the ledi weapon
master's nosmal unarmed damage.,

Altermativety this attack can be used (o
pesrform a disanm or trip attack. if wsed to
disarm, the attack gains a-+4 bonus to hit,
W used to trip, a faded redl does not allow
the target toattempt to trip the Jediin
retumn. For moee information on these
maneiers see Chapter §: Combat in the
core nulehook.

The Jedl Weapon Master

Baze Attach Forl Refles
Liriied Baoiniug Sawe Sawe

Increase weapon damage

Krayt Dragon, Hiddan Vornskyr

Eapld Strike: The ledi weapon master can
miake an additional attack each round at
his hIEhH'I attack bomnus with the chosen
wirapon. Howeser, the additional attack
and all ather attacks that rownd suffer a =2
attack penalty.

Superiar Wrapon Focus: The ledi weapon
master gains a +1 attack bonus with the
chosen weapon, This stacks with any
other attack bonuses he has, including
the Wrapon Focus feat

Weapon Specialization: Weapon
Specialization adds a-+2 damage bonus
with the chosen weapon. The
Jedi weapon master must

have Weapon Fodus
with thal weapon Lo take
Wieapon Specialization I
J the weapon is a ranged weapon, the dam:-
s ape bonws applies only IF the target 15
werthin o meters

Jedi Knights When a kedi weapon
masiery tolal bedi clais levels [fedi
weapon master levels plus amy other ledi
hsi:riosr and prestipe class bevels) equal 7,
the character galns & bonus Knlght fieat
This bonws Knight feat must be dexn
from the fﬂllnwmu Fsl: Acrobalis, Buret of
Speed, Cleave, Dodge, Force Mastery, Farce
Mind, Knight Defense, Knlght Mind,
l:maht Speed, Ll-ﬂhh..:b:r Dieferive, Motul-
ity, Weapon Focus [an:r melee weapon).

A character can only galn a bonus Knight
feat once. B

Defense Reputation
Bonur Borius

Bonus weapan fead

Deflect (extended)

Deflect (defense +2)

Deflect (attack 42l weapon mastery +5 #5
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Battle Empath

[LLUSTRATION BY VINOD RAMSE

mrlu al the mast |:-.'|r'|'|'--I||'|1', TEAGONS
to play in a world a8 richly detalled
% that of the Sfar Wars movied is the
rireEnseE variety of character concepds
svailable, The Siar Wi Bxiepiaying Garme
prowides sight character classes that,
'!||r|_'||.!.{i'| feat selection, abibity score p|.|l:l"'
el and skill |_|1_'\--|:| alkae atioan, albow a
wide variety of character concepts. Despite
the vast possibilities of miving the base
classes, o few character concepls don't quits
fit into one of the basici. Enler the rules Por

mitic |.'|$5.'\-I!S

B2 voLuME 2 NUMBER 3

GeEmERAl U‘I.":'rl..'Fl.lHﬁ'l.'lN
Throughout the galaxy, many seek Lo master
the secrets of the Fonce, exploring s mysier
i, g sufraunding them With |:--_||'|-‘| il
ponbem plation. From the Jedi Counsed on
Corsucant o the witches af Dathomir, devo
Eeg Sehsinep TeEaisome Droness in combat by
first mastering the Force. Provalent in monst
iras of play, the Jedi identify most Foroe
USEFS Ard fecrult them Lo ecome Jedi hope
fuls, but there e sEN many who escape
their notice, These Foroe unens Tollow LR
o Lrsdilions, expdod ng thie mssteries of
the Force a4 thes culture dictafes

Mot become healers and sages

- o Within their comman
- " = 1885, IMEVET KMohng that
#Eh-' infuitéon that guldes therm
2 A i atually the Force. A few, however,
v .#' *  choose (o experience a wider world
M seeking new challenges and new
dangers. To these charmcters, if is
danger that forces them bo masber
P misalaes gamd st Il'I'l!§1 e §hiear

hond with the Fonce

MW FORCOE FEals
FomLr SOt

BY JESSE DECKER

PR ST i h some batlle ampaths find
theemiselves drawn 1o the easy power af
thee dark side. just as many find peace and
clarity al mind in riskey Sifw itians and
maintain a balance in the Force through
aut their lives. Although they are powerful

Tale Rl ing ta do battle, conflict is a part of
ife to thiem, not related bo Tear, anger, of
other emotions typical of the dark sice
Lacking the sipnature lightsabers of the

ledi, Ehese wrarrines nevert helecs Boand Eo

T

theEir wirapons and Tind that the Force
|':"""'I' 4 ihEir b OAS LSt 35 4 gu dles thelr
dechilons and purpose in battle
Rokplayiesg Moles

Battle empaths dedicaled to the light side
of the Force elther lind the ledi code oo
confining or encounter the Jedi too late in
Iefe b wndergo the appreniseshep. (hese
pood-hearted warfors seek more trad
thonal combat fraining to supplement their
Force pawers, retying an the Fonce to :..:-II':|-'
their Blaster shots. These saldiers often
serve as elite puards of a wealthy and well

i B nable or depsomat

o |evel i+
Benefit:  yvou da Aotking Bul study an

ring combal

apponent fi

bat,  Gulc

5 DateEr ity miadifler «o or less, that

apponent is stifl not treated as being

deneed har Laxteniy,




Battle empaths who succumb o the dark
sl on the ather hand, see the heavy
arrmsod and blaster weapons of modem
arrmies as a quick and easy means 1o
power=rather than take the time to mas-
ter the Fodoe, they El.ih the most dangenous
weapans ey can find. Dark side battle
empaths are powerful foes of the ledi
scarming thelr nr_g;u'nn'n,'l beliefs amd peace
ful philesophy. They quicily beoome
“tadnted” eardy in their caneers (e Chapler
q: The Foece in the core ruleboaok), but few
explore the Rorce far enpugh to become a

full-fledged “dark side” charcter

Vanriant Abifitics

Although the chart bedow shows the typlca
evel progression with abilsties granted
pconrding to the multi-class rules found in
the core rubzbaok, your G might allow you
o substitute some of the existing class absl-
ithes fior abilithes that stick closer to the bat

tle empath anchetype

The Battle Empath

Base Aktack
Boniis

Class
Lewel

Lewel

Fork
Savie

Warlant 1 Instinctive Warrior
Inttegd of Armor Prot I-;::!:'l'l:\.:r'l:l‘-l.'.'l'-"'l thie bat
tle empath gets the Bonus feat Precise Shot

at level 4 (soldier level 3). This feats repre
seits the empath's intuitive grasp of his

allies maverments ampliteed iy his under
standing of the Force, Until the battle
empath meets all of the prerequisites for the

Precise Shot feat, this absity canmod be used

Wariant 2: Amplified Training
ThE Battle ampath has IoousEd on wsing

thie Force inslead of an wsing armar In
battle. Substitute Skill Emphatis
(FaneeE skall) Tor the soliier s Armor
Proficiency feats

‘Varlant 3: Talk Softly

Substitute the typical seldiers Intimiate

class skill for Diplomacy. This change regre
sents the empath’s desire to hold force in
regErve and makes 3 battle empath who
staws on the light side of the Force more

S|

belicvabie

Beflex
Save

will
Save Special

Defense Repulation
Borius Bonus

1 Faq 0 + + +1  Starting Force Adept feats +1 40
3 Soln A e #3 #1 +#2  Starting Soldier feats 3 0
3 Sal2/Fa +2 +4 1 &1  Armor Prof. (med], banis feat, feat 43 40
] Saoly/Fan +3 ] +2 +#3  Armor Prof (heavy), +1 to attribute +4 +1
5 SolyffAa 44 (1 43 +4 Sense *5 +
& Salgs/Fhz +5 +6 43 +4  Borws feal, feal +5 1
7 Solgsrag #Bia % = +4 +5 1T
8 S-nl;.l'F;b.a +7iez il +3 +4  +1boattibute +E +2
9 Sab6/FAY +Bi+3 + 4 +5  Bonin feat, feal +6 3
[} Solé Ry il w +7 +d +6 Control +f +1
n SakpiFag +10/45 +7 L) +6 +6 +3
12 SnIIE.I'I-'A.‘ FELTET T +8 +4 +6  Bonus featl, feat, +1 bo attribute il +3
W SolgffAgy  Halepier +8 5 +1 +1 +4
g SalgsFig Harepiea +9 +6 #7  Force weapon +1dy +8 +4
15 SohofFAs +13/ 48143 +0 +6 +7  Bonus feat, feat +8 g
16 Soln/FAg a14l4gley ] +6 +7  +1 o attribute +B +4
7 SohaiFAg  Hsieofes o *7 +8  Bonus feat 19 s
18 Sahy/Fag BB +H +7 +8 Feat +9 +5
19 Sl FAS  siefeper am ¥7 +8  Bonus feast +9 +5
20 Sahg/Fag  siBraalelles 42 +8 g i to attribute 40 i
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Premiere Attack of the [lones hame lakes
Great Series to Force-ful New Heights

BY ERIC BRATCHER
PLAYSTATION 2

n February 2001, the original Star Wars Starfighter took the video
grame world by storm The first Staer Wars-themed game to be
released for Sony s PlayStation 2, it boasted addictive, arcade-
siyle flight combat, beautiful graphics, and creative missions that
|r|1r|14_'r_I|.LI_r_'I:|.' earned the desenved prase ol both fans and critics
alike, Al the more impressihve then that the sequel, Star Wars ledi
Ltarfighter, doesn't just [ook to be every bit as good as its pro
penitor—it looks o be a whole ot better

Those clever folks at Lucasarts let Star Waors Gomer inside their
secret laborataries for a hands-on preview of the first game

based on Attack of the Clones, Here's wehat we learned

It's All in the Name
The two games might have similar tithes, but the all-important
inclusion of the word “ledi” in the seguel's name exemplifies the

new direction the seres is taking. Director Lanon Stinnett

If you thought a Pinto was dangerous, try backing a Jedi
Starfighter into an asteroid.

84 voluMmE 2 NUMBER 3

explains: “Our overriding goal is that we want players to really

feel lke a bedi, able to single-handedly swing the balance of large
battles, and to have this bremendous effect on :"n.'lfl:,rtl'||1'|[.'.: " Thus,
two of the three playable characters from the first game (Luke
esque rookle pilot Bhys Dallows and stealthy mercenary Vana
Sage) have been discarded Lo make way for a mew character with
a serious midichlorian count—aAdi Gallia, a led| councilwoman
sopn belefly in Epd isode One (as well as a characber in 20005 Star
Wars- Episode | bedi Power Battles) Adi pilats an agile, lightly
armed craft called a Jedi Starfighter, and she is also the ey to the
most u!:mf:;.lnl; far-reaching enhancement (n the |_=:.||||IL'---I:""|:
incorparation of Force powsers |nto space combat

“Foroe ponARErs ane ot Just your typec

nett proclaims, "They'ne extremely powerful, very strategic, and

al projectile weapon, 5tin

completely unigue. They're basically magic in space.” In other
wiords, if you thought it was coal that Luke used the Force to tar-
get that timy thermal exhaust port, you haven't seen anything yet

Use the Force—To Blow Stuff Up

There are four Force powers in all, learned one at a time as the
player progresses through the game. The first af these ks Shiekd,
which is exactly that—a barrier that deflects enemy fire. Then

Jedi Starfighter features the return of everyone's
favorite crunchy Trade Federation starship: the Scarab.




Advanced graphics allow for more apponents at ance in
Jbedi Starfighter,

comes Lightring, anather epomymeous attac k that can either dis
able enemy ships. or desiroy thesm cutright Reflex is next, a kil
that simulates the ultra-fast reflexes of a ledil In practioe, Bethex
v Bl Bt leaves Adi's oraft free to manewser at full $peded
effectively |.l'|.'||.'|:,: b .:Il_p:,'pr [[1} - SEybe super speed, Last and
east subtle is Shockwave, a spherical conoussion bast that
prdEs &5 pecially usetul when the player it surrcunded and oul
numberad by enemy Lhips

A= fpamidable at thele Fooee powars are, the team wanted fo
ghve them added potency when wied by players who took the

time to perfect their technlque, or in Stinnett's words, players

.,

ledi Starfighter balances the newfound power of the

Force with a greater number of oppanents.
whio become “meaee skilled in the ways of Uhe Force. Thius, the
Rame erEabers devised 5 '.:l-'.ll"ll In wihich simpty imitiating the
attack produces “Force connect,” the standard effect, but releas
ing the attack at the proper time resulls in “Force clarity, trigger
ing an enhanced, mass -\."'I:r ;ll'ln'-'\-:'l‘lll et

LUnder Force clarily, Shield no :l_'\-llgl_'l Sirmply deflects enermey Tine

Instead, it redirects it o your selected target (great for aitacking
capilol ships). Simalasty, Liphtning |‘l|'|.':lrl'. bo anc Trarm one Enery
to anathe l_u'l'_||‘l|l.'l:,: Ehe player Do destnoy entire squadinons o
FrEmes it a s rigthe hot Raflox !l'.u'.l'. e player nal |uist

enhanced speed but also an enhanced rate of fire, and Shock

The Jedi Starfighter

When Jedi Master Saesee Tiln—an experienced tesi pllot—sug-
gested that the bedi create a "ledi starfighter corps,” Kuat Systems
Engineering stepped forward with thelr designs for a swift, sin-
gle-passenger fighter craft. Unlike the Republics Coreflian-buil
diplomatic cruisers, they aren't immediately recognizable, and
they're a cost-effective way of ferrying ledi from place 1o place.

The Acthersprite-class starfighter s not lyperspace-capable bl
ean dock with a separate hyperdrive module: the TransGalMeg
Industries lyperduive booster ring. (The process takes 3 rowmds
and requires a DC 20 Pilel check, ) However when the Delta-7 is
docied with the booster ring, the starfighter suffers a =4 penalty
1o maneuvers due to the unbalanced nature of the modile.

The Delta-7 incorparates a specially adapted astrofmech
droid. Without the proaper drald (an Ry -P serbes drobd, which
comes hardwined nto the starfighter), the pilot suffers a =2
penalty to Astrogate and Computer Use checks; the droid
itself suffers a -2 penalty to these checks and to Repair checks
for the starfighter, While this might seem like a disadvantage,
the ledl do not mind; non-standard components help ensure
that an unattended ledi starfighter is not a tempting targed
for a thief.

The Delts-7 and accompanying astromech drold are available
threugh the Kuat Systems Engineering, and only to the fedi
threugh the dispensation of the Supreme Chancellor's office. The
“used” cost listed below ks the price a Aethersprite would fetch on

the black market

HUAT SYSTEMS EMGINEERING DURTA-T AFTHIFSPRITI-CLASS STARFIGHTER

Classz Starfighter Crewn 1 [Mosmal +2]

Slaes Diminutive (Bm long) Initiathoes +6 [+ sie, 42 crow)
Hyperdrive: <1 Maneuwern +6 (+4 sipe, 42 crew)
Passengers: Mone Daelense: 24 (#4 size, +10 armo)
Cargo Capacity: Bo kg Shield Poknts: 10 [DR 5
Consumables: 1 week Hull Podmts: 65 (DR 5}

Cost: 180,000 [new), 145,000 [used)

Maxbmum Speed In Space; Ramming (10 squaresfaction)

Apmoipheric Speed: 1,100 kindh (10 squaresfaction)

M Laser canmmodis [.q ﬂl'l.-HhH-Edl; Fire Ame: Front; Attack
Bonus: +8 (44 site, 40 crew, +4 fire comtrol); Dumages Gdioe;
Range Modiflers: PB +0.5 40, ML nfa

STAR WARE camaen BB




weave takes on a much wider blast radius .I'l.rhu*'-.un._; Force « I.||i13.-
15 3 |:-:.!rrl'|:-|L‘. a mistimed attemplt oreates a Dsconnect, which

yie ds a fizzled end result mach less pr_l-.-.-|:|h.l| than even the badic
Force connect. Still, a sucoessful result s well warth the risk, and
Force poweers did indeed make us feel that we could single-hand
edly turn the tide of a battle

Equal Opportunity

The second playable character in the game Is Mym, the gruff yet
compassionate Feeorin space FIIr.I-h'_' frosm the first game I"-I.l.lrrl
doesn't have the advantage of Force powers, and his bomber the
Mo i n|:|1.rhl}' shonver and less maneuverable than Adi s Jed
Starfighter. However, it boasts an explosive array of high-pove-
ered artillery, including basic laser cannons and no fewer than

four high-powered secondary weapons

First AMONE these are bomblets. held over from the nrlgm.al

Use the Force power Shockwave to clear out asteraid

fields and enemy fighters alike.

L]

Use multiplayer mode to fly with or against your

friends.
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Bame, which are best suited har 1.rluc|r'|_i_; ol |._;r-::-ur'|-el t.ut':rt‘. LTS
enemy bammacks or tanks. In addition, the Hovoc is now outfitted
with crulse missiles capable of inflicting devastating amounts of
damage even to capitol ships, and dumb-fire cluster missiles,
whiich are far less potent but reload much mare qulrkl:,.' I-'.“|:||||'-|:I|l1|:-:
out the package are proximity mines, ideal for stacking around
choke |'||_'|||1|:‘. anmnd |:||.||:|=:. Froam wihich EREy reinfloicEments Jre
I|'l.|'|:|r Lo emerge

Despite the tremendouws destructive capabilities that both
Adi's Jedi Starfighter and Nym's Havoc possess, stinnett promises
that the |:||.:|:,u_'|5. will need to utibize Eviry bit af this firepoweer
smply o surdive

“Because the player is 50 powerful, we have to throw a lot at
them. HeEwarms ||rr||r|-::-u'.l_':,-_"hll:|'.'..'_ imetoad -::-I'_|1.l'.|! one ship oom

g at you, it's whole squadrons.”

The Plot Thickens
A it turns out, the Trade Federation has Erl-’l-’| rEasn throw
entire squadrons of ships right at you—you're not exacthy friends
Star Wars ledi Starfighter takes place ten years after Star Wars
’:I.irlil,_:hte'r_ at the same time a5 AlTock -:.:I' e Clomes. as whith the
original Starfighter and Eplsode |, the game's plotline will be
interswoven with that of the film, starting out as a distinct story
but converging, 5o that the player ends up playing a pivotal role
in some of the events of Affack :'l_|' Lhie Clomes

Thie story unfolds as follows: bn the ten vears since the svents
of Star Wars ‘_'-.I;.l'fli_-"hh,'l, MNym™s base on the planet Lok |:|]r".:||1:|ne'r|
in the first game) has been rebullt as a Trade Federation outpost
?«.I!,m'u has assembled a ragtag group of resistance rll:hh_'l'.. o drve
the Neimoddians out of thelr homeland. Meamsdhibe, Adi is sent
I_':-':,' the ledi council to investiga te suspickons that the Trade Feder
atbon is manufacturing weapons, Mym and Adi Inevitably cross
paths and join forces, learning along the way that the Trade Fed
eration is m.1r||11.|r1||:|r|5 A |u~\.‘. Al Whe P, Bt a |!|w.".|'.=.|1||1p_:

super-weapon that could well lead to the downfall of the galaxy.

= il

The Force isn't just for tossing battle droids around any

TR,




Wihibe this plot thread has nothing to do with the plot of Aftaok
of the Clownes, it Is nonetheless so closely intertwined with the
film that there are some things that 5tinnett can't reveal, for fear
of giving too max I Ay

“sep that planet there?® he points out during one deep space
hattle -.¢-|4u.e-r|.;g-."r||.=|t':_. an Ep:g.-:_'rdn: Il planet, and wihile I'm nok
allowed to show you its surface, | will say that a battle takes place
there during one of the later missions that 's practically straight

oul of the movie,

Mot in Kansas Anymore
Wihile thelr direct connection to locations in the film will likely
Vil -.-.'lrJr'I:l.', it weams oertain that each of the fifteen misssons
[and nine bonus bevels) will be patently beautiful, thanks to a
retooled game engine that can draw more vehicles onscreen at
once, creabe bigger, better explosions and special effects, and
cover the landscape with incredibly lush, detailed textures, In
fact, stinnett claims the team has even incorporated |'.'ll.|l'|'l|:l
mapped textures into the game, a feat that few anticipated the
P52 could accomplish. The resulting graphics are simply breath
taking, often more closely resembling matte paintings than
EaMmEeE 3Oneens

Each level will also retain the first game's focus on creating
locations that directly affect the action. “We try to make each
emvironmaent impact H-IIrH!H'.IjI." Explains Stinnett, For example,
|_'||_'|r'||;l: In @ canmyon has a massne effect on Harme |.'l|-.'|!|-'. a%s does
being in deep space, or an asteroid field [and just wait until you
see the density of the asteroid field this time around), This
mindset has yiclded some truly unique locations, ranging from
massive terrakn structures like a g-kilometer mountain [with
gives the action a decidedly vertical angle) 1o a small moon,
complete with a light side, a dark side, and spherical, point
source gravity field.

In addition to these new settings, the team has designed a
wide assortment of brand new vehicles to populate the space

Pl el

vl

“stay on target ...

WS Theme are ru:n,u;h!j- 40 new craft, 75% af which have been
created specially for the game [the remaining 25% are from the
film). These include massive capitol ships like the huge, talon
shaped Hex Deployers. These behemoths are so large that, like
the Star Destroyers in Stor Wors: Bogue Leader—Rogue
Squadron 1L they must be taken out piece by piece. Stinnett is
particularly proud of the scale of these massive leviathans
“Somi of these ships ane so lange that they're like terrain in and
of themselves,” he promises

Thie missions themsehes also benefit from a little oreativity,
seasoning the classic destroy/guard/escort themes with several
Il cormventional scenarios. For example, adi has a " Missiie Com
miand” level in which she must fend off enemy fighters while
wirnultbaneo |.:'.-.|§|-' |1r|:|!r|:1ing innocEnt civilians from InCaming bal
listic missiles that are being launched toward the surface from

space. Other missions put the player in command of unigue

Nym returns in Jedi Starfighter to wreak havoc on
enemy starfighters.

“It's a hitl”
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wingmates, like a group of ground-based commandos or a gigan-
tic planetary gun capable of destroying massive enenmy installa
tions with a single shot

Of course, these wingmates are exceptions to the rule—maost
missions still pair you with other pilots, who should prove to be
much smarter and more effective this time around. But if yﬂu'rE"
still not satisfied, you can ditch the A.L-controlled sidekicks alto-
gether and bring in another human being—every single-player
mission can also be played in ted-player Split screen miode, with
the second player taking on the role of the wingmate

Smoothing the Edges

in addition to reinventing and expanding the game, the team is
determined to counter the few oriticisms that were leveled at the
first title. For starters, because fewe players of the original title
actually learned all of their crafts’ capabilities, the new game

Land, se3, air ... it doesnt matter, Scarabs still crash

when you hit them,

“Ooh...ah.

! ledi Starfighter utilizes PS2's monster

memaory to put on some specatular light shows

boasts five detailed training missions that ensure that the player
is familiar with every aspect of the game. Similarly, players who
sometimes became uncertain as to just what they are supposed
to be doing will find extra guidance In the form of dialogue
seripted to remind them exacthy what they should be doing at

amy given moment.

The team was also very careful to create a smoother difficulty
curve, In the first game, many casual players hit a wall around
mission six or seven and eventually quit without finishing the
game, Stinnett is adamant that this miust not |'|.l|;}|:r|:"l'| .]E.'Ilr'l.

“Everybody should be able to finish this game,” he says. A lot
of what Starfighter is about is exploration. It's an experience.
You're going to other planets, you're seeing new things, you're
unfelding a story. ... It's a journey. To me, it’s not satisfying unless
you're getting to the end.” With this in mind, the team has taken
Extra cane b l:l:;'r-'rl the leve| of difficu |t}' from rising too qun:kl:,'.
and has made it possible for the player to shift difficulty lewels on
the fly, in case a particular mission proves too protdematic,

Finizh Lina
Thus far, Star Wors ledi Starfighter looks well prepared (o improve
upon its already formidable predecessor in every way, and should
easily meet its planned March ship date I:I:hl:lugl'l it's uncertain if
the film's lohn Williams-penned score will be ready in time to be
incorparated into the game's soundtrack), Plus, as the first Atfack
of the Clones-themed game, it also fills us with great hope for the
future and the Episode li-inspired games to come—a thought
unquestionably validated by Stinnett

“I"ve read the script for Eplsode |1, and I've seen the rough
cut=—it"s poing to be a great movie, But thene's also so much
er_"ﬂt stulf there for Barmed Thers's 2o much mew handwa e, great
battle sequences, a better definition of good and evil. It's what
we ve been waiting for as gamers,

Let the games beginl §

Happy trails. Jedi Starfighter gives a new meaning 1o

“fire-and-forget.”

88 wolLumEe 2. NUMBER 3




Jedi Knight lI:

Jedi Dutcast

The Name's Katarn.
Kyle Katarn

BY ELLIOTT CHIN
PE

ctined to become

0 place

e their destimy. Whet
are Jedi at the core,

In the Star Wors nowels, Mara lade, the Emperoe’s Hand, is such a
person, In the Star Wars compater games, the reluctant Jedi i
Katarn, a mercenary from the Bebellion er entually t
up thse lightiaber and acoepts his role ion of the Foroe

The f.:-:1rh Forces adventures are among the most popular Star
Wizrs computer games ever made. In the first installment, Kyle

was a commando who used blasters and thermal detonators to

Unrk Forces: Enemies of the Jadl

The evil of Dark Jedi Desann s much more penvasive than even

Luke ‘Euk:,.'w.ilkr-r could hawve E:-.u".'.vn:l Hi% miniont are Irgmn_

and you must face them all,

o Reborn: Foremost amang Degann s servants ane his discl
ples, called the Rebomm. Criginally, Desann fried to create
Force sensitive apprent lces Ihrn.lgh wile experiments, but
when these go wirong, he dupes you Into helping him neal-
ize his dream of 1||.||!|l Force-endowed evil soldiers.
Stormibroopers: These Imperial throwbacks serve Desann
and l,:lrl:l-\lrl']!;' a Tamiliar Tace Lo flﬂ]lt. In numbers they ane
strong, but cut down their leader and they could panic
and flee
Bounty Hunters: Varlous Gran and Bodian bounty hunters
op pose wour missions, although some of these cowardly
mercenaries might flee at the first sign of your lightsaber.
Mine Monster: Mot all the enemies in the game are ser
vants of Desann. Some are mindless beasts, In the mines of
the second level, you'll face this deadly creatune
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The New and Improvaed Lightsaber

The lightsaber is definitely the most powerful weapon in the
game, but it's also your best defense. in addition ta its offen-
sive capability, it can also deflect laser fire.

Far the first time in a Star Wars computer game, the
lightsaber is a three-dimensional object, which means that
lightsabers can block lightsabers, and the game can track
exactly where each blow lands. Thus, If the saber hits a vulner-
able part of the enemy, like a head, the blow registers as an
instant kil If the saber hits a tougher spot, like the arm or leg,
the enemy is only wounded.

Wielding a lightsaber in Jedi Outcast is simple. If you move
forward and hit the attack button, you make an overhead
attack. If you move left and attack, you swing left. As you
pdvance i experience, your lightsaber attacks become more
elaborate. You might start sut just making a swipe when you
attack, but at higher levels, you might twirl the lightsaber
around before your blade slices through your enemy’s head,
torso, or legs.

lay waste to stormtroopers and droids guarding the Empire’s
greatest secrets. How did you think the Rebel Alliance oniginally
came by those Death Star plans, aAnsway T

In the second game, Dark Forces 1: Jedi Knight, Kyle learned
that he was Force-sensitive and trained to become a Jedi. He
fought Jerec, a Dark Jedi who schemed to steal the secrets of
graveyard known as the Valley of the ledi. However, Kyle s merce
nary side conflicted with his Jedi training. and he was as likely to
use a blaster as he was a lightsaber, Although he defeated lerec,
he ultimately decided that the way of the Jedi was not for him. In
the expansion pack, Jedi Knight: Mysteries of the Sith, Kyla's
demons finally uturnped his soul, and he was corrupted by the

dark side until Mara Jade came 18 ave hilim
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Return of the Jedi Dutcast
ledi Kndght 1: Jedi Outcast is a first-person shooter, an action
game with lots of territony to explone and plenty of enemies to
fight. The story begins nine years after the conclusion of Myster
ieg of the Sith, when Kyle believes he no longer needs the Force
and doesn't even carry a i||._;|'l'-..lht'r in his experence, a blaster
has proven to be just as trusty, and it comes without all those
heavy Jedi responsibilities. Kyle is once again undertaking mis
sions for Mon Mothma, just as he did in the original Dark Forces
His companban on his missions for the Mew Republic is long-thme
friend lan Orrs

The game begins as Kyle is assigned to imestigate an old
mperial listening post on thie |.'l|.'|"l.'| Eejim Maon Mothma sus
socts that remnants of the Empire have gathered there. Upon
arriving on the world, Kyle finds that Mon Mothma's suspicions
are correct, as the listening post is guarded by stormircopers
Kyle soon discovers that these remnants of the shattered Empire
don't herald the refurgence af an Irmperial h*:_'-ru:r.ﬁl Rather, they
are the harbingers of a far worse adversary, A Dark Jedi named
Diesann has taken over the abandoned Imperial listening post

and 15 using It as a base for nefarious expenments

Spoiler Alert]! The Missions
Jedi Cutcast is divided into elght main settings, or lewels, each
composed of multiple chapters divided by dramatic mid-level cut
ST

Thie first bewe] h|'|::-|'|'. o Kejlm, bul each mission can take sur
prising turns, For instance, .|II:I'||1||j_I_I1 ycr l.I'IH'I'I.i' misseon 15 1o
investigate the listening post and return to Mon Mathma, after
Kyle discovers that prisonérs ang peimg mistreated at the |"-|l'rl'llk:
post, you take a detour to help them starting a new chapter in
the game

The secand el takes you 1o a vast monimg network of caves
and tunnels, then to the Valley of the ledi. Up to this paint,

because of Kyle's abandonment of the Farce, you'll play Jedi Out




cast like a standard shooter, with guns and grenades. nce you
visit the '.'.1II|-:.- of the Jedi. howeeser, Kvie finally understands that
he cannot escape the Foroe; he miust embrace it and use his Jedi
powers (o hunt dowm Desann. Jedl Outcast s as much about
mastering your own powerful emotions of anger as it is aboul
defeating Desann, however, so by the end of the game you marst
gvencome Kyle's dark side before vou can trudly face Desann

After YO cpiphany in the ".-'.1'I|'!.| of the ledi, the game s
remaining six levels shift to a ledi-oriented atmosphene as you
master your Force powers and use the hghtsaber Lo strike ooem
Desann’s minians, You'll travel to Yavin 4 to enlist the aild of Luke
Skwwalker in n_'-.lw.lh:-n:nl,_; wour Jedi powers, purtue a guest on
Bespln, and plumb the seedy underworld of Mar Shadda. All the
while, Detsann mocks your achievements and creeps choser to the

culmination of his evil plan

Two Barrels of Fun
You depend on a variety of weapons, Beyond Kyle's imitial blaster
there are mone weapons Do discover as the game progresses
including a long-range sniper rifle, a rapid-firing repeater rifle, a
powerful disruptor rifle, and even a crosshow=like bowscaster, sim
ilar to the weapon the mighty Chewbacea wielded in the Star
Wirrs mowies

Each weapon has both a primary and a secondary fllll1z:
made, The bovecaster, for example, usually fires a single energy
aulse, If yoiu hold down the fecandary Tire Button, eosneser, il
shoots a spread of three or five pulses :I|'|J|'|1r||r|5 on how long
you hold the button, With the secondary modes, KEyle has an
even wider arsenal at his disposal, and much of the fun of the
game comes in discovering and using each weapon and Its
unigue secondary attack

In addition to firearms, you have the chance to employ gadgets
like thermal detonators, electrobinoculars, and infrared :.'_-:‘rl.',|.':|!'~\.

Of course, once you reclaim your link to the Fonce, you pack your

very own lightsaber as well, The lightsaber is a powerful weapon
that can cut down opgonents in a single blow. its disadvantage is
that it is a melee weapon, but at higher levels, you'll leann Do
throw it and 5_:|.I|'|-_- it back with the Force, thus extending its

bethal pewer to ranged attacks

Use the Force. Kyle
ledi Knight established the precedent for Force powers and role
playing elements in Uhe Dark Forces serles, Jedi Outcast Includes
those Force powers but makes them much easier to use. As you
overcome foes and come closer bo your goals in the game,
WO EANR EXPETIENCE poents that let WU Bdvanoe in lewel and
improve your abilities, Those abilities include your lightsaber
attacks and Foroe powers. One of the benefits of the |i§:ht'=..1|'|-"r [
that it consumes no ammunition. Foroe Powers, however, are
hungry for Fonce enengy, with the stronger powers consuming
more and more power

Stronges powers become avallable only as you reach higher
le=vels, Force | |j_=|'|rrl|r|1= 1% |,:lh'.r||1|.|'.|:,l maoare powertul than Foroe
fump, 5o you galn it much later. All Force powers begin at the
lowvest level of efficiency, and most of them can only affect one
target. As your proficiency with each power improves, you can
affect more tangets or a greater area. Some powers even have
mre powerful effects at higher levels. Jedi Mind Trick, for exam-
ple, starts out -n1rnn|'-||-.'|"|_g anky a '.|!'|:g|r' EREmY. A I1|g_|1|'| | eyl s,
t affects a cluster of enemies; at its best, it affects multiple ene
mies and confuses one of them so that it begins attacking its
allies, Force Lightning alio starts out affecting only one target
with a 5|ngln: Iljg_hl:'lln_g_ Balt. At h:ghr_'r bewels, it becomes a mas
sive sheet of Hghtning that makes nearly everything on soreen
snap, crackle, and pop

Other Force powers in the g include Force lump, Force
Heal, Force Push, Force Pull, and Force Choke. Although some of
thise powers—like Darth Vaders signature Force Choke and Pal-




patine's favorite, Force Lightning—may seem to be of the Dark
Side, Jledi Outcast producer Brett Tostl believes that all ledi can
use them; they just choose not to. Kyle, on the other hand, isn't
a true Jedi, even though he fights on the light side, 50 he can
use Force powers typically eschewed by classically trained Jedi.
After all, Force powers are only a tool; it's how you use them
that determines whether they are evil

Jadi Outcast returns the most popular character from the
Stor Wars computer games to more action than he's ever
faced before, If taking his rele and facing an insidious Dark
Jedi through fast-paced lightsaber duels isn't enough to get
your blood Funning hot, consider that this game also lets you
battle side-by-side with Luke Skywalker himself. What Star

Warrs fan can resist that chance? §
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Galaxies Llpdate
First Step into a Larger World

BY HADEN BLACKMAN
PC

As Star Wars Galaxies continues towards its Fall 2002 release, the
Development Team is eagerly awaiting the beginning of the Pul»
lic Test period (sometimes referred to as the “Open Beta®), in
which thousands of pamers will finally get to playtest the Mas
sively Multiplayer Online Roleplaying Game [MMORPG) and
experience the virtual Star Wars galaxy firsthand, The Public Test
will officially unvell many aspects of the game, allowing the
developers to evaluate their decisions a nid -.'Il!‘l'juE-t the Barme af
necessary. But what, exactly, do the developers do during the
Public Test (besides playing the game themselves)? Read on to
learn how they plan to spend their time.

Bug Hunting

Given the size, scope, and complexity of Stor Wars Galaxies, there
are bound to be somé 1!|||||::|:|_' £ i b h".\?n'rll_'.". Programem II"IE code

l

You definitely won't run into any elves in the Star Wars
MMORP




o crash to a typo in a nonplayer character’s dialogue. By the Pub
lic Test, the game should be relatively sta ble, ensuring that
crashes are rare and major bugs almost non-existent

Wihen a tester reports a |:lug, the ;ﬂ-e;-gr.lmmuriand scriphers
investigate and decide how best to resobve the issue, Since no
two bugs are created equal, programmers prioritize them. Any-
thing that keeps people from playing the game, like a "crash
bug.” receives preference. Next on the list might be those bugs
that distract from the visual quality of the game: a missing tex-
ture on a krayt dragon would instantly destroy the sense of
immersion, 50 it's important that these oversights are corrected
before the game launches. The bug exterminators also focus on
errors that hamper or distort gameplay—this might include a
bug that creabes umwanted duplicates of a powerful item or
allows a stormirooper to shoot through walls. Small nuisance
bugs, like typos, have the lowest priority, but they should still be
fiied befone lunch

The developers are also hoping to enlist the aid of many
diehard Star Wars fans during the public test period to spot any
potential continuity conflicts

Balancing

Probably the most difficult aspect of designing a large MMOD is

balancing, a process inwhich the designers make sure that the

game basically treats all players equally. Some areas where bal-

ancing is critical include;

= Specles: Star Wars Galaxies allows players to create a character
fram one of cight species (Bothan, Zabrak, Mon Calamari,

and scripting. Bugs can range from an error that causes the game

-
STiE
LR

"One of these things is not like the other” The Empire

tends to stand out among the native fauna,

Wookiee, Human, Rodian, Trandoshan, and Twilek) Ideally, each
of these species has something unigue Lo offer players, but no
one species showld be more powerful than the others, Duri ng
the Public Test, the designers study each species’ performance
and determine whether each is balanoed with the others. ifa
special ability gives one species an unfair advamage, the
designers might remove or weaken it, If a species seems weak
in key areas, its core attributes (Strength, Health, and so an), the
designers might strengthen it. The designers already know
they must pay special attention to Wookiees, who recelve
bonuses to many attributes due to thelr physical prowess

MMO Terminology

Massively Multiplayer Online gaming has
its own language. To navigate this genre,
you need know the following terms:

MMO: Massively Multiplayer Online.
This acromym refers to any game in which
hundreds {or thousands) or gamers play
alongside one another simultaneously, via
some sort of Internet connection.

MMORPG: Massively Multiplayer
Online Roleplaying Game, A type of MMO
that focuses heavily on character develop-
ment, an MMORPG allows players to cre-
ate characters and undertake adventures
as part of an online community. Player
characters (PCs) gain experience points
through combat and other activities;
these points can be used to improve PC's
abilities over time. Star Wors Galaxies is
an MMORPG,

Newbie: A new player,

Persistent World (Persistent Galaxy): A
game space that players explore and that

persists over time. Changes made to the
Persistent World continue to exist for
days, weeks, and months after they ocour.
If a player builds a house, that house per-
sists and can be seen by other gamers,
When the player “logs off,” the house
rermaing and is still present when the
player logs on again. In Star Wars Galaxies,
a Persistent World is called a Persistent
Galaxy to avoid confusion (since the game
includes a number of Star Wins waorlds for
players to visit).

Serven; A powerful computer that con-
tains game content for MMOs. Players
“log onto”™ a server in order to access
that content.

Shard (Galaxy): A collection of servers
that contain data for one entire persistent
world. In Star Wars Galaxies, a “shard™ is
known as a “Galaxy." Each Galaxy includes
all game data, including all of the game’s
planets. When Star Wars Galaxies

lawnches, it will provide a number of
shards for players to join. Each shard has
Identical content and is persistent. As the
game ages, the shards evolve independ-
ently according to player actions,

Log OnfLog OFf: Connecting or discon-
necting from a server In order to enter an
MMO's persistent world,

Avatar: A player character,

Beta: Shorthand for “Open Beta Test” or
“Public Test,” a phase in development in
which the game is made accessible to a
people outside the development team.,
Public Testers get the first look at a prod-
uct and help the designers balance the
game and "stress test™ the servers.

Patch: Updates to the game, provided
via a download through the player's Inter-
net connection. Patches are typically

deployed to fix bugs, but they can also
add new content o the game.
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w  Skills: & character in Star Wars Galaxies is defined largely by
his or her skills. Players can learn everything from slicing (the
Ster Winrs equivalent of "h._1r_5-'i|1E"] to halrdressing. Obviously,
some skills are more beneficial than others, especially i com-
bat, but it's impartant that no one skill significantly out
weliphs all okhers or provides a uniquely powerful advantage
During the Public Test, designers can change the abilities or
bonuses that skills confer, adjust the requirements for ahtain
ing skills, eliminate a skill altogether, or create new skills to
balance the game

= Skill Combos: Massively Multiplayer gamers are notorious fiaur
identifying the most effective combination of abilities (read
skills) and “power-gaming  to acquine these com bos. Because
Star Winrs Galaxies offers so many skills, it's feasible that some
combination could yield unexpected and unbalancing results
Much as they track the species’ performance, the Star Wars
Galaxies team must monitor the use of skills, especially as
they interact with one another. If a particularly powerful skill
comba becomes apparent during the Public Test, the design
ers can adjust the skills invelved as necessary. They might opt
to make the skill combo available but control acoess to it by
applying stringent prerequisites

» Equipment: Knowing how to use a blaster isn't very useful if
your character doesn’t have a blaster handy, 50 equipmient
also plays a major rode in Star Wars Galaxies, While equipment
ranges from droids and bacta patches to gaffi sticks and com
liriks, Fanged weapons are among the maost important ibems
i the game. RBanged weapons are defined by a nurmber of
attributes, including rate of fire, maximum range, damage,
and the skills necessary to handle the weapon properly, As
players advance and learn more efite skills, they gain the abil
ity to use more powerful weapons. Balancing weapons
revodves around ensuring that only the most advanced play

ers, who are in turn fighting the most dangerous epponents,
can employ the most lethal weapons If players use one

Tatooine nights can be lonely for the single Rz-unit.
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weapon to the exclusion of all others during the Public Test
then the designers must reey: luabe its attnbutes and I11Ii1|1t
tone down its capabilities or make it more difficult to acquire
w Enemies: Combat ks a major companent of Star Wars Galaxies,
and plavers can face a varnely of OpsrnEnts, rAngIng from ter
rifying womp rats in Tatooine's deserts Lo cagey Imperial
stormitroopers ThEseE fmnemies must present :-.p:-r|1|r Types of
challenges for varied groups of players, so the designers Lake
great pains to ensure that each ereature and MPC is properly
constructed. An NPC's attributes, like health or weapon dam-
age, determing hane easily the creature can be defeated, The
game developers can monitor who kills what during the Pub
lic Test of the game; if a particular NPC is frequently targeted
because it's seen as an “easy kill," then the deslgners might
change the NPC's equipment (armar and weapons, especlally]

abilities, or attributes to make the enemy more competitive

In most cases, balancing is resolved by tweaking numbers=—a
Wookies's strength, the damage caused by a weapon, and the
effect of skills are all simphy mumaernic walues that designers can

adjust during the Public Test

Mew Contant

MMO developers realize that this type of game is never truly fin

ished, Mew content can be added to the product well after the

game launches., While mamy members of the development team

are focused on fine-tuning the existing content during the Puldic

Test artists and seripteErs continue '.'.'-e_'urhliu_; on niew data for the

game world, Mew content might include

w New Art: Either due to an oversight, a« ontinuity bug, or just a
guest for perfection, the artists might swap out models, tex-
tures. animations, or other art assets toimprosve the visual quality
of the game

« New Enemies: You can never have too many enemies in an
MBAD, s it’s lioely that designers and artists will be working
on opponents until the game launches—and even afterward

= New Equlipment: Players like to have variety when it comes to
their possessions, so artists generate literally hundreds of
weapans, articles of clothing ("wearables™), and other objects
Many of these objects will be in place by the time the Public
Test begins, but others could easily be slipped into the game
later

w  New Misslons: Scripting the intricate missions (or "quests”) In
the game is a time-consuming process, Many important mis-
sions will be Included [and tested) before the game reaches
thie Public Test, but mone missions will be added to improve

the flavor and diversity of the game. §
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Back in the Cockpit Again

HERNDON
GCAMECUBE

B CORY 1.

The Best of the Bast
Eogue Leader has a lot of featwres in common with Rogue
Squadron—Iincluding the Death Star Trench Run—and the
designers haven't gone out of their way to fix what wasn't bro-
ken about the previous game The poink of-wiew and combat
controfs are virtually the same, albeit with much updated,
crisper, more cinematic graphics. Your selection of Rebel
starfighters is pretty much the same stable of Letber-wings and
speeders—the all-around useful X-wing, the sturdy and slug-
_g_lhh Y wing, Ehe '\.pq'r_'d:,' A wing, the |;J-e_'.||:ll:|r B '-'n'i"IE_ and the
AT-AT-smashing snowspeeder

Once agaln you participate In a few missions pulled straight
frarm thee filems, I:h-e:-ut:h thas bualk consist af “cut scenas” infemad
from the classic storylines, You'll play as either Luke or Wedge,
depending on whao's in charge of the squadren for that mission,
Lucashrts even got the same guy to play Crix Madine, from the
sound of it

But boy oh boy, did they fix what little was broken, and then
they added a freighter-load of nifty new features. The targeting
computer, far example, helps ¥ou DEro in an thie ene iy I:.l nd hsoks
exactly like classic 5tar Wars tech), but it can be tricky to use
effectively—and if you use it too much you risk never getting

enough medals to unlock the requisite bonus missions or ships

The r_I1.:|IIr_'|1:._-'Ir_". on the Tatooine levels aren't too |_I.|r1ig_|_‘.'

ous, but 1h|_",' A O |_._||||!:,' SEEFIC

Who's the Master?
Rogue Leader also builds on the heritage of the X-Wing series of
combat flight sims that have been a staple of PC gaming for
years, especially the recent X-Wing Alllance. Unlike Rogue
ﬁq:mdrnn_ which weas confined to pl.,ln:'l:m],l missions almost
exclushely, Rogue Leader gets you out where the action should
be for an ace starfighter pllot—amaong the stars—at least for a
few missions. Several take place |'|'|h||_'|3|r in space, where !f'l:”llll
dodge asterolds, navigate through a nebula, or (in some really
hairy batthes) go head to head with an Imperial Star Destroyer,

Like X-Wing Alllance, Rogoe Leader's storyline takes place over
the course of the IJrIEiI'I.ﬂ' t:ilc-gjr and climaxes at the Batile of
Endor with the destruction (If the Force is with you) of the second
Death Star, Somehow, the creators have also scoured the nooks
and crannies of the uriginn! triln;garh; firid a fewr mare litthe side
plots that haven't yet been depicted in a Star Wars game to
throwe in along the way,

Simoe wou ane the squadnon leader, after all, you also get to boss
around some wingmen. But where some console games (5tar-

Lancer springs i|'l||l|-l_'|:|lil'll_'l‘:|l tamind) I'I'|.I-k|!"-'n'|f|ﬂl"ll!'rl cormmands

much more complicated than necessany to emulabe a PC-shyle
interface, Rogue Leader makes dispensing orders a breeze and
even hielps you decide when you really need bo use the fealure

Go for the Logs

ﬁ.gnnd r::-l.1|||r.||q' i% the Battle of Hoth, Instead of '-hl:lwirli:_ s the
same initial defense against the AT-ATs that we've seen before,
Ropue Leader sends you out tooover the retreat of the Bebels from
tha Batthefield, Then :.qu'll Cover thae escape of the Rebel frans-
ports as they rejoin the main fleet.

Mot that it's all about running away—~Rogue Squadron's spe
cialty is the impossible hit-and-run mission, and you'll find your-
self breaking prisoners cut of the Maw Installation, blasting a
path for a commando team ralding a crashed Star Destroyer-
one of the coolest planet backdrops in the game, lhu-ut::h | ve) 4

As soon as the top secret “wheels” project clears Imper-

1al RED this trick won't work an yimiore
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You don't have to pick up the various
weapon upgrades, but you'll find it’s a
lot easier to get to the Battle of Endor if
you do. Unless you get lucky and fiy
through one on your first mission
atbempt, it's u1.|.r.!||}' best to finish the
mission first, then go back and replay to
pick up the upgrade.

Of course, those upgrades aren't just
lying around anywhere. Uise this handy
guide to spot those technological
advances that will bring the Empire to
its kneed,

Mission 1: Death Star Attack

Mission 4: Prisons of the Maw

Special Modifications: Weapons Upgrades

Mission 7: Imperial Acaderny Heist (Night)

Upgrade: Advanced Shields

Benefit: Take more enemy fire without
getting turned Into fried Parkins
Where, Exactly? After you've taken out
the towers, a cul seene will take you to
the TIE fighter attack. Fly straight ahead
from your starting point, the upgrade is
rlght next to a turret

Mission 2: Ison Corridor Ambush
Upgrade: Advanced Proton Torpedoes
Benefit: Boost the destructive power of
the proton torps, the secondary weapon
an your X-wing, and clear the way for
homing torpedoes. See, secondary
weapans get two upgrades each. Pretly
cool, huht

Where, Exactly? Down and forward from
the bow of the frigate, (That's the front
end, landlubber.) Just dive as scon as the
mission starts, and wou'll head right for
it. It’s inside a big hunk of space junk, so
fly carefully.

Misslon 3 Battle of Hoth

Upgrade: Advanced Cluster Missiles
Benefit: Fire missiles by the half-dozen
when you're in a TIE advanced or Slave |
They're not particularly useful for the
pood guys, and painfully hard to target
without the second upgrade.

Where, Exactly? After the prisoners con-
tact you and tell you what they need
bombed, you'll likely follow a roughly
circular flight path around the train
path. The upgrade appears after you
destroy the only communications tower
and environmental dome that are all
alone about halfway up the path,

Mission §: Razor Rendezvous

Upgrade: Advanced Proton Bombs
Benefit: Tumn a Yowing’s “boom!" into
“BOOMI”

Where, Exactly? Quickly fly to the far side
of the Star Destroyer at the top of the
mikssion and take out the shuttle that's
coming in to dock. The upgrade will
appear when It's destroyed

Misslon 6: Vengeance on Kothlis

Upgrade: Advanced Blasters

Benefit: Get a bigger bang out of your
primary wieapon,

Where, Exactly? After the AT-ATs blow
the main generators (don't panic, it's a
cut seene, and you can't help it) you'll be
sent back to base. Loop around to where
the generators used to be, and you'll see
your upgrade,

106 wvowume & NuMDER 3

Upgrade: Advanced Homing Proton Torpe-

does

Benefit: Your powerful torps (see Mission
2] will now be able to lock onto a farget
and, as the name implies, home in, Viery
useful, especially when you go back to get
those medals,

Where, Exactly? This one’s a tight fit:
you'll have to find a gap in the ruined
command deck. You can phck it up at any
time, but its easiest after taking oul the
TIEs and before going after the AT-ATs.

Misslon 7: Imperial Academy Helst (Da
Upgrade: Advanced Concussion Missiles

Benefit: Already powerful concussion mis-

siles become even more destrective.
Upgrade 1of 2.

Whare, Exactly? You'll have to fly into the
hangar on the right side of the academy
as you approach. A typically tight fit, but
nat as bad as some.

Upgrade: Advanced Spread Proton Bombs
Benefit: Your already-boosted bombs
now drop in clusters (handy for the day-
time mission, if you go for this one first).
Where, Exactly? Same as the advanced
eancussion missiles, except on the other
side of the Academy complex.

Mission B: Raid On Bespin

Upgrade: Advanced Homing Missiles
Benefil: Lock an with concussion
milssiles, as you do with those homing
torpedoes.

Where, Exactly? Careful—finding this
ene could hurt your chances of finishing
the mission, Blast the first balloon, then
head for the Imperlal tanker near the

second platform. Destroy it, which will
take out some of the refinery tanks and
reveal your upgrade.

Misslon g: Battle of Endos

Upgrade: Advanced Homing Cluster Mis-
siles

Benefit: Remember those useless cluster
milssiles? Now you can fire and forget
them. (Trust me, you'll be really happy
once you're in the cockpit of Vader's TIE.)
Whaere, Exactly? For once, no fancy flying
it necessary, but sharp eyes ane. Fly dawn
and to the left of the Star Dr-i.l:m:,-en. and
look for the white dot floating over the
planet. That's it

Mission 10: Strike at the Core

Upgrade: Advanced Targeting Computer
Benefit: Finallyl The technology to leave
the targeting computer up without

holding dewn the ¥ button, and paint
out specific targets for your wingmen
And here |t was sitting in the Death Star
all along.

Where, Exactly? Tucked under five L-
shaped plpes on the lower right side of
the tunnel, just before you get to end
You'll have to slow way down and fly
very carefully—after a few tries, you
might decide that releasing the ¥ button
is overrated.




guite as pretty as Cloud City—and sneak into an Imperial acad " Spoiler Alert!

ermy to swipe a shuttlecraft for General Solo before flying into the Become an ace stick jockey and you'll eventually get access to
core of the Emperor's second Death Star [ these gﬂﬂdl!'.'i-\. Piece of ryshcatel

And Those ane only The l|'_|'_u|.'|l MISSI0ns

Bonus Ship/How to Get It

No Reward is Worth This | TIE Fighter: Steal one in Mission 7, and complete both the day

A% WOUT SCONE IMProses and you Earn more medals, you'll collect and ﬂlghl versions of thal mission.

bonus points that can be spent to unbock bonus missions (see Millenniwm Falcan: Earn bronze medals in all 1o basic missions.

sidebar), some of which take place in "Infinithes”-style alternate Slave 1: Earn sibver medals in all vo basic missions and the first

realities whers the Empine wins key battles, or a lone X-Wing 2 bORALS misshons

attacks the Death Star “Mystery Ship™: Earn gold miedals in all yo basic missions, and
You unlock most bonus ships with the notable exception of all 5 bomus missions,

Wader's TIE Advanced, a key ship in the “Infinities” missions. You'll

somietimes have the apportunity bo use multiple ships to com Bonus Mission/Where You've Seen it Before

plete a specific mission, for example. In some of those cases, you'l Death Star Escape: In the original Sfar Wars. You're Luke, tak-

unbock a ship by making a specific ship transfer. § ing the Falcon's quad guns for the first time. Don't get cocky.

The Asteroid Field: The Empire Strikes Bock, This is the dlassic
chase through the asteroids that gave the world the phrase,
| “They'd be crazy to follow us.”
Triumph of the Empire: You haven't, exacthy. You play Darth
Vader. To win, you'll need to put your snot-nosed kid in his
place, O splatter his whiny butt all over the trench. Whatever,
you're evil,
Revenge on Yavin: In another alternate reality: you'ne Vader |
again, and you've got to wipe out the base on Yavin V. (Why |
ok blow it up with the Death Starf] |
Death Star Endurance: In your worst Star Wars-themed per-
formance anxiety nightmare, The Rebel fleet’s taken 3 wrong
turn at Dantooine, and now it's you, your X-wing, and your |
brave little Rz unit against wave after wave of TIE fighters fly-
ing out of the second Death 5tar. Expect to fight so many
ships that you'll only keep track of the waves.

¢ja vu—the Battle of Hoth hasn't
seemed this real since The Empire Strikes Back

“My eyes! My eyes! No, wait, that's just the targeting It looks like a big blue anchor, but that's really an
computer.” A-wing tucked away under the Nebulon-B frigate.
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Multiplayer:

The Final Congquest

BY HADEN BLACKMAN
PC

There's nothing more ferocious than a mounted

Despite appearences to the contrary, hovering units

S0, youve completed all five campaigns and have mastered the
intricacies of the single-player game. You've led Vader to victory,
commanded Chewbacca and his Wookiee brethren in their war
with the Empire, and aided the Gungans in repelling the Trade
Federation. Mow vou're ready for the game’s true challenge—
yoeur friends. Galactic Baktlegrounds includes a multi-player mode
that allows you to compete against up to seven ather flesh-and
blood players. But before vou hop onto the internet or your LAN
study up on the tactics below provided by G slactic Batile
pround's multiplayer expert, Matthew Keast

Explore Early: Exploration provides you with some critical
infarmation: the location of valuable resounces; and enemy posi
tions. As you build up el seftlements, send scouts out into the
weorhd, EBven when you urmeeiled the entine map, cantinue to
-,-:-|:|I._:-u_ WO PEVET KNoW WlEn your enemies might mose o
capture an important resource site

Expand Early: Once you have an understanding of the map and
its resowrces, begin expanding as soon as possible. Send oul
workers 1o take conkrol of resources, bulld outposts, Secune
holocrons, and establish defenses at important locations

Don’t Stop {rt.'lliﬂg Workers: This seems like an abvious hint,
but many players forget to bulld additional workers as their cive
lization grows. Workers should represent about half of your pop-
ulation. This may seem like a high number, but workers ane
critical to success, The faster you can gather resources, the more
quickly you'll be able to build an army. Workers are also cheap,
and if you realby nised addithonal |'|'||I|1.|r:|.I umnits, you can always
sacrifice a worker or two

Build Multiple Command Cemters: Because command centers
are the hieart of your civilization, it's always wise to have a back:
up of two, Once you reach Tech Level 3, start constructing addi

tional command centers in place of processing centers. While

Sittin"on the dock of Theed Bay

Wi rJ|"' |'1|1|'h| droi




processing centers are cheaper, your workers can garrison inside
command centers,

Prioritize Retourees: [t's important that you focus on gather
ing the “HI“ resouncEs at the right time LE'ﬂl.'I.'.l“"'. the Flfll:rlt:"
is as follows:

= Carlboets Carbon Is e for a wide range of structures and
units, but it takes time to collect. More than half of your

it Tt ke
_m;!lﬁ.-.ha e
11

w Oires As with nmynuwﬂlmnttnhf:him to ore depn-iih
early, but you don't need to focus on collecting ore until you
reach more advanced Tech Levels, You'll definitely want to
corner the market on ore eventualhy

Pick your Technology Path: As you learn your civilization's
strengths, you'll start realizing that somse wunits need to come into
play as early as possible, which will in turn requing that you har
wvest specific resources earlier than you might otherwise, Gungans,
for example, rely heavily on the famibaa shield generator units
Theds units requilre ofe, so Gungan players should assign addi
tional workers to harsest ing ore fram the outset of the gadme If
you plam on creating bedi or aircraft, you'll need a store of nova

Build Multiple Unit Centers: Some multi-player games become
a war of attrition. In these battles, any structure that produces

If you can get the jump on your opponent’s workers,

destroying her structures should be the end of her.

military units becomes extremnely important. Always build multi
ple Troop Centers and Mech Factories, preferably at several differ
ent (but well-defended) sibes across the map

Build Forward Bases: Trying bo win a war with only one settle
mient or base s extremely risky. As you sprésd out Scross the
map, e sure ten diefend your new structures and wse these nesw
settlements as laiunching pads for futune exploration and attacks
Wihien you're ready to attack an enemy's base, create an "assaull
settlement” nearby your target Such a settlement might include
a power cofe, various military buildings (incleding a troop cen-
ter), a fortress, and a shield generator, Guickly produce your most
powerful units, a group of troops, and a few special units, then

launch your first attack wave. §

L]
Those silly Gungans, always thinking with their

stomachs

Rebel forces find the perfect spot for a picnic before
battle
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«JEDI MIND TRII:KS

Flight
Schoaol

You are gaining in knowledge,
my Padawan. Now, the Jedi
training demands you master
the discipline of flying under
Pressure.

lace yourself in the fiightboots of a
Jedi nee flying in the astenold field
below. Each space an a horisantal of vertical
Ene takes one second to fly in the starfighter.
Aateroids o through & start at their noted
positions on Uhe left and are moving to the
n;ghl at varying rafes of speed ﬂ:.:d‘l- wElEr-
aid hoving & constant rate of speed). The
five hyperipace beacons, labeled A through
E, are right in the paths of the astercids.
Kow Imagine the starfighter has been
shiot to pieces. The maneuverning is failing,
the life support is oritically lows, the hyper-
debwe is om the blink, and the Rz astromech
draid is fading in and out, Before winking
out forever, the B2 unit glves these three
imcomipiete pieces of information;

& true Jedi ace would know from these
clues wl‘mrrlngo.ﬁh'en these three bits of
data, toward which beacon would the Jed|
ace head? §

' START

i o g g

(5
(6
o
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Urban Renawal

What happened “Model Citizen?” This was
a fantastic set of artickes and | hoped 1o

s gne in every ssue of Star Wers Garmer,
bait there wasn t one in 87, Wil there be
ary mared

led Dacherty

Wenloe, Ci

fed must have Blinked amd mmidssed the pne-
vinus imstaliment of “Model Citizen™ in
Star Wears Gamer #8, For those of you who
mizsed i, i wirs just about the coolest one
wirt: The Maos Eisley Canting in 3 ¥Wi-ingh
action figure scale. The models provided
by MG Walls are so imtncate we can get
one in only every other Ksue. Keep an eye
out for next issue’s Lars hoimeile e el
A 2T SCaE,

Jedi Mind Tricks
Solution

Thee trick with this puzzle & o realize that

all the bascars e in a8 stra

an trian

% that

¢ hit bry aste
of 2 &g
the aste
a0 brave g i the Time |f Takes

paceEd. Thus Ak

the iia

112

N-J-0! N-J-0! N-J-01

| love wour magazine. |'ve gol every issue
| play just about every pencil-and-paper,
card, and ehectronic o Wart game il
Star Winrs Gamer extensively covers all
three. | couldn't ask fos more In a maga
zine. Actually yes | can. MORE NEW JEDI
ORDER please! | know the sourcebook i
corning out soan, but that's not seon
enough, U'm running & dark side game in
thie MO éra
for the Yuuzhan Vong. Also V'm happy (0

and | want to see mione stals

hear aboul mons Eakany Maps on i way.
| loved the one you gave us in issee ig

| venuild lowve to see a dedicated Stor Wiors
Galaxies dactian when thak game Finally

rebeases. Keep up the good work and more

MICH
Kenny Hopkins
Pasadena, MD

T LIS EE S PR

P W

"D—-0—0-0-—9-0 0

& at Ve Spd ering 2.33 5pa
ds it takes the pilot to reach
ime 2. Aung old 1t the
beacon before the g of it takes to
h podnt B. %0 beacon B is unsate in
LovErnl aies
At point ¥, an astersid can h I thi

'E.t.nf:gl'lr--' heading toward beacan C. I

Kenny's head probably exploded when he
opened up Slar Wary Gormer 88, The Mew
fedi Order issae, In Ken's memaory, though
we' |l share a few seorets. Gamier 18 had
enough Yuuzhan Vong to kick-start an
all-imvaders campalgn. | think well
rename the Galaxies section the Kenmy
Haophins Memos ial Star Wars Galaxies
section in his honos

A Faw =

You guys put out a great magazine that
dauliles the fun of gaming Algo Bartyn's
Landing was sa coall Great jobl leff
Grubb deserves much praise for his
incredibsly nr:_u_:n.ll and hilariows "Hepd
'|l||'_|" sdventure (downloadae at

wewew wirardicomsslarwars ). Kow for

thie queestions

i '.'!,' IriErids fiasse the opdmnbon that

-,..-,.....-1-._ﬂ

B e i e 1 Lo i

‘s 38, [t hits the ship

aid will ki 1&f the thip tia
andd to reach e 5. At that spesd,
T sid & will alsg troy Ehe BEaian
|ust before the thip gets there

Flnally, beacan D
it top s¢ 0
enaugh to kit the ship Asterold & has
the beskt chance, but at 14/ sps; it tray
els anlly 7 of the 8 spaces before the ship

¥

resches beacon O g s

must be the sale ha




Fllf'l.'lrlh.' who are e ing sttacked with a
lightsaber shouldn't get their asmor
bonus because the saber would cut
thraugh it. What do you think?

Wl v see 2tats Tor the Jadi
Starfighter?

Do vou think that at the end of

ills. feats 1-.;|_|_Ji|'|me_'r:-|. wikilichag,
prestige clas and soon?
. Wouldn't it be easiest to stun a high
level enermy with lots of vitality and

blast him in the face?

to understand why lightsabers don't
igmone anmaor.

Turn to page 95

Though such a resource would be nice
even for our own uses, it's not some-
thing you'll see anytime soon. 5orry.
The stun setting can be powerful
against high-level enemies, The higher
their level, however, the better their
chances of ma klnE that Fortitude save.
A [ittle imvestigating reveals that most

high-level enemies (let's say 10th level
for argument’s sake) have a 43 to +7

You guys unifailin EI-,,' blows mie AV with
the supert guality of your magazine
When I first |:-|-:l:r:.|:| up #1, I wasn't into
.'-:_';Icl:l".l-"-.'lng_!:-ut Star Wiars Gamer has con-
werted me. Thanks for showing me a nesw
g lai ¥ af Entertainment!

in addition to the roleplaying articles
and resources, I'd like to ERCOUFaEe you to
keep up the good work in the short fiction
di:p.a rtment. | 've r:nj.:r}'l_'d‘ all ef H‘I{'I'I'I-_;‘.i:ll-
ticularly the stories that revisit old friends
Hke Jaina, lag, Darth Bane, Fenig Maban,

and Panaka, It was also great to read new

Alex Davis Fort save (not including Con bonus). A stories by Kathy Tyers and Kevin Anderson

via emall blaster pistol has a paltry DC 15 to resist  Adding another story or two to each issue
its stun effect. Most high-level enemies  might not hurt either, but VIl frust your
Thanks for the props. are going to make thelr save roughly good judgment on that.
1. This month's "Jedi Counseling™ prevides half the time. 50 you tell me, do you A5 they say on Nal Hutta: Mee jfews ku
all the detalls you and your friend need still think stun is the way to go? s good-byes|

Christopher King
m Wilberforce, Ontario

Canada
What Have | Started?
Hchu apenkee <greetingss, as the Hutts One or two more stories?! As the Ewoks
Mext Manth wiodild 1-.'I'r'| §ay, Na Gaol 5

STAR WARS SILWVER ANNIVIRIARY — - LT 581 = !ﬁiﬂqh_qi:-__”:.
The Infider ook back on & quarter- " = . e 'H'IH % * i -0
century of Star Wars and chrgmicles the | L ! ! .

careers of Mark Hamill {Luke Skywalker),

Harrison Ford (Han Solo), and Carrie

Fishér {Léia Clr_i:.m.i:l

TeiE Mew EssiMNTIAL GUIDE 7O CHARACTERS
Read about the updated wersion of this
invaluable resource that incorporates
Allock |::_,I' the Clones characters, includ ng
two exclusive, expanded charactor

entries

Was Weo 1N ROGUE SQUADRON
An insider’s gulde o every hatshot whao's
ever Flown with this famous group (a3}

Rebel pilots

FoLLOWING THE BANTHA'S TRACKS
Read about the early days of the Star

Wiars Fan Club from the perspective of its

first officlal newsletter.

PLuUs
Comics Link: Aftack |;|_|4' the Clones
COMIC preview
Set Plece: Home One Briefing Room
f_-.h'lI'I'IE'iI.'.'I-FE! Star War TCL
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