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What Kind of Gamer are You?

b fime Tor analher wwanee Oof new Siar
Wars products. For fans like youw and

e, that meEans ||-'|_'|,||.|'..l|||'_':'.l-:!||'.!'
card, electronic, and board games, all based on
the events of Attack of the Clones

Wirth all of these greal products com ng aul
at once, oy doees ome ©hooser You ll have a
chance to fry most of them bebwesn you and
your friends, butt which one are you going (o
siEned vour hard-earmeed oredits on Firstd That
depends on what kind of gamer you are

We could use amy number of personality tests

that might do the trick, and el vou what four

@tter acrormrm fhe rapesis amd r irkiefi Mg EXECS

miight refer to you by to boot. Where's the fun in

that? Fortunately, Star Wars provides a great
template for finding your niche in the galay;
with icons From Dark Lords to comic relief. Which
of these four characters is most ke you?

Darth Sdiows. This Dark Lond of

thie Sith taked his Gime and manip

ulates events far from the front

line He took a _e:.l'llrlll srth the
Bakthe of Maboa, but is anyane sune that this
plos weas realby & Tailure?

Sidipus's cold and calou iting nature makes
herm the perhect S8 Tor a Shar Waavs Raleplapg
Gimme acheertune, i wsll 55 5 Builder of combo
liciows Stav Wart Trading Card Game decks. When
e warts 1o kick back and relas, v piobabdy
plays some Star War Stratego
lango Fett. Bowunty hunter extracr
dinadrg, this “simiple businessman

st alrakd to gt s hands disty

Don't expect him to go running off
half-cocked, though. lango likes (o take every
trlll'lt': inte afoount befone springing into action
This guy 5 got an answer for evenything

lango’s po-petter attitude thrives on the
adrenaling rush provnced Dy ehecimonic games

although hed be good 31 Ay @ame reguaring

fquick reflexes, be prefers Aight sims and first

person shooters over racing and roleplaying

games. SUN Lango would make 3 good sollser o

lecli if Lhee 1t group af beings pot together (o

play the Stor Wars BPG. When it comes to board

Bames, it'd e tough to beat lango in Epic Duuiets

i0ibi-Wan Kenobd. “From a certain
naink of view, " this ledi is lke a
Aw Tt ] TR |1||_||||\.|_:|| wirench i the
galactic works: He bifurcated Sidi
Dus 5 et apprentsie, prosmised Qui-Leon hed
train Anakin despite Yodas Warnings, armd liesd
i Like abaut kis whale family tree—all with a
strakpht face. 11 a2 wonder he dossn't take
everyone's dataris in the ledi Council™s weekly
Parak gaime
Obi-Wan's ability to"stand-up philosophize™
makes him great ot amy game wnene acting or
Bluttng are fackors. Thils ledl Knight Tits 'Ie:l ]
playing a noble or seoundrel in any SEar Wrs

WFLF RPOUE, M Cn 2w give SMISUE A rn for

ets: FrepnEy i Stratego, at least until he muns out
of Bz units. Obi-Wan also makes one heck of &
Har Wiars TOG plaver wirth that poker face of his
Jaur Jar Binks, Yousa savin” dat Jar
I Binks (s5 Bomibad EamEy-er '
Well no. This carefree Gungan is
abaut as sharp as a sponge. What
lai lar really has gaing Tor Fim i5 a greal dispo
gition and incredible bk, And mol always good
|luck, mind you
lar Jar's attitude makes him open to trging
|ust aout I|l"..'|||||||‘; Far ham it s not about the
garme, ibs about having fun. He prefers to play
Har Wars games because they give him a
nance to sociahine vwith other Tans. 5Tl Lar
JaFs anthusidsm maked Wi most kel to alay
grames that immerse him in the Star Wars
galaxy withowt too many rules 1o remember
Plus, wihal Jar Jar lacks in brains he makes up
for with amazing die rolls
Whether you're a min-maxing lango,
happy-po-lecky lar far, scheming Sdious, or
sneaky Kernsbd, you should hive no troubile
finding a Star Wars game that suits your

tastes Dhis sumimeEer

W

—fdichael Mikaelian
Managing Editor
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Camer 18 [“Topside Infiltration”) and peint

"I' his issue of Stor Wars Gamer has something for each of the new games based on
Attack of the Clones, as well as the features and departments you've come to expect.
Its a must-read for anyone trying to figure out which new Star Wors game to play first.

We'd also like o sy “thank :,mll" to all of o who v been -.upr.u.'-rtling s wiith your
kind weards and keen '.'uﬂgm.l ions. Star Wars Gamer g has Ernrr.:l:rd tons of HH‘.’IE il
Although it's a tough act to follow, we think this istue is even better. You be the judge.

M.‘mjr of you |:.'|||Ehl: a few of our Sar Wiers Ehl'r;:ll'ﬂ_pjr:lg Goarme revised rulebook sneak
previess, but no one noticed the HgEest one: Not one, not twao, bat three, three tech
specialist characters. (If you haven't picked up the revised rubebook, that's the brand-
new herolc class.) Are you people actually reading the stats you crave sof

Michae| Mikaellan, Managing Editor

¥

In Search of a Master

I picked up my first Issue of Star Wars Gamer
juest the other day it had many good things |
am godng o use in my game, One point of
wvterast | found in S Galay's Most Wanted

| Star Wars Goarmer B8), I had Luke Sky
wialker's stats im there, It said that he was a
Frirgger 2fled| Guardian 13/ 0edi Master 3.1
haee simge fried to find wene the ledi Mather
class i and what special abilities come with
M Yo codild et me kow, it would be
e appreciated

Glen Sanford

Savannah, GA

“Calaxy'’s Most Wanted™ featured one of
LETL ol Gavrier ll'u:;-ui!l-:"n- RivEak jEvhEwE
of the uptl:lmlng Starh'uhni'm'rpla}'fng Caimie
revised rubebook, That's where yl;u,|'|| find the
Jedhi Master prestige class, as well as full
explanations of Luke's other kedi abilities

If you also picked up Star Wars Gamer #9,
you'd find a few tech specialist characters

B voLuME & MUMBER 4

and stats for the led| Starfighter, To get the
complete scoop on the new rulebook, tum
to page 48 of this ksue,

That is So Weeg(uay)

| have come across o small fissure in my Star
Wiars d2o unieerts, You have incleded those
Laucy Iittle Hutl-buddies, the Weequay, in
muamy of your adventune ideas and even
womee of the sourceooks. | have beoked in
all of the souwnce materal and abl of your
eqsenmtial Star Wars Camer Magazines, even
in the indispensable Alien .-1.r||'.'||:-\.'-!:l:'_r__|.'. o Ro
awvall, | wiaiiled love Lo kiving wilial el of
attribute bonuses and penalties, languages,
feats, and skills they come with ., but |
have a problem with conjuring them up out
of thin air if these may show up later ina
future supplement. Can you compare the
stats you gave the Weegquay In Star Wars

some comprehensive character rules for
themt It wiould be greathy appreciated.
Bryan Steele

L.:Fa-}letlf. IN

When editing "Topside Infiltration” | had the
Lame concemms &% you—what are the Wwee
qua}l's St e traits and automatic lan-
Euag{"ﬂ l]p-l:ln closer |n'.p:_-r1i|:|n | founsd that,
thnugh there were Weedq way character in
Secreds of Totooine, these two things wene
miiﬁtnE. | did wetuat ey GM hasi 1o do
sometimes—| mefd i,

But you won t have to, In about a yEar,
thiene 1l be a book that will iI'Ir|l.H‘|r‘_iI'I'II:II'IE
fmany other lhing-_.. the tpl,-e;lir'-:. traits and
automatic languages for our leathery
friends. if you cant wait that long, here's a
preview. | must warn you, however, that
these features might change:

Species Tralts: +2 Con, =2 Wis, =2 Cha,

Automatic Languages: Sriluurian, Basle,
and pheremonal Sriluurian.

Rebel-rousing

First | want to say that your magazineg is a

blast asvd | hogee you keep i up!

Bart | weids wond £ring il you couild ansvEr 3

few questions:

1. This is about some stats that Luke Sky
wialker had in issue B ["':'..1I.|:-::,'". Mot
Wanted™). What are the feats Combal
Reflexes and Attuned? fAnd wh:,.‘d-:_:-e"r. e




hanee an extra class of Jedi Master?

woul're naot, then it's a long story. The
short answer can be found on Page 51
Attuned is a new Force feat not unlike
Alertness or Spacer. It gives Luke & +x
barus to Enhance Ability and Heal S&|f

| find the name Bamming Speed lacking,

this fast are not ming
anything. He wit “Maximum Speedi”
It wrasn't entirely clear that Disgonal For

1-2 alternation carries from

checks,
Ourtrider

palot
Auilin Corrabes
Bemidji, MM

Let's get b i1, then
Luke i% always such a vaker, Like
feats
rullebsook, If g,-nu'rr
familiar with O 1. ok ™, then

i ko all about Comibat Beflexes, If self-contained

Dash Rendan Make Human
Scoundrel 44 Saldier 3/Ele
Trooper 3/5tarship Ace 5 knit +2
[Dhxt jy Dl !J‘l:i-!l{'i“-‘!-. 3 D, #3
Defensive Martial Aris) Spd 10my;
VRAWR 132nE: Atk #1400 44
meles 1442, crit 20, punch) or

= #1100+ ranged (3038, heavy
blaster); SQ ilicit barter, lucky [1ijgame sedsion), precise SiLack +1,
uncanny dodge [Dex to Def), starfighter defense, familiarity +2
starship evasion, DR 3 (armod); 5 Fort +13, Ref 13, Will 48 55 M FP
4: D5P o) Rep +5; 5tr g, Dex 1g, Com 16, Imf 11, 'Wis 13, Cha 1z Chal-

& N ;

lenge Code: F.
Equipment: Meavy blaster, cormbat jumpsult, modified CEC ¥T-2400
fredghte |Quirder), repakr drold (LE-BOaDg)

By e you have probably seen The MNew

Faster, Schoonmeker

areat alluslon o the Riss Meyer Tilm

Skl Appralse +4, Astrogate +4, Balance +6, Bluff +7, Climb +8,
Computer Lse +4. Demolitions i
#4, Disable Device «6, Gamble +8,

E.._.'- i L
Hide 45, ||.|.'|'||!| 45, H|1|:r-h|4"|iﬂf - L :

-

(organized crime] +7, Listen 45,
Mowe Silently g, Pilot «23, Prafes-
sian (merchant) «6, ReadWrite

L

Baric, Bepair +4., Search 43, Speak
Batic, Spot +g, Treat (njury +7, Tumie +4

Feale: Armor Profickency (light), Defensive Martial Arts, Dodge,
Hierobt Surge, Martkal Arts, Point Blank Shot, Precide Shat, Skill
Emphadls (Pilot), Starihip Dodge [space transport]), Starship Oper
atlon (space transport), Starship Podnt Elink Shot (space trans-
part), Weapon Focus (heavy blaster), Weapon Group Proficiendy
(blaster pistaly, blaster rifles, heavy weapons, simple weapodnd,

wibropweapons)

¢ Establish Pursait's text says

that you miust be in the same square, yet

Ik Cvee
the current rules. Keep up the pood work
Sean "Sthaon” Schoenmakes
Berkeley, CA
OLiF s i allus t is Editos-in-Chief

Dave Gross, and e certainly did his job
coming up with that one. By now It's no

pecrel that the alternative starship combat

LEE-B0aDg: Walking Makntenance Deold Expert 2/
Scoundrel 3; Init +1 (Dex); Def 12 (#1 class, #1 Dex);
Spd EBmg VPOWE 12500 Atk +2 melee (1d3=u, punch]
af -+ ranged; S0 1k barber, lucky (Lgame ses
slon), precise attack +1; 5% Fort 49, Rel w4, Will +5
&2 A Bep =1 Sir B, Dex 12, Con 1. Int 12, ¥Wis 13, Cha
15. Challenge Code: B
Lkitte: Computer Use +g, Diplomacy +6, Entertaln [comedy) +7
Gather Information +13, Knowledge [organized crime] +4, Enowl
cdgie (streetwise) «8, Pilat +g5, Read/ Write Bassc, Read/\Write
Binary, Repals +g, Speak Basle, Speak Binary.
Lireipnend Skill Painti: o
Feats: Ambldexterity, Skill Emphasis (Gather Information), Starshap
Operation (space transpor t), Weapon Group Proficiency |blaster

plstols, simple weaponi)

OuTHipEe
Heavily Modified Coreliian Engineering Corporation ¥T-2400
Class: Space transpart Crew 1 (Lindguee)
Simer Small (1vm long)
Hypendrives =0, 75 (Backup =b)
Fassengers: &

Cargo Capachiy: 150 metric tons
Consumables: 2 monihs

tnitiathve: +1 [+ slze)

Maneuver: +6 [ +1 dize)

Defense: 21 (41 size, +10 armar)

Shield Points: Bo (DR o)

Hull Podrrts: 120 (DR 10

Cost: Mot available Tor shle

Maximum Speed in Space: BEamming (10 squares/action)

Atmospheric Speed: 1,150 kmJ/h (19 squaresfaction]

“‘:l'ﬂ'pﬂﬂ! Double furBolates cannans :.":I_ Fire Brc: Turfel:; Attack
Bonus: +49 (#1 size, +8 fire contral); Damage: sd10=2; Range Modi-
fiers: PH 40,5 =2, M=4,Lnfa
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rules in Gomer 88 wene a sneak preview of
Chapter 11: Starships of the revised rule-
beoak. We strived to keep the organization
of aur article as close as possible to that of
the chapter, which separates basic move-
mient from starship combat.

As for your other comments: RBamming
speed is not going ampwhere, £o (o speak;
Diagonal forward moverment cost resets al
thee b-:lglnnlng of each round; and establish
pursult ean anly be attempted when teo
ships are in the same square, which solved
the problem of facing in pursuit.

E— ——— mE—E——— =377

Go Figure

| just have to say, | lowe wour magazine—
from the first issue all the way through
issue &g, which I just recelved] Garmer has
also helped with rmy onkine roleplaying
games |mr11r'r1'|.:'lr. from m:lpnund charac
ters to storylines, and on occasion a ship or
Two!

| lense “Moded Citizen.” The 3 3044 -scabe
cantina [Stor Wars Gomer #8) was amazing!
Iwould love to see mae on that scale! | am
a figure cuskomizer, and | love (o include the
EPG henoes in my colbection. Some of the
affline games 've played in used action fig-
ures for combat, it really puls a third dimen-
sion into the game.

The article on the Wraiths [“Wraith
Squadran,” Stor Waovs Gamer #9) was fan-
taitic] They have ta be my favarite
Squa-dmn. and have been overshadowed by
Rogue Squadron. The rodeplaying stats wene
a great touch x5 well.

| hope we can look forward to maore sur-
prises Hke this! I'd love to see stats and shorf
write-ups for the characters of the Dark
Forces video garmes. Kyle Katam, Jan Ors, 8T-
BA, Jerec, and the rest of them would make
great characters to throw into adventures
S far, with the exception of berec, everyane
ha: been ignored. With the upooming
release of Jedi Cutcast, this might be the
tirme for it
Ed O"Connell
Somewhere, Out There

Loy, Ed. We nesrly "bent our Woolkiee™
with that enormous mnd-:l.'l:-':lgnrn-ent.
H.G. Walls prefers fo work in the 25mm

scabe, Check out this issue's “Model Citizen,”
and you'll see why we're willing te sccept
our 1”-tall fate.

For mone on the exploits of Roguee and
Wiralth Squadrons, check out Star War
hnsider mgg. TS got a nifty silver Darth Vide
on the cover tool

I hawe It on good autharity that Kyle
Katarn [ckrea his last appearance in The
Wew Jedi Order series) will appear in all hig
RPG ghory in the uptoming Poswer of Pthe
Jedi Seurcebook. Mo ward yet on the rest
of the caslk.

Emperor's Mew Lightsaber

First off, let me say that you have an out-
standing magazine. | recently came ofl of
an overseas deployment {1'm in the
Masines) and bought rvy first Star Wars
Gomer, sue g | then just had to have the
rest. Unfortunatedy, | haven't been able to
find &.4. Mow for the reason of my email: At
the end of ssue #g in the “Next lssue” ool
urmin, you have the header “Custom
L:Ehllut-cr- Build Youwr Owm,” but in sswee
#6, there Is nao swch article. Did | miss an
issue between 5 and 6, or |5 somebody play-
ing Il mind tricks on met Any belp in
answering this question would be most
appreciated.

GEl k. Machuca

Camp Pendieton, CA

You didn’t have Lo be aut of the country to
catch that E.IH Gil was one of the many
readers to palnt this out. We jJumped the
gun on that one: It sounded ke 2 great
dea, but when it came time to examing they
goods, we discovened thare wasn't enough
meal to the concept to warmant an article.
Maybe this next letter will soathe your dis-
appeintment.

Core Rules Blues

I'm a long time games, and | feel it time to
sprak up 've been hurlng aboul a new
peinting of the Star Wars core rubebook. 1s
this really necessary o falr? | understand
yau with to update the infarmation for




Attack r.:.F the Clames, Can this not be done
with a smaller book like Secrels of Naboo!
Share W¥ars dzo 15 a good system, bull does
there have to be a new core rulebook for
each niew Filmi?

Christopher Bravard

Lock Mawen, PA

Christopher echioes what mary readers
have bedn ALking since starwars.com
annaunced the Star Wars Ralepleying Goame
revised rulebook earier this year. $tor Wan
RPG Design Manager Christopher Periins
paplaing it el

“The Stor Ware Boleplaying Gome released
a couple months after the ard Edition DE&D
cone nileboaks and was somewhal over-
shadowed by them. With all the exciterment
surrounding Ephsode (1, the time seemed
right to rebease a deluxe edition that cos-
sec B wrrors and clarified rules From the
previows core rulebook, incorporated feed
hack from custormers, and presented a mone
witially dynamic Layout. Finally, Wizards and
Lucasfilm both felt strongly that the Epode
|I-specific content should be part of the cone
rules. Eather than Podce new players to by
two books (Ehe core rulebook and an Affock
of the Clones acoessony], they get everything
rhu,- meed from the five feature films in ane
FH4 -page hook.”

Right to Bear Arms

| really hove your mag. It has some really
uketul information and good ideas | had &
gquestion about the ledi weapon master
{“5pecial Ops—Prestige Class: ledi Weapon
Master,” Sar Wors Gamer #g). The picture
that was in the middle of the article
shiwed a Jedi hnl::ung.'-u waeapon that |
haven't seen before. | was wondering what
it wras, Can you print some stats in the next
Insue of Gamer?

Dustin Pietzold

Sedro-Woolley, Wi

In the immortal words of a really swell ruler
of the galaxy, “Everything is proceeding as |
have foreseen. The moment Gomer Art
Director Kybe Hunter unveibed Jeremy
Rareis's Incredible Hlustratkon of a Kel Dor
Fedi weapon master striking & pose after
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San-Ni Staff

Costs 5

credits
Welght: 1.5 kg
i-Mi Staft 15 2 dif-

RN 1O e

A

14l twist, and pull it apart. & 10

the staff, and two high-voltag

center. When activated, thie San-®i staff triples In length bo 15

W ey for it

s | ATRE BT

weilh thin
knocked unconscious for 3d6 rownds

Damage Critical

Weapon

Can-Mi staff rdbizdi

du.prl'l-rhmg a battle drold army with a
never-before-seen weapon, | knew you,
Dustin Pietzold, would request 15 stats, sol
have prowided them here

Mob Un Loo M'gasha?
| mm not 3 BRPG player, Burt | still love the
magazing because it has so much elue to
offer, The shart fiction starles ane always
awvetarmee, Uil admil | was & bitl bared with
the article an the various planets of the
Maoddell Sector ["Endor and the Moddell
Sector, Shor Wars Gowmer #g). However, On
the Wings of Rogues,” “Wraith Squadron,”
= .1|||-=.|E:|'|'., " and the whole State of the Aris
section more than made up for it

' @ bet confused. Somebody asked hor
one or bwo more stories to be added to the
magazine, and your reply was “Ma Goa,”
wrhich means “stop in Ewokese accanding
tor thee Shavw Wars Golactic Plingse Book and
Trowel Guvde, Being an avid reader, | would
HEE bo knonw i you meant  Den (noj or
‘Chak™ (yes).

Thank you for a wonderful magazine
Julbe Gllbert
Branchburg, Wi

Stuni/TFort DL

Type Sine

[ 15 Energy Large  Exotic

We're glad you've been enjpoying the varkety
of aur pf‘l’r_rlng: This issue is no different in
that regard. The answer to your guestion s,
“Mokesrx, “Nobata,” “Mumwa, T MNyeta,”
“Mosa,” and "Den” B

JEDI MIND TRICKS SOLUTION
Each numbered andwer |t matched to
its corresponding bettered answer

Endar
Bk

Drome
Woke
Hawbdes
CHla
O adri

LTI ETH
. Sala

Rodians

P Producer

AT-AT
Youda

Ta-ta
Day-0
Dodly
Eaved

Lioyel
Vader
Prowse Pawers
[aids Sardid
CenEang

Ithorians

Dainileds Denials

LT Wings

Sawing
Mage Arime
Directs
Hube

Stabier

. Cresdiity
g, Eheru
. Blasler




City Slickers

ILLUSTRATED BY KYLE STANLEY MUNTER

lungle planets and backwater spaceports are fine and dandy, but
give me the gritty intrigue of a dense urban center armyday Wiether
treachenous or steadifast, these characiers have their own strategies
Tof coping wailh Lhe Er il o SoATE Crine 'wmg #s the on iy slaffer on
since issue &, | celebrated this landmark issue. DIg same of my

other sci-fi work, including my comic, Saerve, af supenanicormucanm
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Can the Gungan Energy Shiekd deflect a
Eghtsaber strike? I would seem to me
that it can, yet the stats as presented in
Secreti of Naboo only say it provides a +4
banus o defense,

Technically, any kind of armaor can “deflect”
a IIBh-'quh-qr strike. Liﬂhhabrrs- dor't cut
through anything they hit—or rather, they
can, but [t takes more than just a strike. if
you wish, you could rube that amy time a
plece of armor "1.l|;|p'.“ a Iighhahl:r blow, the
lightsaber attacks the armior as per the
rules for sirking an abject. However, that
practice cowld get extremely ponderous
after a while—so use that idea sparingly.

IF it takes a full round to activate Master
Speed, and it Lasts for only ane round,
how do you use k7 I It takes effect next
round, then how does High Foroe Mas-
tary affect it?

Using all af the Speed Force feats actually
relers (o the Bime during which you wse it
Take a closer ook at the IanEuagl.- wsed:
“Using this feat requines a full-rowund
action.” 5o, In effect, you can activate Mas-
ter Speed as a free action on yOIar Lurm, and
it increases your base speed for the dura-
tion of the round. That being the case, nel-
ther Force Mastery nor High Foroe Mastery
have any particular effect on it the activa-
thon time Is already as short as it can get.

i you wear a ngh'l: suit, do you suffer the
=z armar check penalty to your pilet and
gunnery redes i you don't pesses the lght
armor feat? Can you get a flight suit with-
out armaor protection and the penaliy?

¥es and yes. The standard flight sult—which
provides 5 number of protections, as men.
tianed in the description—Is actually IIEht
armod, o it requires the Armor Profickency
(light] feat to use |t properly That fule
might be too redtrictive, especially Lo bower-

Answers to Your

BY /D WIKER

leve] characters, so asiume that 3 non-
AT I'I'-|3]1-1 Suiit 1"Fllghl: coweralls™) cosls
anly ro0 eredits bult provides no damage
redisction and anly 1 hour of e suppod—
though it still supplies the +2 equipment
bonus to Fortitude saves made to reskl cold
termperatures.

Does the Search skill replace Spot and Lis-
ten if you're actively searching?

Mo, Search is the skill you use bo carefully
check over a :-mrlrr-h}l-;-mr'lrr area,
Bath Listen and Spot ane either reactions
[if the Camemaster a5kt you to make the
check) or full-round actions (if you are
actively trying to hear or see something),
but they both can apply to things much
farther away than the rangen‘f Search,

If the situation is non-hostile and wn-
rushed, can you take 18 on o Force skill
check?

Certainky. The Star Wiers Bodeploying Game
revised nulebook Lpells out when you can and
can't take w0 or take 20 in Chapler 4: Skills

| am wondering about wsing Move Object
cen a blast door. The Difficulty Chexh for
breaking open a blast door is 45. That
equal to attempting to use Move Object
on something that s 5,000,001 kg or
mare, which s equal to a capital ship. That
means the anly chanoe a heno has of
either opening a blast door or moving a
Capital ship means he has to be 20th
Il man out ranks in Move Object, and
have an intelligence bonus of +2 or Skil
Emphatis: Mowve Object. It seems a little
excesshve to me that a blast door s as dif-
fieult to move as a Capital Ship, If | make a
skill eheck ot a 45 and | can mave the
whale ship, | wouldn't nead o open just
the blast doos. Do you have any sugges-
tiond for lowering the difficulty of apen-

Star Wars RPE Dilemmas

ing the blast door? | would love to see one
of my players be able to just wave his
hand and the blast door pull tself open,
¥ou seem to be confusing “open” with
“henk " Of course s adremely difficull to
punch a man-sized hole in o blast doar with
Mo Object, Take anather look at Table
B-13: Damaging Objects, which I'm guess-
ing is wherne you got that DC 45 figure. Note
that this is the DC to damage the blast
door; that's what the note at the bottom of
the table indicates

Srmpf}l opening the door—assuming it's
ot locked shut=—should be much easier. If
most likely weighs in at between 5o0-
5000 I-cil-pEramﬁ. which puts the DC at 5.
If it is locked, though, that's a different
stary; it should be extremely difficult to
open a locked blast door, even with the
Force. You didn't see Darth Vader waving
his hand and opening the blast door that
separated him from the Mileanium Faicon
n A Mew Hope, after all

SHIL |f that sort of feat of telekinetic
stremgih is whal you want to See in you
games, condider dropping all of the DCs for
damaging objects by 10 .or even 20 as a
o rle.

15 there a rule for attacking different wcale
opponents [ike in the and Edition of the
West End Games Sor Wies BPG, such as a
snowspeeder attacking an AT-ATT From
what | see In the ubebook, a snowspeeder
dioes 58 darmage, and an AT-AT has a
Damage Reduction of anly . S50 even I
the speeder does only average damage of
zio, It wrlll still damage the AT-AT, despite
the line from Emplre, “Thelr armar’s toa
strong for blasteri!™

The Star Wars Roleplaying Gome revised
rulebook includes some nubes for scale, but
oot i the way you suggest. A weapan, in
the dzo version of the Star Was BPG, s a




weapon, Given rnmlgh time, a blaster pesiol
@ cut Ifhrl_'luﬂh an AT-ATs |1I,|'1|.I:r"|ll:l|.l:' that
the operative phrase there, thowgh, |s “glven
enough time.” Generally, AT-AT crews aren't
willing to sit a round weaiting for enemies 1o
chew thielr way inslde and will obligingly
open vailous doors and hatehes—if onky to
shoot back )

Bui don't take Luke "rh':,w.:!er"n hyperbole
too seriously. Even though thelr shots were
bnum;ln[[ off the AT-ATs, it still ook ondy two
s from the snowspeeders’ double laser
cannang bo bow up the AT-AT that Wedge
Antilles took dovwn a minute after Luke made
t s prnm;lun;l:'rr'rm.F:IIinl.: down olbeioushy
didm render the armor inoperative, 5o the
armor can't be all that strong. The DE 15 we
gae o AT-4Tx, then, is a reasanable oomipio-
mise: @ low roll with a double laser cannon
won't scratch an AT-AT, but a good high roll
can Irflict tremendous damage.

Are ability score changes retroactively
wffective? In other words, if o character
increases kils Constitution or Intelligence
and receives a higher benus, does he get
witality and tkill pobnts for the provious
levels whien he had a lower $iareé oF SoES
e .unl-_" gadn additional polnts for that and
all fallawing bevels? How does this work
with reduced scones? Dioes & loss of Consti-
tutlon or IHlﬂ"E:nt‘E represent a loss of
vitality or skill paints per level? That i,
would a sth-lewvel character sulffering a -2
Constitution PtI'I.IH]' lose 5 witality poinisd
Changes to Constitution scores arg
refroactive, but changes to inbelligence—
in a% far as skill points are concerned—ane
mot. You recalculate '.'ll;.'illll:,' podnts every
time your Constifution score changes,
(This Is the reason why the Wookiee's rage
ability adds l.l'ih'l|ll:|' points rather than Con-
stifution ] You also recalculate modifeers to
appropriate skills—for all abilithes, inched-
Ing Constitution and Intellrﬂenrje—lfihﬂ
ability scone changes

Hewever, you caleulate skill polnts anly
when you level up, and you never recalou-
late old skill point totaks, Whether your
character’s intelligence goes up or down,
you're concemed with his Intelligence score

oanly at the moment that you re tallying up
s ramy skill points be'll get that bevel

Can someone clarify the way to calculate
the Defense Bonus for an NPC who ks
multi-classed with bawo professional
classes? As the rules seem to say, an Expert
3/ Thusg 1 with no Dex bomus wiould have a
defemie of 8. That can't be right, can it?

Mo, that's not right. The rule for taking a
-3 penalty ta Defense when multicassing
is for the heroic classes only. Thus, a non-
heroic character who goes from expert 1o
thug, as in your example, does not take
the =z Defense penalty, Nor, for that mat-
ter, wauld a herodc character taking on a
non-professional class [for whatever rea
sonl; a soldier who took a level of expert
wouldn't suddenly lose two peints af
Defense. Mate alio that characters taking
on a prestige class also don't suffer the -2
penalty to Defense

I"ve seen three separate write-ups for the
Dark Lord in the Star Wars RPG rulebook,
The Davk Side Sourcebopk, and the Rebel-
fiam Erg Sourcebosk, and in none of these
does Vader have the Throw Lightsaber
feat. He Is the only character in any of the
filirs that hias actually been seen doing
this, yet he doesn't have the feat. b there

a reason he wasn't given the feat?

Yes: It doesn't neally help him all that mach.
it doesn't help anyone all that much, wiich
[£3 n.-ll:,'1h-¢ feat doesn't appear in the revised
rulebaak. all Throw Lightsaber does is
negate the -4 penalty for usimg an impe
wised thrown weapon. Vades can certainiy
ignone a =4 penalty to his ranged att ack
banus when aiming at a catwalk, which
according to the rubes on striking an object,
has a Defense of 3 (a Huge object with a=5
Dexterity penalty). And that assurmes he
wiat abming at the cabwalk! i he was actu
ally aiming at Luke—yoaii can argue for
either instance=—=then suffering a -4
penalty right explain why be missed.

At any rate, we felt that Darth Vader
didn't need to waste a feat slot on negating
a -4 penalty when there wiene 50 many
ather useful aptions apen to hilm

with a lttle beeaking, they
make greal “instant chameters —which
, um thens, Pven
if the character you need doesn’t fall on
euacthy the levels Bsted, can always
stari at the next loweén |
uprarand fram thene

Ancther possibility is {o sea

Shi yraur need
to choose a chasac
anid so on, Bnd many even save a fileina

et at bhack Tofrmat 1 You mitght have

to do a bittle search 16l ENpE i

i, but you'llabmost certaindy find one

ElaE will S o4l a dead of time cre
ating high-leve
Personally, | dse acombination af
methods, When the particulam
acter don't rmuch matter—suc
the charscter weon 't b o
the heroes aren't lik
i win dig rabls=—l simply use
character, When Lthe chadaflen
e important Lo ihe
take the Extra time Lo develop the char

FEactly the w veant, It adeds that

Eat rules guestionsT
Sand them to:

Jadi Counsaling
/o STaR Wi
P.O. Bax 707
Rentan. WA BB0O57-0707

or vim emall to
swpamoriiwizards.com

{inezlude “Jadi |:|1|||1':|:||r'.r;

in the subject)
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pace was about to kill Uldir Lochett and his crew in
a most unpleasant manner. Although it wasn't the first
tirme thie woid had tried to snuff him out—not by a giga-
. parsec—Uldir still had plenty of objections.

*We're losing atmosphere, fast,” He muttered, combing his fin-
gers through the switches and indicators at the helm of his trans-
port, the Mo Luck Required, “But where?” His voice already sounded
unnaturally thin, and his eardrsms felt like they were geing to
exphode, How soon before his blood started to boil?

Stop thinking about that. That's not helping.

“Where do you suppose!” asked Viega Sepen, his first officer, her
eyes flashing like corusca gems beneath her platinum bangs. “It's
not complicated. Your girlfriend jammed the starfighter bay open.”

“Well, seal if offl” he snapped, returning the Corellian's glare, "And
da not call her my girifriend.”

*Touchy.” Vega said. “You shouldn't let one little spat bust up a
good thing. | mean, she only sabotaged our hyperdrive, stole our
only hyperdrive-capable starfighter, and left us bleeding air”

“¥gah? You sound jealous to me, Sepen,” he snapped.

“Oh, yes. of course,” Vega said, studying the system indicators.
*I've got the big hurt for you, all right. I'm going to make my move
as soon as you're out of diapers.”

Her voice sounded weird. The falling pressure, probably.

*Boss.. " Vega went on, in a more normal tone.

“What?"

“It won't seal ™

“Sithspawn!” He raised his voice, trying to project it through the
thinning air. "Vac suits, everyone, nowl”™ He rose to his feet and
found his legs wobbly, He suppressed a giggle as the situation sud-
denly seemed amusing. Was harder-than-corundum Vega Sepen
actually jealous of the rogue Jedi? Vega was like a tough older
sister—there had never been anything between them

Nor was there anything between him and Klin-Fa Gi. She had
been an irritating mynock on his hull from the second they met, and
that was before she had bried to kill hirm and his cew

Another funny thing. this one a real side-splitter. He was prelty
sure he didn't have time o make it to the storage lockers before
passing out. Why hadn’t he thought of the vac suits first? Where
wat his brain?

Oh, right. Starving for oxygen.

He coubdn't help it. He laughed at that one. The galaxy was the
best practical joker ever,

He was still chuckling when he tripped over Leaft. The Dug had
collapsed in a pile, his limbs sticking up at odd angles. His narmally
ferocious face actually looked sort of cute with no surly conscious-
ness to animate it. And he had brought some blankets to curl up on,
of was |t laundry?

Mo, those are the vac suits, you idiot, some stubbornly rational
part of Uldir snarled, You forgot. Leaft didn't

His vision was blurring. He didn't have long. He put the helmet
on first and twisted the feed valve, then started shimmying into the
sult. The fresh air smelled good, but his lungs couldn’t get much of
it—not enough pressure, without a seal between suit and helmet.

A bunch of black holes suddenly appeared in the bulkhead.
Yuuzhan Vieng volds? Were they under attack, now, on top of #
everything else?

“That's it,” he muttered. "l give up.”

He did, toa, as the black holes devoured the ship, the light, and
l'lrl:ﬁl:r Uidir Loschett. i

*

He awoke to the hiss of air in his helmet. The flat face of a Duro was
staring at him with concern. The Duro was wearing a vac suit. it
took him a confused moment to understand that it was Vook, the
fourth member of his crew, It took only another heartbeat to recall
his lask memories,

"Leaft, Vegal We have to—"

“Already done, Boss-boy,” Vega's voice sounded tinry in his hel-
met transceiver, “We'ne all okay, Leaft's a little on the puny side—"

“I'm fine,” the Dug snarled. He sounded mone groggy than
eomvincing.

“Good work, Leaft, going for the suits,” Lldir said. “Next time,
remembser to put yours on first. Always.”

“Hrrm. Basic training. Wasn't thinking straight. though.” Leaft
sounded chagrined, which was a rarity. “Thinking like a human,” he
added. That was more like Leaft. Lidir was relieved.

“Viook was thinking straight, at least.” Viega said.

Yook looked embarraised, but sabd nothing.

“Olkay,” Uldir said, wobbling to his fect, “Let's see what's wrong
and fix it.”

“And then?” Leaft growled.

*Then we go get our starfighter back and make a certain Jedi
experience a great deal of remorse.”

&

Libdir was with Yook in the engine crawlway, puzzling over the
defunct hyperdrive, when Vega stuck her head down from above.

“We got the outer doors sealed,” she said.

“fund the inmed”

“Well, it's good news and bad news,” Vega allowed. " The bad
news is she cut through the inner doors with her lightsaber, so
we're going to have to patch them. Leaft’s on that, The good
news—| guess this is good news—she didn’t jam the cuter doors
on purpose. She banged the mechanism with the A-wing when
she took off.”

*Then she didn't intend for us to die,” Uldir mused,

“Think not? So you plot she hasn't gone over to the dark side?”

“If she were truly rogue, she would hardly have any compunction
about killing us. She could have torped us, for that matter, to make
sure of it"

*| think you're still woozy,” Vega said. “She stranded us in Vong
space without a hyperdrive, twenty light-years from anywhere, She
cut the hyperwave antenna, too, so we can’t call fos help. That in
itself is a death sentence, A slow, crued one. Very dark.”
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“Maybe she figured we could fix one or the other”

*She knew we were already in bad shape, that we needed sup-
plies to effect repairs.” Vega cocked her head. "Don't forget, she's on
her way to'Wayland, She must be after some of the Emperor’s old
toys. Even if she hasn't given in to the dark side, she must be right
at the shatter 2one.”

"Weah,” Uldir assented, “I' give you that. We just have to hope
she hasn't gone over, At least the Jedi still have a few friends left. A
Dark Jedi could lose them what little support they have. It would be
all the hard-liners in the Senate need to make the policy of turning
ledi over to the Yuuzhan Vong legal.”

*That could be the keast of i, i she finds any of the Emperor's
weapons,”Vega said. "We know from experience how much dam-
age a single Dark Jedi can do.”

"Wes," Vook said softly, "but if that damage were to the Yuuzhan
Vong, it is to be desired.”

“Wook ... Uidir throttled his immediate retort, The Duro had lost
his homeworld to the Vong, He was understandably upset.

"she skranded us in vong space withouk
a hyperdriue, fuenty Light-years fram
anyuhere. she cut fhe hyperwaue
antenna, Yoo, o we can’t call for help.®

"I can't imagine how you must feel, Vook.” Uldir sald. "But the
dark side can never be the answer. | didn't leam a lot at the Jedi
academy, but | did leamn that”

Vook blinked slowly and was silent for a moment,

"I can repair the hyperdrive,” he said, apparently dodging any
debate.

“¥ou can?”

"¥es. She cut through one of the motivator-engine linkages,
That’s easily repaired, However, when we dropped from hyper-
space, the resulting surge spread out over the rest of the system
and fried the remaining motivators. | can realign the one good one
to handle the engines, but only for two, maybe three jumps. Then it
barrns out, too”

*That's terrific,”Vega said. "Can we make Mon Calamari?”

Vs~

“Mo,” Likdir said. “We're going to Wayland.”

Vega fixed him with her steely eyes. “And just how will we leave,
once we get there? Don't forget, the Yuuzhan Vong have a base on
Wayland, too.”

“Wie'll deal with it when the time comes,” Uldir replied. “As it s,
my Last instructions from Master Skywalker were to bring her in for
debriefing. That's what we're going to do.”

“¥ou'ne not thinking with your head, boss,” Vega sald.

“And that's enough of that.” Uldir said.” It's not funny anymore.”
Hee turned to Vook “How long until it's done?”

*Three hours, maybe four”

“Fine, Get to it. Vega, you'll help me get us as battle-ready as pos-
sible.” He raised his vokce, "Leaft, how are the repairs on the inner

doors coming?” oeon
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“Faster {f you'd ket me work in peace,” the Dug’s voice came back
ot thee intencom.

Vega was still staring at him, Her eyes and the set of her frame
told him she was unhappy with his decision. He didn't like to resort
to pulling rank, if he could help it. It was abways better when your
crew agreesd with you, But in this case he wasi't going to entertain
any discussions. He would not, could not be responsibbe for giving a
Dark Jedi even the slightest opportunity to resurrect any of the
Emperor's old technology. Mot even if it killed them all.

*

The No Luck Required dropped out of hyperspace with a bone-
jolting thud, The inertial compensators whined and g-force tried to
suck Uidir's brain out of his right ear. A great green world filled most
of his view, far too near.

"Mice jumnp, boss," Vega said.

“What happened?” Uldir demanded, of no one in particular.
“We're lucky we didn't end up starfood,
corning owt this close to a singularity”

Vook answered. "The motivator failed
during the jump,” he sabd. "We are no
longer hyperdrive capable.”

“well, at least you got us here, Good
work, Voaok "

"¥es sir,” Vook murmured, and added,
“We're doomed now, 5"

“Mo we're not,” Uldir replied. "1 want you to start exploring
options. See if you can cannibalize enough parts to put together
one jump, to anywhere. Scan the system for any hulks we might be
able to sahvage from. Anything. Just get me one more jump, Vook.™

The Duio's expression remained unreadable, but e shrugged.
"Oleary,” he sabd,

"Boss," Vega sald, "T've got three objects turing our wan®

“Perfect,” Uldir said. “What are they?” H

“Coralskippers.”

Uidir toggled on the intercom, “Leaft, you hear that?”

*Yes,” the Dug grunted. "F'm in the turret already.”

Uidir flipped to long-range scanners. There were the skips, all
right. Like all Yuuzhan Vong tech, the skips were living creatures,
modified by advanced biotech into deadly killing vessels. Ubdir had
dealt with encugh of the small furies o know that even one was a
problem—three made for a very bad day indeed.

"It could be worse,” he sighed,

"I'vee got a corvette analog coming around the planetary hori-
zon,"Vega said, "l estimate we have about eight minutes to handle
the skips before were have it to deal with, as well®

“Ah,” Uldir said. "So worse. Remind me not to say that again.”

“What would be the point in that?™ Vega asked. “You don't seem .
to be handling advice all that well these days, even your own.”

“and you're plotting a course toward insubordination, fast,” Uldir
snapped, starting the thip on a series of evasive maneuvers. “vook,
we've still got full maneuverability?™

“In sublight, yes,”

“Fine.” L
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. "Vega ... he sighed. "What?™

~ *you don't need me here—you've got Vook for fire control and
repair and Leaft for the turret, Let me take out a starfighter. Even
"the odds a little."

*That's a fine idea.”

"Great.” She reached for the buckles of her crash harmess.

“Two minutes until maximum range,” Vook said.

“Wait,” Uldir said, I meant taking a starfighter out is a good idea.
Bast |'m taking it. You adume command of the No Luck Required.”

“Boss, that's—"

“Listen to me. We can't slug it out with every skip in the system,
Try to cover my exit with a barrage—dump some garbage, too, and
Fll ga out cold silent. Then | want you to get going—hide same-
place, on the planet, in orbit running silent—whatever, Once I'm
ghear of the fight, Il find Klin-Fa Gi, grab her, and bring her back.”

' "Right. Grab a Dark Jedi.”

“I'mi the only one of us with any Force sense at all,” Uldir said, “50
I'm the only one who even stands a chance of even finding her” he
paused. "Amyway, | brought her on board. It was my decision to
come after her, I'll take the consequences.”

Vega looked like some nasty insect had stung her inside her
maouth.

“Idon’t like it," she said.

“You don't have to. 1l find you, don't worry”

“Onve frinute,” Vook sakd.

"Rotate fighter bwo,” Uldir sald. With that, he left the helm and
hurried toward the starfighter bay.

&

A globular bolt of plasma greeted Uldir as his A-wing cleared the
fighter bay. He jerked reflexively at the stick—forgetting e was
powened down—but he was still inside of the No Luck's shields,
which the blast spread across in rainbow fluorescence, Gritting his
tecth, he et the tiny ship drift in the cloud of released garbage. He
watched as a spread of proton torpedoes from the Luck winked into
silent fiery starlets, accompanied by a fusillade of energy bolts from
Leaft's position ln the turmet. His finger itched on the power-up
switch. Had the coralskippers seen his ship emerge and targeted
him specifically, or was the near-miss merely coincidence? He would
knaw in a few seconds. He had drifted clear of the shields, now, and
though the A-wing had many non-factory modifications, its shields
were not upgraded, A singhe solid hit and he wasn't menely out of
the action, he wis dead,

But the skips were too busy to notice him, thanks to his crew,
One was already carrying a livid wound where one of Leaft’s lasers
had singed along the yorik coral, heating it to incandescence, As he
watched, another took the fringe blast of proton torp, For a
moment, he thought the fight would be over quickly.

Mo such huck. He watched, drifting and feeling helpless as the
skips closed to their most effective range and the tables turned.
Leaft still needled at them with deadly accuracy, but the shots
stopped dead in space meters from the organic starfighters. The
Yuuzhan Viong ships didn’t have shields as such—instead, the same

ities which swallowed anything they touched—concussion missiles,
torps—even the coberent light and particles of a blaster bolt van-
ished into them without a trace. They had their limits of course, and
Republic pilots had learmed a trick or two about slipping the occa-
skonal shot through those gravitic defenses, but it was no easy
going. Meanwhile, the skips bombarded the No Luck Required with
gobs of supercharged plasma, fired fram what look for all the world
like miniature volcanos set in the rough surface of the coralskippers.
Now they avoided the arc of the turret gun, diving in close. Vega
coubdn't effectively fire missiles from that range, both because she
wasn't likely to hit and because the resulting concussion would
damage the transport as well.

“Ga, Vega, gol™ He muttered. “What are you waiting for?”

But then the Luck’s drive kicked on and a stream of hot ions
engulfed one of the coralskippers, whose pilot had clearly forgotten
that an ion drive made an effective if short-range weapon in itself.
The voids couldn’t swallow all of that, The skip flared orange,
yelbow, blus=—and was gone.

“That's it!” Uldir muttensd, watching the Mo Luck Requirned dwin-
dle with astonishing speed, The remaining skips went after her, of
course, though they had little chance of catching her if she didn't let
them. Uinless the Vong fighters were hyperdrive capable, which he
didn’t think they were.

The corvette analog probably was, but it wouldn't go faster- =
than-light until it was a little farther from the planet. But if they
spotted him ...

He resisted holding his breath as the larger ship eruised by only
elght kilometers off his kower starboard. If it noticed him, it gave no
inddication.

New light caught his eye, as some of the junk ejected with him
hit Wayland's outer atmosphere and began to burn, One eye still on
the passing cruiser, he reached for his stick. It wouldn't do for him to
hit the atmosphere wrong,. Too shallow an angle and he'd skip off
into space. Too steep and he'd be incinerated. Time for a litthe eomaree
correction,

He didn't bring the ship to full power, instead firing maneuvering
thrusters from independent power sources, That steepened his
approach. He reached for the stick—and gaped at what he saw on
hils sensors.

Three little blips, launched from the cruiser, all headed his way,

So they had been watching the jettisoned junk, and he had
revealed himself,

HNo use cursing the void, his grandmother used to say. it get you
in the end, and you might as well be on good terms. He went to full
power, dropped his nose, and dove planetward. The skips acceler-
ated after him.

“That's right fellows,” Uldir grunted. "Bring those flying rocks into
the soup with me.”

He bumped through high-altitude dlouds of ice crystals that
shattered the light from Wayland's primary into rainbow and dia-
mond. He flattened his descent a litthe, noting that the less aerody-
namic coralskippers were dropping behind his speedier ship. Their
weapons, effective enough in space, lost range in atmosphere. He
could probably outrun them easily enough.
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He rolled into a tight tumn. He couldn’t afford to take that
chance—he could outdistance the skips, all right, bart they could
keep him spotted until craft more apt for atmosphere could vector
in on him. Uldir had met a few of their fliers, and some were pretty
nasty. If he didn't want to have to deal with fighting the Vong the
whobe time he was searching for Klin-Fa Gi, he'd better do some-
thing about this now.

He almed his prow at the coralskippers as they hit the turbulence
he'd just passed through, He opened up with laser cannons, not
really thinking to do much damage at this range, but hoping the
beief opening and closing of their woids would roughen the air
around them and sap some of their energy reserves. When he was in
range, he gave them the present he'd been planning on—a concus-
sion missile. The weapon was one of his own madification, equipped
with a gravitometric sensor, As soon as it sensed a vold, it would go.

It blew some ten meters from the lesd skip. At such short range,
in an atmosphere, a concussion missile had considerable authority,
expanding air in a supersonic sphere that slapped the lead coral-
skipper back the way it had come. The other two had begun peeling
aveay, but not far enough, and both went tumbling. Uldir braced for
the milder jolt when the wavefront reached him and began using
his laser cannons in earnest, stinging one of the tumbling skips.
Fram his peripheral vision he noted the lead skip falling planetward,

1 waznt Long hefore uldic found
euidence Fhat he was indeed following
fhe jedi and not some strange and

clumszy heaxk.

apparently unchecked by its gravitic drive. The third skip he could no
longer see, but instinct told him he had a few seconds before it
picked up his tall.

Yellow plumes of vaporizing coral sent the skip ahead of him
pitching and yawing, making it more difficult to hit, but it didn’t
seem bo be using its voids at all. He almost had a solid lock, but
that's when the warning In his head went off—time was up. He
yanked on the stick up and port—and felt blood rush to his head.
He'd been right—streamers of plasma boiled by where he'd been.
He tightened into a loop, Both skips werne below him, now. He
noticed with satisfaction that the fire from the one behind him had
struck its brother a glancing blow, and it was burning

Almost laconically, Uldir drilled the final skip and then sprinted
towiard the forest far, far below.

F

When hie was a fiow meters above the treetops be leveled out and
called up a map of the planet. It was well detailed, but few features
were actually named. One of them was a dot in the northerm hemi-
sphere on the big continent labeled “Mount Tantiss,” Wayland had
been the Empenor's secret for many years, listed on no star chart
duie to—of all things=—an ancient clerical error. Mount Tantiss had
been his arcanum and storehouse. Grand Admiral Thrawn had
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tracked the planet and the mountain down after the Emperor’s
demise, bent on finding weapons that would help him reclaim what
the Empire had lost. Later, Master Skywalker and some of the other
heroes of the Rebellion had found it as well and destroyed the
mountain with a seismic explodion.

IF Elin-Fa Gi was really a Dark bedi, the ruins of Mount Tantiss
wiere probably where she was headed.

He brought up the transponder overlay, Mok surprisingly, it con-
firmed his suspicions—the A-wing seemed to be motionless on
exactly that spot. Grimly he changed his heading to take him there,
keeping a wary eye on long-range sensons.

*

Lildir found the A-wing abandoned and hidden by a makeshift cov-
ering of huge leaves fallen from the canopy above. He took a deep
breath, listening, watching, and smelling the jungle around him,
trying to reach out with the limited Force ability he commanded.

From above, Wayland had looked much like Yavin 4, where he
had attended the Jedi acadermy. Here, on the ground, the similari-
ties seemed superficial, Although both Wayland and Yawvin's mdon
had Land masses covered mostly in jungle, Wayland's rose higher
and stratified into two canoples. The alr of Yavin 4 had been
splced with the scent of blueleaf. Here
the atmosphere lay heavily on the forest
floor, musky and ripe with decay,
whirring, buzzing. and click-clackering
with the sounds of unfamiliar fauna, He
remembered how dangerous the jun-
ghes of Yavin 4 had been, and there he
had known something of what to
expect. This world he did not know at all, The sounds around him
might be harmless insects or the Wayland equivalent of Yavin's
piranha beetles, which could strip a person to the bone in the
time it took a Toydarian to beat its wings,

still, he was pleased to discover that Klin-Fa Gi seemied even
more out of her element here=her trail of scuffed leaf litter and
bent or broken understory was easy enough for him to pick up. it
led, as he suspected, up through the foothills surrounding what had
once been Mount Tantiss. Somberly, he shouldered a survival pack,
his blaster. and a few concussion grenades and set off after her.

At beast, he boped it was her,

it wasn't long before Lidir found evidence that he was indeed
following the Jedi and not some strange and clumsy beast. Unfortu-
nately, that evidence came in the form of the five corpses—sen-
tients, by the kook of them, two different species. Neither of the
species were Yuuzhan Yong, which meant they were probably
locals. Whoever they were, they had been killed by a lightsaber—
few weapons left the same distinct, cauterized slashes as a Jedi’s .
signature weapon,

Grimly, he studied the scene for details, Three of the dead were of
a tall, ectomorphic species with six limbs, of which four apparently
functioned as arms. They had flexible snouts and their skin—where
bare of the hides and bone omaments they wore—glistered like an
insect’s carapace. T
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TIEqu v wiere squat, powerful in appearance, and naturally
. armored with bony plates on thelr rounded backs. Like those they
Lay beside, they seemed to have been basically bipedal

Uidir had never seen either species before, not in the space lanes
or among slaves that the Yuuzhan Vong used as shock troops. That
wasn T surprising—there were plenty of beings in the galaxy who
weren't space-going, either because they didnt have the technology
ar the inclination, and he rermembered from his all-too brief scan of
the files on this planet that it was supposed to have several inkelli-
gent species, all at an essentially stone-age bevel of technology.

When he saw what they gripped in their dead hands, however,
Lildir's blood ran cold. Now he understood something about why
they had died. At first glance, their weapons resembled clubs, spatu-
late an one end and polnted on the other, about thirty centimeters in
lengrth. Uldir had seen such weapons before, but cven if he hadn't he
‘would have noted something strange in the way that they slowly
wriggled. flexing from side to side like Hothan glacdies worms. They
were alive, and unmistakably of Yuuzhan Vong biofacture,

He studied the bodies more carefully, searching for other signs of
the Yuurhan Vong, wondering if these creatures had been slaves or
willing allies. He found no sign of the coral implants the invaders
used to control urmwilling subjects, which seemed bo suggest they
were allies.

Still, there weere many means of contreld, and Yuurhan Vong knew
most of them.

As he reached to turn one of the short, armored sentients over to
inspect his underside, he suddenly realized that something was
wrong, The forest sounds around him had changed, with most of
the animal life having fallen silent. He drew his blaster—casually, as
If he really only meant to brush the skde of his trousers.

“Lay down shame weaponi® A plping woice commanded in heay-
ity accented Basic, "Lay down shame weapon of breathe-not-you,
offworlder!”

To emphasize the point, a quivering shaft appeared as if by magic
in the tree neanest hirn. Udic besitated—he had seen arrews before.
They had a primitive but effective way of making holes in people.
On the other hand, he had a blaster, which made bigger, more effi-
cient holes. But the voice was behind him, and he didn't know how
many there were. ..

Wihover it was could have kilked him akready. He might as well
see what the odds wene, and what they had to say, He raised his
arms showly, turning toward the voice, He did not lay down the
aster.

The speaker was a stripe of color In the underbrush, hard to see,
but Uldir coubd malke out that it was one of the slender, six-limired
humanoids, Uidir breathed slowly and deeply. his eyes tracking
through the strange leaves for others,

“Lay down shame weapon,” the creature said again,

Uldir kept the weapon above his head, pointed at the sky, but did
nak do as demanded. He nodded his head ol the corpies, " didn®
kill your friends,” he said. "l found them like this. I'm in pursuit of
the one wia did this.”

He heard falnt rustlings in the brush all argund him, and his heart
sank, He had probalbdy lost his opportunity to shoot his way out of
the situation, if he'd ever had one,
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of that.

The creature made a faint brumpeting sound, "I kill Cut-Up-Wish-
to-bes, not our enemy,” he stated. “Lay down shame weapon. Not
tell again.”

“lwon't be defenseless,” Uldir sakd. "1 know what the Youzhan
Vong do to thelr captives. |won't be taken captive”

Another trumpeting sound, this one trilled, An answering call
came from someplace to his left.

“We not friends of the Cut-Up-People,” the sentient said,
emphatically, “"Never we fodder them,”

Ulelir could see ban more of them now, both of the stockier race,
They bore bows, arrows, and stone axes with wooden hafts, like the
one who had been speaking. Mone of them camied anything that
looked like Yuuzhan Vong botech. Wkdir's shoulders relaxed a tick,
Deliberately, he retwrned his blaster to its holster and raised his
hands, palm outwards,

“The Yuuzhan Vong are my enemies,” he said. “If you are also
their enemies, se are (dends "

The thin figure swayed forward, "Outworlders not friends,” he
sald. “They bear shame, and bear it upon us.”

*| came here only to find the one wiho beft this trail,” Uldir sabd.
“When | have her, | will leave, | mean you no harm.” He indicated
himsel. "My name ks Uldir Lochett”

The creature regarded him for a moement, “You offer name?” He
said at last,

“Ye4. | offer my name,”

The being seemed to consider that for a moment. "1 offer in
retum | am called Teer. | am leader of the Free People.™

“Fleased to meet you, Txer”

Trer then sald something in his native language, and several of
the others—Uidir now guessed about fifteen—responded to him, it
seemed o be a debate, of sorts, and he suspected the point debated
had something to dowith whether Uidir got to keep breathing or
not. Finally Twer chopped both of his upper hands, and silence fell. He
moved closer to Lidir, until they stood only about bwo meters apart.

“wou follow the ane who made this trall She ks strong.”

“es,” Lildir said.

“We hear her battle with Cut-Up-Wish-to-bes, Come to see. Hear
your shame=thing land, watch you. You come only for her? Is truth?”

“¥es,” Uldir replied.

“Wihy follow her? If they who fight Cut-Up-People your friends,
weiliy mal her? Your wornds have Offwanid podson in them, maybe.”

“It's complicated,” Uldir sald. "Yes, she Is enemy to the—er, Cut-
Up-People. But | fear she seeks something here, something the
Emperor keft. Do you know of the Emperor?”

Twer trilled loud and kong, then babbled again in his own lan-
puage. A few of the others responded, sharply, and all of the crea-
fures Ubdir could see brandished their weapons. His hand itched
towvard his blaster

“Dark man,” Txer sabd, finally *She seeks the things of the Dark
Man.

“¥es, | suppose 50,7 Uldin replied.

“50 do Cut-Up-People,” Txer replied. “They make hobes, deep and
long. in oracked mountain,”
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“¥es,” Uldir said. “They look for his secrets. 5o does the one |
follow."

“Must not to allow,” Teer said, his voice a thin wisp, "Cut-Up-
People bad. Dark man worse. All things of shame, his. | remember”
Hils luminescent eyes narrowed. “Also remember some cutworlders
wiho broke mountain, buried his things. You cousin to them?”

“Sort o™ Lidir replied,

Tuer tilted his long head thoughtfully, then spoke some more to
his people.

“We also follow this trail,” he said, simply.

"I'll appreciate your help,” Uldir replied,

*Mot to help you,” Teer sald, "To watch.,”

#

They traveded for the rest of the daylight through steadily steepen-

ing terrain, Twice, for no reason Uldir could tell, they hid in thickets,

remalning utterly silent until some unspoken signal released them
to walk again, That night they camped in the cavernous shelter of
the gnared roots of a fantastically huge tree.

“Why dio wou call my weapon a shame weapon?™ Ulkdir asked Txer,
as the light faded to nothing,

"Is shame to use. Mot from life.” He paused, searching for words,
“Machine, ™ he said at Last, as if the word bit him an the way out of
his mouth,

"we Fight them,” fzer said Firmly,.
"and if you Lie, we Fight you Yoo, we
Fight unfil affuoariders al\l gone, ar

until we all die.”

“0h,” Uidir replied. it made sense—these wene people who lived
simply off what the land provided. Given that the Empire had been
here, most of their experiences with technology had probably been
of the negative sort.

“ts that why some fight for the Cut-Up-People? Because they also
hate machines® That was putting it mildly, of course. The Yuuzhan
Vong considered all “dead” technology to be an abomination, and
those who used i so unclean as to deserve extermination Their
conguest of the galaxy was more of a holy war than one for terri-
tary—they had long since conquered worlds enough for their peo-
ple to live on,

"Wish-to-bes think like this, yes,” Teer replied. “They say Cut-Up-
Peaple lke us. They ane not, Life is for respect. They do not respect
Iifie. They break it, twist it, make it as they want, make it foul. They
o Sarme to ws”

"You're right about that,” Uidir told him. "1've seen it happen, on
world after world, And in the end, those who help them suffer more
than those who resist them,”

“Offworld wisdom we do not need,” Tuer said, stiffly. “Free People
sep this for themselves. Meed not your eyes to see”

* understand that,” Lidir said.

"h!l.l'n*,iﬂgh; them, like we fw.glﬂllil,::l;l:ll'ﬂ.'ln." Tomr wenl on,

Stone weapons against the Vong? Uldir thought, That was an
uneven fight. Unless the equation changed, the Free People were
doomed,

“I should go on alone, when the light comes,” Uldir said, "l don’t
want to put your people in danger.”

“We fight them,” Teer said firmby, “nd If you lie, we fight you too,
We fight until offworlders all gone, or until we all die. Sleep now.
Tomorrow we enter Cut-Up territory, and then no sleep.”

Uidir spent a restless night trying not to worry about his crew;
hoping they were still alive and had managed to find a hiding
place. He did not think Klin-Fa Gi would stop to sleep, and he felt
her drawing ahead of him, and that made him even mone anxious.

When he did sleep, his mind built dreams whose architecture
was darker than the night.

*

"The jungle looks sick,” Uldir remariked the next morning. The upper
canopy looked ragged and skeletal, and the lower was covered with
what booked like a fine mold or dust.

“¥es, Will get sicker,” Teer assured him.

It did. Soon they were walking through only the memory of a for-
est; the mighty trunks were still there, but no hint of green or color
of blossoms was anywhere in evidence—only a drab, charcoal gray.

“What did this?™ Uldir asked.

Tuer rubbed his mouth. "Mot know, No
one living has seen what does it, No one
dead talks about it.”

A kilometer later the trees became
charred stumps, obwiously scorched by
some high heat. The burned zone went
off to his left and right for as far as he
could see,

Two kilometers later, even the stumps were gone, and they stood
on a high ridge booking across a shallow valley at what remained of
Mount Tantiss,

Under force of the seismic disruption, the peak had shuddered
and collapsed. This side of the mountain had slumped and become a
rolling, churned slope of talus. On this vast jumble of basalt, at about
the same level he now stood on, grew the Yuuzhan Vong base.

Five of the living compounds looked to be star-shaped, or at
least radially symmetrical. This sort of structure Uldir had seen
befare, in records taken by an erstwhile smuggler named Talon
Kaarde. Called damuteks, the Yuuzhan Vong had grewn some on
the ruins of the Jedi acadermy when they'd captured the Yavin sys-
tem a few months earier, Uidir's ald friend Anakin Solo had foughi
his way through a damutek and had reported a lot of useful infor-
mation about them.

“| think those are Shaper compounds,” Likdir told Txer.

“Shapersi”

“¥es. The Yuuzhan Vong are divided into castes. The Shapers are

the ones who make their biotech—ah, who twist life into the
shapes they want. You understand?™

Yos. Have seen—not a3 cut-up as those who fight. Have hair like
niest of brvol-snakes.” ¥




"shl-pnt.ﬂght.mm compounds are their laboratories. But
.I.'i'lul'i that thing?” He indicated something that resembled a squat
* eylindrical tower, albeit a crooked one. it was huge, at least a hun-
dred meters high and nearly that in diameter, Like the damuteks, it
loaked as if it were made of coral. Unlike them, its upper surface
seemed to be perforated with hundreds of openings, each of which
must ke a meter or soin diameter.

Likdir lifted his macrobinoculsrs and examined the base of the
thing more dlosely, but he couldn’t tell much else except—yes, it
seemed to be slowly rotating, s if boring into or out of the ground.

“It's a drill,” he muttered,

“Makes holes,” Teer sald. "We think, anyway”

' “h big hole. That's some kind of giant worm, I'd guess, or was
before their Shapers got hold of it.”

“But one thing we never reckon,” Ter said, “If digging, where
plats-it rock
- Uidir looked at Txer, reminding himself that primitive didn't
mmean stupld,

"That’s a good question,” he replied "1 guess it digests the rock,
somehow, breaks it down, He shrugged. "Doesn’t matter, But look,
see those capillaries connecting the mine to the rayed compounds

ies. "

“These must be ways down into the mines the worm is digging.
If they find anything, they'll bring them up through there. Which
micans I'll find Kiin-Fa Gl either in the mines orin one of these com-
pounds.” He sighed. “In ather words, she could be almast anywhere
down there.”

He moved the macrobinoculars down, and the multitudes of fig-
ures moving amongst the compounds resolved into recognizably
Yuuzhan Vong shapes, but there were plenty of Myneyrshi—the tall
spindly race—and Psadans, the armored ones—as well, There were
also more than a few humans, of which Ter's band also included a
number—the descendants of a lang-lost colony, if he understood
their story correcthy

He focused on the nearest group, who seemed to be tending
some sort of plants that grew on slope, just above where the
burned zone ended, They were about a hundred meters away, and
Uldir saw no Yuuzhan Vong guards.

“Maybe | can pass for one of them,” Likdir speculated. “If they ve
caught Klin-Fa, there ought to be talk about it if they haven't, there
might be talk about that too”

But looking up at the complex, he didn't feel much hope. He
didn't have the leisure time to Insinuate himself into the Yuuzhan
Vong camp the way Anakin Solo had done on Yavin 4—Vega and
the rest were out there, possibly fighting for their lives, waiting for
him to finish his mission here and get back into space. Every second
he spent here was a risk not just to his own life but to his crew’s,
and for that matter to everyone he and his crew might have rescued
if they weren't here chasing one rogue Jedi,

“Jeddi,” e murmured, and Txer narmowed his eyes.

“What Jedi?” He asked, suspiciously “You Jedi?”

Mo, I'm not. The one | chase.”

Uldir chosed his eyes and concentrated, trying to ignore his body,
his thowghts, his immediate surroundings, to feel through the living
Force around him. To search for Klin-Fa GL She was probably the
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the Force at all. Klin-Fa ought to stand out like a Wookiee at a
Tintinna wedding. even to his less-than attuned senses.

The sounds araund him faded thin and were forgotten. In the
outward-reaching eye of his mind, he was a sphere, expanding, not
sa much taking in all that he touched, but reminding himself that
he s already a part of it

He fedt the belt of sickly life behind him, growing stronger as it
marched away from the Yuuzhan Vong settlement. He felt the verge
of death and pain he stood on, and the odd blankness of the
Yuuzhan Vong themselves. He felt the fractured stones of Mount |
Tantisss.

Part of him was excited. He'd never commanded this sort of
clarity in the Foree, even on his best day at the acadermy.

And yes, better still, there, a flicker, he felt Klin-Fa Gi, and it
seemid she was near. He felt her heart pounding, sensed danger, 4
goal reached, something desired found ..

Then a black spike of anger and despalr struck him between the
eyes, and a shriek of hatred that was somehow more the taste of
salt and bitter fiqui peels than a sound.

His tenuous hodd on the Force snapped, replaced by another
sensation, a sort of burring in his bones.

It took him a moment to understand the feeling was coming
from beneath him, up through his feet, that it was the ground trem.
bling, Anicl it was growing stronges. He opened his eyes, gazing at |
the ruined mountain, at the terrible Vong-thing growing into It. §

Something was different, but it took him a moment to place it.
Then he saw, but still didn't understand. The tower wias larger, puffy,
bloated looking, '

“Txer,” he said, "Run. Now.” He bolted down the hill, across the
blasted landscape toward the Yuuzhan Vong settlement.

"Wy Teer shouted from behind him.,

“just do 1" He didn't have time to explain that he wasn't quite sure
why, bat that if he waited to think it through they would all be dead.
A glance behind him showed Teer and his Free People still hesi-

tating. "Come onl” he howled.

Twer started forward. After that, Uldir kept all of his attention on
the rocky path and the rumbling in the planet that grew stronger
with each footfall. He ran, hoping the Free People followed—hoping
his luck hadn't betrayed him at last.

He'd reached the bottom of the faathill they'd stood upon and
just started up the slope toward the damuteks when he heard
shouts from the sentients behind him. The Psadan, who were basi-
cally armored spheres, were mostly rolling down the hill, The
Myneyrshi were having a bit more trouble with their deficate look-
ing legs. As they started uphill, however, their positions were
reversed. The Myneyrshi pulled themsetves gracefully up the slope
with their six limbs, while the Psadan began to lag behind. It was
Tuer who first shouted and exclaimed, and Uldir followed the direc-
tion the fellow indicated with his gaze, The vibeation in the ground
wias rattling his teeth, now.

Thie tower bristled. From each of the hundreds of openings on its
upper surface, a snaky tube emerged and lengthened, arcing in wmi-
won out over the valley and toward the foothills in what looked like
slonw motion, but which, given the distances involved, was probably
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the yaar on weagland

quite fast. Each of the tubes was headed for a slightly different des-
tination. Many of them seemed to be coming straight toward Uldir.

Uldir guickened his pace
“What Is7" Twer asked.
“Wae have to make it gart of the burned ronel” Uldir thouted. "To

the first of the Yuuzhan 'h'-n-rlE gl nebEnd.

Hi Elan{cd up,.am'l coubd see the dark mouths of the tubes fac-

ing down now, like cave worms coming to take a bite out of him,
How low did they hive to get? The sky was full of the arcing
shafts now, some aimed far beyond the ridge. It might have been
curiously pretty if he didn’t remember the perimeter of destruc
tion, if the burned gone didn't fit o well with the geometry of
wihat he was seeing

They were about to find out what the drilling-worm digested rock

into, and he didn't think they were going to enjoy the enlightenment.

The end of the scorch-zone was just ahead, but the Psadans
woeren t doing %o well, One stumided, and Txer supported him
Another slipped back near Uldir. He bit his lip. if he paused to help
the Psadan, he might die, which was one thing, but then he would
fail his mission, which was altogether another. He couldn’t |

No Whatever else his mission was, first and foremost it was to
hclp i Felll o hring i fieed

He put a shoulder under the Psadan’s stout arm, and together
they struggled toward the strip of green ahead. They had maybe

thirty meters to go—some of the Myneyrshi had already reached it.

The sky was a vault of black cords now, and an opening wide
enaugh to swallow Likdir was dropping swiftly toward him. He did-
't think it swould swallows him, though. He wondered, in fact, if he
wistild feel much of anything.

The smaller rocks on the hillside wene actually rattling now, from
the pressure bullding below them. Amy moment now

Lidir's foot struck a rock wrong, and he slipped down, his ankle
twisting palnfully as the Psadan's weight fell disproportionally on
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him. Grunting apologetically, the Psadan tried to [t kim nbo & cannt

“Too late,” Uldir muttered

He didn't see the yellow-and-black clad figure until she was
beside him, until her strength had flowed into him and he and the
Psadan were practically carried forward to the edge of the Yuuzhan
Vong fields b:,,' thie povwer of the Fonce,

“oaa're an idiok, Uldir Lochett, ™ Klin-Fa-Gl informed him.

The Free People shouted as one, a3 out and scross the vailcy the
hundreds of tubes coughed out a fluorescent orange haze, The
smiell was lightning against stone, hot copper hitting water, The
haze collected in low spols, copding to blood red and then nearly
black, rolling over the hills in an expanding torus which left the
Yuuzhan Vong base and gardens—and thankfully, Uidir Lochett—
untouched in the cenber.

“wWhat is it?" Twer asked, waving at the temifying sight

"Mining wents,” Klin-Fa Gi said, briskly, The Chom-Vrone chews up
rocks and digests into a state of semi-plasma in a prooess a lof like
the weapons thedr skips use. When it has a full kead, it spews it ina
perimeter around their settlement, as you see. Keeps things clear
and undesiralyles out,”

"Yeah,” Uidir grunted, "0r almost all of them, ampway” He noticed
that she had a few new wounds, though none of them looked seri-
ous. She also had something strapped to her back, something
wrapped in layers of what seemed to be living tissue

“What's that you've got?®

“Meeer mind that now " Klin Fa sald. "We've aother troubles” She
painted. Coming down in a wave from the settlement above were
dozens of Yuuzhan Vong warriars. Behind Ukdir, the curtaln of
superheated rock vapor was still spreading. They could face the
wearriors or Ty

“Well,” Uldir grunted. At least we have our backs to a wall® §

To Be Continued . . .
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n ones and twos, with a gentle clatter and a dignified bastle, the
musicians starbed to drift onstage. They moved to thelr assigned
seats of stands, gathened their instraments, and began the
miuted cacophony of their individual warm-up procedures. The
audience, which had been aburz with the usual pre-concert comaer-
sation, guieted itself in inverse proportion to the increading nolse
from the stage, an air of .|nl:|{||'|.11||:|n riing Fram the .l'.-'o-L'r'l'lbllﬂl."
and spread ing over it Fke an 1I'I'¢II‘-I|'||I"‘||:I'&:
As well it shoubd, Here, on this benighted Mid-Bim world of Chib-
ias, the Coruscant Full Symphony was about to perform
Seated in the twelfth -to-the-last row, two seats in from the bef-
st aksle, Mara lade took a deep breath and tried to savor the
miement. She had always loved the onchestra and in days pone by
had made it a point to attend a concert whenever thines and it
duties per mitted
Decasionally, she'd gone so far as to manufacture a reason to
attend, picking at random some high official with a permanent box
and suggesting he be kept under observation for the evening. Her
master usually indulged her wishes, though she doubrbed he'd ewver
been fooled by her excuses. Indeed, nothing had ever seemed Lo
foel him,
Mothi n_g_1h.11 is, excepd the manner and time of his ovwn death.
She shifted uncomfortably in her seat, the memories of that
moment darkening the commers of her mind even through the sub-
the and whirnsical musical preparations going on before her on the
diztant stage. She'd come here tonight hoping to bring back the
-_-.m_-lhl.lg miemories of better Gimes, Instead. all she was EI"H"‘IH LTRT
a newy emyphasis of the gaping hobe where her life had onee basn
It w.uf.k:,uw;ll ber's Tault, his and Vaders,
And, of course, hers, for nod killing Skywalker when she'd had the
chanoe
The entire orchestra was onstage now, the warm-up in full volce,
but the magic was gone With an angry sadness, Mara knew sheid
lingered an this warld one evening too long. It was time bo mowve on
Murmarring .jll:njhjgli:'s. to the two Duros seated beside hér, she
sidled hee vy past them, Mo, with Ysanne ksard and all of Imperial
Intelligence hunting for her, she had definitely overstayed her wel-
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She weould return bo her modest hotel room, pack her small col
lection of belongings, and get herself off this rock. Thene would be
freighters coming and going from the city's spaceport all night,
and the guild hiring center that handied pick-up crews was open
around the clock. it should be easy enough to talk herself into a
temporary job.

Reaching the aisle, she started walking up the gentle slope
toward the exit. Abead, just nside the dood, thres men wene having
a quiet but intense conversation with a thin, scraggty hadred }‘{!-u:th.
e of the men was middle-aged, his short dark hair satted with
bits of white, his outfit the kind of formal evening wear one wollld
expect of a properly cultured concertgoer, The other bwo wore iden
tical tunics and the gold nameplates of concert-hall personnel, a5
wiell as the weighty look of security ypes,

Mara eyed the kid, mentally shaking her head at his simple trav-
eling outfit. Back on Coruscant, he wouldn't even have been let into
an evening performance looking that shabby, He was even lugging
a backpack, of all things

Then, =ven as a fresh set of bittersweet memaories drifted in
front of her eyes, she saw the man in the fermahwear slip some-
thing the size and shape of a datacand info the side pocket of the
kid's backpack

Mara slowed her pace, trained ivestigative reflexes kicking into
gear The man wasn't simply replacing something he'd taken out
carfier; the movemnent had been sumeplitious and designed to be
out of the view of the two security men. it wasn't some kind of
courier handoff, not with those two security men standing over the
boy, and with the boy as the center of atfention, it seemed unlikely
the man was getting rid of sormething incraminating before he him-
self could be seanched

That keft only one possibility. Whatever he'd put info the back
pack was designed to get the kid in trouble

One of the security men had taken charge of the backpack now,
his partner gently but insistently nudging the kid through the doos
back into the lobby: Mara picked up her pace again as they disap-
peared, wondering what exactly the was gaing bo do.

\'n.'-plh-[!l:iing, for that matter, what she even should do. This was
none of her business: and a3 an ex-Emperor’s Hand with no legal
authaority, she was hardly in a position to make it her business—
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especially with lsard an
her tail.
But the kid had looked
s0 confused and lost, as she herself had been feeling lately.

Just inside the door, across the aisle from where the quiet alter-
cation had taken place, an usher stood at her post. She was finger-
ing her collection of program datacards, her head turned half
around as she craned her neck teward the lobby and the recently
departed group.

Which left her completely unprepared as Mara slammed full-titt
into her,

“Oh! Excuse me,” Mara gasped, grabbing the woman for their
rmitual balanee as the impact threatened to dump both of them
onlo the thickly carpeted floor. "How very clumsy of me. Are you all
right?”

“I'm fine,” the woman assured her, fumbling to keep a grip on her
datacards, “You!”

“I'm fine,” Mara said, smoothing out the woman's jacket where

There was nothing. No extra knowledge or insight;
no touch of another mind; no sensation whatsoever.
The Force, apparently, was no longer with her.

she'd grabbed her. "l am just so blind in the dark.”

“That’s all right,” the usher sald."You'd better hurry, or you'll miss
the overtune.”

“Right,” Mara sald, brushing past her and hurrying through the
door,

There she paused long enough to pin the usher’s appropriated
nameplate onto her own gown before continuing on ko the lobby

The foursome was still there, gathered off to one side out of the
path of the last few stragglers hurrying to get into the concert. The
security man was still holding the kid's backpack, but he wars mak-
ing no effort to search it. The man in the formalwear, for his part,
was standing a respectful pace back from the rest of them,

Mara studied the latter as she walked toward the group. He was
younger than she'd first thought, she saw now, probably no more
than thirty years old. His face and pesture seemed calm and peised,
but she could sense a tension lurking just beneath the surface.
Something was going on, all right, something important.

... until the proper authorities arrive,” the intense man was say-
ing as Mara strode within earshot. His eyes flicked to the intruder,
taking in Mara’s face, outfit, and nameplate in that single glance,
then flicking just as casually away,

The two security men, in contrast, hadn't even noticed her.
“Absolutely, Counselor,” one of them replied, his gaze locked on the
kid. "Imperial Law is clear on the procedure for someone caught
with llegal weapons.”

Mara grimaced to herself. 5o that was the game. Plant something
incriminating on the kid, then accuse him of a weapons violation,
which would albow an immediate search, The police would find the
plant, and the kid would find himsalf up to his chin in troulde.

But wiy? In the better lighting out here, she could see that the
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kid looked dirty, had a sprinkling of chin stubble, and apparently
had been skeeping in the clothes he had on. What in the Empire
could possibly make him worth such a frame-up?

There was only one way Lo find out, "May | help you?® she asked,
putting offical firmness into her volce,

The Intense man turned to look, his eyes glancing again at her
nameplate."Who are you?”

“IF'rn Litassa Colay,” Mara told him, adding an imaginary surname to
the one efched into her borrowed nameplate, "Director of Offworkd
Special Events for the concert hall, 1s there a problem .. " she dipped

her eyes to the nameplate of the man holding the backpack “Jayx?™

“We're not sure,” layx said, his face a little uncertain as he looked
her over. But she had a proper nameplate, and of course e couldn't
be expected to recognize everyone in the concert hall’s upper man-
agement, "This gentleman is Counselor Raines of Governor Egron's
staff, He says he saw the boy here fiddling with a blaster inside his
backpack, He's called the autharities, and we're wakting for them to
show up and do a proper search.

“We're making sune we follow
the law,” the second security man,
Tomin, added.

"Wery commendable,” Mara said,
throwing a quick glance behind the
group, There were three hinged,
swing-out doors set into the
lobbiy's side wall: uimarked, butl probably offices or small storage
rooms. Mara reached out to the Force, hoping to get some idea of
what Lay beyond each of the doors.

Bult there was nothing. Mo extra knowledge or insight; no touch
of another mind; ne sensathon whatsoever,

The Force, apparently, was no longer with her,

Meamwhile, she was facing off against bwo presumably trained
security guards, each of whom outweighed her by at least ten kilos,
weith an assumed Identity either of them might see through any
second now, in the middle of a city and a planet and an Empire
wihere she was a wanted woman,

Her sleeve gun and lightsaber were back in her hotel room,

What in the Empdre was she dolng hare?

For whatever crazy reason, she'd dealt herself into this mess,
There was no way out but to see it through, preferably someplace a
little less puldic.

“But not in the middle of the lobby,” she continued. Picking the
leftmost door at random, she gestured toward it, “This way, please.”

Tomin took the boy’s arm, and the group headed that direction.
Mara stayed behind them, counting out the timing. A5 layx got
within three paces, she moved to just behind him and got a grip on
the backpack straps. "Cpen the door,” she ordered him,

Obediently, reflexively, he let her take the pack and stepped for-
ward, paslling out his keycand and slipping it into the slot. The door
beeped, and he pulled it open.

Ta reveal, not an office or storage room, but a long corridor with
several other doors leading off it At the far end, it bent to the befi,
probably headed backstage.

Mot exactly what she'd been expecting, but it should do, “Go
ahead,” she said, waving Tomin forward with her free hand. "We'll




waait far them in the flest rehearsal room.”

Tomin's forehead creased a little at that, but he turned and
started down the corridor without comment. Mara motioned Coun-
selor Rabnes o follow. Again, his eyes flicked to her face as if sensing
the trap, but the momentum of the situation was against him, and
he too headed in without argument. Mara stepped in front of kayx
and the bay, as if she were going to join the procession—

And grabbing the edge of the door, she slammed it shut behind
them.

Jayx waas still standing there, looking stunned, as she whirled
around and thrust the kid's backpack into his face. Automatically,
hils hands leaped up ko protect his head; and with her free hand,
Mara jabbed him hard under the rib cage.

He doubled over with a pained gasp. Mara considered chopping
Iirm on the side of the neck to make sure he stayed down, decided it
wasn't necessany, and instead swung him around and showed him
hard against the door.

Just in time. The door was starting to open again as either Baines
o¢ Tomin tried to charge back out at her. Jayx's impact slammed it
shut again, probably braining whoever it was in the process.

The kid was gaping at her, “Come on.” Mara ordered, grabbing his
wrist and heading for the exit doors.

For the first half-second it was like tugging on a statue. Then,
abruptly, he came unstuck from the inlaid marble floor and let her
drig him ilung.'ﬂu‘t | havwen't done Il'l-j"lhll'lg,'h! pfﬂ'tﬁhd—

“I'd love to see you convince thern of that,” Mara said back over
her shoulder, glancing through the elaborately etched glass doors
at the front of the concert hall. No signs of any police yet. Pushing
open the door, she pulled the kid out into the night air, *Your friend
Coumselor Raines planted something in your pack.”

She kept them at a fast jog for the first half block, then slowed to
awalk to better blend in with the rest of the evening pedestrian
traffic. There were no shouts or other signs of pursuit from behind
thermn, and for the rest of that first block Mara began to wonder
whether Raines had called the police at all.

And then, just as they reached the comer, a small urban personnel
carrier came roaring down the street, heading for the concert hall

Onlly it wasn't carrying police. As it passed under a streetlight, she
caught the white ghint of stormirooper armor.

The boy cleared his throat. "l don't suppose you have anything to
eat,” he sald hopefully. Apparently, he hadn't noticed the
SormATOOpEers.

“Saure,” Mara said with a sigh, turning down the side street and
heading for her hotel.

What in the Empire had she gotten herself into?

-
.
With stormtroopers probably fanning out across the theater dis-
trict, it didn't seem like a good idea to hit a cantina or tapcafé, and
all she had back in her room were a couple of pleces of slightly stale
frult and a pack of emergency ship rations.

But the kid wasn't picky. He dug into the meager fare as if he
hadn't seen food in a week. Studying his hollow cheeks as he ate,
Mara decided that he quite possibly hadn't.

Both pieces of frult and three ration bars later, he finally sham.-
bled to a stop, “Thanks,” he said, draining his fifth glass of water.
“Sorry. | guess | was hungrier than | thought.”

“That's all right,” Mara assured him. "50. What was that all about
back at the concert hall?”

He shook his head. ™| don't know. All | know is that | was sup-
posed to meet someone, and that he never showed up,and | can't
get home—"

“Whoa,” Mara said, holding up a hand, "Let's take it from the
beginning, Where are you from?”

“Saraban City," he told her, “it's on Sibisime. | was, well, sort of
working there when a man came to see me. He said that if | came
here ta Chibias that he had a really good job for me in the gover-
nor's palace. This is whene the governor lives, isn't it?"

“He's right over there, under all those domes and towers,” Mara
said dryly, nodding toward the window and the view of the gover-
nor's palace a dozen Hocks away.

The kid squinted. *Oh. Yeah, Anyway, | got here a week ago, He'd
given me a spaceliner ticket, but he wasn't at the spaceport to meet
e, Thie address he told me to meet im at wasn't a real place—
that's why | thought this might not be the right city, 1 only had a
one-way ticket, and | didn't have enough money to go home, and all
of it ran out a couple of days ago anyway.”

“Where have you been staying?”™ Mara asked,

"Out there,” he said, waving vaguely at the window.

*1 suppose not,” Mara agreed, “What made you come to the con-
cert? And how did you get i without any money?”™

"(oh, | already had a ticket,” the boy sald. "It was in the packet he
gave me with my liner ticket. | thought maybe he was planning to
show up there.” He shrugged. “if not, at least | could get a couple
hours of sleep.”

He ran a hand through his slightly greasy hair. "I guess 'll never
know now.”

=, | think he was there,” Mara assured him, picking up the boy's
backpack. ‘At least in spirit, You were set up.”

“Set up?” he echoed, frowning. “What do you mean?”™

“I mean someone lured you here, let you get all confused and
hungry, and then set you up for a serious problem.”

She held up the datacard Counselor Raines had slipped into the
backpack, “With this."

The boy frowned a little harder, Or maybe he was just trying to
read the label “What s k"

“Idon't know,” Mara sabd, studying the markings, "Bul it’s got
Governor Egron's official crest on it, plus what tooks like a Level Two
qecret classification.”

His eyes bulged. “The governor's crest?”

“That's right.” Mara tossed him the datacard and stood up. "They
were setting you up to get caught with stolen government secrets.”

She crossed to the room’s computer and turned it on. “But that's
crazy,” the kid protested from behind hee “What in the—1 mean,
why? Wiy me?™

"In cases like this, the answer's always the same,” Mara said, call-
ing up a Holonet Hnk. This still didn't make any sense, but at least
she now had a place to start looking for their mysterious would-be
blackmailer, "Specifically, you have something they want.”
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“That's even crazier,”
he insisted, "l haven't got
anything. Mo family, no

maney. Ko friends.”

Mara felt her lip twitch. Just like her. “What about skills or train-
ing?” she suggested The Holonet came up, and she keyed in one of
her special access codes. Anything that might be useful to some-
one? Blast.”

"What is it?” he asked, levering himself out of his chair and com-
Ing over to stand behind her.

1 was hoping to tap into the palace computer and try to locate
this Counselor Raines,” she told him, trying another code, This one
didn’t wark, elther. | know some high-level passoodis, bul it looks
like the governor's people have gotten in and changed them.”

“Oh," thee oy said. “Can | try?”

Mara frowned up at him. But the boy seemed perfectly serious,
"What, you know some Imperial access codes?” she asked
sarcasthally.

“Someone in the palace is involved,” Mara told
him. “That same someone was expecting Raines
to bring you in from the concert hall.”

“Well, no,” he conceded. "But I'm pretty good with computers.”

Mara hesitated. A waste of time: but on the other hand, she did-
n't have any better ideas at the moment, She'd already locked out
any backtrack probes they might bry, so it couldn't hurt to let him
play with it if he wanted to."Okay, sure,” she said, standing up and
giving him the chair, Her stomach rumbled, reminding her she had-
n't eaten since lunch, and she stepped over to the open package of
ration bars the kid had rivaged. Maybe some food would help her
think. She chose one of the bars and peeled back the wrapper—

“Oleay,” the kid called,

“Olkeay what?” Mara asked, taking a bite.

*I'm in,” he said. "What are we kooking for again?®

Mara went back to him, a cold chill running up her back. & Level
Three Governor/ Diplomatic Imperial encryption; and this street kid
had sliced it biloe it wasn't even there? "We'ne looking for the man
at the concert hall,” she said between stiff lips, *1 doubt Raines is
his real name, so you'll probably need to pull up a list of personnel
images.”

“Oh, right.” the boy said, his fingers pounding delicately at the
keys. Thie first group of personnel files came up, and he leaned for-
ward to study the compuber display,"Let's see...”

“He's not there,” Mara sald. "Move on.”

The kid looked up at her."But | haven't had a chance to look at
them.”

I have,” Mara tobd him, snagging a second chair and pulling it
over beside him."He's not thene."

“Rut—"

"Hey, trust me,” Mara interrupted gently, forcing a smile. This kid
was still an enigma, but at least she now knew wiy he was worth
conning halfway across the sector, "You're good al computers,
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This part I'm good at.”
"Oh, Okay” He still looked puzzled, but he nevertheless burned

back bo the computer and pulled up the next set of files,

it was a good-sized palace, and Governos Egron seemed to have
mre than his fair share of employees, servants, advisors, and other
random people feeding at the governmental trough. Even with
Mara's trained eye and disciplined mind it took them over two
hours to go through the files.

in the end, they came up with nothing.

“I guess he's not connected with the governor, after all,” the boy
said, leaning back in his chair and rubbing his fingers.

"Oh, he's connected, all right,” Mara said. "Otherwise, where did
he get that datacard? He's just not officially connected.”

The boy seemed Lo digest thal."50 what do we do?™

“What you do is stay here,” Mara sald, getting up and going over
to the bed. Getting her travel bag out from beneath it, she pulled
out her sleeve gun holster and strapped it onto her left forearm,
Retrieving the blaster itself from beneath her pillow, she holstered
it. Then, crossing to the smiall closet
by the door, she pulled out a
demure but expensive-looking
Jaiket,

The boy hadn't missed a maove.
"“Hre you the police?” he asked,
sounding more in awe than waor-
ried. “Or a Detector?™

“Meither,” Mara sald, feeling another twinge of loss for the life
shie'd once had, "INl be back soon,” she told him, putting the jacket
on and making sure the left sleeve was clear for a quick draw. “Don't
call anyone, don't answer your comlink. and don't open the door.
Just pretend you're not here. Shower or sleep if you want. Il be
back as soon as | can”

“Where are you golngi”

“Someone in the palace is involved,” Mara told him.“That same
someane was expecting Raines to bring you in from the congert
hall. He's likely to be worried right now, wondering whene you are
and what went wrong with the plan.”

She smiled tightly “When a tree's already shaking, it's much eas-
ier to knock the fruit out of It°

“oh,” he sadd. “veah”

"Right,” Mara sald. "5o you just stay put.”

She paused at the door as a thought suddenly struck her."By the
way, | never did get your name.”

He shrugged. “They call me Ghent.”

“Ghent what?"

He seemed confused, “lust Ghent. | mean, | used to have—but
nubud}rrwll:r unes it ahgmmt.and—“

“All ﬂghl_l}nu__ ihe iﬁl:rr“ph,'d. “I'H gig WO latier”

She went out, making sure the door sealed behind her, IF Ghent
wias that impressed with a simple sleeve blaster, she thought wryly,
it was just as well he hadn't seen what was nestled in its long
pouch under her it anm,

Reaching into the pouch, making sure her lighisaber was riding
loose and ready, she headed into the night.
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“The name is Arica Pradeux,” Mara said briskly for the thisd time
that evening, this time to the guard captain waiting just inside the
palace entrance foyer, “The recognition code is Hapspir Barrink
Inform Governor Egren that Dwant to see him immediately.”

The captain's mouth twitched. “Return to your duties,” he ordered
the stormtroopers who had escorted Mara in from the palace gate.
“Your: come with me.”

He led the way across the foyer and through a tall set of double
doars that slid open at a muttered word, Beyond them was a pri-
vale reception room, smaller than the foyer but more elaborately
decorated, it was dome-shaped, two storles high, with curved sup-
port columins and a railed balcony that ran around the reom at the
second-floor level *So you're here on behalf of a Grand Moff, are
you?” the caption commented as the doors slid shut behind them.

A test? Obviously, “Your datapad must have a short in it,” Mara
said. “The recognition code | gave you is that of an envoy from a
Grand Adrmilral”

The captain studied her face, “Not entirely,” he said. "l understand
there's another word to the code.”

“You understand correctly,” Mara acknowledged. "'l give that
word to the Governos, No one else.”

The captain nodded slowly. “Of course,” he said, "Wait here.”

He strode across the room and exited through one of the doors
there. Mara glanced around, taking in the details of the room—

“Perhaps | can be of assistance,” a familiar voice called from
overhead,

Mara leoked up. The man whe called himself Counselor Raines
was standing directly above her, leaning on the ralling as he gazed
dowwn,

“Perhaps you can,” Mara agreed. “Shall we talk?”

He smiled slightly as he straightened up and started walking
around the circle. A few steps ahead of him, a spiral staircase began
to descend, corkscrewing its way down to Mara's level. Mara
waltched as he descended the staircase, looking for chues to his iden-
tity or position in his step and posture. Not military, she decided, or
at least not of high rank. But not a career politician, either, Special
forces? Possibly,

He reached the lower floor and walked toward her My name’s
Counsebor Raines,” he sald. "1 don't think we were properly intro-
duced back at the concert hall,

“Wo, we weren't,” Mara agreed. He had, she noted, a fresh bruise
on his forehead. Apparently he'd been the one who'd been charging
back at her when she slammed ey inbo the concert hall dosos, " For
that matter, we haven't been now, either,” she added. “There isn't
any such person as Counselor Raines.”

His lip tightened into an ironkc smile. 5o you've besn inta the
povernor's files already, have you?” He shruggred, conceding the
paint. “Wery well. Call me Markke. I'm sert of unofficially attached to
Governor Egron.”

“Hew unofficially?” Mara asked.

Markko smiled again, with a shade morne nony this time, "Else-
wrhere in the Empire, I'd prabably be called a friend,” he said."But as

you know, high-ranking officials aren't allowed to have friends.”

Mara worked hard to keep her face expressionless. But some-
thing must have leaked through anyway, because she caught his
twitch of response. “Speaking of friends.” he added smoothly, “how
is yourst”

“safely tucked away,” Mara said, annoyed at having lost a paint
already in this Kttle match. "He's rather confused, though. Why
don't you fill me in?®

“Are you really from a Grand Admiral?” Markko asked bluntly.

“I've acted as courder for them on eccasion,” Mara told him, which
happened to be true. “At the moment, I'm between jobs.”

“Then this sn't an official inquirg?®

"Let's say the situation has piqued my interest,” Mara said. "What
has Ghent done that you feel it worthwhile to spin him in cirches
this way?”

Markko shrugged. “The governor has a job that requires his assis-
tance. | volunteered to obtakn it

*By blackmailing him with a stolen datacard P Why didn’t you just
hirng him?*

Markko smorted, "What, a rotten little fringe sliceri”

“A rotten little fringe slicer whose help you need,” Mara coun-
tered. %o What am | bid?™

Markko seemied taken aback. "What?™

“you heard mie,” Mara said. "¥ou need Ghent. I've got him, How
clear do | have to make it?”

“You're going to sell him out?” Markko asked suspiciousty. ")
thought you were his friend.”

“You're the one who sakd he was my friend, not me,” Mara
painted out. “But that's not what | meant. I'm affering his services
for hire®

She lifted her eyebrowes slightly, SAnd after what you've put him
through, don't expext him to come cheap”

Markko's face had taken on @ keowing ook, “Uh-huh,” he sald,
"And as his broker, | gather you'll be taking the usual ten percent?”

“Twenty,” Mara corrected. "Because I'm also his guarantor™

“Guarantor of what?™

“His safety,” Mara sald softly. “If he's a5 good a slicer as you imply,
the Empire might find other uses for him. I weouldn't want him to
trip over anything, say. on the way out the palace door”

Markko smiled, "0f course,” he sabd. “all right, I'll play. How much
do you want?”

Mara made a quick mental caloulation. A top computer expert
eould command five or six hundred an bour from a legitimate com-
pary. Time to see just how badly Markke wanted Ghent's help."Two
thousand,” she said,

Miarkko's oyes went wide, “Two thousand I

“Yes,” Mara said. “Per hour, of course,”

Markko shook his head. “¥ou're insane.”

“And you're desperate,” she reminded him, “Because Governor
Egron didn't ask you to hire Ghent at all, did he? Mo Imperial gover-
nor would suggest hiring a fringe slicer to do a job for him.”

She leveled a finger toward him, "Mo, Markko, You're the one
Egron hired to do the job. Only you're not a good enough slicer to
handbe it, are youl™

This time it was his microscopic reaction that indicated the mark
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had been hit dead-center.,

And as she had earlier, he

also recognized that a
point had been lost, "Very clever,” he sald sourdy. "Which Grand
ddmiral did you say you're working ford™

“| sakd | was between jobs,” Mara told him. “What do you need
Ghent to do?”

The muscles in Markko's cheeks tensed slightly, “We have a Rebel
eomputer system,” he said, very softly, "Not just a line computer, but
one captured from a sector command center, If wee can slice if, we
can clear the wermin out this entire region of space.”

Mara took a deep breath, her hand wanting to reach to her
lightsaber. A chance to hit back at Skywalker's Rebel friends, “and
you can’'t handle it?"

Markko grimaced. "I'm a pretty fair shicer,” he said. "But this is def-
initely out of my league.”

“How very inconvenient for you,” Mara murmured. Skywalker's
face was hovering in front of her eyes. ..

Mara couldn't make out the words coming over the
comlink, but from her side of the conversation it
was clear that Markko wasn't happy at all.

Tl give: you eight hundred for him,” Markko suggested.

With an effort, Mara shook Skywalker out of her thoughts “The
deal is two thousand.”

*This is ridicubous,” Markke exploded. “A thousand, then, That's
twice what he could make in any legitimate corporation.”

“Legitimate corporations don't make you sleep in the street for
bwo days and then bry to blackmail you,” Mara said. " Two thousand.
Take it of leave 1.°

Markko took a ragged breath "1’ take it,” he sald between
clenched teeth.“Wheni*®

", | don’t know,” Mara glanced over at an omate chromo set
info the wall, “The night's still young. We'll be here in twe hours.”

"Tonight?” Markko seemed startled.

"Wy not?” Mara asked. "You want it sliced, let's get it sliced.
What entrance should we use?”

Markko pursed his lips."Southwest gate,” he said."I'll be waiting
ta let you i

“We'll be there,” Mara promised. “Just make sure you hawe the
maney ready”

The city was still buzzing with vehicles and pedestrians as she
was escorted to the outer palace gate. She considered hailing a
transport, decided against it, and headed off instead on foot, Ghent,
shee suspected, would be excited aboit the deal she'd just struchk,

Assuming, 'of course, that she decided to tell him about it

Becawse there was something about Markko's story that both.
cied her. Something that didn't quite hang together,

Why would Markko feel he had to blackmail or—now—hire
Ghent to do this job for him? For that matter, why would Governor
Egron have hired Markko in the first place? The Empire had any
number of competent computer experts; maybe nod as good o a3
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fast as Ghent, but competent nevertheless. Why weren't any of
thiem on the job?

Maybe they already were, and had merely gotten stalled, But
then why et Ghent dangle for 2 week? Why not immediately haul
him to the palace and order him to do the job? Governor Egron was
the Empire, after all, at least in this sector, He could commandeer
armyone or anything he wanted.

Mo, there was something else going on here. Something worth a
great deal of subterfuge, and a great deal of money.

And, apparently, something worth following her for.

She'd spotted him within the first block: a smallish, nondescript
man, doodling aleng behind her as if he was just in from the farm-
lands to samphe the sights and sounds of the big city, Not bad, but
not nearly good enough for someone with her training. Obwiously,
Matkko didn't trust her to show up as promised,

Obviously, too, he had underestimated her,

This had possibilithes,

She kept up her pace, heading straight in the direction she'd
started out on, keeping an eye an
the man following in her wake. Lip
ahead, around the next cormer,
were the entrances to bwo of the
city's smaller theaters.

At least one of which should be
betting ot just abouk now,

Shie rounded the corner, putting her termporarily out of sight of
hver tail. Parked along both sides of the walkway, a5 she'd expected,
were rows of landspeeders; and streaming out the theaber doors an
the far side of the street were the evening’s crowd of humans and
aliens

Perfect.

Glancing back once to make sure the corner building was still
ocking the tail's view of her, she dropped flat on the sidewalk and
rolled beneath one of the parked veliicles, In Lome ways it was an
obwious manewver, but the Emperor’s trainers had assured her that
maost people, even professionals, simply didn't think of it.

Especially when other possibilities were so much more likely All
along the street now, wehicles were starting up and pulling out of
their parking spaces as the exiting theatergoers headed for home.
She kept her attention on the corner, and a few seconds later a pair
of bow-cut boots appeared The man paused, then hurried forward.

But his mission was doomed, and he knew it Too many vehicles,
too many people, and too little light. He went a couple of Land-
speeders past Mara's hiding place and then gave up, showing to a
reluctant halt. Snarling out o curse that was audible even over the
noise of departing vehicles, he turned back.

He was just passing Mara's landspeeder again when another set
of boats jeined him frem around the corner."What are you doing?”
a man's waice hissed, barely audible over the rumbling of the crowd,
“Where s she?”

Interesting, Mara thought, edging as close to the edge of the
vehicle as she dared. 5o there had been a second tail, someong
ready to take over the chase when Mara succeeded in dumping the
first, more obvious one. Maybe Markko hadn't underestimated her
as much as she'd thought.



“Where do you think she 157" the first tail retorted. “Somewhere
here, or somewhere gone”

The newcomer cursed, less imaginatively than his partner, "Better
repart it. Markko's not going to be happy.”

“Markio's not going to be happy,” the first tail mimicked sav-
agely, “No kidding.”

The report was short and sharp, Mara couldn’t make out the
words coming over the comlink, but from her side of the conversa-
tion it was clear that Markko wasn't happy at all The two men
turned and stomped off back arownd the corner in the direction
from which they'd come.

Mara gave them to the count of thirty to get some distance.
Then, ralling back from beneath the speeder, she brushed the worst
of the dirt off her gown and headed off in pursuit.

They had followed her. It was only right that she retumn the favor,

and, perhags, show them how this tailing business was supposed

1o be domne.
-_—

she had expected the two men to return to the palace, where about
all she would be able to see would be whether it was Markko or
sormeons elee who met them at the door. To her surprise, they
instead turned down a side street two blocks short of the palace. A
ininute later, they disappeared through the frent door of a large pri-
vate home midway down the block,

Mara continued on to the back of house, keeping to the opposite
side of the street and trying to sort out this unexpected development
a5 she worked her way to the back. Why would Markko send them
sornewhere outside the palace? Were they simply going home? But
wihy woild he let them do that without first getting a full report?

Or was this Markko's home? But again, why not debrief them at
the palace?

The back door was locked, but not seriously enough to be a prob-
lem. The rear of the house was dark and silent, but as she moved
along a shadowy hallway she could see diffuse light and hear soft
volces coming from somewhere ahead of her, The light and sound
began to sharpen as she passed through an informal dining room, a
game room, and a meditation chamber that seemed laid out more
for entertainment than actual salitude.

find then, turning one final corner, she was there

The room was abaut five meters abong the halkway, its open door
spilling out both light and tense-sounding conversation. Two of the
voices she recognized: her two erstwhile tails. There were at least
three other voices, though Markko's didn't seem ta be one of them.
She strained her ears, brying to pick out the words—

“Just keep your hands where | can see them,” Markko said conver-

sationally from behind her,

Mara bit dewn hard on a curse. Concentrating so hard on the
conversation, she had completely forgotten to keep an eye on her
own back.

But then, in days gone by, she hadn't needed to. The Force had
atways given her subtle nudges and warnings of things her eyes
anvd ears hadn't yet picked up, giving her that extra edge of alert-
ness and that extra layer of defense.

But the Force, it seemed, was no longer with her.

Why wasn't it? Had she forgotten how to reach it, here in the
wiake of the Emperor’s sudden death? Or had the trauma of that
event shut her mind away from the Force, blocking her nosmal path
toitr

Or had the Foroe never truly been with her at allf Had it always
been simply the Emperor, acting through her, who had had that
ability?

But that was a topic for another day's consideration. Right now,
she had more immediate problems on her hands,

“There you are,” she said calmly, turning around, making sure to
keep her hands away from her body. Markko was standing in an
open closet door about three meters back from her, a small blaster
in his hand. “You know, it would have been a lot simpler if you'd just
imvited me to this party in the first place.”

“Funny,” Markko grunied, gesturing with his blaster “Inside.
Don't try anything.”

"Me?” Mara countered, turning and heading for the lighted roam.
“You're the one playing games. | thought we had a deal”

somewhere in the past few seconds, the conversation from the
room had ceased. Mara stepped through the door, to find a ring of
eight people seated stiffly in chairs or on couches, all of them now
turned to face her. Three of the men had their hands inside their
coats, obviously clutching concealed blasters. "Hello,” Mara greeted
them. “Welcome to Markko's weekly game of Follow The Leader”

The first tall snorted. “Funny,” he grunted.

"My name is Arica,” Mara continued.“I'm the leader”

She looked at Markko 35 he stepped Into the room behind hee,
“How about some fresh introductions, Markko? Starting with you.”
“You're the leader,” Markko reminded her dryly. “Why dont you
start?” He hefted the blaster pointedhy. “And befare you amswer, |
should tell you that | checked the palace computer files after you

left. These's no listing for any Arica Pradeus.”

*Pradeux,” one of the other men muttered, “There was an Alec
Pradeux among Palpatine's advisors™

“Ma relation,” Mara nssuned him. =1 just borrow his name some-
times. it's useful in opening doors.”

“50 who are you?” Markko asked. “And whose side of the war are
yous ont”

Mara shruggied, trying hard to read the atmosphere in the reom
as she mentally flipped a coin. & meeting outside the palace cer-
tainky implied an anti-imperial gathering. On the other hand, if
Egron had enemies inside the palace—and what governor didn't?—
this might just as easily be a pro-Imperial grougp he'd sanctioned.

Her flipped coin landed on its edge. “At the moment, neither,” she
told Markko, "V'm strictly an independent contractor”

“You working with Talon Karrde?” someone asked suspicioushy.

Mara shook her head. "Never heard of him. Whao is he?”

“A would-be smuggling chieftain,” another man said with a
snort, "One of a hundred scrambling to take advantage of the hole
labba left when he got his fat throat squeezed ”

Mara felt her theoat tighten. labba the Hutt. Killed on Tatooine
by—who else?—Luke Skywalker. No matter what she did, she could-
n't ever seem to get away from him."What does Karrde have to do
with this?”
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“Absolutely nothing,”
Markko sald."So you have
no political leanings at all,
do you? | thought only brain-dead slugs refused to have opinions,
Slugs, or cowards.”

"Political opinlons are a luxury I've never been able to afford,”
Mara countered evenly. She was on to his verbal combat techniques
nonw, and she wasn't about to let herself be drawn ot by the chal-
lenge In his tone. “Mostly, Pve been busy staying alive. Where | stand
depends on who's offering the best deal. Or who has the Blaster in
mry back.”

“The blaster currently in your back is mine,” Markko reminded
her, hefting the weapon for emphasis. "Does that mean you're
working for me?”

Mara shrugged, "You have the blaster. | have Ghent. And I'm still
warlting for those introductions.”

For a long moment Markko stsdied her, "all right.” he said, "My
name is Markko. I'm an agent of the Rebel Alliance.”

Egron snorted. “Trying to shake down an Imperial
Governor is a risky proposition.” “That's not
actually what | had in mind,” Mara said.

The Rebel Alliance, Even more or less prepaned for it, the revela-
tion still somehow came as a shock, "1 see,” Mara said, trying not to
let the contempt show through, These were the people who had
destreyed her life .. “And the comparter system?” she asked, "Yours, |
take itr”

“Another group's, yes,” Markko said, nodding. | was hired to
imvelgle my wary into Egron’s confidences so that | can be there
wehen it's sliced. Once I've neutralioed the most critical information,
they're welcome to whatever's left.”

*Generous of you.” Mara gestured to the ring of other faces,
"Where do they come Ini”

“They're the local cell.” Markko gave her an ironkc smille. "Their job
wias to make sure you delivered Ghent as promised”

“Gerod,” Mira sald.“Consbder thelr job finished”

She turned toward the door, “Where are you golng?” one of the
others demanded.

Tl be at the soutinvest gate with Ghent in an hour and a half,”
she told Markke, ignoring the guestion. "Don't be late, and have the
money ready”

She sent a book at the other Bebels over her shoubder. “And don't
try to follow me,” she sdded. “The next time | have to lose a tail, I'm
likcely to lose him a little more permanenthy”

Without walting for a reply, she left the room,

Mo one tried to stop her. No one tried bo follow her, either.

& minute later she was once again out in the cool night air, her
head spinming with the possibilities. & captured Rebel compter. A
complete Rebel cell

And a high-level Rebel agent brought in just for the occasion.

She could do it, She knew she could. They trusted her, or at least
realized they didn’t have any choice in the matter. She could bring
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Chent to the palace, slice the computer, and then tum both the
computer and Markko over to Governar Egron,

Maybe it would be enough to get her a job in the governods local
intelligence Department, Probably not much of one, but at least
enough tolet her rejoin the fight against the Rebellion, it would be
a chance to start bullding a life for herself again, Maybe sven a
chance to get Isard off her back,

Yes, this was going to work, And all because she'd decided bo stay
on Chiblas long enough to hear a concert.

Mayhbe the Foroe hadn't entively deserted her after all,

Mevertheless, she took a long, circuitous route back to her hotel,
weatching the street behind her the whole way,

-_—

.

“Are you sure,” Ghent muttered as they walked toward the muted
lights of the palace’s southwest gate, “that this is a good idea?”

“We'll be fine,” Mara assured him, trying to sound like she meant
it. Thiz plan had sounded terrific on
her way back to the hotel It had
sounded equally good as she
explained it to Ghent, his hair stick-
ing up even more wildly fresh out
af the shower as he'd tried to roll
up the cuffs of the spare [umpsult
he'd borrowed from her closet.

Burt now, actually walking up to the palace, it suddenly didn't
seem quite o airtight amymore,

Especially as she had a strong suspicion that Markko's Rebe
friends were moving in to fill the shadows behind them. If she
couldn’t convinge Governor Egron that she and Chent were on his
side, a quick exit could be difficult.

The guards at the gate opened it without question or comment.
Inside, they found Markko waiting for them, a half dozen
stormtroopers in tow, He nodded silently at Ghent, then looked at
Mara."Follow me,” was all he said.

They did so. The stormtroopers, Mara noted without surprise, fell
into step behind them.

Markko bed the way through a maze of dimly lit corridors, chang-
ing direction every couple of comers. It was probably not the maost
direct route to whersver they were going, bt instead one carefully
designed to confuse them as towhere exactly they were, and—
moe importantly—which way was out,

Eventually, they reached a set of unmarked doors, Markko pushed
them open, and the group stepped inside,

The reom was much larger than the size of the doors would have
suggested, It was built along the same lines as the receplion room
she'd spoken to Markko in carlier, with a high, domed celling sup-
ported by decorative anches rising up from the floor, This one
seemed to be designed as an assembdly or audience hall, with a
rrtsed platform near the far end and a throne-like chalr resting atop
it Large paintings and anclent tapestries lined the carved stone
walls, welth soulptures set in niches or on small pedestals scattered
argund, It was a room clearly designed to iImpress visitors with Gow-
ernar Egron's wealth, position, and culture.



And in the center of the room, laid out in front of the throne, was
the capbured computer system.

it was larger than Mara had expected from Markko's earlier
description. Or perhaps that was just an illusion created by the
racks and tables of examination and analysis equipment that had
been arrayed in a wide ring around it, all of it connected to the com-
puter with tangles of different colored cables. Markko and his bud-
dies hadn't just been sitting around waiting for Ghernit ta show up
and do their job for them, They'd tried their best to crack this partic-
ular damak nut before giving up.

Which meant she and Ghent really had therm over the turret gun
here. Chances were she could have doubled their fee, and Markko
still would have agreed to it

She looked at Ghent, wondering if he might be following that
same line of thought. But no. He was looking at the computer the
waly an art connoisseur would look at one of the paintings or sculp-
tures in the room. The thought of money probably hadn't even reg-
istered with him yet.

“There it is,” a deep volce said from behind them,

Mara turned as an older man with a heavily lined face strode into
the room past the group of stormtroopers now gathered beside the
doos, “This ks Ghent, | take it?” the man added, studying the boy
with olbwvious doubdt.

“That's him,” Mara said calmly. She'd never met this particular
official, but his face had been among the files the Empenor had had
her memorize years ago, “And you, | take it, are Governor Egron.”

Egron booked at her as if eyeing a side dish he hadn't ordened,
“Markko?" he asked,

“# friend of Ghent's,” Markko explained, "She’s handling the
negatiations for his service.”

Egron sent him a sharp look. “Negotiations?”

"It's all right.” Markko said, soothing him with an upraised hand.
“It's under control. Okay, Ghent, thene's the computer. Get busy”

Wordlessly, his eyes still shining. Ghent cressed to the computer.
For a minute or two he continued to gaze at it, his eyes tracing out
some of the cable connections, Then, still without saying anything,
he sat down in front of the main analysis console, Slowdy at first,
then picking up more and more speed, his fingers started caressing
the beys,

"5 you're his business manager, ane you?” Egron's voice sald in
Mara's ear,

"Unofficially,” Mara said, turning to face him, "Its a temporary
job, but one | expect to be quite profitable.”

Egron snarted. “Trying to shake down an mperial Governor 15 a
risky proposition.”

*That's not actually what | had in mind,” Mara said, glancing sur-
replitiously around. Markko was standing a respectful distance
behind Ghent, watching him work, and none of the stormtroopers
weere within earshob. This was her chance to lay it all out for him,
“Tell me, Governor—"

“Governor?” Markko called softly, “Would you come here, please?”

"Certainky” Egron nodded once at Mara, then brushed past her
and eroiied to Markka's side. Markko murmured something, and a
maoment later the two of them were in a deep conversation,

Mara turned away, a qulet alarm starting to sound in the back of

her mind. Did Markko suspect her planned double-cross of him and
his Rebel friends? If 5o, he would make it his business to keep her
from ever being alone with Egron, at least wntil he could feed the
governor a story designed to cut the ground out from under her.

Which he might very well be doing right now, in fact. And from
what she remembered of Egron's file, the governor might well
choose to believe his supposed friend rather than Mara’s Imperial
recognition codes.

She glanced back at the door. And all of it taking place in a room
with no way out except through six stormtroopers.

Time to find an alternative exit,

She began to drift around the audience hall, pretending to study
the artwork, Egron's private office and living quarters would cer-
tainly include secret exits, but a public gathering room like this
probably wouldn't. Her best hope would be a back door that had
been covered by one of the tapestries and forgotten.

“hricat” Markko called

She turned around. Markko was still standing behind Ghent, ges-
turing Mara to join him; the governor had moved off and was
prowling the edges of the computer equipment like a hungry wrix
searching for a way into a bantha comral

Mara walked over to Markko, keeping an eye on the stormtroop-
ers as she did s0. 5o far, there was no Indication of special awane.
ness on their part, “Yes?™

"The governor has agreed to your demand,” Markko told her
“Two thousand an hour. | presume standard Imperial currency will
be acceptable?”

"Perfectly.” Mara said. “And now, let’s discuss what you're going
to pay us”

He frowned. "What are you talking about? | just sald—"

“You sald the governor is paying two thousand,” Mara cut him
off, “But you've got your own agenda here, right? Wiy should you
get a free ride on his back?”

Markko exhaled nalsily "I don’t believe this,” he growled. "You
have more simple, flat-out—" He strangled off the words. “Fine.
Whatever you want." Spinning around in a neat about-face, he
stalked away.

“Whatever you say,” Mara murmured after him, making sure ber
satisfaction didn't show in her voice. How to cut short a conversa-
tion you didn't want to have, in one easy lesson: start talking about
Oy,

Turning her back on the fuming Markko, Mara stepped to Ghent's
side, "How's it going?"” she asked.

Mo response, “Ghent?™ she tried again.

This time, he loaked up ot her. “You say something?” he asked
vageehy,

“I asked how it was going,” she repeated. “You making any
progresst”

"Some,” he said, “It's kind of slow-going, I've néver run into these
encrypts before”

“I'm sure you'll get it,” she said encouragingly.

o, | know,” he said distractedly, looking back down at the
console.

"Let mie know when you're getting close,” Mara added quietly.
*Just me, Understand?”
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"sure,” he sald, “Hey, you
want to see something
really cool? Watch this.”

He punched a few keys and the lines of gibterish on one of his
displays were replaced by a curving red-and-blue logo that twisted
and turned like an air snake performing a ballet. Beneath the dance,
a set of numbers and letters rocked back and forth as if they were
spectators enjoying the show. “Isn't that neat?” Ghent said. “You
ever seen anything lke it?”

“Yes," Mara sald between suddenly stiff lips. Yes, she had indeed
seen that logo before. it was the emblem of the Shasstariss Whis-
peters Corporation, a small, family-run company contracted by the
Empire to create certain specialized military encrypts. And from the
code number listed below the logo. ..

She looked at the computer, the skin on the back of her neck tin-
ghing. This was no captured Rebel computer, Sector Command level
of otherwise.

She eased the lightsaber upward, carefully slicing
through the stone at an angle. The Paparak cross-
cut was an esoteric bit of engineering technique.

it wias the primary control noede from an imperial Star Destroyer

And with that, the whole thing suddenly turned on its head
Markko wasn't looking to scorch some Rebel database before the
information could be coaxed oul. What he was going for here was
nothing less than a full set of Star Destroyer control matrices, trans-
mission patterns, and military encrypts.

She threw a look over at Markko out of the cormer of her eye. No
wonder he'd felt it necessary to try to squeeze Ghent as hard as he
could to make sure the kid did the job. A coup like this for his Retbel
friends would probatsly jump him two ranks on the spot. And right
under an iImperial governors nose, too,

An ley grip seemed to settle itselll around her throat. Back at the
kebel house, she remembered belatedly, Markko had mentioned
tapping into the palace computers to search out her Arica Pradeux
allas. And he would have had no more than a few minutes to do the
job between the time she left the palace and the time she found
him at the Bebel mecting house,

And yet, by his own admission, he was only & pretty fair slicer.
How could he possibly have gotten past the specialized encrypts
info the personnel files that fast?

Answer: he hadn't, because someone else had done it for him.
Someone who didn't need to slice the system, because that some-
one almeady had the necessary decrypls.

Or in other words, Governor Egron

She looked at Egron, still pacing his restless circle around the
room, the invisible hand around her throat squeezing a little harder.
There was no reason for an Imperial governor to need or warnt mili-
tary encrypts. There was certainly no reason for him to want any of
the ather information stored in a 5tar Destroyer computes.

Linless, of course, he intended to sell it

the took a deep breath, So that was it Markks wasn't simply
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Izading an unsuspecting Egron around by the nose. The governors
had seen which way the wind was biowing through the Empire, and
had made a deal with the Rebellion to take early retirement.

In fact, in all probability it was Egron who had aranged the
whale thing. Everything from contacting Markko to securing the
computer to bocating a fringe slicer who could turn it Inside out
without anyone noticing.

Perhaps that was the real reason they'd kept him living on the
streets for a week, in fact. By not trying to contact anyone in his dis-
tress, he'd effectively proven there was no one he could call. Which
meant that, once he'd served his purpose, he could quietly disap-
pear withouwt amyone noticing or canng.

and if Ghent was slated bo disappear, anyone who knew about
him was certainly in line for the same one-way ride. Even someone
who knew Imperial recognition codes.

Especially someone who knew Imperial recognition codes.

"lsn't that great?” Ghent said again, ®i really like the way it—"

"Dieay, that’s enough,” Mara sakd,
dropping a warning hand onto his
shoulder.

There must have been some-
thing in her voice or touch, because
for a wonder he got the message.
“Is something wrong?” he asked,

"Right now, everything is wrong,” she told him grimby. "We're sur
rounded by enemies, Ghent. | need to find us a way out, and fast.”

Far a second she thought she'd made a mistake in saying any-
thing, The kid's mouth dropped open, his eyes widening in shock,
and Mara braced herself for the exclamation that would bring the
wihvole crowd running to see what was going on.

But her instinets hadn't played her fatse. The mouth closed, the
eyes shrank back to normal, and he gave her a microscopic nod,
"Okay,” he said. “What do you want me to do?”

“wWhat | need most is time," she sald. "Can you stall this opera-
tion anyr"

He shrugged. “Sure, It was probably going to take me another
hatf hour or so anyway.”

"Make it an hour,” Mara said, glancing around for inspiration,
Stormiroopers gathered around the door, Egron and Markko wan-
dering around impatiently ...

I & room with stone walls, arched support beams, and hanging
artworl,

It would be risky, on at least bwo different levels. But at this point
they didn't have a lot of options."ls there any way you can get this
equipment to make noise?” she asked. "Nothing too loud, but like a
buzzing or warbling or something?”

"Uh..." He looked around. "Yeah, | think $o.¥ou mean something
really irritating?™

"Just something to cover up other reasonably soft nodses,” she
told him. “Give me aboaut five minutes, then get it started.”

"Okcay,” he said, "Then what?”

She gave him a reassuring smile, “Don't worry. When we go, we
go together”

Giving his shoulder another squeeze, she stepped back and
maved toward where Egron was doing his cirdles. He saw her com-



ing and stopped. "Is he done?”

"Mo, but he's hungry.” Mara told him. "I'd like to go get something
for hirm to eat.”

“He can eat when he's finished,” Markko put in, coming in o join
the conversation.

“Hungry slicers don't work nearly as well as happy, well-fed
ones,” Mara countersd. “Or as quickly, eithes”

She shsgped. “Bul. hey, you're the anes paying the bill, If you
want this to take an extra couple of hours, that's fine with me|
haven't got anywhere else | have to be”

Markko and Egron looked at each other, Mara caught Markko's
tiny nod— "All right,” the governor said, “But you're not leaving, 1l
hawve something sent in.”

Turning, he strode over to the stormtroopers. A few words, and
two of the six about-faced and disappeared through the door.

Markko had already drifted away, Mara did so now, too, moving
back bo the wall and her earlier study of the hanging arbwork. Only
four starmiroopers left to deal with, provided she was ready to
make her move before the others returned.

And that was gelng to depend on Ghent. If the kid got 10
wrapped up in his work he forgot to bring up the background noise
she'd requiested . ..

She was halfway around the room, studying a triangular cameas
with lumpy paint and a vaguely Rodian look about it, when she first
noticed the faint humming sound,

it started quietly, like an insect wandering arownd in the dis-
tance. But almost immediately the nolse level began to increase,
she looked around, pretending to be searching for its origin, and
mianaged to be looking back at Ghent just as Markko and Egron
reached him.

“What's that noise?” the governor demanded. “Is something
wrong!® ;

"o, Its okay,” Ghent assuned them."It’s a Periander feedback
clrche, Lots of security systems have them bullt in. Makes nolse
when someone tries to sllce 'em.”

“Can't you turn it off™ Markko asked, leaning ower Ghent's shoul-
der as he studied the displays.

*Tumi it off?” Ghent echoed, looking up at him in astonishment.
“Mo, no, You want this to keep going”

“Wihy?" Markko growled.

“Because it useful " Ghent sald patienthy, “The nodse tells you
hew you're daing on the shice, See, if it ralses or kewers in pitch—"

He launched inta a techinical discussion, but Mara didn't need to
hiear any mone. Turning away again, she slipped her lightsaber from
its hidden pocket, concealing it under the edge of her jacket. Ghent
had dane his part, Time for her to do hers.

She stepped close to one of the paintings, lifting her left hand o
touch her fingers to the edge of the frame as if holding it steady for
examination Shifting her body slightly so that it blocked the view
Troam bath the door and the computer equipment, she placed the tip
of her lightsaber against the wall and ignited it.

The snap-hiss sounded about ten times lowuder than usual, She
tensed, senses abert for any sign that anyone else had heard it.

But between Ghent's animated explanation and the increasingly
annaying squeal from his equipment, the sound had apparently

gone unnoticed. Keeping the handle flat against the wall so that
none of the glowing blade would be visible, she eased the lighisaber
upward, carefully dlicing through the stone at an angle. The Paparak
cross-cut was an esoleric bit of engineering bechnique, one of many
the Emperor had taught her over the years, designed to weaken a
stressed wall in such a way that it would hold together long enough
fior thie saboteur to safely get chear of the resultant collapse.

Shie finished her cut and closed down the lightsaber, The next cut,
she calculated, should be near the base of the support column three
meters to her right. Sliding the weapon back into concealment, she
maoved casually toward the next painting.

& Paparak cross-cult for this size room would noomally fake no
mare than five minutes to set up. With the need to look casual
about her wanderings, though, it was choser o twenly minultes
later before she wis neadhy,

There was one final set of cuts to make. Just to the right of a par-
ticularly interesting painting at the back of the raom, she stealthily
carved out a triangular opening that, once the stone was kicked out,
would serve as a quick exit.

A it weas thime to go,

shwe returned the lightsaber to its pouch and began moving back
toward Givent, still drifting along like o bored business manager
miarking time until she could cownt the money. Governor Egron was
still prowding, but Markko seemed to have taken up a permanent
position behind Ghent's shoulder.

That would have to be dealt with. Fortunately, she had a pretty
fair idea how to do that.

Markks looked over a5 she stopped behind Ghent's other shoal-
der. "Besn enjoying the governors art collection?” he asked,

"It's not too shabby,” Mara said, glancing over Ghent's displays.
“Tell me, Markko, how well do you actually know Govesmor Egron?

"How do you meand”

“I meean is there any chance he knows who you really are”

Four a long moment e was silent. Ghent, predictably, kept work-
ing. apparently completely oblivious to the conversation."Why do
you ask?” Markio said at last.

“One of the paintings over there,” Mara said, nodding toward the
one beside the bolt-hole she'd carved in the wall. "You ever hear of
cantrosh gasi”

“What is this, military class?” Markko growled.

“Mo, survival class,” Mara retorted, “You konow what It is or not?™

Markko hissed between his teeth. “It's & war gas. Spreads oud
quickly; highly poisonous Lo most species.”

*Very good,” Mara sakd. “Well, that particular painting has been
set In a cantrosh-oxide-matrix frame. For extra credit, you want to
tedl me what happens if you hit an oxide matrix with, say, a blaster
shot?”

Markko looked over at the governor, "He wouldn't”

"Wy not?” Mara countened, "Not while he's in the room, obei-
oarsly, unbess hes got a breather mask on him or stashed away in
that throne. And of course, the stormtroopers’ filtration systems will
protect them just fine. 5o back to the original question: any chance
e knows who you really ane?”

Markko was really quite good at keeping his emations and
thought processes from showing on his face. But again, enough
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leaked out to show Mara

that she'd hit the mark.

After all, an Imperial
governor who could turn traitor to his own government would
hardly kose sleep over doing the same thing to another ally, “You
seem to be the expert with this stuff” he said at last. “What do you
recommend?”

“I recormmend getting it out of here, that's what,” Mara said
tartly.“We unhook the painting from the wall, march it across the
roam, and tell Egron it goes or we do”

“And you think hell just do it?”

*With all that lovely data still locked away whiere he can't get 177

Mara reminded him “What else can he do? Ghent? Come on, Ghent,

book alive.”

Ghent inked his way back to the real workd, “What?

"We'ne going for a walk,” Mara told him, pulling back his chair,
“Come on, get up”™

*Wait a second,” Markko said as Mara half pulled Ghent to his
feet. "He's going with us?”

“Halt,” the squad leader barked, swinging his

blaster rifle toward them. “Identify yourselves.” It
would be quick work to cut down all four of them.

“Call it an exercise break,” Mara said. “Besides, Egron might go
ahead and have the stormiroopers shoot if it was just you and me,
counting on being quick enough to haul Ghent out before the gas
drifts this far aoross the oom.

“Gas!” Chent echoed, his jaw dropping."What gas?”

“It's okay,” Mara sadd, taking his arm. "It's under control. Come
with us”

They started across the room. "Where are you going?” Egron
called, his cireling coming to a sudden halt.

“It's called exercise,” Mara called back. " you want to be useful,
why don't you go see what's taking that food?”

Egron muttered something under his breath and turned his back
on them, “Walt a second,” Markko muttered. “We don't want him
leaving the room.”

“He won't risk Ghent's life,” Mara reminded him, not breaking
pace.“Check out that throne and see if you can find a breather
mask hidden somewhere.”

If Markko had had time to think about it, Mara knew, he would
never have bet her and Ghent get away from him, oven just a few
paces. But he was clearly 2 man used to following orders, and with-
out even a whisper of protest he veered off and headed toward the
throne. Mara kept going, wishing she could look over her shoulder
and sve what Egron and the stormtroopers were doing, but know-
ing she didn’'t dare. Ten moe paces.,.. five. .

And then they were at the wall. “Get ready,” she murmured, half
turning to stand sideways to her trisngular cut. Throwing one
glance back across the room to make sune no stormtrooper rifles
were being brought to bear, she lifted her right leg and threw a side
kick as hard as she could inlo the stone.
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And with a horrible crunch, the triangle shattered into a pile of
Iroken rulbsble

“Gol" she ordered, shoving Ghent through the opening and tum-
ing fully now to face her opponents. Egron was standing flat-
footed, his mouth hanging open with bewlldenment; the
stormtroopers were reflexively dropping into firing crouches and
scrambling to bring their guns to bear—

And Markko had the ugly, vicious look of 2 man who's just real-
ired he's been conned.

And as Mara ducked back through the hole behind Ghent, there
was a snapped order, and the wall arsund her began o shatter and
spark with blaster fire.

That was a mistake. With the structural integrity already weak-
ened by Mara's caboulated lightsaber damage, the blaster bolts were
all it took to push it over the edge. Even as Mara grabbed Ghent's
arm, the entire wall began to collapse,

"Bun|™ Mara snapgped, hauling the kid along the service corridor
they now found themselves in. Chunks of stone were falling all
around them, filling the corridor with debris and a choking rock
dust, and fram the sound of (it she
guessed that the rest of the cham-
ber was falling in on itself as well,
Hopefully crushing the Star
Destroyer computer in the process;
but there was nothing clse she
oould do about that nosw,

They picked and coughed their way to the end of the corridor,
only to discover it was a dead end. “Now what?™ Ghent managed
between coughes.

“Get ready to run,” Mara told him, pulling out her lightsaber and
igniting it. Two quick slashes and a kick, and they were through. The
oo e th far side wars deserted, but through the dwindling
sound of crunching masonry from behind themn she could hear
shouts and arders and an occasional distant scream,

They crossed the room to the door, and Mara booked cautiously
out into an equally deserted halhway. "Quick and quiet,” she mur-
mured to Ghent as she closed down the lightsaber. if everyone else
in the palace would just concentrate on the scene of the disaster
and leave them alone ...

They got two more hallways before their luck ran out. And it ran
out o the tune of a roving squad of four stormiroopers.

"Halt,” the squad leader barked, swinging his blaster rifle toward
them. “Identify yourselves.”

Mara hesitated, Her lightsaber was nestled half-hidden against
her side, the bottom end held in her cupped right hand. in the close
confines of the hallway it would be quick work to cut down all four
of them before they realized what was happening.

But these were Imperial soldiers. members of the order she had
ance so proudly been a part of. And even though they served a tral-
torous governos, they themselves had done nothing that deserved
death. “Imperial agent on official business,” she sald instead.
"Recognition code Besh-Senth-lsk-Twelve.”

The stormiroopers stralghtened noticeably. "Pattern Nen-Peth?”
the leader asked,

“Ownne-1 hiree-seven-seven,” Mara said,



“Acknowledged,” the leader said, lfting his rifle. "You may pass.”
Ghent was staring at the stormiroopers with a look of stunned
disbelief. Mara nudged him, startling him back to life, and together
they slipped past the squad. "Wow,™ he breathed as they tumed
ancther corner into vet ancther deserted hallway, “Where'd you

learn all that skbuff?®

He suddenly gave ber an even more startbed book. e you a
Jeddi?”

"Hardly,” Mara assured him grimly. The only Jediin the business
these days was ... "Come on,” she said, refusing to even think that
npme anymode today. “The door we came in by should be right up
here”

At which point, it suddenly oocurmed to her, they would have to
get past Markko's group of Rebels. But there was no point thinking
tions fr aheead, The roving stormtroopers clearly hadn’t heard that
Mara and Ghent wene wanted, but the outer gate guards might be
on a different communications loop. If they were, and if they'd got-
ten the message, the official-business ploy wasn'l going to work a
second time.

Ahead shie could see the exit doos, with no one in sight. Either the
guards were all outside or else they'd been summoned to the scene
of the audience raom collapse. Breathing a litthe easier, she headed
toward it—

“Mot so fast, traltor”

She froze in place. The volce had come from behind them ... and
e twisted with fury, she had no difficulty recognizing it

Slovwily, keepling hier hands in sight, she turned anound. "Hello,
Giovermon,” she greeted him, *You're booking well.”

“Wou mean I'm looking alive? he snarled, “Yes, | am, 5o sorry to
hiave spalled your plan,”

"You didn’t, really,” Mara assuned him, looking him over. His face
waas drawn and pale, his clothing as covened in dust as hars and
Ghent's were, and there was blood cozing through the powder
from a variety of small outs and scrapes,

But the blaster he was pointing at them was steady as a rock,

"By the way, where's your friend Markko?” Mara asked, just for
something to say, “Too far from the door, was he?”

"Dan't you wish,” Markko said, stepping into view from a side
corridor that intersected their hallway a few paces closer to the
exit. He was in even worse shape than Egron, and the blaster in his
hand had the uneven waver of o drunken snake trylng hard to
appear sober,

Buft what he lacked in steadiness, he was more than making up in
determination. Heavily favoring his left leg, he was nevertheless
limping steadily toward them, wincing with pain at each step.

"¥ou misunderstand my goal,” Mara told him, keeping her volce
calm as she eased away from Ghent toward the hallway wall
behind her. Two blasters on them; but Markka's unsteady hand was
the distinctly lesser danger, at least until he got closer. "1 had no par-
thoular wish bo kill esther of you,” she added. “Or even damage you,
for that matter”

She looked back at Egron. “All | wanted was the computer,” she said,
waving with her left hand in the direction of the collapsed room,
using the distraction of the gesture to move another step back. Her
lightsateer was still balanced half concealed in her right hand, her

sleewe gun resting ready against her beft forearm. “You don't need mil-
itary encrypts, Governor. Mor have you any right to them,”

"It's 3 moot point now, isn't i7" Egron shot back bitterly: "You saw
to that. The whole ceiling came down—huge pieces of rock falling
all ower the place, The computers completely wrecked,”

“Good,” Mara said. "l hope at least the stormiroopers—"

And right in the middle of the sentence, she swung her lightsaber
up and around, igniting it in the same motion, and hurled it straight
at the governor,

Egron screeched, his reflexive shot going wide as he ducked away
in panic from the flying lightsaber. Mara dropped into a crouch,
yanking out her sheeve blaster as Ghent gave a yelp of his own,
Egron fired again, this shot going even wider tham the first.

Mara's shot wan right on target,

"Freese!” Markko's ragged voice said.

Carefully, Mara burned her head, her gun still pointed at Egron’s
motionless bady, her mind black with chagrin, Ghent's yelp a second
earlier hadn't been from surprise, as she'd assumed, but from the
shock of having Markko's arm suddenly around his throat.

Thie arrm was still there, pinndng him upright against Markko's body.

And Markko's blaster was pressed very steadily to the side of
his head.

"You see!” Markko ground out, ™l can be clever, too. Drop the gun.”

“I'm impressed,” Mara said, making no move to comply. “The
limp, the wavering gun—very nicely done.”

“Thank you,” Markks said. "1 assumed that when faced with a
chaice of targets, you'd go first for the more threatening one.”

"Absolutely,” Mara said, skarting to feel rather weird about the
direction this conversation was taking. It was like they were two
professionals talking shop.

Maybe they wene. "1 see you've been trained too,” she sald,
“Maybe almost as well 25 've been,”

“Possibly better,” he suggested.

"Possibly,” Mara said. "But you've made one mistake.”

“Oh? What's that?®

Mara nodded slightly toward his gun. *You're targeting the
wrong persan.”

"Mo, | don't think so,” Markko said, "¥ou seem to cane about this
kidl. | don’t think you'd liee to watch him die.”

Ghent made a gurgling sound In the back of his throat, His eyes
were bulging, pleading wordlessly with her

But Ghent didn't know how to think these things through, Mara
did. She hoped, “Not particularly, o™ she conceded.” Bul no mone
than I'd dislike watching any other innocent bystander get killed for
no useful reason, Fact s, Markko, | hadn't even met Ghent befone
tonight, We're hardly bong-lost friends or anything.”

Markko studied her for a moment, “In that case,” he said at last,
"we may be in something of an impasse.”

“I'm afraid so,” Mara agreed. "H you shoot Ghent, you lose your
shield. More to the point, you'll never get your blaster around o tar-
get me before | can take you down, Take my word for it

"I believe you,” Markko said tighthy. "and if | just target you right
now...7"

“tame thing happens,” Mara told him. “You should have shat me
at once instead of trying to take a hostage.”
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“Weg,” Markboo mur-
mured. "l agree: definitely
a mistake. But | wanted to
find oast who and what you were”

“That's easy enough.” Mara said. "1 am justice.” She nodded her
head toward Egron’s body. “He tried to betray the Empire. | pro-
nounced him guilty, and executed him.”

“lust lke that?™

“lust like that,” Mara confirmed,

Miarkko's lips puckered. "1 see | really am in trouble.”

pAara looked at Ghent's terrified face. A Rebel operative, an
enemy of the Empire and everything she believed in ... and a scared
civilian. & kid, caught up in trouble not of his own making.

Where did her duties lie here?

Once, she'd known the answer to that question. Now, all the lines
had gone fuzzy

But Ghent had come here trusting her, Trusting her,

And with the Emperor dead, and the Empine currently in the

“My name is Talon Karrde. Don't worry, I'm not
out to get you. I'm here to offer you a job.”
“I've had enough of job offers for awhile, thanks.”

hands of people like lsard, maylbe that was all that mattered,

“Not necessarily,” she told Markko, ®"ve discharged my duty by
exeouting a traitor. | have no particular quarrel with youw”

Markko snorted, “Of course not. A Rebel agent; and someone who
defines herself as Imperial Justice has no quarrel with me?”™

"Let me put it this way,™ Mara sald."1'll offer you a deal. You let
Ghent go and put your blaster away, and all three of us walk away
from here, alive and free. You insist on playing Rebel hero, .. and I'm
ihee onby one who wilks,”

Markko's eyes flicked to Egron, back to Mara. "Why should |
trust you?”

Mara shrugged, "Why not? 've gol what | wanted: a dead traitor,
and military encrypts safely out of Rebel hands. | can afford to be
REnETos.”

She lifted her eyebrows, “And as 1 said, | don't particularly like see-
ing innocent bystanders get killed, Especially when they're just kids.”

For a long moment Markko just stared at her, Mara held her posi-
tion, heart thudding in her throat, watching his eyes for the shaved
second of wamning that would be all she would get if he decided his
pride was worth more than his life.

A then, showly, e lifted his Baster away from Ghert's head, his
other arm relaxing its pressure on the boy's neck. Ghent gave
another gurgle and dropped lile a thin sack onto his knees on the
floor. For another long second Markko just stood there, his gun
pointed at the ceiling, his eyes on Mara'’s, wordlessly inviting her to
renege on her promise.

But Mara made no move; and taking a deep breath, Markko turmed
the Blaster around and slid it back into his coat. "Until next time,” he
said, giving her a shight bow. Turning his back on them, he strode to
the side corridor he'd appeared from and disappeared down it

YO wvoLUME 2 HMUMBER &

Mara gave the sound of his retreating footsteps a few mone sec-
onds, then straightened up. Blaster still in hand, she stepped past
Egron’s body and retrieved her lightsaber, “Come on, Ghent,” she
said. closing it down and slipping it back into its pouch, "Doar's right

there. Let's Eﬂ-."
“-
-

They were three blocks from the palace, and the sounds of emer-
gency vehicle sirens were fading behind them, before Ghent finally
spoke. “Would you really have let him kill me?” he asked,

“If he'd really wanted to kill you, there wasn't anything | could
have done to stop him,” Mara told him. “I'm sorry, but that’s just the
way it was, All | could do was try to persuade him that you didn't
mean anything to me, so that he couldn’t use you as a lever,”

"But you are an Imperial agent?”

Mara swallowed., "I was once,” she admitted. At the moment ..,
let’s just say | don't really have a home right now.”

Ghent seemed to digest that."50
what da we do now!”

“We get out of here,” Mara said,
"Toa mamy people saw us in there,
Once they get the pleces sorted out,
they'll be looking for both of us.
What will it take to get you home?™

"I don't know,” Ghent sald. “Enough money for a ticket, | guess.
Do we have time to go back to your hotel for my backpack?”

“That might not be a good idea,” Mara said, shaking her head.™
didn't think Markko's prople had trailed me back there earlier. But
now | know Markko's smarter than | thought.”

She frawned back over her shoulder. Come to think of it what
had happened to the group of Rebels who she thought had been
forming up outside the palace as she and Ghent went in? There'd
been no sign of them on the way out; certainly there had been no
hindrance to thelr escape. Had they all scattered for the woods
whien the alarm went of 7

Or had they merely reconvened outside Mara's hotel in hopes of
belated revenge? “No, it's definitely not a good idea,” she concluded.
“Sormy”

“That's okay,” Ghent said with a sigh. *| kind of figured that,
actualby”

"For whatever it's worth, I'm leaving most of what | own back
there, too,” Mara said, sifting through her pockets. "Any idea what a
ticket back fo Sibisime would cost?”

"Uh ... no,not really,” he sald. "Probably eight hundred, Maybe
nine.”

Mara grimaced, Nearly all she had, in other words. Back to square
zera, it seemed, "Here,” she sadd, offering him the credits, "1 bope
this will be enough.”

“But | can't take your money,” he protested.

“Take it.” Mara ordered, in no mood to be angued with, "l can
work for my passage off this rock. Just go home, all right?™

Reluctantly, he took the credits, "But how do | pay you back?”

“Dan't worry about it,” she told him, glancing back behind them
again, 5till no sign of pursuit, “Maybe we'll run into each other



again some -:Iljl In the meantime—"

She pointed tlralgh'l ahead, "The spaceport s that Wiy Think you
can find i§ by yoursel7®

"Sure,” he said, “What about you?™

She pointed to the right."Recruiting for tramsport hands ks han-
dled at the guild office down that street. Watch yourself all right?”

*Sure,” he sakd. “You toe.”

For a second he looked like he was going to try to hug her, Bat Mara
Iirrnplylmnﬂl and walked away. He wiould be all rr&’lﬁ_ shie i

He would be all liEht, whe hoped

-
D,
The boy got anather twao blocks toward the spaceport, with the
reysterlous waman kong out of sipht, before Talon Karrde declded it
wias safe to approach. "Excuse me,” he sald, stepping out of the
shadows where he'd been wakting. “are you Ghent?®

The boy froze, “Yes?™ he said nervously, “Who ane you?®

"My nieme |5 Talon Karrde,” Karnde introduced himself “Don't
waorry, I'm not out to get you. I'm here to offer you a job.”

Ghent snorted. “I've had enough of job offers for awhile, thanks”
He frowned su !_!l,!l:nlf.l “Are you the one wwho sent me the Heket ™

"No,” KEarrde assured him "T|I1}I:IE|1 | adrmit your sudden disap
pearance did throw me off track for a few :frl:p:. I'dl beewm prepar ing
to approach o hack on Sibisime swhen you '.ur!rirnl:,rh'".'

"':lk.l-}'."ﬁ‘hl!'rll 4 el Il:rr.lklnl:: n‘l:-r-llljg.I puzzled now, 50 what do you
wants

" | waid, (o affer you o job,” Karrde sabd. 1 hove an onganizatbon
of some modest size that engages in moving cango and Information
from one place to another”

“Smugglers?”

Karrde shrugged. “Maore or less. We find oursehves in need of a
good slicer; and our sources indicate that you're one of the best.”

[ EI_‘-HI"I'd inthe direction of the spaceport. “If you'd care to dis
s |1_m3.l ship's berthed n:‘.1rh}'. Ma nhllH_..:hnn.-:H CELITSE,

“Well. " Ghent glanced over his shoulder.”| don't know. There
are some people looking for me. Imperials and some other group.
She said they might still be looking for me.”

“The second group were members of the Bebel Alllance,” Kanrde
told him “&nd yes, both parthes seem to have inftiated retrieval
efforts in your wake”

Ghent looked over his shoulder again, " You mean they're still
back there?™

“Mot .1l1}'rn-|:|r|.'.' Karrde aitured him wath g AimisEiEnt, "Hrgl
people have dealt with both groups®

Chent Minked at him."50 it would be safe 1o go back to the hotel
and get my stuff? She said we'd have to leave everything.”

“We can go ampadere you like,” Karrde assured him. “5hall | get
us a landspeedes ™

“Mo. t's not fas,” Ghent said. "We can walk it's this way”

“4peaking of the woman,” Karrde sald as they set off. "She was too
far away for me to get a good look at her, Who was she, amnway ™

“1don't know,” Ghent said, "She never told me her name. Al she
salld weas that she once worked for the Empire, but not AfyToe i

"Inl,r_-r{'-_.leng.' Karmde said Hmughthl II:,r “And O Sy whi lefi
some things back in your roomi™

“Weah, but | don't think we can get them o her,” Ghent sald, “5he
said she'd be getting work on some ship, | don't know which one”

"F‘ll!:,r_"h:.lrrd-e' miurrmuned, S pou never knows We I!Ilght fLim
into her again somedax

“That's what she said,” Ghent told him, “&nd you know, she had a
lightsaber, You think she could be a Jedi or something!”

“¥ou never know,” Karrde sakd again

And even if thelr p.'nrh-', never did cross agmn_ht didn't add. there
|1'||gh1 bz -',u:.rn::l;hlng among her abandoned |_'.|I:|I,'.|I'IHII1'|:E:'|. that would
gi'.'r_' him a clue as to her ||:.|r_'n|:il1_,l

That could be useful someday. One never knew

Signaling his silent ring of guards to move in close, Karrde and
Ghent headed off into the night. §

Chent: Male Human Tech Speciallst 5r5koer 5 init +1 [Dex); Def 1g |48 class, #1 Dexk
Spd vom; VPOWP 38 /v0; Atk +4 mebee [1d3-y, punch) or +6 ranged: 50 Research, instant

mastery (Spot), expert (Computer Use), tech speciall
+2 (+4), skill mastery (Computer Use, Disable Device),

s lallst +1), decode

vV Fort +2, Ref «6,

Wil +6; 52 M; FP o; DSP o; Rep +4; 5tr g, Dex 13, Con 1o, Int 18, Wis 13, Cha g, Challenge

Code: O

Equipment: Backpack, variety of custom-bullt and modified compulers,
Shilts: A.p-pram: #17. Bluff 6, L'urnpulﬂ Lise 4235 Craft I{r.nmpulrr] +17, Craft (drasd) +13,
Drigable Device 417, Fq-rﬂrr}l +g, Gamble +4, Gather Information +15, Hide 45, K il -

AT &y WD ras,

edge (alien species) +7, Knowledge [organized crime) +7, Move Silently 46, Pilot +5,
Read Write Basic, Read/Write Binary, Repair +2z2, Search +13, Sense Motive +4, Speak
Basic, Speak Binary (understand anly), Speak Bith, Speak Rodese, Spot +5.

Feats: Gearhead, Skill Emphasis (Computer Use, Disable Device, Gather Informatbon;
Repair), Trick, Weapon Group Proficiency (simple weapons),

See Star Wars Gamer magarine iisues 83 for more infarmation about Ghent, Talon Kar-

refe, and the Smuggler's Allance ond &5 for the slicer prestige olmss.
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THE WAST GALAXY IS STILL TOO SMALL ane = their worlds withdrawing from Jorus C'baoth, When he was nominated to

FOR ALL OF ITS WORLDS TO COEXIST ubilic becauteE the P wple are dis SUprEmae Chanoellor Valarum, i1

all but a foregon clusion that

L ted with the many failures af e

PEACEFULLY, The Republic Senate does

wwhial it can to bring aboy

tions ad newer made it 5 seonet thal

plan Coruscant, € TR W wehip abused their autior

there is civilization, there is a criminal e ts, ¥When he beceme

underworld lurking in the thadows 1mie o
al com

The Republic Senate
Half the seats in the Senate Rotunda stand
empty. The o fegates who once filled them
¥ Falip
well, His senatorial jourmals have become
popular reading for political science stu
dents. He formed friendships it
af the elite. Inm ||I.|r:r sCienc mies

amnd even with a ledi Master, The estesmed

Palpatine: Male Human Moble 4 Init +o; Def 13 (+3 class]; Spd 1om: VPP 20513 Atk +3
meebee [vd3, punch) or +3 ranged; 5C) Favar +2, bonus class skill [Intimidate], inspire canti
dence, resource access, coondinate +1; 5V Fort +2, Ref +2, Will +7; 5 M; FP 3; D5P o: Bep
+10; 5tr 10, Dex 1, Con 13, Int 18, Wis 16, Cha 16, Challenge Code: B

Equipment: Chancelbor's robes, offices and apartments on Conuscant, private shuttle,

private Space transport

Shiliy: Bluff +6, Computer Use +4, Diplomacy +15, Gather Informatbon +10, Intimidate +1a,
Knowledge (galactic politics) 41, Knowledge [edi lore] +10, Knowledge (Maboo +11,
Listen +4, Profession (bureacrat) «10, Read fWrite Basic, Read/Write Bothan,
gend Wiite Calamarian, Read /Write Gran, Read/ Write Rodese, Read/Write !-!:,rl_ Search
+5, Sense Motive 410, Speak Basic, Sprak Bothan, Speak Calamarian, Speak Gran,
Speak Rodess, Speak Ryl, S5pot +4

Feati: Fame, Skill Emphasis (Diplomacy], Trustwarthy, Weapon Group Proficlency (Master

pistals, simple weapons)
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Supreme Chand#llor s Guped: Male

Hurman Saldier 3z Init +6 {Dex, improved

Indtiative); Def v | #4 class, +2 Dex); Spd
1w WPPWE 27004 Atk 46 meeles | BoH 2,

force pike) or +8 ranged [3d8, heawy
blaster): %0 DE § (armar): 5V Fort +5, Ref
&3, Wil #3; 5L #; FP 1 DSF O Kep 435 5tr
i, Dex 1, Conm 14, Int 1, Wi 12, Cha so
Cha lemge Lo i
Mai A ppa, Vicl CHANCILLOR SUPREME CHANCELLOR § GUARD SkivE: InEimicate +6, Enowledge [Lonus

f tare the cant) +4. Knowledge (galactic politics)

impasing, &4, Listen 6, Pilot 44, Read Write

il st Bash, Search &3, speak Basic, Spal 46,

afthe-art v With the Treat Injury 43

o theeats he Separatist ter Eqieiprment: Force pike, heavy blasher,

plain Prid Shan demanded addi guardsman’s armaod®, comilink

xof, Any other being in his position tional funding to upgrade the equipment Feati: Anmicr I'rnl‘u:u_-u-:']. l:llght. misd i,

w1 by moew, but Mas and training of select Senatorial Guarnds, powened), Improved Initiative, Quick

allow s dietr 5 the Although Supremse Chancellor Pal Draw, Weapan Focus (force pike),

emnds, he W 1 ::I:I' thie ol s Weapon Groyp Praficlenc ¥ (blaster

mistols, aster rifhes |.|'.||.':|l WIAPDNS,

i BT ||;\.||_I WEARONI, ¥ lrgiae AP il

FRITETRITIAN | (TP AU i Pl

alpyj Cha ! VR i ‘wat fopoerohe without suffering
rum bt felt the formier € 1 I bed security exper
oilla F ol his |,‘.‘|_-|'_|r_|'| Hi [ ir5 ] & Fhie Ch or safe. Thelr main
Chancellor Palpatine i, like himself, above i [1]. | ct Falpatine, but they ane
petty bickering and backstabbing ¥ 3 also capable of safeguarding vivitors; they
o |- '||_|I_||_1|r'|h"l Eal ; arg present at nearily every meeting and

and Padrmé Amidala—meet his approval may be dismassed only by Patpatine him

Mas Amedda: Male Chagrian Diplemat 8: Init +0; Def 12 (+2 laia); Spd 1wom; VROWP =iy
ALK 45 e lee (1340, punch) or +4 |'.1ll_gi'~:|_ S0 Amphibiaus, low-NHght vision, reddaton
medidtance; SV Fart +4, Bel +3, Will +g; 52 M FP 1 DSP o; Rep +5; St vn, Dex 10, Con g, Ink
14, Wis 12, Cha 14. Challenge Code: C

Eipaivperner Officlal rabes. offices and Appartments on Coruscant, combnk, datapad
Skilts: Appraise 47, Blul! +8, Computer Use 46, Diplomacy 413, Intimidate 46, Knowledge

[bureacracy ) 414, Knowledge (Champala) +7, Knowledge (galactic pu"ltiu] ¥, Profes

shon [bureacrat] +g, Bead/Wiite Chagri, bense Motive 4 i, Speak Basic, Speak Calarmar

iam, Speak C |'|.]'Hr. Speak Ciarnen
Feats: Iron Will, Persuasive, Skill Emphasis (Knawledge: bureacracy), Weapan Group Profi

chency (simiple weapons).
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Ball Organa: Male Human Nobde &; Init
#0; Def 1y (+4 class); Spd 1om; VRIWP
ya'ny) Atk +4 melee (1d3, punch) or +4
ranged; 5§ Favar +1, bonus class skl
|Bluff), ins pire confidence, resounce
SidEs g (oonrdinate 49; 5 Fort ii,RI"- 3,
Will +8; 5 M; FP 2; D5P o; Rep #5; 5tr i,
Dex 1, Con 12, nt 14, Wis 13, Cha 14, Chal-
Enge Code; B

Fauipmeni: Senatorlal robes, apartmenis
and affices on Coruscant and
Alderaan, personal starship.

Skills; Appralse +6, Bluff +q, Compuler
e +8, Diphofmac ¥+ EntErtain il:lrﬂ
tory] o6, Knowledge [Alderaan) +7,
Knowledge (oultures] 40, Knowledge
{galactic pobitics) +14, Knowledpe
|sehalar) +B, Pilot +2, Profession
[Bureacrat) s, Besd/Wiite Basic, Ride
0, Sense Motive +13, Speak Batic,
Speak Calamanian, Speak Sy ITtata]]

Feats: Fame, lnan Will, Skdll Eruphasss
|Bplamacy, rfl'.'l-.-.-li.-:l'.:e Balackic podi-
tics, Sense Motve), Weapon Lroup
Praficiency [blaster pistols, simple

weEapong )
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Oirrt Free Taar Male Twa ek Diplomat g
Crimelord 4: Init =1 [Dex); Del 14 [+5 Class,
=1 Diex); Spd som; VIPAWIP 2305 Atk #7742
melas (1d344, punch) or +5./ 40 ranged: 50
Low-light vision, contact (=B}, FESONCE
aceess, insplne Tear =2; S Fort +7, Ret 4,
W +11; 52 M; FP 2; D5P u3; Rep 12, Sir 13,
Crew g, Con g, Ind 13, Wit 13, Chad Chal-
li nge Cooe: E
Equipment: Hold-oul blaster, encrypted
coamilink @ ||1_r:"|,|1-|_'|1 datapad, opu lent
apariments and offices on Comuscant
Skt Appralse +7, Bluff +17, Computer
Use +3, Diplamacy +23, Gather bnfor
rmiatian =20, Knowledge |hurr.1rra|:}'|
o5, Knowbedge (galactic polits) +1d,
g nowledge (Ir_.-lr.-lh! 5, Profession
|bureacral] 50, Bead Wiite Ryl, Sente
Motive +13, Speak Basic, Speak
Huttewe, Speak Lekhu, Speak Ryl
Feeln Infamy, Persuasive, Skill Emphatis
._[:l||:.||_'.|-|.| £y, Gatked Infarmation, Pro-
fesslon: burescrat ], Weapon Groug
Preficiency [simple weapons)

Lhi Mah Fernale Gossam Noble B: Init +1

(Do ]; Dot o {45 clags, +1 Dexl; Spd 106m;
WA o Al w61 melee ()
punch] or +7/ €3 ranged; 50 Favor +3
banut clast skill (Bluff), inspire conf
denge, resource Soiedl, coardinate +x; 5V
Fart &2, Ref 45, Will «10; 52 M; FP o; D5P
13; Bep +5; 500 10, Dex 12, Con 1, Int b,
Wit 14, Cha 4. Challenge Code: C
Fauipment: Encrypted combink,
entiypled datapad, personal starihip,
aparimenis and offices on Conuscant
arvd Castell
Lkills; Appralse 413, Bluff +14, Diplomacy
+11, Intirmidate +8, Knowiedpe
{burescracy) +12, Knowledge (busi-
ness) +14, Knowledge (Castel) +7.
gr-{gn:n-:t--: politics) +14, Pro-
fessian (Dursscrat) 15, Prafession
Imerchiant] +10, BEndVrite COSsam.,
Sense Motive «g, Speak Basic, Speak
Ceonosian, Speak Gossam, Speak
Huttese, Speak Meimaidian
Feats: Influence, lnan Will, Periusse,
Skill Emphasis (Profession: burescrat)
Neapon Group Praficienty {[Dlasher

pistols, simple weapans)
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|,_|1_..E &5, Lhpdoimiag

Motk +8, Speak B

wpratse, Diplomagy. K viedge: business, Profes

1), Weapon L

of credits. Count Dooku has had to guaran
tee exclusnsg rights (o the rmesources af vari
ous Separatist worlds, lucrative |:lli.'!1.|1

marging, and relaxed shipping regulations

o gain the commerce factions’ support.

SHU Ma), COMMERCE GuILD PRESIDENTE
Commence Guild Preskdente Sha Mai ks 2
financial mastermind with the heart of an
assassin. As the leader of the influential
Commerce Guild, she dirscts teellions af
credits every day and has long since
slopped caning about the |ves those TiguEnes
repregsn]—if b ever disd

Castell, Shu Mai's homewsarld, was
gipped By worldwite econgimic depression
far dechdies. Gossams Eilled aach other gver
jobs, patsage offworld, and even food. The
Cammerce Gulld saw an opportunity and
funneled money into Castell's economy by
barying up huge tracts of land. Thousands of

isams went towork for the Commente
Ceuindel just fo e allavasnd to live on theb
ancestral lands

Shie Mad used her keen analytical mind
anid ambition to work her way up the ranks
te Chief of Property Besources. From this
position she could have arranged to sell the
land back to her people at a reasonable
PR, OF BYEN jUST B it back to them

Inefead, Shi Mai uied her own hard-earmed

{13, p

LTI

up Praficiency (simple we )

credits to purchase the land from the Com
mercE Guild hersel then ased the rent
The Commerce Guild's Chisl of Staff was so
mpressed with her ruthless initiative that
he promoted her Shu Mal stopped rnising
th l|;||,|“|'\. thE ranks on |:,l wiseEr she it thie
top, leaving behind a trail of broken careers

Fnd @ SUSEICUS accident or bwo

Muti GuUsEAY, TRADE FEDERATION VICERDY
Mute Gunray |5 endbessly greedy and ruth
lessly efficient, the prodict of a traditional
Meimoddian upbringing. Baised in a grub
hatchery, e was forced to fight for his
Lhare ol Tosod amd |_.1|.EU'| 1o hoard what he
oodd mot contume

The Viceroy gok an education in true
poswrer wihen he joined forces with Darth
Sidious to Blockade the planet of Naboo
Gunray had assumed that the Sith was
Interested in the same theng he wad—onéd
1%, The bioc kade became an lnvaskon, then
an occupation, the Jedi intervened, then
anather Sith appeared . .. and the Viceroy
realized e was a pawn of someone far
mare powerful. When the smoke cleared,
Darth Sidiows left Mute Gunray o face
Ui d e ll il justige alonie

DL"_.I_1||_I_' darens al hear InEs, the Wiceroy
pleaded innocent and refused (o resign his
peast or claim any knowledge of the 5ith

i #1) GELHEd IAflarmaticn

48] +16, Kno

FWrite

var, Sense Mothee +4, Speak Batic

Feats: Skill Emphasis (Appralse, Enowledge: business, Profession: bureacrat], We

Cioup Profschency (Dlaster peasto

. simiple weapo

Gainray retained hils pasition, his weatth,
and his authonity—and wowed never again

o harve anything to do with a Sith Lord

PassiL ARCENTE,
Copporant ALLIANCE MACITTRATE
Although the Corporate Alllance is 2 mem
ber im good standing of the Republic Senate,
Senator &rgente has already decided to join
Lount Dopeu's Separatists Ay a Koorivar,
aArgente holds a grudge against the Repub
ic. Thousands of years aga, when their poi
mary star becamie unstable, Argente’s
feagle |r||:.\!r.j1¢_'d fraem thelr hiome i]-ﬁl:l_' m ko
the Koorhva system, whene they have vec
for centuries, adopling the planel’s name
T thaaisand YEArS before the Batibe of
Maboa, Kodfivd s nalive Speoies sucoessiully
petitioned the Republic for sole propeietor-
shilp of the planet. The Koariva became
wandefing mefchants fior centuries, until
they gained enough influence Lo reverse the
Republic's decision

Ten YEArS after the Ratibe of Maboo, the
Corparaie Allance is charged with reguiat-
ing sales and distribution of countbess oo
porations. Argente is |'||'.EI.'-'.N| with the
Senate’s trade Laws and bureaucracy He
longs for the glory days—wandering from
planet to planet, buying low in one system
and welling Fl._!,:h In anoathes
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War Taspor, TECHND U ion FOREMAN

wWat Tarmbor it the enipmatic Foreman af

the Techne Lnion, PEESE T imerk |‘||".I:.':I'|I'r'~
and develapers of the galaxy's emenging
technologies. The Tethno Uinion inchudes
such respected comipanies as Baktos d Armar
Wiarkshop, Haor Chall Enginesting Repubdic
Glemar Systems, Kuat Systems Engineering.

TaggetCo, BlasTech Industebes. and the Conel

lian Engineering Lorporation Their corm
Bined influenoe is 3 |-|-|'||'|'\-|'\-II'\--:"' he
Republic, which relies on the starihips,
bacta tanks. air card, landspecdors droids
and millians of other tes |‘|r||_|||_|H.-|_ 1| wenin
ders. Were the Techng Linion o throw its
support to the Separatists, the Republic
would be hand pressed Lo recover

Tambor k5 an intriguing figure, swaddied

fram hiead to boe in Wis Skakoan emvinen
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t+2, Rel +4. Wil +17;

P —g; Atk +4
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Code: D,

]_'.|,|.:.||"_Ir'|l
encryp

|'|'.|:rr'|' ed comlink,
d datapad, pers
d pffices on (

al starship,
apartrments st
anad WAL
3, Computer Use 8,
nowledge
b, Enowledge (bisk

Cpeak Basig,

sk Lk | under-

Auun, Speak Ryl
[Bppt
pai Profession

n l;:.rr_||,,||:- Proficiency

menikal suit, his eyes hidden behind thick
gopphe-like lenses, His species comes from
Skalkoo, an industrial world where the atmos
pheric pressure 15 50 greal thal only natives
can wirdhve without environment suiis
When a Skakoan goes oul into the galawy
e st protect himself from explosne
decompression. That Foreman Tambar has
werduned off his homeworld 15 @ testament
to o sersously he takes his commitment

14 the Separatists

Gan Hill, INTERGALACTIC
Banming Ciis CHAIRMAM
San Hill of Muunilsnst i snsgmatic and
pragmatic. &s a species, Muuns ant
extremely greedy but cautiows. Uinder San
Hilll's leadership, the 1BC has funded count
i profitable ventured and corporations
fewe af RIS iFvEstments fail to ey oft, The
ajo function af the 1BC s to administer
loans, et mterest rates, and g ate sfock
market prices for the entirety of the Repub
lic. Thiey also deal with the Hutts wiho e
the IBC to launder momey.

Can Hill supgorts the Separatists. but not

exclusively, He's certadn that if Separatist

puliemsts L.-i-p L Lhstr wiodent altacks, the

Respulblic will be forced to go to war, in that
pvent. both sides will need weapons—and
fou wieapons, Usey will need credits. IF the
1B remaims newtral, Ethey can sponsod MaEns
to both parties. Short of war, San HIk
bellewes thal the Repuiblic will be misch
e il lang 10 redogniee the legitimacy of
the Confederacy of Independent Systems |

it doesn™t hwrt the Bepublic financialhy

The Coruscant Underworld
Shrouded in gloom, the urdEr-City is @ place
af vice and criffe, ShEns one SUrnes on
force of will and primal cunning. Those whao
ive in Coruscant's undensorld dream of
burping, stealing, o murdering their way aut
toa place wihere they can see the sky and

nol lhave to waltch their backs

ELAN SLEAZEBACCANGD

Elan Sel'Sabagno (known to almost every
ane as Elan Steazebagganc) abandoned his
GeCE-promising medical career in favor of
turning a few quick credits in Coruscant’s
serdy r||:.:|||_|_||_||_'|:. He it 4 Balosar, 3 species
renowned fod s criminals, cheats, and

seoundrels, Though e had left that life




Bekind bo Earm a medical |J|_'|!"lr|_'|_" an
Comuscant, his species reputation caught up
to him, and he soon found Rirmdelf stealing
medical supplies from the university's
glofes ano 8 ""'ﬂ therm Tor Hat Lo, csne of
Conuscant s up-and-coming undersoid fig-
ures. When one of Sleazchaggana s instrue
tors acciusisd him of the thefts, the voung
Balosar assaulted the teacher and went into
hidling in the Ebyrinthine under-citied

Mow Sleazebaggano puts his rudimen
tary medical training to use behind the bar
of a seedy nightclub, After a few drinks, he
finds it's easier to over-charge patrons or
talk them into punch asing t':|.||:|."'r‘i.|ln'1'l ol
death sticks, which he's still peddiing for
Hat Lo, Although Balosars have a higher
talerance for such toxic substanoes. Seaze
baggano is becoming a death stick addict
He doesn't cane that other species don't
hawe the same .1h|!|r:|| to shiug off the
effecis of death sticks and has been shar
ing them with his coterie of club-hopping
thrill-seckers

Dex's Diner
Although his dimer isn™t the upscale

reEcta mt Decter Ietisber Rgsd im mianid

wilien e rebodibed Lo Uhe vast city-planet,
t'% no dive either. Dex dhopped around Pos
1 whille before settling on this parteoular
location. Dex's Diner was 3 popular |_'.'|‘|d'|:|.
n a decent part of a bustling monad—
until the world planners built another
mpnad atop that one, and LDex sudoenky
{ound his establishment afficially part of
Coruscant's seedy under-city, Dex still gets
olenty of business, and the diner 15 not 50
far down that he has to worry aboul dan
pemouws creatunes wandering in and eating
the customers

Elam Slearebaggano: Male Balosar Tech Specialist 145

class, &1 Dexk 5od soim: VSR w00 g: ARk
Bairtar lucky | i i) 5% Fort -5,

Diex 12, Cor

&4, stach of [legal substances (gl of

Bt 47, I.__l_:-lr'||_|ut|_' i

IRt ermaticn +8

5, Whll #5; 5 My HP O DSP §

&6, Depla
ge [alien spedhes) +b, Kr

d crirme) + 6, Knowledge (streetwis

DuxTae MTTSTER
Dexter lettster is an ald friend ef Obd-Wan
Kenobi. Genial with his freends and gruff
wiith just about everybody else, he doesn't
Nk BroublEmaiers. Kncn 1|'I-\.":-|:,'}|'||'\'||| thi
cily seclor a4 o decent cook, hes also a wea-
soned smivggler and former armes dealer
wihio came to Coruscant to comfort a sick
redative. Dexter used his visit o5 an exowse
to go legitimate

Diex Tirst met Obl-Wan when he was a
Padawan. Dex was running a reugh-and
turmbde bar on the remote Outer Bim min
Img world of Ord Sigatt, and he used the bas
A% 3 OEr TOF FLRRING puns Shortly thene
affter, Dex opened 4 weapan thop an the
Ohutland Transit Station, where he supplied
miercenaries and bounty hunters

When o strike team of Bando Gora Foroe
waibches raided the OutTS, Dex decided hed

had enough, He sold the Last of his stock to

Jango Fett and wsed the proceeds to fund his
trip to Coruscant. For many years it had been
his dream to open a swanky restasrant in
thee st part of the |,||::|| planet. Adthough
he's starped on the straight-and-nanow, Dex
hasn't lost touch with alf of his contacts. §

windrel 3; nit +

nielee (vd3=1, punch] o +3 ¢

R o Wir g,

AL 11, Cha v Challenge Code: A&

ce. glitterstim, death sticks)
gy 47 i AT 43, Lather
-I""'.'I".'H-.FI L, ¥ & g

|+, Profession (bartender] +2

K b Balosur, Semvie Mot +4, Speak Balosur, Speak B, '1;1|".=|L: Hulfese,

Speak Ryl, Treat Injury +4.

Feat: Skill Emiphasis (Sense Motive, Treat Injury), Tristworthy, Weapon Group Profice ncy

|blaster past M -.'ﬁ'l'.1|I|.'||'|'.'|

ort #4. Rof + 3. Wil

= 41 5 1 -
hallerpe Code: C
‘s knife, heawy Haster

i), Coruscant diner.
s gy, Bluft e

Jather Infor.

m, Spok 45
Skl Empha

Speak Hutt
Feati: Imyg d Inetiatie
alie, Diplemacy, Gather

matien), Trustworthy, Weapon
up Praficiency [Hastern |'-|'-||:|.'I|'._

flimple Ve |
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A Revised Rulebook Companion

BY ID WIKER

b Latesl wersion of Uhe Shar Wor

Roleplaying Garme 15 avalalse now
Thanks to custormsers feedback, the revised
mubes capture the action of the Star Wars
galaxy better than ever, Moving from the old
rubes to the new requires virtwally no adjust
ment, but diehard i:.lrlll!l'r'l'l'lll want to
know [ust how to bweak thelr charmacters to
take biest .1|;|'.'._1nl:.1E|= of the revigsd edition

Far |_'I|..'|:|||:'r'=|_.1|'.||lrltl fig a belowed character
coubd mean anything from adjusting a skill
Isaavias e and .rllliirl_:.: a feal thene, to oom-
pletely r.:l,:-mln:llng tl rharacter from
scratch. In most cases, you'll be able to
adapt a wilkain or supporting character with
just a few notes in the mangin

Core Rulebook Characters

To adapt characters created wiing the ongl-
nal rubes to the revised rules, just use the
.‘|’_|||-:I-'|.'-'II'IF= gl,ll-:la,'llnlr:. There are no |.|'|.'u||.}l:5
to levels, gaperbence, of ability scores.

SPECIES

The existing species’ language related
skills and special abilities have beén mod)
fied slighthy: Only Ewols undenavent 4

B wvOLUME 2. NUMBER &

At ""-"'F:"- The Primitove quality mow
afferty an Ewok's starting freats inttend of
conferring certaln pe naltles. Although the
Man Calamarls Amphibious quality does
exactly the same thing as before, it was

renamed Breathe Underwater

CLASS
The most sweeping change is the ad

ian
of the tech specialist heralc class. Doctors,
technicians, and mechanics might fair bet
ter with this new class. Players of such chiaa
acters might like to recreate them from the
ground up or Brade Some bevels of existing
classes bo levels of tech specialist
Starting feats for some classes have

changed, The fringer, Force adept, bedi con
sular, and Jedi guardian now have new lists

of starting lemls,

Coass FIATURES
Each of the heroie classes has changed
-',I:J;hl:l'-.' A Tews notably the scout, have
galned special abilities. Dther albilities have
new namics

Thie following tables summarize harw

each heroic class has changed al each lovel

Each class also receives a greater numbser
of starting credits, You can elther reroll your
starting tokal using the new method or give
worir character additional crediis as lsted

for each heroic class

Irlngor

The |'r:|'|p.|,-|'-', adaptive learning ability Is
o miore accurately called “bonuws class
skllL” and I earmed a1 different bevels
Barter remains unchanged, but the fringer's
onuses to (ury rigeped repains and Survival
ghecks now come at different levels. The
defense bonus stays the same, but the
Reputation bomus is decreased. Instead o

starting with proficiency in blaster p stols,

the fringer is now proficient with primitie
weapons. The feats Gearhead ":-|l.|f.r'r.-1l'u|

Wenpon Group Proficiency {blaster pistols,
blaster rifles, or shegthroswers) were added
to the fringer’s bonus feat list.

Additional Credits: 1d3 « soo credits

Moble
Although the noble loses a point of Defense
and about half her Beputation bonus, the

gains the abdlity to call in many more favons



than before. Even more remarkable is the
noble's newfound ability to acquire gear or
credits using resource access. The command
ability, which refied on Charisma, has been
rcplaﬂ:d with cooperate, wihieh gives thi
noble greater bonuses when aiding another
faside from attack rolls),

Additional Credits: 1d3 = 1,000 credits

Scoundrel

Don't bemoan the seemingly huge reduc-
tion of the scoundrel’s Defense banus and
the boss of sneak attack The more powerful
lucky ability replaces better lucky than
good, and precise attack could prove to be
more useful than sneak attack ever was.
Also, Headstrong joins the list of bonus feats.
#Additional Credits; 1d3 = 500 credits

Seoul

At flest glance it seems Hke the scout lost
v abilities. The touth is that skill mastery,
while still acquired at the same lewvels,
allows a chobce of only one skill each time
it is galned instead of a number of skills
equal to your Intelligence bonuws. Although
the scout loses abouk one point of Defense
and Reputatbon, he gains three all-new
abilities and more bonus feats. The feats

Cautlous, Endurance, Greak Fortitude,
Rugged, and Sharp-Eyed join the scout™
list of bonus feats.

Additional Credits: 1d4 » soo credits

Saldier

Of all the classes, the soldier seems to have
made out the best. Already the lord of
bonus feats, the soldier picks up another
one at third level to account for the loss of
medium and heavy Armos Proficiencies,
Most notable, with the exception of a
Defense Bonws, is the expanded list of
bonus feats to choose from, The added feats
are: Armor Profickency [medium or heavyl,
Improved Critical, bmproved Martiol Arts,
Starship Dodge, and Starship Operation
[choose one)

Additional Credits: 1y = soo credits

Force Adept

Like the fringer, the Force adept has lost
proficiency with blaster pistols. it’s a small
price to pay considering her boosted Force
weapon ability, extra feats, and all-new
Force secnet ability. Like her Outer Rim
cousin the fringer, the Force adept's Defense
bonus remains unchanged. All Force users
niny £an choose the arder in which they

gain the three main Force-user feats: Alber,
Controd, and Sense.
Additional Credits: 1d3 = 500 credits

Jedi Consular
Although the Jed consular still gains the
healing abllity at Bth level, it is arguably
mone poswwerful nonw that It can increase the
amount of damage healed. it might seem
that the Jedi consular gained o bonus to
Defense, Whike this is technically true, the
deflect [defense] ability can boost the con-
sular's Defense bonus at the cost of a move
or attack acthon,

Additional Credits: none

Jedi Guardian
With the new ledi Master prestige class, it
might seem useless to gain any more levels
of Jedi guardian than you need to, The
truth, however, is that Jedi guardians ane
now the masters of deflecting blaster bolts.
A 2oth-level Jedi guardian is unmatched in
her ability to stop and redirect blaster fire.
The reduction of the ledi guardian's
Daefense bonus is balanced with the deflect
{defense) ability.

Additional Credits: none

STAR WARS GAMen Y8




MNoabln

11 Call in a favar

and’ Insprire confidence #1
ard Call in a Lwar

gth  Command 42

gih Call i @ Fawoa

6th  Ingpire confidence +2
Tth Call im 3 Tav

Eth Coamemind 44

gih Call I a fawor

1woth  inspire confidence +3
w1k Call i a favvor

pih Command 46

igth Call im 2 fowor

ugth  Inspire confidence +4
15th Call im a favor

ith  Command 48

iih Callin a favor

iBth  Inspire confidence +5
mgth Call i a Favwor

zoth  Command 410
Scoundral

15t T

and  Better lucky than good
ard b

gth -

sth Sneak attack +2db
Bih =

Tth —_

Bih -

gth -

wth -

1tk —

uth | =

1th —

14th Sneak attock +qdb
151h =

16th - =

17ih -

1Bth —

1gth -—

wth —

50

VIOLUME 2 NUMBER &4

Fawor #1 =1 =3
Inspire confidence =1 =3
Favor 42, resounce access = =3
Coordinate +1 ~1 e}
1L - -3
Bonus feat =1 =4
Fawor +3 = -4
Coordinale +2 =i -4
Boanus feat -1 =i
— =1 -lj
Insgire greatness -1 -5
Favor +4 L e
Coordinate +3 =1 -k
Bonus feat =1 =h
Lz =1 =iy
Favos +5 =1 =6
) = =i
Coordinate +.4 =1 =T
Bonus feat -1 |
Coordinale +5 =1 =7
i =3 =l
Lucky (1fgame sessbon) =3 =
Mrecise attack 41 -3 Ly
- -3 =1
Bonus feat = =1
Lucky (2/game session) -3 -2
— -3 =1
— .".; [ | _|]
Preciie attock +2 o | . |
~ -3 v
—_ -2 -3
([ e ™
Lucky [3/game session) 1 -3
Procie attack +3 =3 =i
Bonus feat =3 =3
= =% =4
B I =i
Lucky [4/game session) =3 -5
— = =
= =3 w |

Mow Spocies
The Star Wars Roleplaying Game revised rulebook adds Duros, Gamaodrean,

Kel Dar, Quarren, and Zabrak as new playable species. Players can also select

species from Chapter 14: Allies and Opponents at the GW's discretion. It's
possible for more experienced players to create droid heroes using the
droid-creation rules in Chapter 15: Drodds.




SIS

There are a few new skills and Force skills in
Chapter 4: Skills, as well as some old skills
with new names:

N

rdi_lhu.nhn-mrumduhumm
the original rulebook.
= Gamble. Profession (gambler) didn't
quite capture the flavor of gambling as
seen In Expanded Universe sources.
nmwnwmmm
side Sourcebook.
-ﬁum*rhw?muﬁ;ﬁt- |
ning is used in the movies and the
Expanded Universe is much more like 3
' MMummwm !

lﬁnt&lﬂtmﬁhﬂﬂh
* Force Push, which this skill replaces,
-mmuﬂrmdﬂmﬂm
Object bs the Force ﬂmmum
.qumhmmum
Using Force Strike to harm a living
Hulwwﬂthﬂwi

8%
|
|

‘th il & ——
wth — Heart +2 = =1

-
|
r

E;
I
|

Fuars

Chapter 5: Feats has many new feats at the
expense of a few old ones. All the herole
classes now get ot least one bonus feat
now, When adapting a player character,
recalculate the number of feats he recehes,
then reselect your feals, Incorporating as
many of his existing feats a5 you like.

same of the other changes include:

" Deflect Blasters is now a Jediclass |
Ihllrnﬂurﬂunlﬁlt. ' i

-mwmﬂmdi

.Mnuhmmmlm-u
ummm&umm
tial Arts feats: Improved, Advanced,
and Defensive, The damage die type
provided by each individual offensive
mrﬂltkuhitllr.hunnﬁmd.
of dice and threat rangebys.

ummhmmmf

umhﬁtﬂnﬂﬁuimm
WMHMHM.
iqﬁuww

L5 :' o

The bonuses from feats like Alertness and
Trustworthy have been categorized as apti-
tude bonuses, which don't stack. Force-

I

-
|
:

\
1

using characters will be glad to see several
new feats that provide aptitude bonuses to
Farce skills,

The new Surgery feat gives heroes without
access to a bacta tank o Jedi healer a chance
ba recover guickly from deadly injuries,

EgQuiemENT

Chapter 7: Equipment has many new items
for hizroes to spend thelr credits on. Double-
check all of a character's equipments’
entries to be sure what, if any, details about
the item has changed,

Any arroe worn by a character no longer
provides a bonus to Defense, Instead, i pro-
vides Damage Reduction [DR). A character's
Defense bs abways caloulated from class lev-
els, Dexterity modifier, natural armor, and
sipe—baut not armor equipment. To adapt
armor not found n the revised ulebook,
subtract 2 from the Defense bonus. This
gives ol a pretly accurate Damage Redoe-
tion rating,

Himoit CHARACTERISTICS

The average character was a bit on the
short, heavy side. The new Randem Height
and Weight table addresses this oddity. If
you think your character Is shorter and
heavier than you envisioned, you can wse
the new table.




aeize the Dpportunity
The Stor Wors Roleplaying Gaeme revised
rubes include a combat option called

Altacks of Opportunity” bowihich many

miew feats relate. This nale can Bive you

ane free attack per round under certaim
clroumstances, usually when a melee

Opeonen i hvas lowered hir defenses

BE vOLUME 2 NUMBER 4

Finishing Touchas sweeping that these other resources lose

If you have a character that was created their value.

using resources other than the Star Wars The prestige classes that are included
Roleplaying Game rulebook, you might still  underwent virtually no changes, except fiar
have some questions about one or two the Starship Ace (previously the

aspects of your character. None of the Starfighter Ace). This class was updated to
changes in the revised rulebook are so allow ace space transport pilots too. §

Soldier

Special Abilities Defense  Reputation
Gained Bonus Bonus |

28<
I & |
| 8 |
&S
g K

F4
&

Thi = RS

|
i

wth =

‘Force Adept’

st Alter

E

AT | s
yth  Force weapon +2d4 H
15th
17th

|
|

I
|
|

=2

%
|
l
|




The New Jedi
O all the herobe classes, the ledi undersent the most changes Master feat Is balanced not enly with the abdlity to galn levels of
The resulting classes better reflect the abilities Jedi exhibit in all the ledi Master prestige class at a lower level but also with a

the Star Wars movies, Players with Jedi heroes will be glad to healthy dose of bonus feats. Although the bonus lightsaber
recleve Exotic Weapon Proficiency (lightsaber] at 15t level now. damage ability remains the same, it has been moved from its
Heroes can also now choose the arder in which they acquire the own column and into the special abilities list,

Sense, Alter, and Control Foroe feats, The loss of the bonus Jedi

Jadl Consular

15t SEnse Farce tralning. deflect [defense) - -
2nd - Bonus feat — =1
el Alter Farce tralning, deflect [attack) — =1
4th Contral Force training — =1
sth — Deflect (extend defense & atfack) — =1
ath — —_ —_ =3
7th —_ — — -1
Eth — — - =2
gth — Skill Emphasis ks -3
iwth - Deflect (defense), block —_— =3
irth - Bonus feal -3
uth — — — =1
13th e Master Deflect (attack) —_ =3
gth — Skill Emphasis —_ =4
igth — Deflact (defense) — -4
W6ith  —= Bonus feat - -4
17th - Deflect (attack) —_ -4
IBth == e == o]
1qth _ Skl Emphasis —_ =5
woth! — -_— - -5
Judl Guardian

st Control Farce tralning, deflect {defense) =1 -
wmd = Bonus feat =2 =1
3rd Alter Force training, deflect (atkack) -1 =1
ath Sense Force training -2 -
gth — — -1 -1
Bth: - Deflect (extend defense & attack) -2 -2
Tth —_ _— =1 =32
Bth — Boniis feat =2 -3
gth - Deflect [defense), block =1 -1
wth — - -2 -3
nth - Deflect (attack) =1 -3
1ih = Banus feat =2 =4
th Jedd Master Deflact (defense) =i =3
uth  — -+ =3 =4
igth — — =1 -4
ith = Deflect (attack) -1 -5
mh = Deflect {defense) -1 -4
Bth = Bonus feat -2 -5
igth — Deflect (attack) =} pak
wth — — -3 =5
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w Ith the rebease of Atfack of bhe Clones comie new games, and
M be's 2owe Star Wirs badrd garmes iun the gamut from
simple to challenging. Here's alook at four of the new games a |
Ehisir best basic strategied. Eple Dusls offers the highest level of
stratepy and tactics for dedicated garmers. The Garme of Life: & fedls
Path and Jedl Unleashed are straightforwand games that offer light
strategy for serious gamers but are casy forless sophisticated
gamers bo leamn. Staf Wars Stratego presents a greater challenge,
and the new powers in the game offer fresh opportunities for
Stratego players to oubwit their opponents

Epic Duels

Epic Duels vses special playing cards toact out miniature warfare,
Each player selects a Star Wors characters and takes the dech of
cards for that eharacter, Then choose a locatson (say, the Cloud
City carbon freezing chamber) place !ll'l:ll..ll'“H'I.llt"- there, and start
fighting. On your turn, you maove and then get bwvo actions| either
drank & chifdd or ;ll.l:.' a card). Most ans pltackrdefense conds, but
each character kas a dazen special cards that defipe that charec-
ter's abilities and strategy. Characters Have damage palnks, and
the flrst one to run out koses. If your SHpparting characters are all
defeated, their cards can be wsed to heal YOIF i characte
Experienoed gamers will take to Epie Buel in no tme flat. One
garme takes about 25 minutes; it plays WEITWitH Y and can
serve a4 an intradiction to miniatur- and trading card game:. Of all
the new Star Wars board games, Epic Duels offers the greatest
depth of strategy. B includes basic troding card gamie elements such
as drawing, disgarding, and perfarming actions, but it akso incorpo-
rates miniatune gaming clements such as line-of-sightand tactical

FTEICng

Genieal STRATEGY

Awald your opponent while yoddrnsy cards. Onceyou get @ hand
youl like, move 0, in the meantime, Lse your supporting chansclers
[whoall have distance weapons) to harmss and pin down your oppo
nent’s characters. Set up your figuees so that your main character is
pratectied and the supparting chasacters stand watch aver rows and
columng of spaces, Kegp 0 eye on your opponent's hand size, a4 she
wiill prabably migve in when she gets to 6 of B cards. Make sure you
harve an escape planif the attack docs nat go as you expected: you'll
neeed 3 few turms b draw up and recover from a plan-gone-awry

BY VLUME 2 HUMBER 4

How ta Win at the New Star Wars Board Games

BY ROB DAVIAL

Omi-Wan Kenoml & Clost TROOPERS

Except for Boba and Janga, Obi-Wan has the great-
et ability to mrve arcund the board, 5o there's no
nesd to keep him near the action untl you ane
,;':' r._'aﬁy,hdl.ﬂ].a.r.k and Force Qulckness alkow you to
mawe Just about aywhers in a single tuin. But Obi-Wan's other
cards are what offer el finesse, Forcs Cantrol lets Obi-Wan g
el eharacters up to three spaces each. Yo mave them in any order
and can ute this .lhl.t!l to remoye blocker, pin characiers, l:l'l'|l'lﬁ
your main target adjacent to you, shawe opponents out af the woy.
get your allies bohind cover, and other intercsting cifects. Do nak
underestimate this cand Alo, you gan e Jedl Mind Trick to get any
card back from your discard pile. Thisis handy when things go
wroni and you need another Jed| Block or Force Control Fllld“r
save Force Balance for the end of a big attack, when you have litt-
or nothing keft in your hand. It forces everyane to discard all thed
cards and draw a new hand of 3 cards

Yoos & CLone TROOPERS

Use Yoda's Foroe abilities fabbaek opponents, G
thierm around, and soften ﬂnmw Lise H'l'h't (5]
leok at your opponert's hand, then Fonce Ll io
keep the eneary immabilizsd ot your oppanent
discards 3 cards. if yourfoeis phaned, come in with altack cards.
When you foe gls going again, use ancther Foree LIt o put him
back down, Youda daesn't have a kot ot rong aﬂ.ﬁ:h{alds., bt e
does hawe many ways o prevent oppodents fiaqi reacting to his
atiacks. Don't forget Force Rebound, which turms §nopponent's
attack against him! Mways act like youlare holding itk even if you are
mot, it wll make opponents think baicg about Atacking you

\

Ham DM

Unbike many charagters, Han and Chewle are a true
combination. Use Hamn to hit-and-fade, jump out
from behind abstacles, play ac_ilﬂ'.-m:ltheh beat a
Herobe Retread Hide Han belyind Chewy, since the
Wockice has a lot of domage points and defense cardsiEeep Chew
bacea alive until you get a chance to bidst an engmy with Bow-
caster Attack Woolkiee Instiicts lets you search through your dgiw
pile for Boweaster Attack, and Han's Never Tell Me the Odds not




only damages multiple opponents but alsolets you shuffle your dis-
card plleBack into your deck, giving yoll second change to play
both Bowcaster Attack and Wookiee Instingts. 1f things get too hot
for Wan angd Chewie, play It's Not Wise to throw an enemyout of
range andough them up in the process.

L B LE

Like Ham and Chewie, Dukeand Leia work well 258

guso: Lead with Luke, of use Children of the Foroe to

get both into the action. Then fade back and heal

up Luke with Luke'sin Trouble, While you are refills
ing your hand, use L Will Not Fight ¥ou to keep your opponent fram
stocking up anm'tﬁﬂ attack cahds. Once you draw Justice, it I§
time to send Lela i, Her Latent Forge Abilities card packs quite a
punch. When she's defeated, Luke's Justice becomies an Attack 1o,
Iﬂl“ﬂﬂ bl to finlsh off most opponents

MaCE Winouw & Cuomt TROORERS
Mace is most powerful with a full hand of cards, so
do lqufihlng to stay nearyour maximum hand
size. Battlemind cards have a value equal to your
hand size, so they can bé Attack/Defend g with a
full hand of cinds Use Mace's other special gards, like Masterful
Fighting and Wisdom to keep Mace along the edfe of the action
wehile he draws cards, Hit and fade while drawing for key cards. H an
apponent surrounds Mace, play Whirlwind to damage a number of
foes, then Wisdom to fade back and draw another card, While all
this ks happening, use your Clone Troopers 10 Weaken YOUF oppo-
nents. You don't need them for Mace's Vickory.

ANAKIN & PADMIE AMIDALA

Anakin shows hirts of the Sith Lord he will b comie.

Anakin's Wrath can defeat@fy evil supporting char-

acter instantly, with nodefense Use to eliminate

aoumee (Bt ot all) of -1waﬂ§
characters. As long as your opponent hat GNE sOpporting character,
that characters attack cards cannol belised to heal damage:Try to
get one each of Anger and Calm, and = ave them as your [adtbwo
cards. Play Anger, which causes you o discard 2ilb0tene card
{Calm). then play €alm to retreat from battle and dravtuntil you
have a hand of § gands. Anakin's nofmal attack cards angalsa power-
ful, 50 even a few can keep the pressure on. Keeping Padmé alive is
helpful but not nécessary. Once hertwa special cards are pliged, the
rest are best gsed toheal, since Anakin has limited blocking ab.Iity.

Boaa FETT & GREEDD

These two specialize i1 causing damage when

opponents think they are safe. Boba Fett hasa

numberof options for parmlyzing and defeating

apponénts Lise Rocket Retreat to move to a space
whers Fettcan targntéﬁubql‘ of opponents. Then use Ther
mal Detonator to do 4 damage toeach character in the group. Once
Your opponent is softened Lip, use Wiist Cable tokeep the cnemy

The Game of Life:
A Jedi’s Path

it loaks like the standard Game of Life, but there's a bit
more going on here, You gather skills in the Force in one of

four categories—Logic, Intultion, Fighting, and Energy—as
you make your way to your led| Trials. Along the way there
are "Dark Paths™ which can give you lots of skills but also
glve vou Dark Side chips, If you go down three Dark Paths,
you become a SithuAt the end of the game, the Sith and
Jedi with the most skills fight to see who rules the galaxy.
Cood tends to win more often than evil, although it won't
look that way during the game

If you are going to go evll, go very evil. You are
rewarded at the end for the number of “Dark Side” chips
you have, The worst place to be i3 stuck having 2 or 3 Dark
Side chips—you are weak elther way. As a 5ith-in-train
ing. you need enough Fighting skill to pass your Dark
Trial, Your Master will leave you and take his skills away,
$0 keep in mind what abilities you will lode near the end
af the game

If you are going to be good, you need to hawe strengthin
twio skills for the final duel. You need to win only one of the
challenges, but the Sith champlon can ignore your skrongest
skill. Make sure your second strongest is good enough

Loghc skill allows you take the Logic side path and helps
in the Trials, The samé is true for Intultion. Fighting helps if
you are a Sith, and on most missions, Energy helps you get
through the board faster and gives you extra skills if you
land on the right spaces,

This is a great twist on a classic board game that's not
much harder to play than the aragmﬂ Game of Lite,

STAR WARS GAMER




Jedi Unleashed

Jedi Unleashied is a quick game that’s all about fighting. it per
feat fiod a blunch hour or a gaming appetizer befone & msin
course of multh-hour game play, Novice gamaers will find ledi
Unleasived easy o play, and weterans won't be disappointed
After all, you get to be on both sides of the conflict betweén
good and evil. This game is set in the Geonosis arena from the
finale of Attack af the Clones. Each player cantrols one Jedi {ran
caimnily dealt out before the game) and all players Lake tums
controlling the bod guys, Your ledi's goal is to defeat all the bad
pinys. The bad guys’ goal is to defeat the other players” Jedi

Some basle tacthcs are obvious: Mowve youi fedl Lo 3 square
wheere he can attack a number of enemics on the same turn;
Attack with Darth Tyranus and lango Fett first, since they have
the best chance of defeating led

The oaly object of the game is to = thae last Jedi alive
Defeating a dozen enemies with one Jedi makes you nothing
Lt & 1.1rg|_-l_.ﬂ| Hﬂ:}d tactic s to 5.prr.1|r.| your kills around to all
your characters early on. That way, none of your charactens is a

prime target, and losing ong is not such o heavy blow, Late in

the game, you want o make a tun welth one eharacter and
then get that Jedi off 1o a clear part of the board, away from
opponents who can eliminate him. One effective tactic 510

E.I.-IIH'J‘ the prime-poknt-winning Jedi weith one or Do of LT
other characters, forming an honor guad,

Algo, the Beek roams the drena, and you can try to ride the
beast to stomp opponents. Riding the Reek |3 dangerows but
can pay off handsomely iT it goes wiell, Try to® ride-and-con
gquer™ in thie mid-game. If it works, it's late enough in the game
foun and hide with your now-winning ledi—but not so late
that you can't recover from some bad dice rolling, Alsg, ledi on
the Reek are hard to defeat, since they first have to be bucked
off and then defeated on the ground, Therefore, you might
want to hide your high-point scorer in the most dangerous
place of all=on the Reek

S8 vOoLuME 2 NUMDOR 4

from drawing or playins too mafy gards. Once you are sure you
have your opponent reeling, play Saber Dart to finish him {you
draw § cands If you useft toeliminate amapponent] and then

| Rocket Retreat to safety Greedo lsn't as versatile but can be

/| deadiy if forgotten sudden Attival does not count as an action

and can move him anywhere on the board, Follow this up with

alther a two-cand attack followed by a Sudden Arrbval to retreat or a

ane-cord attack and then the Desperate Shot. This can be a poswer

fiuil tactic, But colld be the@RdaT Creedo ifildoe sn't work.

DaeTs VADEE & STORMTECOPERS

Vader's damage points algne make him a strong
character, plus he has twg healing cards. Add in the
fact that hiz cards allow him to attack someone
anywhere on the board, and he is one tough 5ith
Lord, Wrrath, Throw Debris, and Choke all do damage to characters
amywhere on the board—ag hiding, no defense —and thene ane
multipletopiesof exch. Usesome of these eanly on o eliminate
supporting characters (Cholee) or to whittle an opponent down If
possible, keep one or twa b finish off a wounded encmy, since
there is no defense aganst a special card. Vader's most dangerous
card is All Too Easy, which does 20 points of damage if not blocked
If you get this, go for an apponentwith few or no cards. Or. use Your
Skills Are Not Complete to look at their hand and make thern dis-
card any cards that might stop All Too Easy,

THE EMPEROR & IMPIRIAL QUARDS

B not miake the mistake of changing into batile
Wilth the Emperor, He's strong attaeking from atar,
and his low damage points make hilm weak in
head-to-head combat. Your attack cardsconsist of
multiple copies of Farce Lightning and supporting chakacter attacks
.l!l.iwa_l,l',. !:1-1,:.]. one lmpqu.]l Guard back next (o the Empemr. away
from the action. You have some standard attack cards, bButl usethem
anly to finish off an opponent—you don't want ba bE amintern
attacked '..'.'h.l:,-_:lu._'u;. ane w.ut:ng to draw these cards, Be sure (o
annoy opponents with 1heather Emperor speclalties, Reorder your
deck with Future Foresesn Aake opponents discard cards with Let
Go of Your Hatred or their whole hand with You Will Die, Meditation
not only heals you, it also stops an opponent from diawing, oo
O you have a few attack cards and come Force Lightning, play
You Will Die to discard your opponent’s hand, and then atiack, Next
turn, attack again and then play Meditation to heal and prevent the
apponent from drawing. I things get dicey,play Royal Command 1o
switch the Emperor with any imperfal Guand,

Dagtk TYRANUS B Surer BarTul Deoins

Darth Tyranus has the ability to maintain a good
hand while dealing out the beatings. Taunting does
b 7 paints of damage and then allows yau 10 drive;
|:{||'|'||:III'|I|'lE bewn actions iito ane. Gain Pawe: |-_.-‘|i'-'l"-
you 3 cards with one action and Force Draln femoves 2 cards from
an apponent. Overall, it iseasy bomaintatin a larger hand than your
opponent, Don't forget abottyourSuper Battle Drosdsithey e
stronger than most other supporting characters. Give Orders |ets all




of oL characters ruth imlto aclion, '-IJr'I'.'I'UI'IIjII'IH aweakened oppa-
nent. Leave your chafcters where they look "outof play,” then
charge In with oneof these cards

DasTH MauL & BatTie DEOIDS

Darth Maul is all about short, free attacks and

dizaying speed. Six of his cards (3 5ith Speed, 3

Super Sith Speed) don't count as oneof your

actions; ghing Maul the potential to attack with
8 cards in one turn, Compared with most characters’ 2-card maxi-
mim, these cards can strip defensive cards ina hurry and dio some
seriaus damage against even a well-stocked opponent. Attacking
players while they have a small hand size will make them less able
ta stop your onslaught. Finlshwith an Athletle Surge: In addition to
doing 8 points of damage, this card enabbes Maul to run back to
safety. Early in the game, send out the Battle Droids while you draw

for your good cards. I you have a lot of damage points remaining
and your opponent is down to his last 3, wakt for Blinding Surge: It Stﬂr Wam Stratﬁgo
deals 3 points to the attacker aftet Maul takes damage.
it's Steatego with a few bwists, You can play sbandaid Stratego of
Jamao FETT & Zam WesEwL Stratego wsing Rise of the Empire or Rebellion era pleces, Theagal

Like Boba Fett, Jango Fett's strengths are darting in fun s using the “special powers” in the game. Gamers who like
and out el battle, Armied with Zam Wesell on sniper thinking, bluffing, strategy, and classic board game play will

duty, |ango can harass opponents all aver the enjoy all of these cholces

board. First, Ifne up Zam Wesell ina spot where she While all the strategies of dlassic Stratega still apply, the addi
can hit a lot of spaces, then move Jango in to draw ot the enemy. tion of the special power pleces mean you must add new tactics
When opponents chose in, you'll have a lot of optiops. You can Wrist to your time-tested battle plans. Your strategy for speciakpowers
Cable them, limiting thelr actions. You can use Missile Launch to pieces should enhance the basic Stratego strategy, not replace it
draw cards and do damage, or use Zam's Sniper Shotcard tohit an How you et up your army, guard your Lightsaber {Command
unsuspecting target. Also be sure to fly Jange in te@group of appo- Center), move your pleces, and bluff go a long way in this game.
nents with one of his Jet Pack or Rocket Retreat cands, and then use Use'the Vision special power (the Emperor, Yoda, Luke Sky

Flamethrower to both damage and scatter them==singe you chooge walker, and Darth Vader all havwe this power) to reveal the iden
where they go, you can move them into Zam's |ing offine. If Zam tity of @ piece up to 2 spaces away. Lead with Luke of Vader and
starts getting counter-fire, use Assassination to flee to a8 new Lar- e Wi lon ta reveal the identity of approaching farces, keeping
geting position. § Yoda and the Emperor safely hidden,

Han Solo and Boba Fett wee the Advanoed Blasier and Chang
ing powers. Advanced Blaster can destroy a lower-ranked piece
up to 2 spaces away. it cant destroy higher ranked pleces lie
Vader, bt it will reveal thelr identity, so there [ no downdide to
shooting at a figure. Charging—moving any number of spaces
horizontally or vertically—gets these two in and out of the
actlon quickly. Keep them out in the open where they'll have
oM to maneuver

Jango Fett and Anakin Skywalker ute the Leaping power Lo
iump O Al nirriber u{frlendlr pleces, eney pleces, i obsla-
ches. Start these heavy hitters in the back rows, from which they
can rapidly and unexpectedly leap into action. Later in the game,
they can be vitally effective in tightly populated areas,

Dbi-Wan Kenobi, Mace Windu, Darth Tyranus, and Darth Maul
have the Quickness power, allowing them Lo move 3 spaces on
one turn, even around commers, Try to keep one of these units an
each shie of the board.

Finally, place your R2-units and Sith Probe Droids (Miners) hid-
den but near the front. They are slow but critical in defusing your
enemy s Thermal Delonatons.
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Ydu Are-flots

a Jedi Vet

i Llﬂﬁming the New Star Wars Trading Card Gam

BY MICHAEL G. RYAN

hiether you knows the power of the
m dark side or consider yoursell firmly
allied wiith the light side, the new Star Wiers
trading card game from Wizards of the
Coast is bound (o recharpe your lightsaber
Twwos players face off o do battle in three dif
ferent arenas (Space, Ground, and Char
tied] with victory going to the player who
controls two of the three arenas. Learning
the garme ks easy
different stages of play, from a playmat of
the sknplest mules, to the addition of mare
advanced rules that let you play with all the
cards In the two-player starber game, to the
final expert rules stage. Mastering the
game, however, may requine you to do o bit
e than streteh out weith your feelings

its desien allows for three

B8 voLuMe & NUMBER 4

Staga |: Your First Step into a
Largar Warld
The Atteck of the Clones starter st has an
instructkonal playmat to get new players
started. It has areas for cach of the three
arenas: Space, Ground, and Character. In
this basic learning stage, each player puts
specific cards in each of the arenas, and
then it's time to do battle, beginning in the
Space anend. | he |'||‘I_|'-C t: be the first Lo
diestroy all of your opponent’s cards in Dwo
of the three arncnas

The battle sequence in the Star Wiers TOG
is nok governed so much by wiho acti first
and who acts second, but rather by which
cards in each arena have the greater speed
The unit with the highest spoed goes first,

then the next highest, and so on, regardless
of which player they belong to. This mikes
thie combat more pitched and exciting. as
you might attack twice in succession in the
Space arena, only to have your opponent
attack twioe in a row in the Grownd anena.

Soam Characters hove abilities that you
can use by spending Force. For examiple,
"Pay 1 Force —+Evade 2" means that you can
spend 1 Force to prevent 2 hits,

¥ou can use an abllity only once each
time the card attacks or is attacked. 5o, i a
card reads "Pay 1 Force —=This unit is +2
pawer for this attack,” you can't spend 2
Force to add 4 power,

Cmoe your and your opponent have bat-
tled in all three arenas, the tum sequence
begins again, both players untap all thekr
cards, and add 4 to their Fonce meters.

Omee you've played a few games Hhis way,
wai' |l probably be ready to pursue some
damned.fool idealistic onusade, like learning
the more advanced game: the Sfar Wors TCG
has o number of rule  that help fine-lune
strategy and increase the excitement of bat-
tle by giving you some new card types and
i Wicays Lo Lse thie Force

Stage Z2: Learning the Ways of
the Force
The Force does, indeed, bind the galaxy
together Althouph Character cards have
Faroe abilities lke Evade, you can also wse
wour Force bo play Battle cards in the
acsaneed game, In addition to Battle cards,
you'l also learn Do wse Misshkon Cafds onoe
wou move beyond the basic game

Instemd of setting up the game by put
ting predetermined cards into each arena,
players now each draw a hand of seven
cards and choose which ones they wish o
play. The: Dark Side goes Tirst, putting a cand
into any arena, and then the Light Side does
the same—with a catch. Every unit has a
builld cost, When it's the Light Side player's
turm, he or she must put down enough
catds one by one inla any arena until their
total cost beats the Dark Side planye % O
renvt total, For example, the Dark Side player
starts by putting a card with a busld cost of
7 Into hattle, The Light Side player has to
Beat 7. Then it's the Dark Side player's turm

aabn. and he maest beat the Light Side



player's curment total Players go back and
forth like this, taking turms playing cards
Tram thedr hands, until they gach have 30
build points’ worth of cards in battle. Each
time a player plays a card, that player draws
a cand, keeping a total hand size of 7 cards
throughout setup,

If you don't want o start with exactly 30
poinls woarth of cands, you can put your left-
oyer points towards building one cand

Each turn, & die roll determines how
many bulld peints each player gets, plas
bonus point If you have at beast one card In
each of the 3 arenas. The Dark Side playes
spends all his or her bulld points first. if you
pay the whole build cost at once (or finish
bullding a card that’s already face down in
front of you), you can turn it face up and put
it into the correct arena. I you don't pay the
wihole cost, leave it face down and use
courters to dhow how many podnts you

spent on it

Stage 3: Thare Are Always Two—
A Master and an Apprentice
But which one will you be? Once you've
learmed thie two-player starter game, you'l|
be ready to explore the rest of the galaxy of
rules that make up the expert gime The
rulebook that comes with the game ot
|lmes ---.---r-..llul'grhe you need to oo £
grow from masher Lo apprentice, including
= [Deck-construction meles (Each deck musd
have at beast Go cards; have no more
than 4 coples of any cand with the sams
name and wersion: contain neutral cads
and cands only for the appropriate side

;I_IF:hI: or Dark): have at least 12 Space

Stages | B 2: Summary of Battle

[/
Comr—

urbts, 12 Ground wnits, and 13 Character
units; and not mone than twice as many
units of one type than of anothe)

s Detalled explanation of the three typees
of ablifties [activated, triggered, and
static), Including keywornd albslitios like
Bombard, Critical Hit, Deflect, Bvade, lon
Cannon, and Shields; and the definition
of the play-or-pass chance (Hhe nule gov
erning ability and Batthe-card timing)

= The nules for stacking unique unil cards,
ared how fo bid for contnol of unigue
units hoth players have in play.

As players might expect, Wizards af the
Coast intends to support its new Sfar Wars
1r.1|:||n|!: card game wwith sancltioned bowrns
ments. In fach, the fully supported Orga
nized I'I.|:|. wystem will be one of the
stronpest featwres Wizands offers Stor War
T0G players acoording Lo Star Wiars TCG
Brand Manager Carobe Pucil, “Initially, tows
naments will be constoected format, even
tually evolving to include limited play some
timie in 2003, she says."We're sel to hold
the first Sfer Wavs TOO tournaments at the
Clerr Wars Celebration 1 esent In Indianapo
lis the First weekend of Moy, We're also
planning to run a league Lo bring new play
et info the game, support weekly sant
tioned toummaments at the store level, and
produce annual Champlonship events "The
projected tournament system will provide
wiarkdwide ratings and rankings Lo Bring
greater meaning to the game

S0, mow % Lhe time 10 DEcome maore povw
Erful than yod can possebly imagine Let the

battle begin! G

The Space unit with the highest speed attacks first,

Tap the attacking unit and target an oppanent’s unit in the Space arena.

Roll a number of dice equal to the attacking unit's power,

Put one damage counter on the target for each 4, 5, or 6 rolled. Discard the target if it
has at least as many damage counters ag il haalth.

The Space unit with the next highest speed attacks firsk. Repeat the steps above until
all the remaining cards in the Space arena are tapped. Then meve on to the Ground

angna,

Ground battle: This works ju!.l: like the Space battls,
Character battle: This works just like the Space battle. When you finish with Character

battle, start over again in Space

Stage 3 & Bayond:

Turn Sequence Summary

AL this puint.]lnu'll know Ennuﬂll 1o
begin playing complete games of the
new Shar Wavs Ir;dirlg card game, There
are, of course, many othes rules and tid-
bits that make up the greater game, bt
what rl:lu'w learned wp to this polnt will
farrm the backbone of EVETY garme.

1, Riany sHALE

a. Untap: Each player untaps all cards,
turning them upright.

b. Galn Force: Each player adds § Force
o their current Foree total

€. Dvaw: Each player draws a cand

1. COMMAMND FHASE

a. “Command starts" step: Some
cards have abdlitles that trigger
“wrhen the command phase stars,”
o this is when those abilities are
played.

b. “Roll for build paints™ step: The
Light Side playes rolls for bulld
points. Any player that ecouples all
thiee arenas gets 1 build point.

. Dark Side bulld steps The Cark Side
player spends bulld polnts

d. Light Side bulld step: The Light Side
player spends bulld polnts

e, Dark Side retreat step: The Dark
Skide player can retreat cands,

f. Light Side retreat step: The Light
Skde player can retreat cards,

3. BATTLE PHASE

. Space battle:

I. Tap the attacking unit, turming it
sideways, Choose an endmy unit
in the Space arena.

il. Eollanumber of dice equal to
thie attacking unit's power.

il Do 1 damage for each 4. 5.0r b
ralled,

iv. Repeat steps =il with the next
Space unit {next highest speed),
Mowe on to the Ground amena
wihen there are no more
wn'ta Fprd '.'-pan;c [T 1 E%

I, Grownd battle: This woarks |ust like
the Space battle.

€. Character batthe: This works just like
the Space battle, When there are no
more unl:.:pp:d Character uﬂil!!..ﬂﬂ
back to step 1, Ready Phase.
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BY PALUL BARKLY = |
i l.I'II ;

A0 EnNCy LL,|_ eEdia

What can | do when it's my What happans if my
opponent's turn? The rule- Republic Assault Ship uses
] liment « book doesn"t sayl lts bombard abllity to

Ie new] This card encycl I the Star Wars trading card aittack a Ground unit, then
game, there's no such thingas ~ my opponant plays Attract
"wour turm.” Instead, there’s Enemy Firel

one turn for both players. Attract Enemy Fire doesn't
Unlike most other trading card  change any choices made
games, you'll never have to when your unit attacked,
wailt long before you have except for changing the unit
samiething to do. that it Is attacking. Sa, your

sk ilabll Bl @ FE

For example, if you're opponent must choose one
playing Light Side and your of her units in the Space
opponent is bullding units, arena. Your cholce to use the

you'll get to build units next. bombard ability s still valid,
If you're playing Dark Side s0 your Assault Ship will

and your opponent is build-  then attack the chosen unit,
ing units, you've just bullt using its bombard number
your units for the turn, for its power.
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Heow do | save my unlts from My friend and | bath anly
damage? have Dark Side decke. Can wa

You can use cands and abilities  play each other?
that say, “prevent,”" “deflect,"or  You can still play a game, but

. i ? “evade” to save your units it would be better if one of
Ry . i from damage. You candothis  you can build a Light Side
) LN 41 any time a unit is damaged, deck. One of you must play as

T “} i A | o A and you can play these abill- if you were the Light Side. That
' ) '-_'-‘:.::,',";:::; ] I" :::‘: sy gl ties even if the unit_wH:h the player builds second, but loses
:Ti weprnE :‘g: B v . ability is in your build zone. ol thes, just like a normal Light
a y Tis # i If you want to use a card or Side player. The other plays i *
. e — e meswm e B ability to prevent damage, the Dark Side as normal. fyou
| i | | | ”E’i! wiait until after any dice have can't declde who will play
| been rolled. Then, you can play  which side, both players
)T T R il A i ary of your cards and abilities  should roll a die. The player |
T ™ that prevent, deflect, or evade  whao rolls highest geis to
damage. choose.
“Deflact” abilithes are special. Mote that the Star War TCG
If you play a “deflect” ability, the  |s designed to be played with
ik urit you deflect damage from Light Side cards against Dark
. LY i will da that much damage to Side cards, You may find that
b, £ e B another unit of your choce, some cards don't work as
I [ e et B s g | Then, there’s a chance to play you'd expect when they're
; E_,:F.T.'-:T.;‘.::T— I_.F*‘ ::::_,:“; -et cards and abilities to prevent played on the wrong side.
:1 Mmaveenat, o e e 3 damage to that unit.

Characteer
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Expanding the Unive

Mis

ysion and Battle L5

How da | tell i & unit card 14
unlgise idl wehatl does being
unRpee mean’

Lok at the bottom mght of
the unit card. If you ses a let
ter in & chrcle, the unit cand is
unigue, The rules for unique
unit cards can be found in the
rulelbook in elther the Two
Player Trading Card Game bos
or the Light Side or Dark Side
starter deck boxes. An elec-
tronic version of it can also be
found on the Wizards of the
Coast website, at wwwowlz-

ards.comistanaars.

When 4 the Lasl Wmé | chn
slay a Battle cand that reads,
Play only befone any Ground
it attacks.”
Youi can play it at any time
before any of the ground units
{an either side) starts an
attack. Once a Ground wnit
has started an attack, its 100
Iate to play it this turn, Playing
an activated ability that reads,
“play only when this unit
would attack,” ts not consid
ered attacking. If you choose
not to attack with a unit, that

r?' 8 Mowmrd's |

alio isn't considered attacking,

Why do effects that change
speed lasl untll end of batil
while effects that chang:

[ila e last for one attack
anlyf

I the ariginal game design, all
effects lasted for one attack
only. During developmant, we
realized that this wouldn't
wiork for speed, because you
had to know the speed of a
wnit before you could tell what
was attacking. When we make
new abilities, we look at the
tirme we want the ability to be
played, and what it does, If it
changes speed, or it affects
same ot her unit, the duration
will |,.|5.|,.|.:|II:|' e vt end of
battle, but atherwise, it will
probabily be for this attack

Whnt does “does 4 dice af
damage" maant

Wihen a card or ability says
that it “does 4 dice of dam-
age,” It means that you roll 4
dice, and do 1 damage for each
rall of 4, 5, or 6 Cards and abil-
ities that do a number of dice
of damage aren't considened
attacks.
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The Lars Homestead
BY HG WALLS

PHOTOGRAPHS BY NANETTE GUNDT

Among the new and exciting
settings that appear in Attack of
the Clones is an old familiar one

—the Lars Homestead, IE's where Luke Skywalker's epic
adventures began 25 years ago, and the site plays a piv
otal rele in Eplsode 1| (and presumably in Episode 11 s
welll. Boam the halls, visit the garage, and peer into the
rany chambers of this family moksiune farm.

r.:I'II'I!-iIr'III::'ItI::IH

The Lars Homestead is built to 2emm scale, making the
completed size of the model less than 3 = 2, Cutting
aweay large sections of the desert landscape, artistically
'.|:-r.p.l:ir|1.',.|.':i'|1:":i- access to the homestead interior

The first pricrity in dr_-ngmng the model i o
determine the size of each room, 25 well a5 the
:-::-uri:,l._an:.l and maintenance pil. See the sidebar for a
list of all the dimenibons,

The large keuver panel lecabed In the facade of the
main |:1.'-|.lr.r.'r'.|rrJ ks made from a fa” square
plece af card stoc cutting three sides of each aopen-
ing and scoring the lower fourth side, Gently push in
gach lowrver, and reinforce the panel frem behind with
strips of balsa

Draw an 8° diameter circle on a plece of paper to
define the perimeter of the courtyard, then glee the
completed louver panel to the edge of the cincle
Construct the section of earth, above the bouver
panel, from corrugated cardboard and with & finished

hielght of £° to denote the upper edge of the crater
rrugated ribs of the cardboard run vertically to
represent the l:nr,llinE; cul af excavathon mach inery.
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Mext, build all of the roams and entrances surrounding the courtyard. Keep
in mind that the desert floor elevation should finish at " high. Log
the left of the louver panel are the storage and dining , and refreshers;
to the right are the courtyard entry, bednoom, staireell, equipment room, and
master bedroom. Make the room walls from Y -thick balsa and comrugated
cardbaard. Taper the walls dowmeard, progressing arcund the courtyard to
regresent the rermoval of the ;'.l;gl'ur_-l:ll.:!a:lnng terrain, Make ele o floars fiom_
ifa" wood. Attach st cormugated cardboard bo round the interiod COH RS
of each room, Layer sections of cormugated cardboard to the courtyard entry
walls, making the door openings wider toward the outside. Build the stairs
from '%y" strips of balsa to the level of the hallway and bedroom, and then ardd =
steps to the courtyard entries

Bubld the maintenance pit doorway with louvers using the nchnigues of rh-:;l

courtyard louver pa nel sandwiched over W balsa framing Make the refresher

b k. A “ax Ik _0F 7a: 1. 12

enclosure from 15% -diameter plastic
|_|_||:||r1:,1| and halfof a Fll,:l:.l;u; CER Cre Model Dimensions
ate the kitchen cabinetry from plastic Main Courtyard 8" diameter
card and egg carton material, Glue Courtyard Entrance FL R
the rooms to the paper courtyard cir Maintenance Pt & diameter
che and make the E;‘,Il.ll't!r‘.lrl‘! p|i|'r|n|._'I D|l1il'lg Roam 4 = !":'l"
froan wire of variows thicknesses Kibehen Entry T sy
Draw a 6 diameter circle onto a Kitchen 3" =2l
piece of paper to define the perimeter Storage Room 423
of the maintenance pit. Construct the Refresher Entry Wy mahy
malntenance pit from corrugated Refresher Wy w2y
cardboard, 5 tall at the hl;‘::’l-!“'.t g Master Bedroom l’.nlr'_f Wy WAy
tion, est ﬂl‘l'l'.hll'lE the maintenance pit Master Bedroom LN
doarsay and the entry bo the mainte- Closet W 1Yy
nance area directly across from one Equipment Roeom FL L
another, Build the garage using the Storage Ropm i xy
same technigues as the courtyard Badromm g WAV
roams, and the wark area fram & ot Stairwell & H-i“'ul'i'ljl 1y wikde:
down plastic food container. Use an Maintenande Boom 4 diameter
old WHE cassette for the flooring of Garage Ui w 3"

1
L _H|

xS L BEETEL



\

N, W

.1|1q waork area and garage. Disassemiy [

the cassetie and cut the casi ng to fit the

garage floor. Use one half of the tape
eespoalio create the mainbenance room

flaadt, To represent plping and equip

ment, glue varying diamebers of plasti

e I

= sprueand model “bits™ to the walls
Busibd the o
from 'y phrwood. The model imiwst

11

xterior casing of the madel

= irpmainas two distinet subassemblies,
and Yo shoud o |lrrl|:||l.'|:!.' the casing
[ater. Fill the “earth cavities
_____[_u,-|||| pieces and W~ Masonite. Lise
SDurham's Wood Putty to fill in all irregu

larities and smooth out the areas

Tt Siyro

- wculpted from :-::-|r..l|::.1|:-:'|| cardboard. Set
aside to dry for a minimum of B hours
Eemove the paper from the under
_side of the two subassemilies Sprinkie

i\, &

e yasdn cnto the | ; .
BTG . & baking sodn o to the walls, apply a coal

of palnt over that , and allow time o
d Apply base colors to the different
parts of the model medium gray for
the white areas, red-broven for the
garthen areas, and black for the waork
aroan Drybrush the gray areas with off
whites and white, the earth with lighter
hades of brown, and the black with
ighter shades of gray. Complete all
detail patnbing and ﬂ|lll:' the twao sub
assemblies together
ssm=Fimsh the construction of the exte
florcasing and cavity areas. Leave an
DpEning i thie desert oo, wihere the

'1_"=|;r'§,l tame will ke located, and attach

four steps into the interior. Apply
Durhiam's to any irmegularities, and use
it to build up the crater edges of the
homestead. After the putty has dried
for & hours, apply a coating of fine sand
sprinkled over wel paint 1o the desert
and slioed sxcavation areas of the
model, After the textuned portions hve
dried, apply a coating of medium
brown paint bo the ex avated areas and
dun yellow to the desert section. Dry
brush all of the sand textured areas
with light tan, pale yellow, and white
Make the entry dome with a 258"
plastic egg half, 3" cardboard tubing, 1
1/5" plastic tubing, and Vfe™=3/s" balsa
Cut the cardboard tubing ¥a long
and glue the egg to one end. Cut the
door opening T&” wide, with a
rounded top made to match the
of the

inside diameter 1N 1l..|l|"-|.:

Cut a section of tubing 5/a” long and
then cut it in half along the length of
the tube to create the roof for the
dome doorway. Build up the rest of
the doorway and the dome “ears
wiith 3/8" balsa, and fill the gaps with
&~ balsa. Fill any remalning irregullar
ties with putty, and allow B hours for
drying. Coat the entire dome with
|'-.1|Iv:||1i; soda, apply a beige base coat,
ind drybrush with pale yellow, off
white, and white. Glue the completed
domie to the stair entry location of

the desert area



{ come from many sources, including

the Action Fleet Po r Hanger and Mos Espa Market playsets. Use

equipment and rmadch f from the Hanger, 2 7 leskiops,
tertops : '- - ch=build the

rators fror

erator supply tanks yare bogie wheels, Construct machinery For

the equipment room from old AT-AT parts and wire, and the kitchen

=

The T
Shutthe, with the addition of a triangular cockp WY ke

plastic card, Bulld the maintenance pit swalkw

16 Skyhopper can be made from a small model of an Imperial

Juip
jork anes

rhiniguee to create the plant located above the courtyard

cements, and Blue thiem

- |

Thi Lars homestead is just one of the many Star Wars madels

can build with s

| wea]
— | TE | —
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The Corellian Engineering/Loronar series

SRR SIS ==

I-u_- ea of a drald l.1.1rl.|'||:| hai bong wepmied A gnr.-rl oine bir spare Lafonar was a misch smaller cormpany that "-[Il'i-'l-'l-l

I theady, making a drold brain with the pewer and utility ized in miniaturized, setf-mothating spy droids. To Loronar

of a starship should create an extremely useful toel. Droid the profect represented an opportunity to enter the huge
starships need litthe in the way of supplies and are unlibely galactic market

to rrtiny oF grose la In thedr duties. Especially for thankbess Thi= Barfwimrks |1|--§.|k1nr'rl a little more than a doren droid
jobs such as exploration, patrol, and “milk run” carge routes,  starships, a few of which were actually produsced. The ships
deald starships look attractve on paper, and the desire of WENE 3 micdest sucoess, Bul 1"‘.'!-' quiffered from all the F“!'JI'J

military planners for a compe
fent droid warship s IIE"'H;'I'I'II’.""'
Unfortunately drold starship

designs rarely meet these CEC/Loronar Y-g00 Manlior Drodd Patrol Ship

expectations. Even the mast Class: Space trantport inbtlathee: &3 (47 vige, 43 crow)

complex drosd rarely beging per Sipe: Small (36m longl

forming its job perfectly. need- Hyperdrive: None Maneuver +13 | B, 3 CrEw]

ing a few months or years to Passengers: o Dafense: 21 (+1 size, +10 armorj

settle in o & partkoular set of Carga {IPH{“}': Mone Shield Podnts: € -

tasks as its owners fine-Lune its Consumables: 20 yeais Hull Paints

factory settings. This shakedawn

period can result in copensive Coril 175,000 credits [new), 1o0,0

disasters. Droid starships ane Maximum Speed in Space: Atta

also subject to reprogramming, Atmospheric Speed: g6o km/h 16 squaresfacti

srid mast are vulnerable ko ion Weapon: Heavy lon cannons (2 setsof 2 fire d); Fire @rcx Partial tunnet [front
wenpons (onde shut diowen by an left, right); Attack Bonus: 5 [+1 Sie, +2 crew, +2 fine comtrod). Damage: Sdvo=;
ion weapon, the starship cannot Range madifiers: PH 40,5 A=3,L-4.

restart itself and reguires exter Weapan: Lates ¢! Lzt o); Flre arc: Front; Attack Bomiis: +5 (#5128, 42
nal assistance). Despite these crew, +1 fire control); Damage: sdio=; Range modifiens: PB 40,5 +0, M/L n/a

drawhacks, mumerous shipyards
and drobd manufsctuners have
st up joint divisions to design ]
and build droid starships in the __‘_.,‘ri-::-"'
hopes of overcoming the fnher :
ent problems ; ' .
e such distsbon was CEC-L
Shipyard Lab 6E7-x42 jakso
called The Nerfworks, sinoe the
lack of funding or executive vl
it4 ko the site nesulted in a sense
among employees that they
“smelled bad”™ to corporate
highes ups], The Kerfuorks was
a wnit funsded joantly by the
Corellian Enginesring Corpara-
tion [CEC) and Loronar, CEC, a
|}-c||,l|,lv|lr.'|_|| gtarship canstructicn

firm, had long een a drold star

R T e

ship as a wonderful way to el
[T A ] |'||E|"--|_-I'||_5 umnits (o
planets and corporations with

money to spend but few pilots

LUE & MUMBER 4

=
il
-



lesms that plague most drosd starship designs. In the end, the
Merfworks was decommissioned (though nemors claim they
continue to work In secret, building experimental stealth
ships), and CEC and Lorenar went their separale ways

Three examples of the Nerfworks designd ane presented
e lew

YR-400 Monitor
The ¥ series of droid starships was designed fos light patrol
weork bn well-travebed, peaceful systems. It's not heavily
enough armed to stop serlous smiigglers of pirales, nod
smart enough to senve in any serlows military capacity, but il
serves well as a simple watch ship. It's most commaonky
fownd b systems with heavy commernce and shipping, where
crewing enowgh ships to cover every possibly approach vec-
tor is prohibitively expensive, and a great deal of income s
derived from dock ing fees and taritts. The most popular of
these ships B the YO-g00 Monitor,

The ¥Q=g00' standard programming sia
tions it in a predefined vector in the outer
reaches of 3 system. Its use of only pasiive
sensors makes it very difficult for other ships
te locate (see Sensors in Chapter m: Starships
of the core rulebook). When it detects a star-
ship, the ¥Q-400 reports the contact to
spaceport control and hails the ship

Ll the Maonifor recebses an all-clear ilgllﬂl
fram spacepart controd, it follows the ship and
periodically reparts its location wntil instructed
otherwise. Monifors are pru'_l.:r.]lr'lr'l'led v o
fire on a ship unbess attacked firit—their job is
o detect, lscate, and follow ships, not destroy
them [unbews ordered to). While this gives hos
tile ships an advantage, it also keeps the Mani-
tors from accidentally attacking friendly ships,

Yoagt Droid Transport
The Yeaql deold transport (named for a rather
stubbaen riding beast nathe to the Mid Rim
world of Velmod] was a imple idea—make a
droid cargo ship able to carry lange amounis of
material on short muns throwgh safe hyper
space Lanes. In general the design Is a sucoess,
though the Yoagt dioid brains have developed
a reputation for “prissiness” similar to that of
mast protocol drokds. The ships have no room
fior interior crew, though comeersion could be
made to carmy live cargo if 1o desined
Merfworks engineers had hoped that the
Y¥raql would revalutienize space hauling,
AI!hu:n..gh able pilots, the Yeaqt drosd brain lacks
the ability to negotiate with the fervor of 4 46-
tient captain_ It also has an unfortunate

(A FTEE "-.ll ace B ot

Hyperdrive: =2 (a12 backupl

F'.;l.l.1.r_hr'|gr-r1: ]}
{;rgq:l- Capah I_:r' 0 metric tons

temdency to become lost during hyperspace jumps, soame-
times arriving at a destination wecks or months Lite. Though
some large corporations have found Yoags economical to use
tespecially i their hyperspace routes are preprogrammed),
most handing of this sort remains in the hands of independ
ent captaing who owm, fly, and maintain their own ships,

Yeagh are armed only with lon weapons and tend to gel
trigger-happy when they encounter ships that refuse to
maintain a respectful distance, Most ane equipped with
one or mone ASP labor droids in the cargo anea.

The Cruzsader
Oificially the Crusader is the XX-777, a prototype military
droid starihip designed to serve as an automated esoort

frigate. Records claim it was destroyed after its initial fest
runs. In reality the Crusader escaped during a battery of

hepperdiive tests and has been on (ks own ever since. Both
CEC and Loromar deny any such clalms

CEC/Loronar Yeaqt drokd carge ship

InPtlative; &3 (41 ige
Crewn o P

Mangusen +3 [+ §ipe, +7 (Few)
Delense: 21
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The Crusader was an attempt to owercoms one of the
basic f.'||i|r.HIl. of deaid 5.1.]r-;.|'|||'_'|5.---|;h|:' k’!-ﬂg refinement time i
takes a new drodd brain to “leam” its job. Rather than build a
newy droid brain to place within the JOC-Tr7 military Best hal,
technicians at the Merfworks found a centuries-ald military
protocol drodd and reconditioned |f to run the ship. The idea
wads that the drold brain would already have experience with
mast military terminclogy and needs, and would adapt to
rumnimg & military vessel quickly and easily. In fact, the main
problem was that the droid brain performed oo well

st exd af wsi ng perkodic
memary wipes to eep the droid
braln In check, the Merbwiorks
crewe Instead hard-wired a eried
of protocols into the drold's
hewristic processar. They wene:
pratect the iInnooent; obey any
order that does not viplated the
previous protocol; and preserve
its own safety as bong as that
daes not vialate the first two
protocols. The Crusader per-
formed perfecily throughout
the early tests. Eventually, the
engineers decided to take the
LX-777 apart to try to replicate
the drold’s programming Ffor
rrass production. Somehow, the
Crutader owverrode (s program
rdng and fled into hyperspace

I'I_mighl: b thiat it decided it
couldr 't pratect the innooent, its
primary edes, if It allsveed tself
to ke taken apart. it's even podsi-
bl= the Crusader was repro
grammed either by one of the Tkl &
Merfworks techniciams or by an
industrial spy. Since the ship wans
officially destroyed and the
reconds sealed, the galaxy might
never kv |ust wihat happened

it's rumoeed that the Crusader
sticks fo rarely uvsed hyperspace
|:||_|I:|:1._rn:;r'=.rly in the Fringe
regaons. There ane Imerows
reparis of 3 ship matching its
description stopping pirate
attacks and resculng stranded
crean. Presumably the Crusades
hias allies fo assist it wilth regasrs
anid the occasional refusling.
though who these are and why
thiey help is unknown—cbearly
the Cmmader lacks any traditional
wary to earn or store credits

FLitaDER

Class: Capetal
Skre: Larg

F““llgrll- 0

Cargo Capacity: 300
Consumables: 2 yeart

Atmospheric Speed:
Weaponi Tirbolase

Flers: &

Abtack Bonus:

H!":ltrﬂ rive: g =10 Backug)

migtnic tons

fers: PR +0. 5/MUL nda

& a test ship, the Crusader was equipped with internal
space for passengen and cargo. These wene ariginally used

fior Merfworks techndclans and their equipment, and include
auxiliary weapon controls and an engineering station, bul
not pilot controls, With a full load of consumalbles, the Cru
sader could serve as a transport for leng journeys Acconding
to reports from those claiming to have been rescued by the
Crusader, it is well stocked, but it lacks a medical bay. &

Crusader XX-777 protolype drosd “igill'

Imilintives +7 (=1 size, o8 crew)
v O [Expe
Maneuwer: +7 =1 4iie, +B Lrdwi)
Defensa: 19 (-1

Lhield Painls

Hull Pabnts: 60 (D8 20

Coilz Mot for salke [Mkely val

Maximum Speedin Spage: L

Attack Bomid: 413 (=1 sloe, +8 orew, 4 & fine cantral); Dama i e =LA HII‘IEI:' madi-

Fira arc: 1 front, 1 redr;
Range modi.




BY 5. JOHN ROSS
ILLUSTRATED BY
RAMON PEREZ

edi’s Legacy” it o Siav Wars adventune that you play by your
sedf s you phiry, you'll encounter instrsclions that tell you
what sectian to read next. Don't read ahead: the numbéned 46
tipns won'l make sense in the arder presented, and the secrets of
the adventure could be revealed too soon. Once you've Familiarized
yoursell with your chagadier and the rule sidebars, you're ready to

begin your adventune

You Are Mason Laric
Thee early stages af your Jedi training egnded three years ago at the
ledi Temple on Comscant, and since then you have traveled the

galaxy bn the campany of Niguon, the ledi Master wiho took you as
his Pt 3wy Beasnesr For much of thiat time, you have lived in the
treacheroiis mowrtsing of Skatokor, the second mopn of Yabosta

Miguon has a sanctisary here carved into the side of a remote

emcuntain. The native species are the Dolandu, white-fusfed
hurmanoids who respect the bedi, The few locals aware of Miguon's

sanciusy help him trade for Supplic

& discreetly.

Your Adventura Begins
You siamd on 4 natisrsl Ylane Iflrlq_lw' SPARRINE a Nam g e |'-l|.'_|'.
in the motntains of Skalokor, You'ne grateful that you can t see the
shadowed farest hundreds of meters below an you dodge your Mas
ter's lightsaber attacks You flip backward, land on your hands, and
bend 8o avold the deadly while energy ol Niguon s blade

You regabn your fect and peepare for a renewed assaull, bt
Mquon deactivates his lsghisaber and hands it to you Resk
Mason, e cays. " Then begin your saber drilis
He soiles. “You are ready Ina few meose days, you 1| Degen con
siructing your cwn Hphtsaber. Soon, we W lzave Skalokor, and 1
Fake mlesians fram the Council 3eain, ¥ou are & fine YOI Jedi”
You Boder conoe:

sty out on the bridge. practicing wide stroles and Uight parries

iling your pride and excitement. You and Miquon
againgt o rising wind. Your Master s regemen emphasizes defense
You imust avoid |'|'|.l|r||_'_ o ks ard cascades of oold water, somelimes

while perched in a tree or hanging from a ledge. As darkness falls,
the wiite blade takes on a new brilliance

BY vouleal 2 WUMBER 4

MNason Laric

Level 1 Jedi Grardian

Defernse: 14 Vitality: 12
Initiative: +1

Melee Attack: +2

Ranged Attacks +1

Equipment: Comilink, o0 credity
Chills:

Batthemingd «6& Compufer Lise 46
Empathy +5 Enhance Ability +6
Farce Defense «6 Force Stealth +6
Friendship +2 Heal Self +4
Feats: Exotlc Weapon Proficiency
{lightsaber), Contral, Dodge, Foroe-
El:ﬂ'lulliﬂ.'.'l\'!.lpﬂl'l Group F’ﬁ“(ﬂﬂiﬁ'
{simple weapons).

Lenguages: Ratic, Rodese, Dosh,

i rEarky

Mifjuan sis on
rosch, watching your
progress, then suddenly
gtandd and motlans for
you to stop. You senss
moth img out af the ordli
nary and hear only the
rush of wind through the
treetops, Dul Miguon sy,
We have a3 visitor
You deactivate ths
lightsaber, and the blads
VanSNEs. You Both miose
towward the only path
dowm the mountain
#un ared, exhausted
Dodandu climbs the trall with a heawy bundie in his arms. Be care
Ful,” e whispeds, a5 Wi approach “It's not safe’
Inside the sancteang the three of o 51K afounid a storse Labde
Barta, the Dolandu, is 3 local trapper, and be and Niquon speak rap
Il b e bostl] pal oS, Yiods can makss oul onby & Tew wrords, bul the
bundie on the table catches your eye: it containg a deoid, jet-black
el Bremmed weith rings af chaarmse, it lsm 1 moving.and its ||r'_|'-|'.
EliFik faantly
1% an astassin droid,” Miguon explains to you bn Basic. " madi
fied medical model, it Flies and inpects poisens. Borta found it floun
dering on a rock: [t navigation systems are damaged ™ Miguon
prads ab 11 with a ydrospanner, evaling a beief shawer of sparks
“Thete are g n,rlh:.l.lwl devices here, he paints "and hede, Mgl wilkile
the walls of my sanctuary are shielded, the drold might have beer
transmitting while Borta carried i e thee Hill,”
Horka's eves widen, i heavily acoented Baslc be cried, ™) am sormy,
exalted protector! | did nat intend bo visit danger on youl™
“You were right to bring it, Borta,” says Miguon. ™1 don’t know who
i+ sending these, but there ane abmost certain 1o be more He pauses
befpae '-I""-"'"*H 1o Boila again "'-'I:I- apgrentice will take the drosd Lo
Part Kalla on Yabosta, | will gowith you back desm the mountain”




¥ou've never been gheen a mission of your own before. “Why me,
Aaster Miquan? e never flovwn the cloudjumper offworld, and you
know Part Kalla far better”

*Trust my judgrment, Padawan. If any of the Dolandu has beet
podsoned by these drolds, my powers as a healer might prove nedes
sary. There is a man in Port Kalla who can defeat this droid's
defenses and learn much from it. You must find Lowghen Badra and
ask for his help.”

You recognize thie name. " You've spoken of Rim, Master ln't e
a pilot?”

Niguon nods. “And a technician, He has litthe patience for ledi
nowadays, but he'll help us, He's saved my life on more than one
occasion, and his skills ane unequled. Take my lightsaber.” he adds

"Are you expecting trowble, Master? Mo one knows I'm golng.”

“No one that we know af,” he replies. "Go, now, Every seoomnd lost
mav cost lhees”

Go to

A few minutes later. you find youwrself in the cockpit of Miguon's
cloudjumgeer, with his lightsaber clipped to your belt. You ve plloted
the craft before, even alone, but this is different. Niguon s heading
torwvard certain |:|.||'||:g|=|, ansd :,'l:-u'll' heading towand something
entirely ungertakn, alone

You kick in the thrusters and roar into the sky on a pillar of white
flame. A hundred instruments glitter around you as the dull half-
light of the clouds evaparates and the vastness of space opens up
ta youi Yabosha, your destination, lxoms ahead, a hlse-whilte disc
You sel your course

Behind you, in the small passenger compartment that doubles as
acargo hold, you hear a snapping nolse, then a beief rustie. Miquon
had fit thie tiny doodd with a restraining bolt, but somehow it's over
ridimg the device. It whizzes madly through the passenger compart
ment, strenms of sparks shooting from the restraining balt, The
droid acts furious and confused, like a trapped insect—complete
with a deadly stingerl

If you want to subdue the drodd without destroying it, go to 30.H
you'd rather be safie than sorry and aftack the droid with your
lightsaber, go to 28.

Witk the |1'|,|If|_|r1{1||_'|r||||g drold bowrnd and '||:I|Ir]|:" piE-res braimed, you
settle back Into the cockpit just as you enter Port Kalka's air space. A
firgd munmutes later, the shlp is docked and :,rnu'r:' W.I"‘:IHE the space
port concourse Hi_-_:,u:lrld an illuminated metal archway you find the
streets of Port Kalla deenched in wanm rain, Wou walk I!!I-quﬁh the
archway into a lange plaza

There you sumimon a hnl-uﬂmphn; map froma public terminal
and lpcate Lowghen Badra's neighborhood—it keoks like a short
walk from here. You frace a 1||'|E|.-| Aciods the glﬂwlﬂﬂ lires of the
map in the sputtering rain and commil them tao me IOy

Wou feel a disturbance in the Farce, a warmning.

You're certaln you | st fedt BRSO o, thal someone was abserg.

You Must Choose What is Right

ing your progress. You turn sharply and scan your sufmoundings,
Make a Spol check! IFyou rodl a 17 or bess, go to 1z, If you rodl an

18 o mone, go o 0.

q

The bite of her ||ghl:1.3h|:r is your last sensation befare the warld
whips crazily around you ke chuming water. You ean't breathe and
yourr myes won't foous . .. You see only the light of her blade; and
ihien m:ul:h-ng

Wou have been slain, and you adventure ends hene Thae End.

Your epponent has a '.:I'IH||" Farce Point to spend, and she decldes to
‘5.|,||_'I'||_‘| it now! Roll 246 to determine her Foroe-based bonus. She's
c.l-ll-nﬂ on the dark side of the Force to enhance her abilities dramat-
ically, and this bonus will apply b her next attack roll (it adeds to he
existing +2 Attack Bonus). Return to the combat ot w, and continue

until one of you emerges a3 the victor

Combat

This adwenture uses some of the Star Wars BEodeplaying Gome
mules. Sometimes the adventune will give you special instructions
af whiat bo do in comibal, Otherwite, uwis Uhe niles bebow,

INITIATIVE

Before the fight begins, check to see which combatant goes first:
roll & dao and add your Initiative modifier [+ Ball the dao again
for your foe, adding the enemy's modifier, noted in the adven
bure. I your rell ks kigher, you attack first. i your roll is lower, your
foe attacks first. You each attack in turn from then on, until the
fight is ended.

ATTACKING

You attack by rolling wd2o and adding your Attack modifier (+2).
If the result is equal to or greater than your foe's Defenie score,
you score a hitl Roll 2dB+1 (your total damage with &

lightsaber) and subtract that much from your foe's Vitality, if
your foe's Vitality ever drops to ero, go to “ending the fight,"
below. if you miss, or If your foe still has Vitality left, it's now

your fioe's turn to attack you

BEING ATTACKED

This is just ke attacking, but you're rolling for your foe against
woul Boll vdao and add your foe's Attack Modifier. If the result Is
equal to or better than your Defense score, you're hit! Roll the
amount of domage indicated in the text and subtract it from
wour Vitality. i you still have Vitality left, it"s your turn to attack. If
your Vita ||1':.l |_'.|r|;|p'|. ko zero, go | 5] "E'Ill.lil'lﬂ thi= flgm 1 e b,

ENDING THE FIGHT

You and your opponent attack in turn until one of you loses all
Witality, The character with Vitality left over is the winner of the
!'rghr_ The advenfure sl let o know whint happens niext.

STAR Wans aaman BE
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Her strokes are wide, angry, and sloppy, and she finally gives you the
opportunity to finish the duel. You take it, sliding your blade inward
and pulling it out to the side—the “finishing stroke” Master Niguon
hais been teaching you for months. Her eyes lock on yours, and then
become emply and lifeless. She slides quietly to the ground.

You pick up her lightsaber and clip it to your belt. Make a note
of this new (bem on your character sheet,

You climb aboard the cloud{umper and hawe the engines fired
up just as Loweghen arrives, limping slightly but with a deter
mined grin. He climbs into the cockpit beside you just as the
spaceport’s automated traffic-control system begins demanding
that you stay grounded pending an investigation of reporis of a
batthe in the plaza.

“Igmore it,” says Lowghen, "We've got a job to get done. Let's get
out of here”

You lift the craft off the Llanding pad and into the sky, shedding
the gravity of Yabosta for the freedom of space. You set a course for
Skalakor.

¥ou may use Heal Self to restore lost Vitality at this time (see the
e the Force Sidebar), Then, go to 39.

You approach herwith a helpful smile despite the feeling that
something's amiss. "1 remember you from earlier,” you say, "You
were watching mae in the plaga, Are you in trouble? Is there some-
thing | cando to help your™

She smiles in the gloom. "You can die.” 5he leaps to one side, and
a thin slice of purplishi-red light slides into existence to the other,
both fiying forwand before you can get your bearings!

You stumble backward and barely activate Niguon's
lightsaber in time to raise it to your defense. You've tripped over
some cables, and steady yourself as her attacks come in a flurry
of wiolet light

You have been surprised, Go to n to engage in battle, but the girl
gets @ free attack before you roll initiative. Against her first attack,

BE vOLUME 2 NUMBER 4

your Defense will be 13 until it's your tum to attack. If you survive
her first attack, continue the fight as instructed, with your Defense

regtored 1o 14

T

Miquon was right about Badra's skills. An hour later, the little black
droid exists only as piles of sorted components. Badra warks with
concentration, and you watch from a nearby stool, sipping at a bowl
of Motha broth, Badra is running a series of tests on one of several
wials of green liquid from within the droid’s frame:

Lowghen sits up, looking worried. "A lot of people could die soon
if wee aren't fast, kid.”

“What have you leamed?”

“The podson [n this droid is Drethi venom,” he explains. “its
drawn from the glands of a winged beast bred thousands of years
ago to kill Jedi.” He holds the vial up to the light, but the venom
remiains murky. “The potson breaks down quickly, so this stuff is
already losing its potency. it would kill you, certainly, but it's no
longer a danger to an ordinary person. in another few hours, iF1 be
no danger to anyone. In fact, expired Drethi venom s the only
known treatment for fresh Drethi venom. They'll need this stutf
back on Skalokor”

“Wiy would it kill me and not another?”

“You're highly sensitive to the Force, This polson burns when the
Force flowes. Mot even the most posverful Jedi lealers can combat it
Even the antidote can only defay death for a Jedi, unless it's admin-
istered Immediately after the polson, A long time ago, Miguon
fought against a group that had rediscovered the Drethi. | was his
pitot then,”

if you think there's no time to bose, go (o 38

If you ask him why he asked, earlier, if Niguon might be dead, go
to 2.

¥ou tumble through the archway to safety; they didn't touch youl
Go oy




You crouch betwesn the cockpit and passenger compartment;
watching the droid carefully. When it seems trapped in a spin, you
lip imto the compartment, staying low beneath its confused sen
sods. Yo find yourself directly beneath ity now all you need to do is
et the webhbing over it and drag It to the ground. Make a Meles
Attack (roll 3 dzo and add your Melee Attack Bonus of 43) agains!
the drold’s current Defense of 12

' youi nodl @12 or higher, go to 2. If you roll wnder 12, go to 13

Youi feel instantly dizzy as the long needle slips deep inlo the mus-
che of your arm, pumpling poison into your bleodstream. A few sed
ands later, the blurry image of the cloudjumper’s interior goes
black, as your eyesight falls

Strugghing to controd your pankc, you call upon the Force ta heal
your wolind and fight the polson, bul as you open your mind to ik,
there is a hideous burning, as if the poison feeds on your connection
with the Force. The world goes silent. The End

“Miy miasters will be pleased,” she says, adopting a martisl pose
wath the blade almost vertical between o “They kkniesy Niguon
had sent away a flunkie, but they must not have noticed your brasd
They didn't think you were worth sending Vion Totha o the Droids
after, so they sent me and some idiot Bodians, 've never killed a Jedi
before. This'l be fun.”

The girl leaps, your blades clash, and you are in battle with a ser
want of the dark skde

s the Combat sidebar,

Dark Jedl Apprentice
Defemia: 14

and apply any special rules Vitality: 1

it kv +1
Melee Attack: +2 Damage: 2d8

!IIIIII W H'.'a'l'll in the e
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tion, keep track of the
number of turndg taken [atlacks made) by your opponent if the
combat is resolved before she makes her third attack, go to either g
or 3 % noted below, However, if it's her turn to attack for a thind
time, pause the combal and read 4 belone continuimng.

G o g if you defeat the Dok Jedi, or go to 3 if she defeats you

& small human girl watches you frem across the plaza She meets
your gaee with & neutral expiession, not even turning to pretend
she wasn't looking. After this brief acknowledgement, however, she
tusns and ducks inte a canbina, You look inside, but you see hun
dreds of aliens weaving between drinking and gambing chambers

mivd a1 least thres other exits. She chose a handy watchingpost

You return o Business, walking towand the dwelling of Lowghen
Badra, Lo to 23

Mo poed! Thie drokd has spotied you and stabilized its fight. 1T whis
tles sharply and lungpes. You must fight. Go 1o 38

Lse the Forcel

Even an inexperienced ledi apprentice can call on the Force in use
ful vy, You use the Ferce by relling a d2o and adding the Skill
Bonus appropriate to your action (to use Battlemind, for example,
o roll & dao+6, because you have a +6 Battbemind skill), The
resull determines what benefit [if any) you receive,

Using the Force requires the expenditure of a small amount of
personal energy. it immediately reduces your Vitality score. Liing
a Force skill costs Vitality even if it grants no benefit, Choose
wirkely when using the Force; if you waste your Vitality, you will
be easier to defeal if you ane attacked.

BarTiesinD [+6)

You can choase to use this 1.h||11:-n|:r when you ang sent to the
Combat Sidebar. You can use it once per fight, and the effects last
until the fight ends. Vitality Cost: 2

Rall Benefit

=14 &3 Lo youi Altack Bonus
15=24 #3 to your Atfack Borus
15=14 +4 1o your Attack Bonus

EnHANCE ARILTY (+6)

You can choose to use this skill anly when the sdventure men-
thons it. The efects last G ||:""E. id the adventung 1.|'.'|H'.IF|E!-.
Vitality Cost: 2

Raoll Benefit

Up o4 Mo Benefit

1515 #1 b your Strength or Dexterity bonus
10-24 +3 bo your Strength or Dexterity bonus
25-24 +3 Lo your Strength or Dexterity bonuws

HEAL SELF [+4)

Yo can choowe to wie this tkill only when the adventure men
tiond it, The restored Vitality lasts until it ks lost to further Force
it af by Vitality Codts 2ero, exoept on result 1-g. Node Uhat
you cannot exceed your starting Vitallty. Any extra poinis you
regain are (gnoned

Rall Benefit

=g You gain nothing, and the cost is 1 Vitality
16-14 Yol regain 1dg+1 Vitality points (no eost),

15=1g

20=14

Yoeia reggain adb+a Vitality paints [no cost).
You regain 1dBag Vitality points [no cost)

Using Your FoRce PoinTs
Yo hiave a single Foroe Point you can spend to call directly on the
Fofce to ald you at a vital junctune, You may use it at any time in

the adwenture when making a dio roll. Using the Faree Paint
adds 6 Lo that roll fonly), or 246 if you elect to call on the dark
side, instead (if you do, note on your character sheet that Nason

has earned a Dark Side Polnt). RBemembser that you have only and

Farce Podnt to spend, so choose your Uirme carefully,

STAR WARS Gawer BT



The dioid attacks, shooting forwand in a swirl of angry sparks. You
move to defend yourself, but the tiny machine surprises you with a

sudden burst of speed,
If thig ds your first time belng sent to this entry go to 37,11 this s

your second Bime, go ({8 ] 8

Thee girl ks hardly mose than a silouhette, wreathed in steam from
a nearby hydro-exhaust. She watches you with large, dark eyes
but does niot mowe. Maybe she's an enemy—ar maybe she neads
ate L f help

If you approach her with caution, go to 34

IF your trusk hier good intentions and approach as a friend, goto &

Arghl You tumble through the archiway, headfirst and dizzy, Roll 3db
and subtract the result from youir Witality score

IFyour Vitality is more than zere, you can scramble past the arch
way Into the spaceport, Once in the spaceport, you can use Heal Self
to restore lost Vitality Points (see the Use the Force Sidebar). Then
ignore the next paragraph and go to 35

If this reduces your Vitality to less than zero, you are too stunned
1o avold a second hail of blaster fire and the Rodians finish you off
The End.

17

From behind you, the sharp réport of Lowghen's blaster pistol rises
above the screaming wind, and several bright bolts of energy sink
dm_-p into the Drethil, It recoils only -.flﬁhl |:,l.|'JIut for just & marmient,
the Crethi is distracted, its ire divided

Subtract & vitality from the Drethl, If it has any vitality keft, batile
for another round, then go to 26 If you and the Drethi both have
Vitality points remaining. Otherwise, go o 31 if you defeat the
Direthi, or goto 33 it defeats you,

AR woLlsE & HUsBdn 4

You lose your grip and plummet into the darkness below: The End,

Lowwghen bundbes the remains of the droid in a large cloth, buckles a
hiolstered blaster pistol around his waist, and then sets the locks on
his shop. A few minutes later, the two al you are msorving quickly
theou !_ILI\ the rain, weaving Ih'l-:ruplh the convoluted streets of Port
Kalla, At last, you come to the large plaza cutside the spaceport
where your cloudjumpser is berthed,

Blaster bolts fly from a nearby rooftop, and then from behind a
large illuminated board, Humans and aliens scatber in all directions,
|'||||'.-|r|3 ina E:_'m'r.ll pranic. You and Lo nen respond quickly, taking
cover behind two metal pillars. You scan for the sowrce of the shots
and see two groups of Redians dressed in street dothes and looking
pleased, One of them is loading a huge blaster rifle with a fresh
power pack

Lowghen hisses, "Go on. | can hold 'em off from here, They picked a
poor spot for an ambush, Get to the cloudjumper and deliver that
antidote.” Before you can respond, a fresh hail of blaster-fire arcs
across the stones of the plaza, Lowghen sends a stream of answering
fire towrand the group on the ool forcing them o take cover

Armed only with a lightsaber, you're of little use in this firefight

Go o 29,
<0

& small human girl watchies you from across the plaza. She meets
your gare with a neutral expression, not even tuming to pretend
she wasn't looking. After this brief acknowledgement, howeser, she
puirns and ducks into a cantina. Her cape billows briefly, and you
notice the unmistakable glint of a lightsaber hanging at her belt!
You hurry into the cantina after her, but you're immediately
surtounded by hundreds of aliens weaving between diinking and
gambling chambers ... and at least three other exits. She chose a
handy watching-post; there’s no way to know where she's gone.
Was she a Jedi? She looked young, so she'd probably be a
Padawan, like you The lightsaber ks the weapon of your order, but




ol kno that ofhers have dalieid, Doo—oimer Judl.ﬂ:‘l:n.'!! of
Jedi, loobers of battlefields, and members of shadowy orders you
koo litt e about, Which was shed

Youl retumn to business, walking toward the dwelling of Lowghen
Badia, Make a note on your character sheet that you've seen the
glel's s=cred, and then go to 33

Suceess! You sling the black webbing over the spinning drodd and
entangle it, follewing through with a sharp tug that brings the
droid crashing into a cushloned seat. It squeals angriby, spitting
sparks and pulling against its new prison, but it is trapped. You fish
around in the ship’s small tool compartrment, find a fresh restrzin
I balt, and fix It to the drold. The tiny machine falls silend, once
again inert. Go bo 3

“Because you carry his lightsaber,” Lowghen says. “Niquon wouldn §
ket that saber out of his sight unless he believed be might Fall, or be
taken.
“We need to hurry back to Yabosta. Let's get to your cloudjumper.”
e L 1

It's a rainy night, 5o you're grateful for the colorful light provided by
the gaudy signs on the lecal shops. Weaving through twisting
etreets and under busy pedestrian bridges, you arrive al your desti
natian

Haln spatters loudly on a rusted metal sign: "Badra's Enginesnng
and Hepair” A single light comes from a worn plastic panel beside
the door, You press it and hear a deep buzzing sound Inside, then
silence. Then, the dodar opens with a grating sound and wwarm Hght
spills out. & tall, broad human with a short gray beard and bushy
eyebrows stands in the doorway, lonoking dour,®It's late,” he says
“Come back in the morning.” Then he notices that you are olrdlously

a ed| Padawan. “Who are you?”
My name ks Mason | aric, you reply, e b semt by Master

Wisgusen to reguest your ald.” You remember what Miguon said,
about his lightsaber identifying you to Lowghen. You make sure it's
plalnky visible at your side. Lowghen's scowl melts into a book of con-
cern, and he looks you In the eye,

“ks Miquon dead!” he asks, his tone serous.

"No,” you reply, “bart there | danger”

1l et there is," Lowghen says. “Come in.”

Gatoy
< 4

You remember what weapon she carrled, If she were an ally, she
would have identified herself by now, You're certain she's a threat,
5o you approach inoreadiness, mindiul of the moment,

“Miguon's appeentios,” she says, smiling. “it seems | have the
hanor of killing a very important person.” With that, the blade of

het lightsaber flashes to life—a deep parplish erimson, sdding a
menackng depth to the gloom of the hanga

You're ready for her as she leaps forenard Lo attack. Vour sidestep
|:[fur|||‘|;.l||:|l_ L1I.ar|r|g a d.1n|g:|||1g meLal cable between yvou and her,
and buy yourself a moment to prepare. You [gnite yoir Masters
saber, and she glares at the brilliant shite ghows,

IF you wish, you can Eake this time to use the Force toenhance
your abifities for the duration of this encounter, If your choose to do
oo, wee Battherning in the Lise the Foroe Sidebar

Make a note of the temporary boost In yous Aback Benus ang
proceed (omn

¥ou twist and lunge, sliding the lightsaber’s tip directly ot the vl

nerable repulior array.

A& higdeaus whistle soreeches from the draid, aod 8 $pray of hat
sparks showers your face, But you know nat to fear, and you
brought thie |I!'.=|I1'R.J':!|':'r dl*rrl!l.'!.' home, bur!|=|'|g meathy '.ill'ﬂlrgh L
drold’s motivator without disturlsng the explosives. it Gllswith a
solid thunk onto the deck and mesps pitifully, extending and
retracting its needle, vainly trying to polson you

Although the droid is defeated, you take care to vold the nedbe
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a% you wrap the drodd tightly in a bundle of safety webbing. You fish
argund in the ship's small tool compartment, and find anather
restraining bolt. The tiny machine falls silent, onoe again inert. You
may use Heal Self to restore bost Vitality Points at this time (see the
Lisie the Force Sidebar). Goto 2

Niquen reaches out both with his hand and with the Force, and the
mauntaineer’s pike flies into his grip. The effort costs him so much
pain that he can't conceal an agonized groan as he hurls the
wirapon at the Drethi

Subtract 4 vitality from the Drethi. If it has any wita ity left, con-
tinwe the battle until ctther YOI the Drethi runs out of '-'It-.\|l|::|-' o
to a1 If you defeat the Drethi, or go to 33 if it defeats you

=T

Make a Move Slently check to sneak up on the droid. Roll wd2o and
acle 11 o used the Force and gained an additional onius, add
that, toa,

I the total s 14 or less, go to13. If the total is 15 of more, go to g

Niguon's lightsaber feels heavy in your hand as you ignite the blade
It springs to life, adding a new cast of pale light Lo the blinking sur-
face of the angry Hittle droid. You know it could be a mistake to
diestroy the thing: buft you must defend yowrsell and the chowd-
jurnper. 1t lunges at you cumsily, whizzing past your head and rloo-
cheting off @ bulkhead back toward the center of the compartment
It retates slowdy, turning a pale green optic sensor towand you

AE the base of the drold’s spherical body is its repulior array—the
source of its movement. Right next to it is
one of the explosive devices that Niguon
polnted out, You must cripple the former
without dl!.-l.l.lll:-II'IE the Latter. You ane in

coimibal willh the drala!

Malfunctioning
Assassin Draid
Defende: 15

Initiative: +1
Hypo Attack: +0

B0 voLUME 2 NUMBER 4

Resolve the fight using the Combat sidebar, If you hit the droid,
you win! Go to 25 If the droid's hypo attack hits you, end the fight
and go o 14

You sprint acress the plaza, moving quickly across the rain-slicked
stone as bilaster shots score the ground behind you. The chots are few
however, and random, because Lowghen Badra is laying down a more
impressive wall of counter-fire than you would have IrI'I.I-l.!‘_\'L'Ij he could

You have one last leap through the archway into the spacepart
proper, and a fresh hall of blaster fire threatens bo cut it short, Make
an attack roll for the Rodians, using an attack bonus of +3

If the result ks bess than your Defense, go to B. Otherwise go to 1.

Running along the top and sides of the cabin are strips of webbing
used to stow cango. You tug down a large segment, keeping your
eye on the careening droid. It's flying too wildly to be aware of
much, but you get the sense that it's trying to stabilize or repair

tself. Mo time o washe!

You must be stealthy to attack before the droid can sense you. If
you use the Fance to increase your chances, go to 36. If you prefer to
frust your reflexes without calling on the Force, go to 27

The Drethi explodes with a final seream, shattesing nto fragments
that burmn into dust beforé your eyes. The wind stops suddenty, and a
vast cloud of black ash settles gently to the flagstones, ashadow in
the shape of a terrible avil. Miquon falls hand on the stones; orying
ot In pain, You rush to his Lide

You hear a hissing sound coming frorm ey of his wounds—a
hideous sizzle of the pomon eating kil al IH'E.NIq won's gare is fixes
and nearly empty

One by one, the Dolandu retake the sireets of Stomorr, and s
eral approach you. One of them is Borta, weeping and berrified

“Protector!” he cries, "He has fallen! There |5 nothing we can dol®

Lewghen speaks up, "No, Nason Larie has saved you, old one, This




vial contains an antidote that will curne your
leaders.”

Borta stares at you as if he's only just rec-
ognized you. “Nasonl You have done it? You
have saved us from the poison?”

You nod, retrieve Niquon's lightsaber from
the ground, and clip it to his belt. "Your lead-
s will be fine, Borta, as will your protector”

“Fentanu Dramayal " he shouts, "Two pro-
tectors, now!™ The Dolandu cheer. The End

The girl is hardly more than a silouhette,
wreathed in steam from a nearby hydro-
exhaust, She watches you with large, dark
eyes but does not move. You're not sure if
shie's friend of foe. Your feelings tell you that
something is wrong. ;

If you draw your lightsaber, go to 24,

If you approach her with caution but do
nol expose your weapon, go to 34.

if you approach her as a friend, brusting
that she is a bedi apprentice, like you, go to 6.

Thie Drethi's claws tear through your flesh
and dig deep into your body: The creature’s
potson burns hot and bright in your mind as
it seeks out every thread that conaects you
to the Force and incinerates it

¥You have been slain, and you adventure
s hare. The End.

You walk toward the doudjumper’s landing
pad, making it plain that you intend to pass
her. “Please stand aside,” you say. "I must go”

“Ma,” shie says with a grin, and Nght
springs from her hand, extending inta a bar
of deep purplish-crimsan. Her lightsaber!
She moves toward youl.

You didn't expect such a sudden attack,
but you were prepared for anything. Your
hand moves ina flash, and Niquon's
lightsaber springs to life. You ralse it to
defend yourself Goton,

A cadre of spacepart «fmni!ygund-l |ogs
torward the scene of the ambush, Since
]'l:ll.l'l'l.' rl,.lI'I-Tl|I‘IE Ay FEEI'FI,HI I“‘W
else, they ignore you. You'ne sure there are
enough of them ta allow Lowghen to slip
away while they deal with the Rodians. You
hurry to the cloudjumper's bay. :

The bay ks still and dark when you arrive,
but there is a single figure waiting in front of
the cloudjumper, It's the ginl who was watch-
ing you when you first arrived on Yabosta,

If you've seen the ginl's secret, go to 32.1f
you haven't, go ta 15

You use the Enhance Ability skill to increass
your Dexterity. See the Use the Force side-
bar for detalls. If this grants you an addi-
tional Dexterity bonus, make a note of it.
{¥our Defense, initiative, and Move Silently
rolls all get this bonus too.) it lasts until
your encounter with the malfunctioning
dlrodd is over. Go to 77,

a7

The droid's needle slices neatly through
the fatiric of your robe and scrapes
painfully across your shoulder, You feel a
flash of pain as a tiny drop of the poison
seeps Into the open wound. It feels like
your entire body is on firel

The drobd is spinning in the alr again,
fighting to regain control of its senses as
you do the same, You win your struggle a
mament soaner, and continue the fight—
but the tiny scrape of polson has perma
nently scarred your shoulder. Make a note
of the scar, and return to the battle at 28]

“We'll have time to talk later, kid. Right
now, two things are worrying me.” He
taps some of the droid parts with a tool,
*The first is these traps on the droid,
They're good, but they're nothing special,
Niguon could have bypassed them with
litte effort. I'm sure of it. The second . ..
weell, like | said: Drethi venom doesn't last
very long, and there's no good way to pre-
sorve it that | know of. Which means
either the owners of this droid have found
a way, or there's a live Drethi in the sys-
tem. We need to hurry back to Yabosta
Let's get to your cloudjumper.”

Make a note on your character sheet that
you've leamned a Drethi might be in the sys.
temn, and then go tog.

As you near Skalokor, the doudjumper picks
up the faint beeping of a homing skgnal.
Niquan has activated his personal trans.

ponder to let you know that he's no longer
at the sanctiumng

“He's near a settlement,” Lowghen says,
looking at the readouts, “Stomaorr, a trading
center for the Delandu.”

From the air, the Stomor settlement
kooks as it always does—colorful and coxy,
an old town where the locals gather against
the cold to trade goods and news,

On the ground, the scene s different
Droids, Bodian mercenaries, and weapons
litter the landscape—all destroyed. The
streets are deserted: you can see Dolandu
peering out from windows, terrified. it
seerms peaceful here, but from the distance
you hear a shriek like the howling of the
wind and the clash of metal and stone.
Rushing to follow the transponder signal,
you get to a square on the northern edge of
the town, near the mountakns slope

There you learn why the Dolandu have
not yet emerged from thelr hormes, A beast
walks the square, a winged, clawed creature
of unnatural darkness. its wings are shred-
ded, but it moves with grace and malice.
Whaster Miguon lies nearby, badly wounded.
A mountaineer's pike lies on the ground
beneath the creature,

Lowghen confirms your suspicion:

“ Drethl"

Drethi
Defense: 14
Initiative: +2
Melee Attack: +4 Damage:1d6+ 2

Vitality: 22 (wounded)

¥ou pull Niguon's saber from your belt
and lgnite it.

Owver Lowghen's shouted protestsyou
leag intoe battle, But the Drethi has powers
beyand strength and speed. As you raise the
lightsaber high to deliver a blow, anicy
wiind lifts you from the ground and tosses
you against a statue, Your back feels about
to snap as you fall painfully to your feet,
fighting to keep your balance

Lise the Combat sidebar to play-out this
battlhe If you bearned earlier that a Drethi
might be in tha system, you get a free
attack on the Drethi before rolling initia.
tive, and the Drethi’s Defense for that
round |5 only 12,

After one round of combat, go to 17 if
you and the Drethi both have Vitality
points remaining. Otherwdse, go to 33 I
defeats you. §
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m ayday! Mayday! This is the combine-reaper
Gevion. We require immediate assistance. A
Sauvax army has besieged us, surrounding our har-
vester and blocking our path. Although they've
taken no hostile action, we fear they might swarm
the harvester and slaughter our crew. Please send
assistance immediately. Mayday!”

“standoll on Leritor” is a Star Wars Roleplaying Game adventure for
four bo six heroes of gth-7th level. Since it invelves a brushfine con
flict betwesn settlers and a native species on an outlying planet,
Camemasters can set the action during any era. The henoes
respond to a harvester in distress and discover the settlers and
indigenous Sauvax each accuse the other of attacking them. The
heroes must mediate a peace, imestigate the claims, and geal with
a third, previously unknown party wha is attacking and enslaving
both groups to work a secret archaeological excavation near the
rarthern mountains

The heroes overhear the Gevion s mayday while passing through
the Leritor system or wisiting one of the other harvesters on the
planet's surface. Perhaps the heroes intend to dock at the Gevion Lo
drop off supplées, load the harvest, or wisit a friend. They might have
landed at another harvester and—having one of the few Swift ves
sels on the planst—eecetve a request from the captain or an affer
from the crew to investigate the distress signal

Other settlers on Leritor knew that the Cevion weorks the plains
near the eastern shane of the main continent, just south of the
Bleaks, a mountain range frequently wracked by storms. When they

first arrived years ago, the colonists forged a peaceful Settlement
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Pact with the indigenous Sauvax, promising to avoid their coastal
hahitation region The setthers are certain the Gewion has not wan
dered into Sauvax territory, and the sudden siege wormies them that
the natives |1'-|E:3"| becams hostile and |:-|1|:|._1r|j:r-r all harvesting opet
ations on the planet

Although the Gevion seems the logical place to begin, the heroes
|1'u_i;_hr choose to swryey the surrounding area. Lise the map af the
coastal region for a sense of variows interesting features in the har
vester's vicinity

The heroes can access additional information about Leritor, the
sauvax, and the Settlement Pact on a successful Gather Information

or Knowledge (galactic history) check (DC 15). If they ve already

landed at another harsester on Leritor, they can also gh

information from conversations with the crew

Leritor

Years ago colonits fleeing the urban sprawl of the Core Worlds 1t
thed inland portions of Leritor, an insignificant planet off the Coretlian
Bun near Bothan Space. Although the soll was rich in minerals, the
woorld had |ittle else bo attract serlous entreprencurs who might
exphodt the natural resources The settlers came with combine
reapers, massive tracked harvesters that tear up the earth, plant crops
i thedr wakes, and return next season to collect the harest. [The
reapers serve as Industrial platform and settlement for the colonists
Mot af the population lves on these mobile comisnes. The machines
operate from a l..||.'l|:.r| situated in the center of the planet s largest
continent, mone of a sprawling storage depot than a city, Haresters
retum once a year to replenish thelr supplies and repair damaged sys

tems. Combine-reapers range Tar a0noss the makn contineml, arrang




ing with spacers to pick up the crops dinectly
from their landing platforms

Fewe setthers own weapons, and har-
vesters mount no defenses. In fleeing the
Core Worlds, the colonists unburdened
themselves with the stress of urban soci-
ety and embraced a life of peaceful coexis-
tence with everyone they encounter, They
prefer bargaining to open hostility. Most
maintain honest and hard-working
demeanors; elements they belleve con-
tribaste to a fulfilling lifestyle

Leritor orbits its main sequence star dur-
ing the course of a 322-day year. Local days
Last 28 hours, with temperatures averaging
around :.'.r' crnl:lg_mde The temperate clhi-
mate proses ideal for Erowing massive
crops. Rains blanket the grassy plains every
few d ays, and fall almast continuoushy In
thee ot ainoaws u:gi-::-n:. Eivers I'Iuwunn
from the hlg:hln nds meandeér across the
plalm_., n-nurl-',hlng the soil and eventually
emptying into the oceans, Colonists avaid
the coastlines out of rr_'_'.pl:ri for the Setthe-
ment Pact first established with the indige-
naus Sauvax, who inhabit those regions

Sauvax
The Sauvax ane the only sentient speches
indigencus o Leritorn, These amphibiaus crus-
taceans inhabit the coastal regions, growing
amd hunting food and basilding villages along
the crags, tidal pools, and beachies. O land
they propel themselves on sl spindly, seg
mented legs; in water they swim wusing their
underbelly beistles and tevin, nadder-liloe tails,
Their faces are set within the apex of the
flexible, chitinous shell that covers the bulk
of their heads and torses. Their eyes can bulk
out af this carapace for greater visibility, and
two delicate antennae augment their senses,
Their mouths can formulate most sounds
necessary for languape. They speak their own
tongue, but through infrequent contact with
settlers have picked up a minimal undesr-
standing of Basic. Thelr bulky arms seem
awkwand above ground, and serve as formi
dalde weapons—on each hand two massive
digits (one opposed) form an oversized claw,
witiibe three srnalber digits (one opposed)
enable finer manipulation

Sauvax fashion thelr own dwellings and
toals for daily life, though thelr dvilization

is Qui te primitive. They maost |:|:||'|I-I'|'||:II'||}'
carry a multipurpose spear—called a gresh
in the natives' language—the head of
which consists of a straight, barbed paodnt
and a curved hook, They use it to hunt fish
in the waters of the continental shelf and
cultivate various crops of seaweed and
slime in tidal pools. Sauvax live in tribal wvil-
lages called kuuwan (a term that also seems
|n1|_'-'rh.1n|:e;|'.1|:||r wath “triba™], COSIST g of
structures made from stane and buttressed
with sand and deadwood, Oulsiders under-
stand lstthe of their sockety and cultune since
settlers rarely encounter them, Most off-
wiorlders who encounter Saunvax view them
as hlus.r.luf_ [ ||'.|'|_1_,l_ and intent on pursuing

their business with minimal fuss.

Settlement Fact
The first settlers on Leritor endountenad the
Sauvax during initial planetary surseys, Hav-
Ing the indigenous peoples concentrate
theirvillages along the coast seemed an
ideal situation for the colonists, who
planned to send their immense combine
FEAPETS ACFOSS thie fiertile pl.'amﬂ_. priland, Since
the coastal terrain prosed difficult for har
vesters to navigate and crops to grow, the
wektlers gl.]dl:,- E;wnﬂhrr Cauvax a wide berth
Representatives from the survey team and
the maln Sawnax tribe forged o formal Settbe
ment Pact. This agreement forbids any set-
tler, starship, harvester, or off-world presence
within woo kilometers of the coastline and
generally ensures peaceful relations between
Sauwax Cormmoner: init=1; Def 13 [+4
matural armod, =1 Dex); Spd 10 m; YPIWE
— iz Atk 41 melee [pdBay, gruush), -
ranged (1dB, gruushl; SV Fort 41, Ref -,
Wiill +0; 52 M; Fi' o) Bop 0; Stra, Dex B,
Con oz, int 10, Wis 1w, Cha B,
Fquipment: Gruush, variety of personal
belongings in woven seaweed satchel,
Shillty: Craft {varies) +2, Knowledge
[waries] +1, Listen 42, Profession
{waries) #1, Bead/Write Saunwax, Speak
Baske, Speak Sauvax, S5pot +2, Swim 45,
Species Featives: +2 St +2 Con, =2 Dek, =2
Cha; Amphiblous—does not chedk for
drowning; +4 species bonus on Swim
checks; Enhanced senses give +2 1o

Spot and Listen checks.

eh LRG0 L MA -

Who Wil Make the First Mowvaes

settlers and Sauva, It beaves the Sauvax the

aption of contact ing the colonists for trade or
other assistance. Envoys from several kevan
have contacted roving harvesters during the
|nl:{'m_'nir18 el miodl edleEn Lo trsde and Lo
leam about offworlder culture, Hostilities
have never erupted in all the years coloniksts
hawe inhabited Leritor

Busieged Harvester
The Gewion s transponder Dsacon el ps
heroes hone in on its location. I rises above
the plains about 150 kikemeters from the
castermn ooast. A crowed of innumerable
Sauvax surmpunds the harvester, impeding
furthies progiress Calonists on the Gewlon T
top deck wave (o the héeroés, and & contolles
an the oomm instructs them o sel dovn an
the harvester’s landing platiorm. The heroes
may fiodlow this protocol, or they may land ot
a distance and hike to the harvester, dealing
with the Sauvax along the way

The settbers have no kdea why the natives
suddenly surrounded their harvester
Although the Sauwvax haven't attacked—
they maintain a good twenty-five meters
between thelr encampment and the com
bine-reaper’s massive treads—their pres
ence prevents the Gevion from haresting
this vast plain of crops. The captain fears
that if he harms even one Sauvax by urging
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i wehidgbe Torwaidd, he |l Incite retnbutson
for breaking the Settlernent Pact. If they
dan't continue soon, the rest of the harvest
will ot i thee fields and the Gevions
colonist crewe could lose i combline-reaper
in bankruptcy

Anyone I;.'illu;lﬂg with the Gevion’s cagiain
learms that another hannester, the Mellisf
disappeared several weeks a0 in an area fo
the narth, presumably the wictim of a simid
ar SalvaN siege Thiry v heard nothing
frarm Uhe CombHme- feaper oF Sy SUrvinas

The harvester's main planting and reap-
img machinery sits just above the wehicle's
massive tresd dirvers, The next deck con

tabns crop storage bins and packaging

Leritor Coastal H'égiﬁr:_

=y Thl_a El_nal-lls

3

)

Excavation Site

River Camp

Destroyed

Haruester .
Rusin md

Willage

v £

Besieged
Harvoster

Sauvan

Willage

machinery, while the uppermost two decis
feature Fving quarters, recreational Facili
ties, and other amenilies for the colonist
crew. The controd cabin emerges from the
foremast point of the top deck, with an
outside landing pad aft where the settlers
can load packaged crops Inam Cango lifts
onto wisiting freighters

Nobody's gone down to speak with the
Cauwax for Tear they'|l be tom to pseces
Shouting from one of the lower mainte
nance hatches hasn't gamened any tavor
able responie, The Saurva stubbormnly insist
on speaking witth somecne face-to-face in
the dearing they've made before the has
wester To do otherwise {shoul frorm a hatch,
wrse the harvester's speaker system) insults
the Sauvax by inferring they re not waorthy
of direct negodiation

& sole Sauvax called the
tevelar stands on a spe-
clally carved otk $&t
efore the harvester, Cér
ol trinkets made of
diriftwood, shells, and
coral hang from his clath
irg; his entourage of
] burly bodyguards, and
the deference others pay
him distinguishes him as
a beader. Should any
heroes emerge from the
harvester, the natives
maoeee aside, channeling
the heroes toweard thedr
leader, in broken Basic,
the tewelor claims the off
Wiiliders gne murdeners
whio ruthlessly killed
Saunax in a willage to the
merth, With angry acousa
tians, hie insasts that any
heno who emerges (o par-
I s @ byt ciller infemnt
on exterminating afl
Sauvax, Before the chief

curks his imvective and

Believes amethi nf the

hetoes say, they st
demoniirate they ane
worthy of parleying hon

=1l ¥ The Camemaster
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can suggest ways the
heroes can go about

prowing themsehees, or

they can approach the challenge as they
g fit, IF one method fakls, the heroes
might try another—ihe Sauvax remain
encamped around the Gevion until some
one satisfies them

Present a Gift: The hero might make a
favarable impression by presenting a fine
gift to the Sauvax tevelor Advanced
weapans do not Imipress the nathee, but
they find bundles of electronic equipmen
particularly useful: dstapads, comlinks, glow
rods, holoprojectors, macrobinoculars, of
mdpees

Such a ceremony might consist of a for
mal speech and a demonstration of the
techmodogy offered, A hero must make 5
Diplomacy check (D 15) to present the gift
without committing army cultu ral blunders
that rnlghl offend the tevelor or athers
Sainvax. For items of particularly high cost
(droids, small vehicles, a personal item of
great sentimental walue), the hero gains @ +5
banus to his Diplomacy noll

Share a Mealk Food often bridges cultwral
gaps and heals misunderstandings. The
Sauvax imvite the heroes to partakos of their
rsedl. The henges must try Sauvax culsine
without showing their distaste for the
strange fare: sea-fern greens in a shimy
sauoe, srmall crustaceans crawding through
cobd seavwesd woup, baked urching, stewed
anemones, and a variety of raw fish

Eating most of this food without griFmac-
ing, gARRIng. or ohherwises reacting i J dri
respectiul mannes requines a Wil save (DE
15} Sauvax reactions to the heroes might
vary—{nom ﬂ:gglmg and podnting, to
expresisions of mild disgust—and they
wakch the hetoes to see how they respond
Heroes gain extra respect fior brimging their
own Tood to share

PRELEY

Once the henoes have prosed their worthi
ness and established a rapport, the tevelor
cooperates with their quesies. He has no
idea what happened to the Melive! and
deniEs Uhat 3 wy Sauvar attacked the har
vesster, It never siriyed inbo The Sauvax terr
tary and the puny weapons of the Sausax
wiuld prove insignificant against such a
behemath, He asks whether the settlens
attacked the Sawean village up the coast,
and i not, who else on the planet might

have perpetrated such a heinous slaughter




If the heroes agree to help find the murderers who destroyed the
ks, the tevelor orders the Sauvax horde to leave the Gevion in
peace. He also offers to lead the heroes to inspect the ming, or to
welcome them into his own village to parley further. Back on the
harvester, the captain suggpests that the heroes could use this oppod-
tunity to travel into Sawrvan berritony to look for the missing Netbst.

EBIJ'II'HI. xl.ll.l'ﬂ'.ﬂ'ﬂ'

The Saurvasx UI".IE'I' lies one day's hike east, or 2 few minutes flight
tirrse in @ repulsorlift wehide or starship. The collection of stone huts
sits along the coast a few meters above the high tide mark, Assuem
ing they've established a good rapport with the tevelor, the heroes
recefve an invitation to his home, a mﬂmr].- karger stone house than
the others As long as the heroes lsten, the tevelor rmmbles on aboul
b they've managed to live in peace with the colonists wndtil inow,
by the Sawvax aren't a warlilee people, and how he hopes they can
resalve their differences and put an end to the current animcsity

The heroes have free reign throughout the willage as long as they
act respectfully towwand its inhabitanis. Many have never $een off-
worlders before—somee glower from the dim entries to their homes,
while others sourry out to greet them and offer food or native talis-
mans, During their wanderings, the heroes might pass the drying
racks fior fish, an open assembly area with a stone platform for
speakers, food storage pits hewn from the rode and covered with
crude stone domes, and the tidal poals wherne seaweed and omus-
tacean crops grow,

The heroes can make Gather information cheds (DE 20) if they
with bo disouss matters with residents. Most inhabitants know only
hearsay, particularly a collection of terrible assurnplions abaut off-
worlders, and a stern belief that sektlers attacked and destroyed a
kuuvan to the north. Each successful chedk the heroes make unoo-
ers one of the following bits of information:

= When he discovered the northern village destroyed, 2 Sauvax
silt. He also heard infrequent rumbling notses from the nearty
mountains but assumed at the time that they were storms
rolling theough the Bleaks.

s= i henter wandering inland spotted thick plumes of smoke ris-
fing from the horizon to the northwest. He would have imvesti-
gated but became frightened when several laoge bids rose
frarn the distamt site and flew off to their nests in the Bleaks.

+= A child comes forward holding a twisted bit of metal he found
one day wandering up the coast, A Repair check [DC 20] iden-
tifies it a5 a commeon starfighter engine component. Without
regular malntenance, these components eventually loosen
within their Fittings and tear free. The heroes should remern-
lect the harvest from combine-reapers.

Destroyed Harvester

Heroes exploning the reglon northwest of the Sauvax village or
directly north of the Gevion’s position eventually discover the wreck
of another harvester, the missing Mellist, Airborme heroes can see
the hulk with a successful Spot (DC o8] or Computer Lise check
wsing semnsors (DC 1z). Herses traveling on the ground (on foot,

mpulmrl:ﬂ wehiche, or tracked hareester) find the wrecked combine-
reaper with a successful Spot check [DC 25) or sigms of its passage
wsing the Track feat (DC 22 Survival check)

The burned-ouwt metal sk sits amid unharsested fields. Much of
thee msiiter sheell remadms perched precariously upon the tread-divers,
buit the interior s baisted and scorched—each minute the heroes
explore inside there i 3 10% dhance of their passage causing a col-
lapse, Bandomly select one searching heno for each collapse to
make a Reflex save (D 20) or suffer 6db points of damage

Heroes with the Track feat (and others that make a successful DC
10 Wisdom check) notice the general absence of signs that a mas-
sive horde of Sauvax passed this area—those croveding around the
Gevion earlier left a swath of trampled crops and foliage in their
path. The harvested path behind the Nellist leads to the west, an
unlikely approach for any Sauvax force, which would have retreated
eastward to the coastline after an attack, A sucoessiul Search check
([ z5) reweals a thin trail keading to an area of tramped crops a
short distance away. it seerms a large craft landed here, possibly
||:|.:|d-n-_g soddiers and prisoners marched from the wreckage.

& general examination of the area around the Nellist reveals sey
eral bodies, eldedy colonists slain with Sauvan grsrh spears. no-
ken SpEars litter the area around the hareester's damaged treads

& suecessful Repair check (DC zo) reveals that starship-mounted
blasters caused the damage that disabled the Nellist and that the
cmhblnu-rmpﬂ could never have exploded from the exterior hits—
it Fravist e grownd B a halt fiest, then exploded from within from
secondary damage of intentional sabatage.

Hevoes scanning the horizon o the east notice a thin wisp of
smake with a sucoessful Spot check ([ 20). This & the slavers’
carnp [see River Camp beboe)

Slaughtered Village

The slaughtered Sauvae kuuvan lies on a spit of land where a river
flows into the ocean. The collection of stone huts, storage pits, dey
ing racks, assembly area, and even the aquacultune tidal pools were
Masted to pieces by blasters,

Like the wrecked harvester only a few bodles remain n the wil
Iagr Linless the heroes have some familianity with Saurvax phrsk}l-
agy [or bring abong a Sawax guide), they have no way of identifying
whether those left here were weak or elderly

if any of the heroes use a sensod pack to analyze the water and
soll, a successtul Seanch check (DO 10]) reveals that the river and
acean water near the village contakns enough minerals bo kill small
anirmal and eventually weaken and kil larger oreatures. The most
concentrated amounts of wilt float down the fiver and beopme
dituted In the saltwater surf

Heroes combing the mins disoover two distinctly offworld items
amang the debris with a successlul Search check {DC 16): a depleted
medpac in a storage pit, and a paif of binderd wedgped inlo & crack in
a stone bullding

While examining the wreckage, the heroes starthe a hiding juwe
nike Sanwrvax. She immediately tries ranning nsay when disoovered,
unless the heroes prowe thelr praceful intentions or have another
Sauvasx armong them, When questioned, the young native claims
that immense birds descended upon the kuwvan, spit fire, and




"lilll'l-ﬂ-l-"

.-I..--,rrp:r-eﬂ many homei. Then soddiers came, roumnded Sveryane up,
and fed them into a glant creaturne that descended from the sk it
e aff with tise other birds into the Bleaks to the north

River Camp
A the heroes approach this lecation, they spot twe snub fighters
wwooping dewn from the sky and strafing an area ahead. They
belong to the slavers running the excanation in the Bleaks and were
dispatched to track down and eliminate two escaped slaves. Heroes
in theeir owm starship may engage these fighters or decide to stay
lovew and evade thern for mowe, After the attack, the starfighters
retreat off toward the mountains to the northeast.

The anea the snub fighters attscked was 3 small encampment an
the rivetbank where bwo branches of the river flow from the Bleaks
Cine of the branches is choked with siit fwith properties simdlar to

— : = -
| Siavem Smum Fiosmme
| Core Galaxy Systems PTR-3 Vedette
Class: Starfighter indtlative; & (43 size, +4 crew]
Slzes Tiny [10.5 m bong) Crowe 1 [Skilled +4)
| Hyperdriver Mone Maneuven +6 [+3 skie, 44 crew]
Passenpers: Mone Defense: 23 (42 dle, +40 aemiod]
Cargo Capacity: 5o kg Shield Podnts: 2o
Consumables: 1 day Hull Poirts oo (DR 5)

Cost: 75,000 credits (new), 10,000 credits [used)

Maximum Speed; Ramming (g squares)

Amospheric Speedi 1,080 km/h (18 squaresfaction)

Weapon: Laser cannon; Fire Arcs Front; Attack Bonus: +8 (42 size,
&3 crew, +4 fire contral]; Damage: 4dwox=z; Range Modifiers: PR

+0,5 =2, M/Lnfa.
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the water found near the slasghtered Sauvax village) while the
ather ane remaing clear

The camp consisted of two orude bean-tos and a cooking fire
When the heroes arrive, they find the bodies of thiee colonists and
wo Sauvax among the blasted debris. Their clothes hang off their
Badies in tatters, and all of tsam have the remains of binders
clamped sround one of thelr wrists. A Treat Injury check [DC o)
reveals they are emadiated, overwosked, and even beaten in somse
places. A closer inspection reveals clumps of mineral dust caked in

crevices—Uhe same minerals rinning B e river EAL

Slave Excavation

Captured settlers and Sauvax provide slave labor for an excavation
site hidden among the mountainous Bleaks. The excavation 15 the
source of the pollution downstream, The recent altacks were
designed to convince the settiers that the natives were responsible,
and vice versa. Under the direction of Profex Rynalla—a noble scholar
fram the University of Sanbra—the dig showly uncovered an ancient
starship that crashed here centuries ago. Bynalla secretly nesearches
the lost ways of the Sith and other archaic Jedi traditions, honing her
Force powers along the way She hopes to unearth a legendary Sith
artifact from within the wrecked starship: the Bracers of Najus

Heroes sasily find the excavation by following the silty river into
the focthills on foot, by starship, o wing the Gevion to plow
through the light forest. The waters widen to a show flowing river
wihere it passes the slave camp

The site sits along the river's edge near a bank of diffs. The shaves
labar ta unearth the andent starship, tossing dirt excavated from
the vast depresibon against one side of the enclosure, whene a
stream washes the silt inte the river, A charged fence encloses the
site and the entrance to slave quariers hewn ot the base of the cliff.
& prefab guand lower rises at each comer, al varous intersals along
the fence, and on both flanks of the only exit portal. Several prefab
support bulldings stand outside this gate [barracks, supply shed,
mess halll, and an area deaned of debris and wnderboush provides
landing facilities for the slavers’ three snub fighters and single bulk
freighter. A generator powers the complex, while a small office shed
provides a command post when Rynalla isn't at the site overieesng
operations fram her suite in the bulk freighter.

The excavation area consists of a wide, shallow pit from which
pieces of the downed starship emerge. Teams of slaves dig away al
various areas, concentrating on one side that exposes a hatch to the
wessel's interiorn & line of slaves cxtends from here, dragging baskets
of dirt and debris from within and depositing it in the pile slong the
perimeter fence, Humans excavate the ground-level areas and the
dry parts of the starship inferior. Since misch of the wieck kes below
the water fable, only the .]mph:hm-ui. Canrean can wark the deeper
parridors, A team of five Elatoainan guasds beeps approximately 5o
slaves in line by constantly prodding them with heavy blaster pistols
and beating therm with stun batons

Several caves riddie the lower part of the cliffside. The slaves
ke thelr homes here, though they have little strength to try
tunneling oul. Banks of lumas on the teo Rearest guard towers
iNuminate the cliffs ot night, preventing anyone frodm climbing
the rocks to freedom.



Singe they'ne convinced nobody on Lerifar knows of the hidoden

[0 Eial nt. the sentries spend mare of thigir time 'I'I.I'r"lr: S
ey don tescape than watching for altacks from outsige

Twao sentries oocupy each guard tower, one scanning the camp
wihile the other leans on the light repeating blasters (308, crit 1g-20)
msoLirbed an theE fall ng Mok (Fto power supplies in the tower

base, Two pairs of guards patrol the perimeter sutside the fence

& large fusion generator unit provides the compound's power and
charges the fence. Anyone touching the wires sustaing 248 podnts of
electrical d""""'HI' esch maund. The {.:I_I.Jl:l'\;. im Ehie 1l '||'|L|'I.:: FOowvrrs
confral the lock on the main gate, though heroes can bypass the
lack watth a Disabde Device check (DC 15). The buildings and guard
Faiwers conslst of prefab units hastily erected on the site. Walls have
a hardness of 10 and 36 Wound Points, wiile doors have a hareness

of 1 and 24 Wound Foents, Door control paneis FitiE 3 sdmgle s

rily Foi 1E Feduiring a Diisable Device check (D€ 18] to cirdurmvent
Banks of lumad moduibéd atop the guard towers Hight thie facility ad
#ll tirmaes

Flayers can use the compound map to plan any strategy af diver
gion ] attack thesy wish o execube, AL The Tirst sign of any distur
bance, gua s huesthbe loose dlawes back into the caves and prevent
any from leaving, The bwo patrols watching the perimeter make o
dash Tor the smieb |I|_e=|‘||‘|'l 5 [0 provelE SOmME alr cower, Senines in L
towers scan the camp and its environs for the source of any attack
pouring fire from the light repeating blasters ampwnene they sus
BECE ey .I."l'-:l:.'

I the: eroes B5sault the encamipiment, Kyn ailla coordinates the
respanse to any altack from her suite abaard the bulk frelghter
parked in the dlearing near the snub fighters. She maintains contact
with her guands by combink fo assess the situation nig ally and then
bo direct them bo confromd BRe Feroes. Meamvesdile, she finds a position
wisene she can safely view the action from a distance—along the river
near the snub fighter landing area offers ber this viesw and easy access

to hier fr :ur_l-':.\. i, il g assests fed guards |'\rl\_.' SUDARyY e ploying haer

Snub
Fightais

J.‘ T
- .*:ﬂ' Hiulk i
# Fraightar
2

sy Excavation Site

| Shaver Guand: Male Elatooinlan Soldier 2; 101 + 3 (Deex); Dt vl

WA PO, Sl |'\-||' WED g, W ||!-||.'|w|"'.'l|‘l-|'! rl‘.!'
— - -

(3 class, +3 Dex); Spd wom: VRAWP Wl Az Atk +3 melee (specia

stun baton] or +5 ranged (3d8, blaster rifle}; 50O Unswerving loy

alty, DR 2; 5V Forl 4. Kol 43, Wil 45; 5Z M, FP o) DS3P Y Bep 41 50

13, Dex 16, Con 1w, Int 10, Wis 8, Cha 7. Challenge Code: 8

Eguipment Blast weil and kebmet blastier rifle, comlink, stun
baton, 15 credits

Sk Intbmidate +4. Listen +3, Pllol +4, Search +2, 5peak Badle
Speak Huttese, Spod 43 Tread Injury 41

Femts: Abertness, Armor Proficlency (Lighty, Pont Hank Shot
Weapon Group Proficiency (blaster plytols, blaster rifles, heavy
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Foroe skills: Erpathy, Foroe Grip, Fosoe Strike,
Force Lightning, and Move Object. IF her
guards take a beating, Rynalla orders them
to retreat to her fredghter to regroup, When
the guards counterattack, Rynalla sneaks
arcund for a surpeise assault on the heroes'
flank. Here shie employs her Foroe feats and
skills to enhance her own perfermance in
ormibat, chosing quickly and engaging the
it powerful hero personally when the
guards have diverted his ar her attention
Although she's a scholar, Rynalla handles
hersell weell in the Flrld.:ugmerﬂ.lng heer
weapon Lkills with the Force abilities she's
plcked up during her years secnetly
researching the Sith. (For a greater chal-
lenge, the Gamemaster might assume she's
already discovered the Bracers of Majus and
alloww her to use them in the final con-
frontation.)

1. Excavation Office

This small shack contalns the compownds
only computer, a subspace transcehver,
miakeshift il crate furnitune, and a sim-
ple camp bed, The chief slaver wses this as
an impromptu command center when
Eynalla isn't on site. & Computer Lise check
(L z0) gives herses access to the com-
puter’s files—they contain data abeat
baric excavation operations and supply
records. Hf the check suceeeds by 1o or
mione, the henses alio stumble upon clues
revealing Rynalla’s hidden affiliation with
the University of Sanbra’s anclent history
department, and her noles about the own-
ers of the lost ship, its Sith passengers, and
the artifact she seeks,

z.Generator

The carmp’s fusion gencrator runs power
along aerial or underground cables o every
prefab building, the guard towers, and the
fence. A Disable Devioe check (DC 15) shirts it
down, and a Dermelitions chedk (DE x5) sab-
otages it to explode

}ﬂm Quarlm L.
Thee slkaves live in 2 wanren of caves sur-

round the base of the rock cliff. When not
sleeping off thelr exhaustion, they try to
enhance the accommodations of these
mEager caves as best they can, Hall of the

slaves work at the dig every five houwrs
wihile the other half rest in the pens.

The slaves prove pitiful combatants in
theele weakened states all shaves are Human
and Sairsax commoners in 3 constant state
of Fatigue], but could become a diversion
for the guards if freed. They have nothing to
lnsttrylng to make a break fof the main
gate during the confusion, They alse might
climb the pile of dirt from the excavation to
have a better chance at escaping over the
perirmeter fenoe. As the heroes succeed in
assaulting the compound, the sentries
guarding the slaves become mone dis-
tracted and fearful for theis own safety

4. Excavation Site L

A shallow pit expases parts of an anclent
starship wiedk. Excanations cleared away
signiificant portions from parts of the wesel,
parh:ul;rl:,r a clearing near one of thee exte-
riof hatches. Slaves emerge from this anea
hauling buckets of rock and soil, which they
dump into the pile of tailings alﬂng the
nearhy perimeter fence.

The starship passageways meander
deeper underground down a gradual
slope. Most eventually lead into flooded
coiriders and cabing. Every two days the
guards evict all the slaves and inspect the
works to make sure nobody's digging an
escape roube or using salvaged materials
to plam an uprising. During these times
Rynalla also searches the unflooded arcas
for clues about the missing Sith artifact,
In emergencies, a few guards block the
hatch and keep slaves at bay with their
blaster rifles.

g. Pile of Tailings

The slaves dump the debris hauled from
the pit and starship interios onlo a lange
pile of tailings. It spills out through the
electrified fence into a stream that slowly
enpdes the pile into the river Every two
days the guards remowe any long pieces of
wreckage o other materials the slaves
might use to effect an escape, then flat-
ten the pile down to deny slaves an easy
way of vaulting the fence,

Climbing to the top of the talling pile
near the perimeter fence requires a Cimb
check [(DC wo0); howeser, heroes must sl
deal with the remaining two meters of
fence to get over the lop.

6, Mess Hall

This pml’a.tl- shelber houses the camp’s
makehilt mess hall. Two guands wosk in
the kitchens preparing meals for thelr com.
rades and nutrient loaves they toss over the
fence to slaves [ust before they begin their
shift in the mines, The mess hall proper con-
tadrs rowes of tables and benches made

froam discarded illpp'}' crafes. Al any given
tirme, 1d4 Klatoolnan sentries lounge anound
hrre lahiﬂ;ﬂ_llleir gl

pStorage 000
Crates, canisters, and barrels fill much of

this shetter, with a narmow path winding
its way down the cenber. Most containers
hald food supplies, but several have pawer
packs and enengy cells, a few tool kits, and
spare mining tools (simple picks, pry bars,
ihovels, baskets, and buckets). Use the
table below if the heroes wish to search
the storage area. Heroes who inspect a box
ot ramdam roll & db on the table below,
Heroes who are searching for a specific
Iterm make a Search check, wilth Uhe DL
determined by the item they seek.

SUPPLIES

Search 0L
s LT }'l'l'l'i‘l.’L'h_.lht b Fired
-3 Mining tools 5

3d6 Power packs 10

[ wilg Medpacs 15

B. Barracks

T rows of bunk beds prowide meages
guarters for the fadlity guands. in the back
is a portable refresher, while a clearing up
front offers a simple lounge for off-duty
sentries. At any ghven time, wlg Klatoolnan
sodiiers snooe on their bunks.

Peace on Leritor

I the hieroes defeat the dlivers and free the
prisoners, they still must present the &
dence to both colonists and Sauvao, resobe
ing the current animosity and SUSpICen
wihibe restoring amiable relations bebaeen
the two. This might entail additional diplo-
miatic visits 1o harvesters and Sauvax k-
van, with the requisite interaction and
potential for beeaching cultural protocol,
Both seem eager to go about their exis-



e tl‘u_*uﬂh with mare care about ouiside
lerference and polential for inted-SpEcies
misunderstandings

The heroes ivvobvement in matters on
Leritar doesn't have Lo end there=—destruc
thon of the slavers and thelr excavation
carmip leaves many boose ends for the heroes
o sttle

Recovering the Bracers: Assuming
Eynalla didn't retrieve the Bracers of Majus
before the heroes destroyed her operation,
thE henoes could explore the ancient star
ship wreck themselves. The slaves have
only a vague idea what they were seeking
and theey hawe no idea of the latend power
of these artifacts. The heroes might
descend info the ship, exploring its corr
dors and berths, looking for the bracers
and clues about the wessel's onigins, her
passengers, and ils mission in servioe 1D
thie Sith. Once they retriese the bracers
||‘||_':|r st decide whether to hamd them
ower bo the dettlers, Uhe Sauva, or other
imterested parties—or keep them for their
DT PILETF RO RS

Suspiciows Clano One Sauvax clan with a
village farther dowm the coast expresses
skeplicism that the heroes ropled oull the
true source of the ralders I'hiey masntain
that the settbers manufaciuned the entine
crisis and secretly worked with the slavers
to oppress the Sauvax. The heroes must
undertake a diplomatic mission to defuse
thie situation The clan, osweser, wishes 1o
use its dissatisfaction to forge a trade
alliamnce with the colonists I:(:-' separat ety
with the heroe) to gain access to mone

#7

The Bracers of Najus

Rynalla hopes to find a pair of ancient Sith artifacts, the Bracers of Majus. Although the
arnately carved bracers now sit buried in the muddy debris of the downed starship
wrech, Ihr_-jl still retain their awesome dark side powers. The Sith artizan Najus erafted
them to aid his ancient vendetta against ledi, though they possess unanticipated side
effects fo d-l-y;nur.lgr anyone from using thein against thie Sith.

The bracers dowubde the number of bonus dice a ledi rolls when calling upon the dark side
agpainst o langet allied with the light side of the Foroe, This bonuws applies any time the
wearer uses a Force Point to call on the dark side againgt a force-sensitiee opponent wha
has no Dark Side Polnts. The bracers give the wearer no beneficial effect when oonfronting
aryone who has at keast one Dark Side Point—in fact, should the wearers adversary use |
the dark wide against hirn, the opponemt gets the bomes! |

The bracers rest buried in the siit in one of the starship wreck's deepest, submerged |
charmbers. Rynalla's slaves might recover it in another bwo months of intense laboe if the

heroes learn of the bracers’ existence (from Eynalla's computer records in the excirvation
| odfice or from her very lips), they might undertake the challenpe of exploring the vessel

| and braving its underwaber chambers and deteriorated superstructure—an entire

| adveniure in itseH.

technology to economically or militarily rise
J e rll:lglll,u_lrmﬂ clans

Starship Origing: The beroes investigate
thie origing of the downed starthip, fallow
ing clues frem within the wrecked vessel
as well o legends armong the Sauvax of an
ancient calamity, a city falling from the
sy, and l.!{b-!'l ke emissaries who tried to
dominate them. Their inguest keads them
from Leritor o the University of Sanbra to
cxamine Rymalla’s pasi research and
uncower several promibsing leads on Sith
iore. These clues lead them to the mins of
a long-forgotien Sith stronghold filled
with traps, dormant guardians, powerful
dark-side energy, and a wicked legacy that
might consume one of the heroes

Pealea E:,ln.;.lla: Female Human Noble 3/Foece Adept 5 Init +6 (Dex, Improved Imitiakive);
Deef 17 (45 elass, 42 Dexl; Spd wom; WPIWP g4 atk +5 melee {1d3, punch) or +7 ranged
{348, blaster pistol); 5Q Faver +2, bonus cdlass skill [intimidate), insple confidence,
resouroe acoess, Force weapon +d8; 5V Fort +5, Refl +7. Wil #5; 5L M FF 3 DaF B Bop +2;
Str so, Dex g, Con vz, Ind 8, Wis 5, Cha 1. Challenge Code: D,

Eguipment: Blaster pistol, comlink, datapad,

Skitle: Appralse #5, Bluff +6, Compater Use +g, Diplomacy 49, Dieable Device +5,

| Gather information +7, Intimidate +12, Knowledge (galactic history) +10, Knowledge
[ledi lare] +5, Knowledge (5ith bere) +10, Profesilon [archeologist) 44, Read Wrile
Baslc, Speak Basic, Speak Hultede, Speak Byl Speak Sauvax, Speak Shyriwook, Spol

| b

Farce Skitls: Affect Mind +g, Drain Inl:rm' #3, Enhance Ability +7, Fear «4, Fonce Grip #15,
Force Lightning 4+, Farce Stifke 415, Heal Anather =3, Heal 52if +3, Moye Object +1o

Featy: Forco-Sensitthve, Frightful Presence, improved Initiative, Weapan Group Profi-
chency (Master pistols, primitive weapons, simple weapons),

Fonce Feats: Alter, Burst of Speed. Contral. Dislpate Eneegy, Senie.

bl

vengeful Consplratoss: Bynalla wasn't
alone in seeking the Bracers of Majus. Her
co-conspirators, sinlster sponsors, of com
peliton assume the heroes havwe taken POs
session of the bracers and plan b0 use them
for their owen ends. One or all of Ehete par
ties seck vengeance against them
attempling to buy back or steal the Sith
artifacts and eliminale anyone who knows
about them . ., particularly the herses. They
might attempt to approach the heroes
while Hu:'_.' WTAR up their affalrs om Lerifor
or they could follow their exploits to

ambush them later. B
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DICE, CAMERA, ACTION!

noe agaln we're looking into the
m screenwiriler's tool bag for useful
technigues we can purioin as we create star
Wiar adventurnes. 5o far we've examined the
usefulmess of structure and seen how the
opening of a story can proceed from the
interaction between the heroes’ goals and a
McGuffin & MoGuffin, you'll recall, is some
thing, usually an abject or person, that the
characters search for, providing &n fmpetus
for the plot.

Opening Act
Mo thiat you've oreated a AMcCuffin, it
time 1o dketeh out e plans for a first act—
a series of soenes thal takes the heroes from
thetr first encounder with the MoGulfin o a
b twwist that will shake them up and
change the story's dinection

I a rmosie that Tollows the thres-sct
strisciure, the fiest act is usually about
tweenty minutes te hall an howr long. Foriu-
nately, in a releplaying gome, you don't face

The Big Twist

arganize your thoughts. Structure should
seve you, nod the other way anound

A screenplay or roleplaying scenario 5
built from scenes. We could spend all day
defining what o scene is, but let's just say
it's a chunk of story that takes place ina sin-
EI: location and in comtinuows lime. Thiat is,
whenever you jump in thme or move from
ane major location to anather, you ve made
a transition from one wene Lo another
(Don't get bogged down in definitional
quibbling here. A running blaster fight
makes for o single scene, even i the charac-
ters run out of @ prison unit, down a corr
dor, and enta a launching pad. You can
probably intuitively feel what makes up o
scene better than you can define it

I @ melvertiane story, almaost all scenes
revobee around obitacles. An oliataibe 15 a3
pmbl-u-m the heroes miust overcome i afdes
1o et closer to their ultimate goal During
thee first act, the hetoes are trying either to
grt the McGutfin or to profect it frem hos-

In an adventure story,
almaost all scenes revolve
around obstacles.

the same kinds of pacing pressures that
filmmakers have to deal with, Players aciu-
ally want a slevwer pace In a roleplaying
game than they'd expect from a mavie,
They want time to understand what's going
o and to fermulate plans befone acting. So
s never neceLsany, of =i r witinhile, bo
try to force the story to.adhene to amy set
timeline. Players tend to find infenesting
tangenls Ghs don't plan for. By exploding
b,ul.ﬂrmmd details or inleracting with
minar characters, one graup might strelch
oul your first act to Last for an entire four-
hauir s=4tion, while another pould breeze
effickently through the same sections of
your adventure notes n an howr or l&,
Always remember that, In a moleplaying
game, struchure i only a device to help you

100 woLuWE ® HUMDER &

tile forces. (They might eventualty Tind 1hat
the MoGuffinenly led them to anathes,
maore crucial goal. but—even If so—thal
whon & happen et )

If they fail o cvercome an obstacle, thei
chances of petting 1 he McGuffin seem Lo
shiink. Their failure moves them to ancther
obstacke; If they overcome that, hey get
back on track.

if the group succeeds, they seem 1o mowe
closer to thelr goal. They mave confidently
on to the next obstacle

Do, er Do Net

es, you've figured owt the dark secret ol
adyentre writing: Whether the horogs suc-
coed or fall, they mowve an o anew obstacle
anywiry, That new clatacle might be of a

BY ROBIN D. LAWS

different nature, depending on success and
failure, o it might just be towgher if the
heroes fail and gasier ¥ they sucoeed

In & maosie, heroes sucoeed and fail ag
part of a pattern of rising and falling emo
thon IF the heroes fadled ol the time, we, the
audience, would start to feel cheated. Bud if
thiey never failed at all, the story would lose
its sense of ungency and suspense, The ooca
shonal fallure makes eventual victory ail the
pwneeter, For example, during the climax of
Beduyr af Hive Jedl, Lietas, Han, and khe droids
faoe many sethacks before they finally dis-
abile the shield generator If they sucoeeded
right off the bat, we wouldn't fecl nearfy
thix sense of elation ot their viclony, Like-
wlse, games would be no fun if the heroes
either abways lost or always won, The differ
ence i that the pattern of spccess and fall
Lre arises spontaneously from pliyer
idecitiong and the results of die ol

This meand Uhat a3 you aevelop your
opening act, you can’t predict which of 115
shstacles the heroes vall overcorme, Yau'll
need to develop several potential paths
rhrl;il.-EI'I the stony Some scenes will actually
pLeur; others won't

Let's say that our MoGuffin is Professor
Etha Maru, Our henoes have learned from a
sy witthin the Imperial Guard that she's
stumbled across @ way to mans-manufac
ture lightsabers that any stormirooper can
use, Their ultimate goal is te stop her,

In e first scene, the herced need to
lzarn about the McGuffin, so our obstacle
revolves gnound that. The henses must ren
dervous with the spy without being seen by
Imperial agents, IF they fail, they're s2en,
and & shoot-aut ensues. If they succesd
they move on to 3 space station, where, the
sy says, Etha Maru is due to sttend a secrel
conference of imperial scientists

(The Mo chart shaws haw the obstaces
in the abowe cxample relate (o each otk
It's here only to explain the concept to you
For your own use, you'll find it much casier
towork with a simple point form kst.)




Whon, Didn't S that Coming

&

Your may designate certain obstacles as
“must pass” obstacles; the sbory @i move
foravard viritil the heroes deal with them,
Unly dao this for soemes where the heroes can
believably keep trying undil they succeed;
athervwise you're bullding o pessible dead
end info your strscture. If the heroes find a
dead end despite your efforts, you can abways
have them restued o something, Solutions
like that feel unsatisfying, except where they
lead to further obstacles, where the hesoes
can redeam thelr previous fallune,

It's All in the Timing
‘Wi wanill the first act to Last for about three
ar four senes, @ven for o group that man-
apes to sucoeed at every turn, When the
shortest possible path in the adventure is
thres to four scened long, we prepare for a
big change-up. or twwist

In this scene, a dramalic shift oocurs, end-
ing the first act and kicking off the secand,
In an advenfure mowie, the heroes often dis-
cover new Information forcing them to
change tactics. In many instances, the twist
mativates the heroes to travel physically
froem onie kacation to another, The emotional
tome wsually shifts, too; the new develop-
rmaent is most likely grim, one in which the
hieroes Beam that their sibuation B esen
waorse, and the stakes much higher, than
they thought

Thee archetypal example of 3 big twist
eccurs bn Star Wars, when our hetoes amrive
af flderaan anly o discover that 1) the
planet has been blasted to rubble, 2) the
Ermpire has a gigantic space station.and 3]
the success ol thewr misshon now depends
on boarding the thing. What seemed like &
simple courier mission has now turned into
samething much mone dangerous Take
nobe of the way this plot bwist piles on the
revelations, Whenever possible, try to do the
same, creating a hlg twist b-c.a-rlnE multiphe
discoveries

Ay v v said before and will say again,
thie so-called rudes of strecture are meant to
be braken, especially in the unpredictable,
fast-and-loose atmasphens of a rebeplaying
session. Sometimes it's perfectly acceptable
to simply shift the action or location in a big
weary, Return of the fedis first act, the rescue
of Han from labba the Hutl, stands alone a8

an exciting action interude. When our
heroes finlgh off this secondany willain, the
second act begins, and we retwm to the tril
ogy's man storyline, as Luke heads back {o
Ragobah for his last encounter with Yoda

The next time you go o a movie, try to
keep an eye o for the act break, For that
matter, we'll leave it Lo you o pop your
video coples of The Empire Strikes Bock and
The Phortom Mencce Into the machine ta
firud their st breaks,

Making the Big Twist
To create big twists for your own adven-
bures, answer as many of thews questions

@5 Wil Can;
1. What major discovery do the heroes make?

2. What big location change does it lead to?

3. How dioes [t make the heroes” task hasdes?

4. How does i make the story daroer or
more serious?

Using ous Etha Naru example story

2 go ko the forbress planet Tikath, which i
1) natorlously well-defended, Complicating
matfers, one of (he heroes disoovers that
Etha Mam is 4] her mother, previously
thought to be a Rebel heraing killed by
Irmperial troops.

Hawing created the beig twist, your next
challenge is to ink up the varkous possible
scenes so that all of them somehow bead
the hemes to this big revelatory scene.
Although you can never be sure of anything
going accosding to plan in a game sesslon,
try to anticlpate in advance the lkely ways
in which your adventure could go off
course. Jot down some quick notes on ways
bo correct L it does. The trick hese is to
!..ul:lll:,.' suldr thie action without letting the
players feed they're being led araund by the
e, Make waur plot correctians as gente
a% r.n:rﬁib-l-l:.mhf—irlg situations in wivich the
heroes’ actions seem irebevant fo their sic
cead of inconsequential to the plot. §

this mlgh‘l be the place where the
heroes 1) bean that her plans won't

Just egudp bmpereal troops with dan-

gerous weapons—they il make dath
side practiticners infinitely more
powerful, This requines them to

Escage
cugindy
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Fram the Desk of
Professor Eliss
I kave mever fald the full slory of how [
f—m:pﬁ:l thie Empﬂm‘.: lhug: ﬂnd‘jﬁ'r-u'
Sanbra to a temparary Hfe in exile on
Erinemonen [II Uatil the signing of the
peace accords betwern the Empire and
the New Republic, I never felf saffe
enough to tell it. Were it not for Professar
Maonkuskeft and his ryrlerioes friend, [
wouild surely have been caught by an
Impertal death squad and shot threwgh
the brainpan for failing fe promaote the
lie of human superiorify

Mankuskert and a comrade had
accampanied me away from campus fo
the quied lending pads sowth of Ehe
Shmp_g.' Hostel At the outskiris, howewver,
a sginad af COMPMOR officers Blocked the
roadway, thelr lumas shindng in owr
faces, My hearts sinking, [ susdveled my
eyestallks toward my companicns and
mearly eried oul when [ discovered that
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Mankuzketts friend had vanrished,
Where a slender Nikto had been jusf
moments ago ::uadﬂl,ﬁ'ﬂh faced humaen
mman wearing the green uniform and
bristle-cut of an Intelligence recruil.

“Two diszidents, ™ he sald, nodding
toward Mankusket! and me, “Shuttling
them fo the Valiant for questioning ™

As we cleared the roadBblock and
reached the :n__fr!].rn_lf our own ship, [
Ferriembered e q;r_lfthq' Iy fitles
Manbkuskett held al Sanbre—Chair of the
Council on Mefagrowth and Polymor
j':'ﬂ-l'_'im [ .l|.['w:_.|".:1-.|.| nd oul whether my
benefactor was, in fact, a Clawdite, bul
the foct remains thal [ owe the last
rwrr:r_:..--_,l'iw Pears -u-_,f my !l:ll"r foa
changeling s quick thinking

—Tem Elizs

INTELLIGENT LIFE

Appearance
Clawdites are a genetic wariant of & human
iod species odiginating on the Mid Bim
panet of folan. Blologsts from Sanbra Uni
wirLity Fave ientilied sleven shape-shifting
species in the civilized galaoy—~_rom the
Podydiroxol to the Shifide—but unlike these
SpeCimEns the Clawedites cannst alter the
physical configuration of their bodies. Their
abdlities ane limited to changing the texture
et codoeation of thelr skin

By animals on Zodan hawe a simiar
ahility The spotted monzu can flash its back
In pulsating rainbow patterns, and the her
ke iy ECome a5 |umpy a5 thee oesert
rocks in which it hunts. The Zolanders
exhibited no special camouflage abifity, but
|_-.||I|:.l Folan sclentists rll'i'.‘!.l'.||:H| that the
penes for skin-changing lay darmant within
their chromosomal structure. & hundred
!!\.ﬂ'l'u'r.l1 1S A0, FESEATT hers prowed the
||'.|I|_||:|l cofmEct wihen gene [heTapy sawed a

population of ailing Zolanders from solar




burns, inadvertently unlocking their penvers
of surface marph ) This event marked the
Barth af the Clavwadites, th-:-u_gh It Wik cen
turies before they earned reccgnition as a
distinct soclal entity

I theelr matural sfate, Clawdibes ane indid
tinguishable from ather Zolanders, except
under genetic examination. Their skin-
changing abilities vary from individual to
individual and can be imiproved with prac-
tioe, The change i excruciating—the
Clavedite stage actor Suzdice hkened it o™
milion needles stabbing out from the
imsidie.” Some Clawd Bes go thelr entine ives
without developing thedr skill at mimdony:

The few Clawdites who practice the art of
skin-changing have learned to shunt aside
the agony of bubbling and twisting thei
siin into unnatural configurations, but sven
the best cannat sustain a full disguise for
mare than a fewr minutes. Some say that a
handful of disciplined Clawdites can main-
tabn @ shifted state |i1..'|c1'|r'-|l;ri:|,' and that this
abusse af thelr bodies has Bguefied their
Spocias Summary
A rare Light s the g

§ the color anc

other humanokd species for centuries af institulsonal

peErseLutson
Personality: Clawd e gquiet lone
vl b

Physical Descr

Clawdites can camouflage themse e

wire afl thisir skim ”I..-!r are pesentful of

Insldes, Such tales, however, refmain unsub-
PLantiated

Tha H'” ol skin |:'h.'|!|ﬂ|1|8 comies with a
dowmnside, a5 Clawdites are physically
wiraker than normal Zolanders and must
treat Eheir skin with special odls to prevent
splitting. A talented skin-changer can
assume the appearance of any humanosd
alien species, though the Clawdite epider
mils cannal duplicate the features of a spe-
cific individua] on demand, The wrinkled
skin of a Weegquay is an easy match, but no
Clawedite can generate the extra flesh
necded to create an Rhorian hammerhead
Clothes and jewelry can alio be mimicked,
provided they lie chose to the skin

History

& Fundned generations ago,a R esodite
unleashed a skin-eating contagion on the
population of Tolan, leaving the afflicted
with mo natural protection againsd solar
radiation. Wrapped in soring bandages,
thousands of sick Zolanders relocated to the

vl i “l:

wold of heers | The

nd requir

state, adult C1

generate extra lembs, wings, or ot P sl 3 s

cam atinme anly strictly hamanald fonms Thie Claw

You Sure Look Famillar

unpopulated Suttur continent. Medical
soientists visited the guarantined colomy to
test new straing of gene-therapy, and thedr

sCEss at rr'-ﬂ_rr-r'r.lhng_r.km cells #io
sliewed the treated patients to contnol the
oppearance of their skin. Dubbed skin
changers, the survivars passed this trait on
to thielr descendants, and within a century
“Clawdites” had established a robust com
rmumnity on Saltur,

H'-cju:umng society, hepvtnewer, Wiasn t 40 45T~
ple. Zolander religion had long preached
against those “who do not show their true
face,” and those Clawdites who immigrated
to other continents were forced to wear col
ored sarves 'deﬁllf:,'lﬂg them as skin
changers. Most Zolander merchanis refused
to dio business with anyone displaying
“deception colors.” Clawdites who refused
o weear the scanes were remanced o
secuned ghettoes on the falee pretense that
thesy carried disease

fg the Clawdite population grew, it
flewed what litle political poser it had,

siclif ey

it an

even mimic tight-fitting 1, pro lan't already

I anoid alie s % amnd 1.9
Languages: | te and Basic
Enample Mame Annatows, Surdice
Adventurers: Clawdite sdveilurers Cam e msmbers of any Class,
though thelr outider natures are best suited for fringed, scoundrel
oa Bounty hunter classes, A Clawdite ledi is posiible but unkikely
CLawniTi SPECIES TRAITS

C sl 114

AETPTLE TR

5 10 e lers
jurally able to change the shape

« and colaratbon of thelr skin wla rescular micro-cantrac
thon and aulonomiic blachemical processes. This
Clansdebe Eo chan e her appearancs to mimic that af
Medium-siz
als. Th
al the

(L 12) reduces this damage by one-hall &

Clawdife can rediste the Erandfarmation time Eo a mosse actian,
it this ralses the diffiowlty Por the Inifial transtonmatson o D
iB. The 1kin I.|I.|'|;!:|'| reverts to her natural Form (F £he is

stunned, Faligued, exhausted, undo

Autamatic Languages: Clawdite and Bati

Clawdite Cammonern Init +0: Defense vo; Spd 1om; VRIWEF =0,

Atk +o meles (1da=1, unarmed) or +0 ranged; 50 Skin-changern

o Fort +0, Ref +0, Wil +0: 52 M; FP o; Rep o; 5tr B, Dex 1w, Con 10,

it v, Wis w0, Cha 10, Challenge Code 4.

Skifts: Craft [amvy one) +2 or Profesiion (any ofe) +3, Knowiedge
[any one) +2, Read Wiite Clawdite, Speak Basic, Speak
Clawedite
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The Clawdites

causing diplematic headaches for the rest
of Folan, Eventually the Clawadites
approached Count Dooku and the Confeder-
acy of Independent Systerms, hoping to arm
thermdehies for possible civil war, The rise of
the Empire put such thaughts on hold, as
Iripezrial In1{'II|E\-|-n|:r beboet Kicll Tl i
wysiem Lo prevent amy skin-changing
Clawedites fram aiding the Rebellion

After the Battle of Endoar, the simmening
planetary fewd came to a head once mare,
prompting the Mew Kepubisc (o intencede
and attermpt to establish a peace, but the
assassimation of the Mew Republic's chied
negotizgtar triggered a full-scabe war. The
Clawdite vaporer Renneyn spearheaded the
assaulis that bed bo Clawdite coningl over
theee-quarters of the planed, including
Tolan's capital.

Socioty

leodated an the Sultur continent, the early
Clawdites developed a distinct cultune and
Language Clawdites tend to not follow the
religion af thielr Tolamnder brothers and
instead are passhanately secular, viewing
the uneerie wilh 3 kind of detached prag
matisrm. The oppression they ex p-eril.'rlril.'d 1|
{he hands of the Zolanders did littbe Lo wnile
them, and most Clavedites are quite willing
to I'u'l:r.1:.- their fellow skin-changers.

Thee e mixjor event In which Clawdites
joined logether to achieve a great goal was
the war against the Zolanders, and that was
little more than an accident of timing. For
the most part, Clavedite society is an ordetly
anarchy, with local wamiors known as
vaparers attracting followers te a multitude
of banmers. In the Mew Bepublic era, the
myriad vaporers independently arrived o
the conclusion that revolution was sud
denty possible; once Mew Bepubiic negatia-
tions fell apart, the most powerful vaporers
lavnched sssauits that created a permanent
shift in the balance of power. The vapores
Renneyn captured Zolan's capital eity. Ben-
ey, wikdle ot technically the leader of the
Clawedites, holds the miost politeal Influ-
ence in the owirent e

Clawedites have also -'.rruEH_F-rd againat
the pecullarities of thelr own planet. Due to
the polarity of Zolan's magnetic fleld, repul-
sarlifts cannot operate anywhere on the
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Clawdite homeworkd. Landspeeoers are use
less; ships that make the mistake of trying
1o land on Zolan drop like stones. An X-wing
could conceivally glide down on its airfoil
surfaces, but anything less aerodynamic (@
TIE ﬁgh!trm a ¥T=p00 freighter, for exam-
ple) ks guarantesd to orash

Dbwicwusly, Tolan has a perennial problem
attracting interstellar commence, To address
this abstacle, the folanders and Clawdites
constristted an enormous space station
whhene visiting ships ean dock: anpone wish-
ing to go planciside must then boak pas-
sage on a Zelander orbital glider. These craft
get back into orbit by way of messy rocked
boosters, which spew dlouds of smoke as
they roar cut of the planet’s gravity well,

Centuries af round-the-clock rocked
launches have polluted Zolan's atmosphene
somuch that the planet exists in perpetual
twilight. Frorm mid-rmoming through mid-
aftemoan the vky is dim and haay. In Zolan's
capital city, true night begins at three
a'chack local time, when only the searing
flares of racket traiks break the darkmess

Naw Faat: Shapashiftar

¥ou have developed your natural talent
for biophysical transformation to a much
greater degree than others of your kind

Prsegquilsite: Only Clavedites (and
ather natural skin-changers) may take
this feat.

Benelit: In addition to being able to
condrol the shape, texture, and col-
oration of your skin, you can alter the
kngﬂ'l, shape, texture, and coloration of
yaur haky, and even the coloration of your
eyes. You can alse choose to alter only
specific portions of your body, You gain a
+8 bonus on all Disguise checks while
using this ability, and you do not suffer
the wiual -2 penalty for disgulsing yotr-
self as a member of a different speches,
provided the species in question is
hurmanaid,

Special; When you first transform, and
after ach minufe during which you ane
transformed, you suffer 1d4 paints of
damage. This takes the place of any
other damage you would mesmally suffer
Tram your skin-changer ability. A Forti-
tude save (DC 12) reduces this damage by
ane-half.

Because this phenomensn 15 50 recent in
evolutionary terms—beginning less than
thirteen centuries ago—none of Zolan's
inhabitants have developed low-light
wision. The ubiquitous smog cleared some
what during the years of Imperial interdic-
tiom but returned to its former levels with
thee arvival of New Bepublic commerce. 6
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Clawdite Assassin
BY JD WIKER

Zam ‘Wesell is something of a heretic in the eyes of the average
Clawedite. Although Clawdites have strong religious convictions
against harming others for profit, Zam prefers to think of herielf
a5 'I:Iﬂ}:EIﬁ'I.II.H"." Much of her revenue as a bounty hunter goes
toward funding other mdical-thinking Clawdibes on Zolan—and
Zam makes a great deal of money, She most often appears as a
human female,

Zam frequently questioned her people’s self-imposed religious
restrictioms—and how those who rejected them were remanded
fo the status of third-class eitizens. Zam dechded she would neither
[emilt heesel nor live ina shom, She allied hersell with the Mabar,
an ancient arder of Zolan wanior I'n-lghﬂ She kearned to fight,
achiewing the thind bevel of Mabad mastery. Zam also developed
her natural talent for shapeshifting until she could pass as a mem-
ber of nearly any ather specles almost indefinitely. She disguised
herwelf a5 2 human businesswaman and fled Zolan for Denon, a
city-planet second only to Coruscant Lo hone her less noble skills,

Thie Separatist moverment has provided Zam with o pretty con-
start income. She doein't much care which "side”™ she works fioe,
and both Separatists and militant loyalists are willing to pay good
maney to keep each other in check

Lam Wesell: Female Clawndite, Saldier 355coundnel §Bounty Hunter
% Init &3 [Dex); Def 20 (+8 class, +2 Dex); Spd wm; VRAWP 66H3; Atk
+0/ +4 melee iy, punch] or-snfed ranged {2dB, dugthrower rifle)
o #1146 ranged (3d6 blaster pistall; 50 Skin-changer, illicit barter
luchy (Ligame sesdlon ), precise attack +1, target bonus 22, sneak
attack sad, D 3; SV Fort +7, Bef +q, Will +5; 52 My FP 30 D5SP 4; Rep
+8;5tr 10, Dex g, Con v Imt 13, Wis 13, Cha 12, Challenge Code: E
Equipmert 5 ||!:1|||uw|_-r Fifhe, Dlaster pishod, v |!|n|1|1ﬂi':|“_':tlll'l
culffs, combat jumgpiuit (with integrated breath mask], blast hel
miet {with Integrated encrypted comlink), ASK-121 assassin deoid
it rermcte contral), Jirspeeder 1 power pac ks, secusrity kit,
ancient AMabasi emblem
Skilfe: Bluff 45, Climb +4, Computer Lise +g, Disguise +g, Enterfaln
[actingg) +3. Gather Information &g, Hide +8, Knowledge (alien
specie) +6, Knowledge (streetwise ) 48, Listen &5, Move 5 ilenily
#10, Pilot 413, Read Wiite Basic, Read /Write Clawdite, Eepar 43
tense Motive 45, Speak Baske, Speak Clawdite, Spot +7, Survhval
+7, Tiirrikile 47
Featy: Anmor Profickency (light), Far Shot, Mimic Poind Blank Shot
Precise Shot, Shapeshifter, Skill Emphasia [Pilat), Track, Weapon
Group Proficency (blaster pistols, blaster rifles, heasy weapans

simple weapons, dugthrowers, vibroweapons). §

o TAR WANS GAKER
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Fe mirprshmﬂtr i the master of
lamg-range combat, preferring to
engage his enermies from hundneds of
mieters away Stealth is his greatest asset,
the ability to strike a target without waming
and with uncanfy accuracy. His patience,
condrol, and :unninE make him one of the
st feared opponents in the galaxy

Many sharpshooters are members of mil-
itary organizations. They often operate with
a spotter, Inl'lltr;ling deep into enermy terri-
tory and eliminating high-profile targets,
sowing confusion and fear in the ranks of
the opposition. Sometimes, sharpshooler
teams are attached to other military units,
One of the moest famous sharpshoobers in
the Mew Republic was Myn Donos, & farmer
mem ber of the Corellian militia who earmed
his bloadstripes as a smiper. His shooting
and flying skill prompted Wedge Antilles fo
recnisit him 2t a member of Wraith
Siuadron, the New Republic Special Forces
group that was instrumental in defeating
Warlord i."*.in|

Mot all ;harpﬁhn:ll:m serve in the millibany,
bt O many urbanized warlds, kocal
security forced traln shanpahooters as part of
crisls response teams, Similarly, shanpahoot-
ers are often Included in the security forces
that protect important polithcal figures.
Many sharpshooters ane sportsmen of
hmnlg-lilus.lng_lhi:ir exceptional shill to track
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and kil the most dangerouws of wild beasts,
And, of course, there ane assassing, selling
their deasdly services to the highest bdder

REQUAREMENTY

To qualify to become a sharpshooter, a
character must fulfill all the following
eriteria:

Base Atlack Bomis: +4

Skillsz Hide 5 ranks, Spot § ranks

Feats: Far Shot, Point-Blank Shot,
Precise Shot

Class Festuras
The sharpshooter's class skills (and the key
ahility for each skill] are Climb (Str), Com
puter Use fint), Craft famy) {int]), Disable
Device (Ink), Disguise [Cha), Escape Artist
(Dhexe], Hide {Dex), Eniovarled ge fany) (Ind), Lis
ten (Wis), Move Silently (Dex), Repalr (Int),
Spot (Wis), and Survival [Wis).

5kill Palnts at Each Additional Level:
o+ Int modifies

Vitality: w6 per level

Special Abilitins
The sharpshooter gains the following spe-
clal abilities:

Preferred Weapon: At 15t, 5th, and gth level,

the sharpihooter gains 3 1 bonus o attack
rodls with a vmgl:'- r.:nﬂ;ed W po of Iwis
chaice. Choose one weapon with which the

I e wa
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sharpshooter ks proficient, Each time this abil-
ity is gained, it may be applied to the same
weeapon (the effects stack) or to a different
wieapon. This abﬁh' stachs with the YWeapon
Foncuas Teat, as well as any othesr bonuses that
increase the sharpshooter's rangped attack
honus with the prefened weapon

Ranged Sneak Attack: Beginning st 2nd
level, if an apponent B unable to defend
herself effectively from the attack, the
;harps.hmlcr cain siriboe a vital spot far extra
damage. Any time the sharpshooter's target
would be demied ber Dexterity bonus to
Defense 1ru-ﬂ.:-rdkn of wihether the has a
Diexterity tanus) and the sharpshooter saif-
fers no range penalties, his ranged attacks
deal s damage. At 6ih bevel, this bonus
Improwves to+2db. AL 1oth level, it improves
Lo+ 50

This ability is not cumulatie with sneak
attack bonws dice earned by gaining levels
in other classes,

Follow Target: At 3rd beved, the shanp
shooter becormes adept at keeping his
weapon trained on a moving target. if the
sharpsheoter has made a successful ranged
touch attack against a moving target,
there's a chance he can retain the benefits
af atming (see sidebar), Each round the tar-
get moves, the sharpshooter can attempd a
Beflex save (DC = distance meved In metens)
o stay hocked on the tanget.




mprowed Range: At 4th bevel, the sharp
shooter has become o familiar with his
preferred weapons that he can greaily
extend thelr rmange. When using a prefemed
weapon, treat its range increment as if it

prederned weapan.

was double its isted value. AL Bth level, the
shanpshoater treats the range Increment for
a preferred weapan o iF i wene 15 x the

listed value. Improved range replaces the
effects of the Far Shot feat when using a

Deadly Alm: Beginning at Tth level, the
sharpshooter can wse a preferred weapon (o
deliver 3 coup de grace to a helpless for
even at bong range a4 a full-round action. o
use dmrl:l:,n aim, the sharpshooter st

Youll Never Know What Hit You

suffer no range penalties against the target
and make a norrmal renged attack roll
Hecause the target i helpdess, ranged sneak
attack damage also applies. See Chapter 8
Combat of the cone rulebook for informa-
tion on coup de grace attacks. 1§

Mow Eguipmuant: Targeting Scope
Coatt ratin g |l||-!_- < fatingE = go crediis
Weights raking = rating = a.1 ki

hrgﬂhﬂm are similar to macrobinoculars and electrobdinoc-
ulars in forem and function. They allow the user to see over greal
distances and sormetirmes enhance what the user sees, A target-
ing soope can redice range penakties buit requires greal concen-
tration and can make the user vulnerable to attacks,

Each individual soope has a rating of 1 or maore, Targeting
scopes reduce the range penalty for Spat checks to =1 for every
[4 meters = rating] {instead of =1 every § metersk Scopes can also
be cutfitted with lew-Bght vision, darkvision, or Blindsight for an
additional cost. Treat these as scopes of 1, 2, or 4 ratings higher,
respectively, for cost and weight only, Scopes that cost more
than 5,000 credits ane considered milltany hardware,

Using a scope mounted on a readied weapon Is a free action
that can pr-wnht an attack of npp-uﬂurlltr. When you use
soppae, youl lose all Dodge and Dexterity bonuses to Defense until
yilid Aeact aethon. Yau cannot wse s scops In the same round that
yous reove, exiepl for 4 2-meter adjust. In exchange, divide the
distance to the target by the scope's rating before applying a
range penalty,

A targeting scope does nol extend the maskmum range of a
weapon Weapons are limited to a maximem range af o=
range imorement. Feats such as Far Shot and abilities such as
impreved range are included when calculating a weapon's maxi-

marm Iil'w.

%,

Optional Rule: Aiming

#s a full-round action, you an try (o zero in on a target using a
blaster plstol, blaster rifle, slugthrower, of & primitive, simple, or
exptic weapon that fires a projectile in a strabght line. Alming can
deny a targed its Dexterity bonus to Defense and reduce range
penalties. You cannot aim with a thrown weapon

Adming requires a r:m};e'rlh'rurh attack, can provoke an wtack of
opportunity, and causes you to lose all Dedge and Dexterity bonuses
to Defense for one round. I the attack & successful, the target is
denied its Dexterity bonus to Defense (even if it has none) fios your
next single attack with this weapon, if the target moves more than 2
meters between the thime you make the maged touch attack and
your next nnglt .'lrr.1|.'l:_:|'|.1u gain no benefis fram aming.

T Taablowa ng e ifbers apply ml}' o thee neact single attack that
fodlowes o successiul abm acteon:

Posiition: A kower center of gravity both stabilizes the weapon and
reduces recoll Kneeling decreases the range penalty of the attsck
by 1 Lying prone decreases the rmnge penally by 2, For instance, -2
range penalty becomes +0 when the shooler is prone and s effec-
I:W-_—I!.l i penalty

Support: Suppart hobds the weapon steady, reducing variations from
imiriule ke el |lr||'.Hl.'n.-l!|-l1'l.‘| support (3 vehicle, crate, tree, o
wall] decreases the range penalty of the attack bre 1. Good suppart (a
bapod, tripod, or sandbag) decreases the range penalty by » Prepading
support i & rove actkon that can proveke an attack of opporbunity,

Only slugthrowers, blaster pistols, blastes rfles, and similar exotic
weapons gain a benefit from position and support. Reduction of
range penalties froum porsition and support stack

TI'I n EI'I arg !-'I1I.II'J'.I! i

Base Alack Fart Eeflex Wil

Defense

Bairiis

Heputalion
Bk

Lewel Banus SAVE Save Save

Special

it Preferred weapan | +0
2l 1 ] 1 3 Ranged sneak attack +1d6 # i
yrd 42 + +2 Folbow target (if wsing optional Aiming rule) + o
4th +3 # +2 ] Improved range (=) # #
sth +3 A +3 Preferred weapon 3 |
6th +4 +2 +3 5 Ranged sneak attack +3d6 +2 +1
Tth 43 *5 Deadly aim +3 2
8th +6 +3 +4 v Improved range (x2.5) 43 +3
gth 1] #1 +il +h Prefered weapon +3 *2
1oth +7 " 5 +7 Ranged sneak attack +3d6 4 #2
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USTRATION BY

he Sar Wiors galaxy s a dangerous

T place, where even brief bouts of com
bat can turn desdly in seconds. Brom
ightsabers to blaster bolts, there are count
55 ways a belng can ged crushed, makbmed,
burmed, sliced, or blasted. In those dine
times, the skills of a talented healer ecomse
the most needed, While doctors, surgeons,
andl specialists use chean facilities and bulky
tacta tanks, the medic is the hefo in the
field who can patch up your wounds and
send you back into the fray in a matter of
mioments,

Medics are dociors of LUngeans whi per-
form thelr practice in and arsund combat
o, They almeost ahsmys have some sort of
mildary training, seen i it is onby 3 small
amaunt, and they can fend for themselves
wrhien the blaster bols start “:ﬂllﬂ Although
theeir focus i on the healing arts, they
requine basic weapons and armaor training to
survive amid such mmidnent danger, and
mast spend enough time F|E|'1|n|r for theie
lives that they become quite good at it. No
stranger to the grisly aftermath ol warlare,
the miedic remains oollected and in control

evien in the most intense situations

108 wHlUME 2 HUMBER &
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Medics are both disciplined and well edu-
cated. Thesr medical tradning i equal to that
of most emergency staff, and somatimes
thelr experiences lead them to new and
wnarthodox methods of treatment. Medics
take their work serlousky, but with a towch of
pragmaltism that tends to ghve them a mone
hard-edped outlook. Medics tend to be prac-
tical, constantly thinking about wihat can
and should be done rather than getting
caught up In theoretical sifuations. Talentbed,
organized, knowledgeable, effective, realis
tic: dll of these terms describe the medic

Roleplaying Motes

Madics, lile most other professions in the
palaooy, come in all vareeties. They ane most
commaonly found in military and paramsil)
tary arganizations, where thair field expen
pace and traini ng has a chanoe to shine, The
Rebel Alliance, Galactic Empire, and the Cig
and Now Republics, have wome of the most
taberbed medics at their disposal. Smalles
organization like the Corellian Special

Foroes, Antanian Rangers, Peace Brigade, and
Rocket lumpers, among others, wsually ke

a pore growp of medics that are dispatched

when the need arded Whenever armbes
clash in battle, 3 strile team invades an
enemy cormphes, or a camg falls prey toa
surprise raid, the medics of the armed forces
throughout thie galasy are sumrmoned

I @il itiomn to those msdics whio find
themnsebes s members of different mili
tary peganizations, there aré those whao
function independently but rely on sirmila
training to patch up the wounded. An inde
pendent medic might find himself working
for a pirate gang or criminal organization,
healing those members who werne injured
on a previous mission, Others mighi Latch
on to a group of smugglers, offering their
services in such a dangerous trade in
exchange for a cut of the profits, Still others
might choose bo join an adventuring party
because of similar EI:-JI'-. or philasophies,
lerding thelr abilities to form a better
balanced group

Wihether peofit, prafedsion, of kleals
rsotivale the medic, thene are limitle<s
options available to medic heropes. There are
counthess ways o hena can learn about med
kelne and biokogy and nearly & rmany
arganizatiosns willing to offer a skilled doc




tor baslc arms and equipment tralning. A& such, mary different
kinds of heroes can be considered medics, each unigue in style but
with the common gaal of saving lives. in the heat of combat.

Variant Abilities
Varlant v: Skill Mastery (Treat Injury)

Instemnd of gaining the Research ability, medics can maintain their
pobie while in a dangerous situation and administer healing to
those who need it. As per the Scout ability, when using the Treat
Injury gkill, the medic may “take wo" on the roll even if stress and dis-
tractions would nermally prevent him from dedng so. He becomes
s certadn in his skill that he can use it reliably even wnder adverse

COrHE oS,

Variant 2: Courage Under Fire

B R e m——

Imstead of E.;Inlng the Instant Hﬂster:,r ahllil!:,r, redics gain the akbil-
ity to perform emergency ald to injured characters while still main-
taining a combative stance. Using the Treat Injury skl to attend to
daped, knocked out, or stunned charscters, a5 well as using a meed-
pac of fiest add whibe In a theeatened area, does not provoke an
attack of opporfunity against the medic.

Vasiant 3: Ready for Anything A ¥

Dpen Wide and say AAAARGHHE

rHEw Medical Equipmeant

BT OWEN X ., TTEFHINT

MiEDicaL BAckpack

Cost: Boo credity

Weight: 5 kg

The medical backpack ts designed as an all-purpose emengency
maedical kit, It includes a standard medical kit, a collapsible repul-
sorlift stretcher (capable of carrying up to 150 kg of weight), a sim-
ple diagnostic scanner, and a medical procedures database.
Consulting with the database (which takes a full round action)
grants a +2 equipment bonus to Treat Injury checks.

The medic s=es a lot of wouwnds that often turn up only on conpees
outiide a war zone. Years of training have taught him how best to
freat a fresh combat mllur:,l: Instead of the Tech Speciakty ability, the
medic gadns a +4 competence bonus to all Treat injury checks used
to tread o charactes injuned ten minutes (100 rounds) ago or less. §
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only to transoribe Shyribvook using the
Bashc alphabel, it can also be used ko trans-
late Wookiee native names into sounds
mixst ".p-n:ln can pranounce. Though not
technically the cormect pronunciations of
thess narmes, a Wooklee familias with Basic
recognizes this version of his name and
generally anseers toit

To heldp create Wookies names for use in
roleplaying garmes or &5 player names for any
of the nurmsenous Stor Wien compuler games,
heere's 3 handy Wookice name generator,

How Ir Worxs

Each Woakiee name consists of a prefix
(fresm Table 2) and one or mone suffives
(from Table 3). Definitions are included in
these tables to help determing what a
name means once it has been generated,
You can randomby generate a Wookles
name b'!‘l I'ﬂ“lrlE on Tabde 1. 1 you pﬂf!r,]ﬂq.l
can pick a set of definitions you like, then
avsembie a name that matches them. if
your characber is a scout who is fond of
locking up at the night sky, you might
decide his name will mean “Star-Gazer” You
name hirm “lowona.

i you don't like a particular combination,
try adding a, e, v, |, 1, 5, 5h, or a set of double
betters, Although not every combination of
prefioes and suffixes will sound right, usu-
.1I|5- cnly a I'I1II1|.'.|H11.II'IE¢I" dhoes, the Ltrick.
you can't make a partioular name worl, try
onewith a similar meaning. If you dida't
ke "lowova,” iry “lorwicaza,” o name that
means “Star-Tracker,” instead,

 you randemly generate a name and
don't like the weay it sounds or its defindtion,
try ahtrlng the order of Ehe woidd. I 5 also
possible to wse the definition as a starting
place for a name's meaning. Often the defi-
nitioms can be combined in a poetic way for
better results. in the case of a thres- or
more-syllable name, try dropping one or
maore of the definitions. Don't woinry about
P Namies ﬁhaling the same meaning or
having two definitions for one name, The set
of fules for translating Wookice names into
Basic ane fairly good, but they'ne not perfect.
Most Woolders acoept that much of the sub-
tlety of thelr native tongue ks lost when it's
rendered in Basic. §

Just Don't Call ther 4l

for Linner

Wookiong Name=
Tapie 1y Ranipor Namis

o Result

TaAELE 3; SUFRINES

% Word

TaRLE & PROFEXNES

1% Wiord Meaning

i

sty S Sicret. sk

-5

y-33 Geyy  Fat, large, great

Fro

I¥

i
E
|;

IE

 High, tall, tree

|

55-57  Kerri

G1=63 Lak  Autumn,blood, red

6765 lof  Clever, cunning, wily

|l

|

Bs-B7 Shor  Deadly, flerce, lethal,

|

g1-93 Spet  Famed, legend, leg-
endary, mythic, revered

g1-w00 Wil Quiet, soft, stealthy
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Travel the galaxy. meet new and
interesting people. and haul &m in
—dead ar alive

Star Wars
Bounty Hunter

BY ERIC BRATCHER
PLAYSTATION 2/ GAMECUBE

Shar Wart Tans who've been around since the Producer loe Brisbols thinks that
Jango Fett raises the bar for action
heross. “Even though Boba Fett

wias. uh, somewhat limited in his

original trilogy was in theaters may
remember a dlever little giveaway
Kenner created to spike sales of its
344" action figure line. Four proofs of
purchase got you a free Star Wars

effectiveness,” he says of the

bounty hunter's appearance in
action figure—and not the classic trilogy, "he was the
puy everybody wanked to be

When Jango comes out,

just any figure,
mind you, but a unique character that was not
available in amy stone, at any price he's going to take
Clever marketing. to be sure, but what's that to a whole new level. When you're done
playing Star Wars Bounty Hunter, and you

pla!,. as the hero in another game, you

interesting is the figure Kenner chose for this
promotion—Boba Fett, the flercest bounty
Ficivter in the g.1|.|:-::,'.'l."'.'h|'|1 Fett's run as a promo-
tional tool ended, another bounty hunter figure
(Bossk] stepped in to run the show, The choice of
these lesser-known figures was simple—bounty
hunters are some of the coolest characters in the
Star Wors galaxy, With that in mind, it’s surprising
that gamers have so rarely been given the chance to
play the role of a bounty hunter. Boba Fett was one of
the selectable characters in the PlayStation fighting
game Masters of Terds Kasi, and that's about it. Con-
sidering there have been well over 40 Star Wais games,

should say to yourself, Jango Fett would
kick this guy's butt.™

The Setup
Despite Jange's prominent role in Atfack of the
Clowves, the action in S5far Wiars Bounty Hunter

actually takes place roughly ten years earlier, just
a short time after the events of The Phantom

Mengce, The game's story fleshes out events that

ane only mentioned in Attack of the Clones

“It was important for us to not just retell the

mavie plot,” says Director lon Knoles, sdding with
a smile “Especially in this case, because our game S
hera 5 a willain in the film, and in 3tar ¥ars movies

that's not much of a presence for the galaxy's most
ruthless bounty hunters.

Luckily, that's about to change. LucasArts is hard at
work on Star Wars Bounty Hunlber, a third-person
action-adventure game set to make up for all these
years of oversight in one fell swoop. The game lets
players don the Mandalorian armor of one of the most

the villains domn't ahways wind up on top, In a game,
viodl have to come oul & winner”

The story begins when Darth Sidious charges his
new right-hand man with dismantling a cult that is
interferimg with his plan for domination of the
galaxy. The henchman's solution is to hire a number
of the galaxy's most tenacious bounty hunters to

notarious baunty hunters in the history of the galagy —
jango Fett, father of Boba Fett and major player In the galaxy
threatening events of Attack of the Clones, The elder Fett is the
genuine article, a hard-boiled gunslinger with a cool demeanor
and all of the skills to get the job done.

dispose of the cult’s leader, Jango's resume ks on the
top of the stack, and the wheels that drive the
game's plot are set in motion
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Jaster's Legacy
Hardoore Star Wars historians should be

thrille

o hear that 'I||r':,' can Mearn

the arnigin of Save I in Star
Wars Bounty Hunter. Howi
Alas, we're not cleared 1o

revieal that secret so sopon.

The last thing we want is a

death mark on our heads.

Howower, the wessel Jar

before he acquires Slave [ is

lkely to lead to quite a bit of
Expanded Universe speculathon: It's

a run-down, Mandalorian _i.l.ll:-rl:,'

something to do with Jaster

Mareel, the name commaonly

believed to have been Boba

Feft's original moniker? We

can neither confirm nor

dl:n:,r SEh theor &g, Bl

rumors ane now circulating

that laster Maneel could

have been one of Boba's earller
assumed names, not his (or her—

there are a lot of rumors out there) given
name. Hopefully, between Star Wars
Bounty Hunter and Attack of the Clones,

we'll finally get some answers to these
questions surrounding the Fett mystique.

Gama Play

Even at this early stage of development,
Star Wars Bounty Hunter ks shaping up to be
an action fans dlﬂam_sh.llirrﬂ Lame ele
ments with successful titles ke Activision's
':'-.pl-.'il_'r-h."l.:n and ':';.l:ln}"'_. ‘_-'ug,rphn-n Filter sEries
while preserving the unigue identity of the
main character, Because of Jango's two
fisted gun fighting style, the action will be
fast and furious, resembling nothing so
much a5 2 Wild West showdown,

For inspiration, Bribals says, "W looked at
Betal Gear Solid 2. 1t a Erle.'lt game, bart ome
that's slower paced and more stealthy in its
nature, But when you |k at I.||1gn_'|.l.'|1|'| s
jetpack and armaor, he's more the type of guy
whio's g-:.hing to kick donam the dosor and Blast
anybody in his way rather than go out of his
wiay to avoid a confrontation,”

lon Knoles echoes this sentiment. "The
guy looks cool just standing there. His sig-
nature weapaon is a pair of blasters, He's sort

of a space cowboy
That's somet hinh: Wyt
wiant to play up a lot.”

Space cowboy or nat, don't let Jango's
predilection for blasters ket you think that
he doesn 't have other weapons at his dis
posal. His arsenal could make even Batman,

the jet pack

Iinspector Gadget, or lames Bond's Q jeal
ous. Throughout the game, lango wielkds at
least a dozen different weapons ranging
froam grénades and & Sniper rifle to maore
exotic fare, like a jet pack-mounted rocket
and a wrist-mounted flamethrower, OF
course, Jango's other wrist conceals a whip
cord for those bounties that absolutely, pos
itively must be delivered alive. Even without
this fabulows array of toys, Jango is never
weaponless as long as he has his fists for
pummeling and his feet for a switt kick
Jango is fast and surprisingly nimble,
despite his armor. The design team focused
on these qualities wbkile creating the
game, Even this early in development,
Jango’s controls are already quick,
smooth, and responsive. He can
run, jumip, and dodge from side
to side. He can lock onto a target
and strafe around it, and when wielding a
blaster in each hand, he can fire at two dif-
ferent targets simultanecusly. He can hang
from a |I_‘-|!El,' |:|:.I kit fi I1EI'rtl|:l'i.. |:'””“"E Tl
self up or moving along the ledge’s edge

with his

hands. He can
also ] araund

corners while hang-
ing or even Ir_'.||:| from

ane lad ge to another—a very

weloome talent for Lara Croft and
Mietal Gear Sodid fans
But you don't care about all those abill-
ties. We know what you remlly
weant to read aboat

STAR WARS GAMOR




Knoled deseribes the jet pack as “your
ace in the hole,” Buriting to life at the
tauich of a button, it lets you make giant
leaps, dash gquickly n any direction, and

perform complex maneuvers |k straflng

or somersaulting sideways while sus
F.|lr||_1|:||] mamentas ||:f im mid-air. The P k
won't enable you fo sctually fly, howewer,
a limitation Knoles explaing as necessany
ta keep Star Wars Bounty Hunter from
becoming too much like a helicopter
shooting game., 5till, it's quite clear that
langao has a wide variety of moves for
gamers to master. He®ll need them, toa,
He might be the toughest bounty hunter
Im thee ga la XY, but there are plenty who
want to see him vaporized=—not the least
of which is his ultimate bounty, the mys
terious cult leader,

= T R
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The Story
Jango's adventure begins at Cutland 5ia-
tion, a sort of galactic truck stop that looks
like a seedy Hong Eong street market. Lingo
has tracked a bounty to the domed space
station, and after capturing his prey, he
meets sith the station's ownier, his friend
Bozatta. She's a tough old Teydarian who
has recelved a message offering lango a
chance to participate in a special bounty
When Rozatta learns the tarnget of the hunt,
hawrewern, she urges lango bo pass on 1|'-'“_|n|:-
Little Is known about the culk, bu 3 Tew
details are certaln. For instance. the culf
members steal all the dead from the batile
field after a skirmish, convinting the prag
matic Foydarian that they are not to be
trifled with. Meedless to say, lango takes the
job despite his friend’s warning, and the
story begins in carnest

Thene are aver a dozen levels in Sior Wars
Bounty Hunler, covering Six worlds ranging
from the bowels of Coruscant to the desert
wastelands of Tatoolne, a maximum
security asteraid prisen, and beyond
L‘.i..l.ngﬂh-r pursuit, lango tangles with
srmuglers, & corrupt politician, a Krayl
Dragon, an anmy of Dugs, and hordes of the
galaxys most wretched scum and villainy,
ml to mention fierce competition Trom
rival bounty hunters.

in all of these locations, Jango stalks
through the dark, steamy underbelly of the
galaxy. Indeed, the overall atmowpherne of
the game is much darker than in most Star
Wiars adwertures, With swch an anti-hero as
a rmain character. that choice was olwsous.,

“langn is a villain In the movie,” explaing
Kmnodes, "He's not really evil. He's just a guy

- - . =
- JHIMTEE MEER

doing a job, but he's stil there doing all this
nasty stuff. How do you make someone like
that a hero ina gamed It might be fun be
just play @ bad guy running around slaugh-
tering Jedi, but if the Jedi ane the worsd
adversaries you're going te mn inta, that's

it vy compelling—or hemic. What we
wanbed to do was create a really dark,




seedy, spooky world filled with willains that
even a ruthless bounty hunter might fear,”
Quite a challenge, to be sure, but Knoles’
team seems 1o have attained this cminous
goal, A Krayt Dragon is an awesome beast,
and Dugs are both quick and mean, but
they're nothing compared to Montross, 3
brutal bounty hunter whom lango
regards a% an arch nemesis, Though
litthe is known about Montross and
his connection to Jango, it's chear Always @ Pleasura
that this bounty hunter gives
new meaning to the term
“cobd-hlpoded "
Knaoles explalns,
“lango Fett

Stav Wars Bounty Hunter ks still
mcnths away fram completion,
Regardless, the concept a nd storyline
of the game are among the most exciting,
compelling ideas we've heard in quite some
time, and Jango is an incredibly appealing

many e
cold and main character. When this game arrives on
calculating, tirne to time. Naturally, the store shelves this winter, PlayStation 2
but Montnoss is bounty hunters typically punctuate these owners everywhere will do well to
totally ruthless. We pccasions with blaster fire and explodions track it down. 5§
introduce him blasting speaking of that final bounty, expect it
some poor guy begging for to be an ultimate example of just how
mercy despite his pleading, T'm much worse than Jango a character can be.
warth more alive!” Montnoss just While Kmoles was reluctant bo give away
replies, You're worth enough dead,” and too many details, these are the words he
blows him away.” Mentross is hunting the uses to describe the ultimate prey. very
same ultimate creepy, mysterious, powerful, and evil,

prize as lango, with a past that's ... interesting.”

w0 the two “It's kind of an Apocalypse Now
will eross angle,” he says. "They were going up
paths from the river to capture this deranged

Colonel Kurtz, That's kind of the

same idea. This is a bizarre

character stirring up trou-

ble, this cult is growing

and nabody knows who he

or she is, wherne they are,

or how to stop it The

closer Jango gets to finding this ulti-
mate bounty, the darker his journey

will become.”
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OLD REPUBLI

Before the Dark Times
BY ELLIOTTY CHIN
XBOX

J.ﬁ.,r-j.hq-'l

Star Wars games are full of action, putting you at the controls of an
K-wing or slapping a lightsaber into your hand. While the play is
fast and fun, previous Star Wars games have ranely had epic Scope,
and their stories could never rival those of the films. Ta create an
entirely new galactic saga, LucasArts looked thousands of years to
the past, where [t saw fertile ground for an ariginal tale of vast pro
porthon Emtitled Enights of the Old Republic, this pame takes |'|I._1|:r'
during the height of the Old Republic, an era whose surface has
barely been scratched by comid boaks. With this G‘Ht'-'ll'lj!. Lucashris
hopes to present a game with as much depth and scope as the clas
g Sfar Wiars Tlkms,

Enights of the Old Republic is currently under development by
HioWare Studios, a name Comipl ibEr r|:|!|'1:-|.||l.'l|||:: Rame fams willl rec
ognize instantly. Based in Edmon-
ton, Canada, BioWare created the
Baldur's Gate line of DUNGEQONS
& DREAGONS™ compuler games
breathing life back into the wan
playing genne. Mow
BloWare has its hands on another

ing PC rolep

huge license, and it's using all its
experience Lo ¢ ralt an &wen betler
“:'I'L'I'-"-l"'"‘"ﬂ experience, one that

exemplifies all that is Star Woars
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This lush Dantooine plain is but one of many photorealistic
settings you'll journey to in Knights of the Old Republic

A Longer Time Ago
Enights of the Old Republic takes place four thousand years
before the events in The Pharfom Menoce. This time period, dur
ing which the Old Republic flourished and the ledi Knights wene
at the height of their power, was introduced in the Dark Horse
Comics series that detailed the rise of the Sith and their war
against the Jedi. The epic battles between Sith and Jedi were
hinted at in the comics, but in KEnights of the O8d Bepubiic
BloWare and LucasArts hope to show off these climactic clashes
in all thelr glory, bringing this rich history to life

Fans of the Dark Horse series should note that the timeline of
this game does not overlap the events in the comics. In fact, the
game takes place roughly 5o years after the events of that story,
Whille it's thus teo late to visit heroes and villaing such as Lilic Qe
Droma and Exar Kun, the game includes occasional references to
these individuals, and sometimes a tangible legacy, such as Exar
Kun's lightsaber a5 an oblainable artifact in the game. The events of
the comics are not the foous of this game, however, and k|1|:|l.*.'|_'-:!|:1|'

of them is not required to play. Instead, BioWare is taking this




aopportunity to create a whole
vy Star Wars :.1_'1I:|nﬂ separate
from the films, books, and
comics, with you as the star

at last year's Electronic
Entertainment Expo, Lucasarts
first announced Knights of the
Old Bepublic as a game for the
PC. Recently they announced
that Knights will also be
headed to the Xbox game con-
sole, and that the Xbox version
will ship first. This news may be disappointing for PC owners, but
LucasArts feels it can present the first true RPG on the Xbox and
dossn™t want to miss that window of oppariunity, Thius, Kl'liah'l'i- of
the Oid Republic will ship for Xbox at the end of 2002, while the PC
werdion will ship in the -_.pring of 2003, Despite the difference in ship
dates, Lucasrts says the two versions will be virtually identical,
except for perhaps interfaces and other minor elements

Party Time

You begin play in Knights of the Dld Republic as you do in BioWare's
previows roleplaying games, by creating your owen character, rather
than gnH inE dropped into the shoes of a 'I’ull:,r fleshed-out peErRana,
a5 In many traditional RPCs. That's not to say that your character
doéin | have a ki :.l:r;.-n_,r ar that the 1.||_'|r'_n.' dadsn § revalve araund Yo
actions throughout the game, It simply means you get to customize
this main hero of I:!'l:_g.,rml_- to your own tastes BioWare provides a
pre-generated main character for those who |ust want fo jump into
the action. As anyone who has played Baldur's Gate knows, it's more
gratifying to play a character you create yourself,

According to BioWare, Knights of the Old Republic will let you
contred up to ten characters that you meet at various points in the
game. Some are ledi Knights, even Wookiee and Ted'lek varieties,
but there s also a RBepublic soldier, a Mandalorian, an astromech
repair drodd, and an assassin drold akin to BG-88. Although you'll
fird MY COMPanions, you can cantnal |:_:-|'|I:|,' thres at a time, No
wiord yet on what happens to the other characters that you aren’t
rnn1n:||||r||.;_ but it seEms |Ik1_"|!|l' that H'll_":.l weould be 5|1i1|_~r||1|.; in your
starship when they aren't adventuring with you

Your character is the hero of the story, but he or she has an
important ';.ibllng It Yo |:|Ii|'_|.l a male character, she's your Ligher if
you play a fernale, he's your brother. Either way, your sibling ks the
second-most powerful Jediin the galaxy,

Lo who § the most r|r|'.-'.'|'|f..l| f

According to BioWare, the most powserful bedi s the one your

EMaFRELER i |1ur:l||1|:: o it'e o ro0d bel that e

you won't be ready to go saber-to-saber

weith this character wrtil late in the garme,

The Star Wars
Experience

The shiory of I".'nlghh of the Old
Repuldic is a classic struggle of
good versus ovil between Lhe
light side of the Force and the dark
side. Unlike in the Sar Wors movies,
the forces of the Sith are abundant
and out in the open during the Od
Republic |:|rrl-::-|! There are thousands
of ledi and Sith, so batthes between
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the two orders are gigantic conflicts that engulf worlds, There welll
also be a more personal storyline, but LucasArts |s jealously guarding
that secret at this point. Casey Hudson, producer at BioWare says

" the game will have “romance, action, the

whale Star Wiors experiende. That expen

ence will include epic battles with
hordes of enemies, Last year, at the
Electronic Entertainment Expo in Los
Angl_-llrj.,_ Licasirts announoed the
game by showing off a thort demao,
revealing batthes between dozens of
Sith amed Jeddi, with a multitude of
flashing lightsabers iluminating
rooms and retle |:||'||_.': uﬂ;.z,l.us floors. Ini
addition to the deadly Sith, you'll also
interact with many aliens, creatures,
mercenaries, and droids, The array of
concepl sketches and 30 models
already finished for the game include
Bith, thorians, lawas, Rodians, a Krayl
dragon, rancors, different variations of

a8
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mynochs, and many creatures created by BioWare for this game
including great manta-like rays that se2rve as air transperiation

Another staple of the Star Wars experience is wisiting different
worlds. In our demo of Knights of the Old Republic, we saw two of
the many planets that will be in the game: Dantooine and
Kashyyyk. The Dantooine grasslands were lush and beautiful. The
graphics in this game are astounding; every blade of grass is a true
30 object, and as our character moved through the tall grass, i
weould bend aside as we pushed Into it, and then whip back into
place behind us. In the game, that level of detail means you might
ser the grass swaying to the mowements of a stalking predator, gre-
ing you a warning that could mean the difference between survival
and ignominigus death There is also a wind System that mowves
hair, objects, and clothing. All these effects create a greater sense of
verisimilitude than we've yet seen in a video game. The usual glar
ing sun flare effects and an utterly convincing sky likewise con
tribubed to a realistic setting

Dantooine and Kashyyyk are but two of eight to ten majpor loca-
tions in the game. In addition, you'll bravel to Tatooine, Taris, several
space stations and starships, as well as an undenwater world, Many
of these locations vary dramatically in size; one planet might con
tain dozens of different areas: several cities, plains filled with ruins
to |_-;.;|:|I|:|-'|[-. un m:rgn;:-unn:l caverns, and more, While other '-l“-|1lf'i::'-
might be much more compact, as in the case of a space station
BioWare says the scale will be realistic, bart unlike Baldur's Gate
which required characters to perform herole feats of walking
between distant locations, Hudson says every anea will have some
thing to see or explore; there will be no "dead zones” in this game

The most prominent location in the game might be the ship,
Ebon Hawk, it's a well-worn frelghter, like the Milfenmium Faleon but
with a wedge missing from its hull, and it's also your character’s
main base of operations throughout the game. This is where you'll
rest between quests, where your inactive characters stay until you
need them, and how you'll travel from system to system. In Casey
Hudson's words, “We want it to be another character,”

Matters of the Force
With the game sti Il more than half a year away, Lucasarts is tigght
lipped about the character progression in the game, Naturally, your

character will gain experience and advance in levels, and as you

27 N\ R
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grow more powerful, a menu of Force powers becomes available
Eccording to Gallo, you'll be able to wuse all the Force powers demon
strated in the movies, as well 35 many new powers fior a total of
mare than fifty Gallo also indicated that there would be variods
weapons and items to use in the game, '-..I'.l'llz!_ul!ll::"l]l” be able to use
mast of the weapon I:,.'|.l|". Ehat YO VE SEEN In the movies, plus a
number of weapans never before seen in video games or movies,

Nizards of the Coast has already created the Sfar Wars Roleplaying
Came, 50 it would seem only matwral to use a similar d2o mechani
im Knights of the Old Republic. Hudson agrees that the tabletop sys
termn prowides many solutions for the computer roleplaying design,
but he notes that even that ready-made system would requine some
modification to fit into a computer strecture, 58, LucasArts appears
to be considering using Wizards’ roleplaying game for its presenta
thon of character classes, Foroes powers, skills, and such. 5o far, thens
is mio official word on whether BioWare wall use this existing set oif
rules or create its own for Knights of the Old Bepublic

One element of play that Lucasarts is comfortable describing
this early is the mini-games, Many console EPGs include these
rrinl-games, often card or sports games the characters in the role
playing world can play. In Knights of the Old Republic, such in
game diversions will include a collectible card game called Pazak
and a turret-shooting game

I |'|r|_1|..|;|‘|-:'-||1 the game, your charpclers can |.l|.|'.-' Pazak, a card
game like Blackjack with a collectible element. As you travel from

wiorld toworkd, you'll find new cards to add to your deck and new

On Kashyyk, you'll see Wookiees in their natural habitat, and
perhaps even galn the services of a Wookiee party member
places to play the card game. BioWWane soys Pazak s a completely
new game created just for Knights. The designers considered using
the famouws Sabacc but decided it was so ublguitous to Star Fars
fans that it wouldn't have been nearly as much fun to learn

The turret game s sure to please trigger-happy gamers. The Ebon
Hiwk has a gun turret that you can hop into, O aslonally, you'll
flee a planet and be chased by enermy fighters, at which point you
can jump into the turret and start shooting away ina first-person,
action view as swarms of I‘||::|'|I|'r~\. FOOIM AChoss vour cockpit just as
in A New Hope, Of course, these mini-games are ancillary to the true
gameplay in Knights of the Old Bepublic, but they reveal BioWare's
commitment to making the experience fun and varied

At this point In development, the game is at the stage whene all
the pieces are at last coming together, BioWare has already built
nearly go percent of the models, Including main characters, crea
tures, and nonplayer characters, Levels ane the last plece of content
ta b built, and rearly all of them are coming together. The game
appears to be on track for its release date of November 2002, That
seems like a long way off, but if BioWare realizes its goal of crafting
a new mythology as grand and exciting as the films, it could prove
wiell wiorth the wait. §
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Turnn'

Burn
Earn a First-Place Finish in

Star Wars: Racer Revenge
BY SCOTT STEINBERG

PLAYSTATIONZ

Times may change, but Podracers don't.
Eight years have passed since Anakin Sky
walker scrapped Sebulba at the Boonta Eve
Classic, and Podracing is mone popular—
and vicious—than ever. Fast-paced, danger
ous, and packed with environmental
hazards, crulsing the dark side of Byloth or
Mon Calamari’s waterlogged reefs at 6oo
mph Is a challenge thatd leave a ledi Mas-
ter's |||:=|h1 waber Hnp i Wi w're Boing to make
it to the final lap, take these tips trom our
champlon road warrbors, Producer Dale
Gelst and Lead Tester ohnmy SIany.

Know the Basics
Races are unpredictable, bat by applying
these common-sense tactics, you'll get a leg
up on opponents and stand a better chance
of crossing the finlsh line first. Conside
what the testers have to say

Speed s King: As a general rule, ahwings
brake going into a sharp turn, but boost
coming ourt of it for an added advantage
When handling a particularly tight curve,
power slides work best, Slowing down
before attempting these manewvers might
sEEm oounter pr|:||:|ler|.|:|1.'|:.|!|-'.:|: dEEFEJSng
YOUF MomEntum slightly befare a turn beats
crashing into a wall. Never forget to keep the
boost meter nechanging, and use it liberally
when playing catch-up or extending a lead

Don't Play Mice: Focus your attention
strictly on one rival Podracer during combat.
Mever ease off. An epponent lying bruised

STAR, WARS

and battered on the side of the track is no
langer a threat. When you see Smake com-
ing from an adversany's engine, try to knock
him out. Consistently charging at one side is
the easlest way to finish them off. Boosts
also help inflick extra damage, though you
should also save them for guick catch-ups,
as damaged Podracers that escape your
viewing range begin repairs, When applying
this strategy, avoid battling last-place oppo
nents. Instead, concentrate on eliminating
the track favorite early on; otherwise, he'll
be a huge pain in the rear, particularly if you
let him get too far ahead, as then he’ll be
extremely hard to catch. Finally, if you ever
spot a competitor undergoing mainte-
nance, smash into him to monkey wWirent h
the repairs

Watch Yourself: Don't let your health
drog inbo the red zone for extended perods
of time—it could be disastrous. Any time
health becomes an issue, immesdiateky
repair back up to yelbowr status. Also, use
boosts to make up for any lost time duse to
Podracer slowdown while repairing when
no bonger critically injured. it's also impor-
tant to avold overheating, Although the
repalr command can codl Engines im miedi
ately, the sooner you pump truguts into
raising your Cooling attribute the better,

Look for Trouble: Maintaining a broad
viewpaint is imperative. Stick to the middle
of the track 5o you cian Spot Upooming turns
with less hasshe. Watch your radar fre




quirtly as well for trailing opponents, who
can easily be forced into walls or obstacles if
they by Lo pass you.

Money Talks: Watto's Garage and the
upgrades It provides are mone impoertant
than you think. Never forget to spend
truguts enhancing attributes for futune
races. Podracers that sport lew scores in oer-
tain aréas iy fird it hard, if not impoigi-
ble, o win—or even finish—vanous reces,

Cateh a Break: Sometimes the road less
taken can be more productive. Ma iy tracks
wport multiple pathes, |I'II;|l.I|:|II'IE Loime Lhort-
cuts, M wou have trouble placing on a particu-
FT cowine, try It first im Tiree Trial of Practice
miadie to discover them all, Or cheat and 1ol
lonw the leader, Under solo modes, the track
favorite abways knows the shortest route

G For Broke: Bush for the finish line
with gusto. At the end of a race boost,
even if It means risking engine damage.
Last minute upsets ane Nnot wnoommon,
wihether this tactkc works for or against
yoiul It's a good idea to practice shaving
secands off your final tally by practicing
last-minute boosts in Time Trial mode
against a ghost Podracer. For the player
whao bothers, the rewards can be substan-
tial. Come in first under solo races, and
you'll not only get more truguts to spend
but alse unlock hidden characters as well,

Advanced Tactics
Because not all beings are created equal,
once you've got the gist of amateur maneu-
Ve, rr]r IhEge hlﬂh-riah tricks. With a little=
kil and a 1ot of luc h._:p'.m Loo can have your
praiges sung ot the Mos Eisley Canting ... od
earn official “roadkill” stabus much faster,
Brains Over Branwn: You can't .l|'||'|l'.l':|l'1| flght
at tip=top shape, but you can mimirmise the
risk of a fatal crash. Durlng afierce '.hwirlg

match, use repair functions to tlow dawen it

The Brightlands

you iveed & target to catch up slighthy By the
time ha's In your sights again, your Podracer
will be I much better conditbon for melee

Full Speed Ahead: Cut right to the chase
and boost immediately following the count-
dowm for an added burst. Besides an initial
head start, it provides much-needed com-
bat advantages too. As pack leaders will
find, damaging many Podracers Is much
easher when they're tralling behind you,

Super Powern Beally putt the hurt on foes
by tagging them with boosted tricks and
power slides, Standard Podracer-on-
Podracer collisions do less damage. An
uneontrolled slip out causes big damage, as
dio post-boost (umps, which let you soar
h ||5hrr and farther (and Lind harder) than
marrmal, l.'.-r.||1l;|:-|.l...:!1|':|r||:lli||3 such attacks is
rl.lngt'rnu-.. but the risk-to-reward ratio jus
tifies an Evel Knievel impression,

Hold Back: Sometimes the bedt offense s
a pod defense, Many course areas ane
strewn with obstacles. Engaging them at full
throttle isn't wise. Although it seems foolish
tocut engine flow in the middie of a run,
especially with opponents nearby, shrewd
players will wiew it as a necessary evil. After
all, dead stops are much tougher to recover
fram than a few seconds” slowdown

Think Small; Bigger isn't always better
Choose a miniscule Podracer for its maneu-
wvering capabllities, and then squeeze it
through as many tight spots as possible to
gakn valuable time

Galactic Tour Guide

Five planets host the festhdties, spanning
thilrteen tracks n total. Each varies accord-
ing te lighting conditions, composition of
terrabn, and elevation, Only by knowing
wihat hazards lie ahead can you be prepared
for the challenges that awakt.

The Citadal

EvioTH

Home of the Twi'leks, including such
notables as labba's right-hand man Bib
Fortuna and dancer-turned-hors d'oeuvre
Ciola, One side of the planet is clpaked in
perpetual darkness due to a lack of axial
ratation. As a result, the other side suffers
from blinding light and heat. Between the
two realms lurks a band of twilight, where
the Twid'leks dwell.

Course 1: The Brightlands

Pure, windblown sandy terrain colors this
desert run. Craters and cdd tusk-like
structures obscure the otherwise level
terrain, forcing Podracer crowding and
mandatory melee,

Course 3: The Nightlands

Curlaus bialuminescent entities Hght the
planet’s darker half, praviding dim [Humina-
tien for a shadow-cloaked race. Speed
I:hu,:-ugh a l:||.__-'_h|: r.:rl}'-::-n.arl-:r then swoop
o into an H’,]IJ.'!":" hsh! sublterranean cay-
ern, Afterswands, ease back a bit and emerge
onto a |E_’.!...1HHI.1'-|’..II'|EII‘I | ul:irlg wiasleland
resplendent with the hli:lking IiHIH.'. of Fad
off constructs,

GAMORER

This forest-chokéd FI|.II'IE| i% home to the
seinish Gamnrrrnm.smng AEW mheaning Lo
the term "PiE ot Whed nat wwing a1 Caf-
non fohder for a certain i-fated Hutt,
natives appredate tranguil mountain groves
and mushing streams wihen not hiding in
wpaden outposts that dot the landscape. Or,
for that matter, watching Podiracers tear up
otherwise peaceful open fields

Course 1: Wakchtower Run

This begins simply enough in a tiny Gamaor-
rean village, but rapidly picks up steam

Oroturo G'am




wihile wlnding l;hmugh u forast ﬂl‘-ilghﬂj'
knlt trees, Then come open fields over

which you can boost before you're forced to
wrap around a watchtower and dip info a
rrassive crater that sports plenty of
makeshift obstacles, primarily of the junk or
debris varkety.

Course 2: The Ruins Of Carnuss Gorguul
Initially set around ancient, crumbling
structures, giant stone heads above
aren't laughing anymore once you enter
thie forest .'lE..'-IiII. Fa-llnwm_g this area,
you'll whiz past a huge starship wreck.
Last but not least comes a canyon run,
prompting less tactical planning and
more melee action.

Course 1: Orotoru G'am

Upwardly mobile, this track first sees
Podracers surmount the elevated roadway
system, then tackle the crowded plazas of
Orotoru G'am city. Corkscrewing through a
FMAUSEUIM, Yo kit the gmund‘ leswel. & final
zone dogged by fountains and terraces
awaits before a return to the arena where
all contests begin

Course 2: The Ballast Complex

Again, It's a citywide affair. After the plazas,
the next stop is underground, past various
bits of machinery mnd ballast tanks that
keep the city afloat. Provided one suinahes
this too-close-for-comfort track, it's back to
the arena you go.

Never forget to keep the
boost meter recharging,
and use it liberally

Course 3: The Citadel

Less of a forested course, the brush
quickly gives way to a brief canyon visit,
qui{kl}' succeeded h}' a Spin anou nd a lake.
Mext you go upward, cruising a mountaln
that approaches a Gamorrean citadel
complete with statues, fortified walls, and
a pesky defense gun, Finally, it's down
through an obstacle-strewn battlefield,
through the Cave of Shrieks, and into the
wvillage, Albeit not in as good shape as
before the contest,

Mow CaLamam

Here, among gleaming cities and stunning
coral-like reefs, lurk two familar species, the
squid-faced Quarnen and lobster-esque
ANYon Calamar.

The Ballast Complaex

Course 3: The Grand Reefs

At last you have a chance to leave the city
Depart the arena and head for the distant
coastling |:|!|r-| Fodsing a l.'-ndgn that leads to
a chain of coral reefs and islands, "Luckily™
for roadsters, giant wiorms have canied out
tunnels and caverns there, Once it's fin-
ished tormenting players, the game lets
you follow the path around the reef and
return to the city without further hassle.

SULLLIST

& toxic, volcanic world with a civilization
forced to live beneath the planet's surface,
Tunnels and passages connect an under-
ground chain af cities, though mamy of
these byways have become long forgotien
and abandoned as time passed. Maturally,
it makes prime stomping grounds for
Podracing

SEFFESE SEFAND

Course 1: Sorosuub Facllity

Zooming through the bustling production
area of this starship manufacturing facility,
Padracers head up to the planet's surface.
Tight glass tubes protect you fram the nox-
ious vapors but also promote aggressive
behavior. The event is capped by a return
trip that takes you through a massive ship-
yard that boasts some truly hairy spots

Course 3: Serred Sarrand

This race starts at the Sullustan arema,
then plummets towand the gargantuan
city of Serres Sarrano, Expect a plunge
Into the pipes and tunnels that head for
the planet’s core shortly thereafter. Much
trouble ensues as players fight for posi-
tion on rock ledges that teeter precari-
ously abowe lava lakes,

TATOOINE

Podracing's unofficial capital. Here, the
Boonta Eve Classic takes place courtesy of
its upstanding Hutt sponsors. Familiar to
any fan of the series, emdronments should
evoke instant flashbacks, though some new
surprises awalt as well,

Course 1: The Mos Espa Open

Go for the soenic route, touring Jabba's
palace and heading out across the Dune Sea
past his sall barge. Troublesome turns label
it strictly for experienced players. Even
anbookers will gasp and shudder as you race
around the krayt dragon and past wander-
ing bantha herds.

Course z: The Badlands

All desert, all the time, Except for the occa-
sional maksture farm. Hellish landscapes
include gorges and canyon breaks that'll
throw you for a loop. For further amuse-
ment, LucasArts has throwr in vexing

The Mos Espa Opan




encounters with 3 wanderawler and Jlawa
settlement on the return trip

Course 3: The Boonta Eve Classic

Ina l.-'.u'c_a-rd.__l"l'ﬂ.ll‘n;r.ﬂ:l.lt weould mean the end
for both the contest and you. How to slip
up? Let us count the wans: Beggars Camyon,
Arch Canyon, lett's Chute, and aggressive
rivals all too happy to bump you off-course
faster than the un‘fr:-lgwmgterraln

Driver's Ed

Things are getting steamy in the hot seal,
Competithon won't ease up, the tracks are
throwing you for a loop, and that galactis
class trophy seems a million parsecs away.
Adopt these winning strategies for select
courses, and you'll soon be humming a
cheerful tune all the way to the finlsh line
while competitors choke on your dust.

Mos Espa OPEN

= When you are near the starting or fin-
ishing line, stay toward the center of
the track. Otherwise, shops lying along-
side the course will slow you down.
For an essential shortout, head for the
cave to the right and veer right near
the end of it to scream past Jabba's
palace, Watch out for sharp turns,
however. Should you be flying a
Padracer that turns fast, instead head
straight out of the tunnels and avoid

thae hairpin CUrvEs,

SoroSuun FaciuTy

= After passing the crowds in the grand-
stands, take the shortout to the right.
Be advised, you might need to brake
or posver slide to make it

= Those in the know will realize the
tube can be navigated without steer-
ing, Just punich the accelerator and go.

The Badlands

w Looking for a good combat zone?
Toweard the end of the track you'll
notice a building with a hole in the
center that you can drive through. Try
nudging enemies into a wall here for
iaxkmum effect.

OmoToru Gam

= fyoid the two ascending mamps and
stick to the far rlgh!.'l'hli. rourte kesps
you on straightaways longer, improving
lap times and your chances at engaging
in a successful combat encounter

= Maintain position toward the inside
of the pillars when descending the
spiral in the Hall of Heroes, I shave
precious seconds off of your run,

== The flat stretch following the Hall of
Heroes is prime ground for knocking
out epponents. Some competitors
will be damaged after going down
the spiral immediately beforehand,
making the job that much easier,

THE BADLAN DS

s Stay beft at the first fork, which will
lead you to a Sandcrawler. After pass-
ing it and taking the jump, soar left
while in the air. You'll go past a build-
ing and moisture farm settlement.
Jump into the pit that appears next,
then go through the blast doors to
uneover 4 shortout.

w Following the huge drop, the track
winds leftward. On the left wall, a
shortcut awaits. Take the left turn
after the second directional arrow,
thereby avolding a sharp curve,

THE GRAMD REEFS

s Taking the bridge is the most direct
route, but it's dangerous nonetheless,
Consider jumiping off and racing in the
water to the side if necessary,

so AR the first area whene water lies fol-
lowing the bridge scene, hang a sharp
left near the recky outcroppings. You'll
wind up on a more productive path to
the next track area,

= See those three arches above the
track? At this poiint, take a left off the
path and into the water. Race for the
two large Calamari statues for a time-
saving bonus,

Boomta Evi CLASSIC

= Once you've left the starting line, stay
right to remain on a path above the
part of the track that's cluttered by
obstaches

= Play defensively. Often, it's necessary
to bounce off walls to make turns. n
general, sticking to the left side will
help you avold debris-choked areas.

s Break through the gate, then take the
service ramp. You'll reach a windy part
of the track, Sounds troublesome, but
all computer-controlled adversaries
take this shortcut, and if you miss it,
an even hairier stretch of track awaits.

ss At the rock arch area, lean towand
the right. You'll aveld going through
the arches and line up with the
entrance to the narrow passage
found at the end. §
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Knight Moves
Jedi Starfighter Basic Strategy Guide

The galaxy is in turmoil. The evil Captain
Toth and his rn].':.lr'rh::u'.--:-::-|1|.lr1 amass a
fleet that threatens the very foundations of
the Galactic Bepublic. In an effort to quell a
ra pn:ll:.l EXDa '!mrlg SECELTIONST mavement,
Mace Windu has dispatched one of the
Coundils top ledi, Adl Gallia, to investigate
disturbances in the Karthakk system. Adl
pmbarks on a series of missions that could
decide the balance of power in the universe

On y the strongest bl vl sLirvive

Pilots and Starfighters

Diuring yoasr bour o -:Iul:].'. Yo Il cosmvrmand
twio unlgue pllots: ledi Master Adi Gallia
and Feeorin pirate captain Mym. Each fly a
owstom craft armed with specially IjE"E-IH"' £
weapons to carry out specific tasks. The
game automatically selects which pilot
wou'll use baded on ThE milsskon l:lh_u'.‘vl'tl".'l.‘!-

An) GALLLA

This powerful pilot is a Corellian Jedi Master
born and raised on the mammaoth planet of
Coruscant. Adi Gallia, the daughter of high
standing diplomats, is a headstrong woman
wha leads by example. Her no-nonsense
attitude commands a great deal of respect
In addition o being member of the ledi
Coumncil Adi s a skilled '.1.|lf|5|||:-e'r prilot,
making her the perfect candidate to test
out the protolype Jedi Starfighter

BY BRETT RECTOR
PLAYSTATIONZ2

Duera-7: PROTOTYPE JEDI
CTARPIGHTER

In the fight against the
Trade Federation, the
Republic ledi are always
looking to grab the upper
hand. There's no bether
winy bo achieve that goal
than with the develop
ment of the Delta-7
!.I_.lr‘llt:l‘l'l'-l This small,
aglhe craft has been
miadified te Include a
more pn'.-'.'-l"ful engine
witth |'!.l|,1rr|:|ll'-'-l_' capa
bilities and an
enhanced repulion It
system ._'|‘||:|'.-'.'|n_;__ thae
pilat to maneuver

with great accuracy

and h 'Flh a ngle"r. of appraach. Its
state-of-the-art quad-pulse lasers aren't
especially powerful, but their high rate of
fire more than make up for this limitation
Mote that the Delta-7s light armos makes it
suscephible to enermy attacks, 3 vulnerability
that can prove dangenous when facing
larger capital-class spaceship

Primary Weapon: Quad-Pulse Lasers
S.m:nndar}' Wrapun: Fle'||1|:: a3 Jedl Master, Adl
can control up to four Force Powers, which

become exceptionally useful throughout
g,'c-ur l:.-'IITIp.IIBrI'-

| a::'jﬂ;cf i;c-wsis&

My

Who says scoundrels can't be trusted?
Limtil you've fought beside one, you
shoubdn't pass |ur|£_|11r||'. Mym is an
imposing Feeorin alien with brilliant Lacti
cal skills and a bong rimimal history to
match. His underhanded actions have
made him a prime enemy of the Trade Fed
eration. Ten years ago, the Federation
imvaded the KEarthakk system and seized
control of Mym's base on Lok. Ever since
then, be has been amassing a small pirate




resistance with which he hopes to reclaim
his base and drive away the Federation,

THE Havoc

While it lacks the speed and maneuverabil-
ity of Adi's Delta-7 starfighter, the Havoc is a
very well rounded, not to mention danger-
ous, strike bomber. It's even been said the
Havoc is the most powerful ship in the sec-

tor, which is due in large part to Nym and
Reti's (o fellow pirate/mechanic) modifica-
tions. In addition to its six laser canons, the
Havee can be equipped with a number of
unigue bombs, missiles, and mines, Com-
bined with its tough outer hull, which is
built to take a bigger beating than the
Delta-7, Nym's handcrafted starfighter is
especially useful when knocking out large

stationary targets, such as gun turrets and
heavily armored tanks, and challenging
larger spacecraft.

Primary Weapon: Dual Triple-Laser Cannons
Secondary Weapon: The Havoc can be
equlpped with four secondary weapons:
Energy Bombs (default), Cruise Missiles,
Cluster Missiles, and Proximity Mines.

e

.

,!‘-I-:?i-r:'ll|-. TRt

i "

IS N ]




Advanced Targating Systams

In addition to your ship's regular targeting
systemn, each craft is equipped with more
advanced eommands that enable you 1o
bear down more effectively on your 2ne-
mies, Practice using these techniques, as
they greatly enhance your chance for suc-
oe55 a5 wou batthe the Trade Federation.

RevemoE TARGETING

¥hile it is clear that Jedi do not take
revenge, your starfighters are still equipped
with this feature nonetheless, At soon as
you've taken damage, press the Auto Target
button to lock your targeting site on your
aggressor's craft, and then fire asay,

Bore-SiTe TARGETING

One of the most effective ways to target a
specific ship within your field of view is to
engage Bore-Site Targeting. To activate this
feature, use your HUD to find a ship, and
then press the O Button. Your targeting
sight lights up and follows the path of that
enermy as it flies across the sky

SEnSOR TARGETING

You can also target multiple ships using a
slight variation of Bore Tangeting. By press-
ing and holding the O Button on your con
troller, YOl activate the Sensor 1:|r|3|;|:t|n|:;
function of your craft. Now, you can scroll
over and target any craft in your fiekd of
wision. Y¥ou can also discern which of your
targets are allies and which are enemies
green indicates a friendly craft, while red
indicates an adversary. By continually hold
ing down the O Button, you'll be able to
keep all ships targeted, even after they fly
out of your field of view., You can note the

direction of these craft by the red and green
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arrowes that appear onscreen. This is an
extremely useful technique, especially dur-
ing intergalactic battles where the darkness
of space works to conceal the fighters
around Wi

Fala el

Oine of the most effective targeting tools
you have available for both ships is your
zoom, which you can activate by pressing
and holding the B Button. This excellent
battle controd is especially useful when you
need to target and destroy gun batteries,
turrets, and laser cannons on large battle
ships, Mot only will you be able to stay a
safe distance away from their powerful
blasts, you'll be able to destroy your targets
quickly and efficiently

Wingmate Commands

Although your skills may be unmatched in a
firefight, even the most powerful Jedi—or
fiercest pirate—will agree that the chance
of success is greater with a little help from
an ally, During certain missions, you'll be
asked to engage the help of fellow wing
mates to complebe your task. By holding Ly,
the information displayed in the center of
your ships status circle changes to show
the Wingmate Command Interface. Press-
ing the appropriate directional button
enables you to communicate with all your
wingmates, The commands are the same
for all ships:

“Attack My Target!™ Hold Ly + D-pad 4
“Protect My Target!” Hold L1 + D-pad €

“Report Inl” Hold L1 + D-pad =#
Protect Me!™ Hold L1 + D-pad &

Force Powers:
Stretch Out with Your Feelings
Being a Jledi Master, it's only fitting that Adi
e abde to wield such awesome abilities.
However, while her Foroe powers can cer-
tainly give her the edge in combat over
weak-minded opponents, using them cor-
rectly takes time and skill. You begin the
game with Force Shield and leam the other
powers through the course of the campaign
Tor uis your Force power, begin by pressing
the © Button, Almost immediately you will
begin to see partiches coalesce around your
craft. As you continue to hobd down this bt
ton, you will notice the particle field change
color, By simply tapping and releasing the O
Buttomn, you activate the standard Connect
form of the Force, and the particles change
to a deep purple. By pressing and holding
the © Button for the exact right amount of
time, you can achieve a perfect state of Clar-
ity and produce the most devastating form
of the Force as the particles change to a
bright white color. Pressing and holding the
O Button too long causes you to Disconnect
with the Force and produces the least effec-
tive attack. You'll notice the particles changge
from bright white to dark blue, Below s a
fist of all four Force powers and what they
do in each of these three states.

When activated, you create an energy bar-
rier aroumd your Jedi Starfighter to enhance
your defense system and deflect enemy
laser fire for a certain period of time

Connect: Laser blasts are randomly
deflected away from your craft

Clarity: Laser blasts ane deflected back at
WOUE ENEMY.

Disconnect: Laser blasts are randomly
deflected away from you craft for a
shorter period of time than during the
Connect state,

Force Lightning (D-pad =¥)

When activated, a powerful blast zaps an
enemy’s ship, rendering the pilot uncon-
schous or destroying thie ship entirely,
Connect: Damages or destroys your tar-
get and a small number of nearby enemies
Clarity: Damages or destroys your target
and a large number of nearby enemies
Disconnect: Damages and destroys only
the enermy you targebed.




Foce Reftex (0936 )

This poswer simulates the awesome reflexes

and perception of a Jedi Master. While

engaged, the rest of the combatants appear

as if they're moving in slow molion as you
fly at near-normal speed

Connect: Your forward motion and
everything around you slows down, but
your turming and I‘|r||1t: rates remain the
same, enabling you to unleash twice as
miuch firepower,

Clarity: Same as the Connect effect. but
lasts for a longer period of time

Disconnect: 5ame as the Connect effect,
bart for a shorter pericd of time

Force Shockwave [D-pad &)

A shockwave of destructive power radiates

i all directions, caus fg clam age 1o sur

rl,'-unrl-ng Enemies. Bewane, as it takes mone

mental energy than any other power
Connect: Wave covers a modest area
Clarity: Wave covers a bigger area
Disconnect: Wave covers a very tiny anea,

A Pirate's Life for Ma

Because Nym is nol proficient in the Wy
of the Force, he must be content with tak-
ing out enemies using cunning, precision,
and brutal tactics (read: destructive fire
power). Here is a breakdown of the Hovoc's
secondary weapons

Energy Bomblets [0-pad 4)

These powerful bombs not only pack a
punch when they hit their target but
rechange over time, providing you with an
infinite -_.l.lppl:,- Toy use this wea pon, line up
your intended target wsing the terrain site,
fead the target just a bit, then press the 0
Button

They're slower than proton torpedoes, but
still pack a masshve punch when they hit
the mark. & finite number are dvailable per
mission, 50 use them wiseht

Cluster Missiles [D-pad %)

MNym can rip through shields and go straight
through another ships hull with these
destructive projectibes. Pressing the © But-
ton unleashes a volley of missiles, which are
best used ..jg._m'.'.l, small 1|EI'|'I mre and
squadrons

Praximity Mines [D-pad %)

When released, these mines drop below the
Hiwvoe and howver to wait for an unsuspect-
ing enemy. You can use the mines in the air
of plant them on the ground. However,
make sure the coast s clear, because it takes

Mym time to charge up the tubes.

General Tactics

Enow Your ENEMY

It is ~m|'_||:|-|l;.,1n| to become familiar with your
ship's target sighting and tracker. In the
heat of battle, its sometimes difficult o dis
ceern whio are yosur friends and who are yoHar
enemles, Every ship in the sky |s susceptible
la WLir Laded Tine, I'I'I.:Iklrll:!; L |'|1|!|||=|:.-' poisibde
to damage a friendly craft, thus endanger-
ing the success of your mission

Using BoosT aND Braxe
When engaging the enemy, it's important
to be in complete control of your craft
Aside from mormal flight maneuvers, you
must master the art of hl:l-:_a-'.llng and brak
ing effectively

rnmu.._;m:-u-. 451 game woll'll encounter
many umigue ships, some that are small and
guick, and others that are large and slow.

I._I*.:ng yoLr whip's I:-c:-q;-:.l__l.lnl.l can k-e_'r'p up
with faster craft in the heat of battle. Keep
i muimed that, while using your boost, wour
shig™s Tur |1i-"-|; radius 5 decréased, I'I'|.Ik||'li= it
more difficult te alter your direction quickly,
Conversely, using your ship's breaks make
t easier for you o make sharp turns, Once
you've dosed the distance and have your
target in range, decrease =Ll boost by

.app-lg,-.ng the brake, and goin for the kill

Lisn Trn Forcn WisaLy

While the Farce is n:n:-r1.1|r||3|r a ponwerful .:15|:|.'_
using it wisely and at precisely the right
moment is most beneticial. Force | |H|'-Ir||r|1;
and Force Shockwave ane best used when
wou re in close proximity to clustered tar
gets; Force Shicld is best for when you are
attacking huge capital-class starships with
I.|l|_;|' gun batteries and quick |il'lrli: |
turrets; Force Reflex s best when enemies
are oatbered acrass the battlelield o when

time is a factor near the end of a mission

CALL TO ARsis

Asking for assistance from your wingmates
to take out pesky targetls is not a sign of
wiEakmness. I you ane in rI-1l1|.;|_~| of 1.1|||u|.__-'_ a
milssbon, desperately need help to destroy
ai enénmy ship, oF redqulne an extra hand to
1.._'|'|¢_'|}' prpl_l:l;l; an exposed .||I:|.', don't hesi
tate to ask for help. Even a Jed| can become

oerahelmed,

STAY ON TARGET

Ta h:l_'rl track of all Enemy and 1r||'|'|rJlg.l tar
gets during an intense firefight, continue
to hold down the O Button, it doesn't
require any extra energy from your ship
and s a blg help when trying to locate
potential threats. §
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Galaxies
Update
Explore the Galaxy,

or Gut Hair,

The Choice is Yours.
BY HADEN BLACKMAN
P

Star Wars Galaxies, Lucasarts’ Massively-
Ml,lll:lpl.lr_b,'l:r Cnline game st for release in
Fall zooz, will offer a wide variety of Star
Wars experiences for all types of players
Characters in Star Wars Galaxies can

bepome explorers, soldlers, scouts, and even
hairdressers. At the Star Wars Galaxies
launch date draws closer, LucasArts and the

VOLUME 2 NUMBER 4

development team at Sony Online Enter
tainment have supplied Star Waors Gamer
with exclusive information about the
game’s diversity of character types

Combat Machines
Combat will be a major focus of Star Wars
Calaxies, although the game will depart
from other MMOs through its heavy use of
ranged weapons. Traditionally, MACS have
been swords-and-sorcery fare centered on
mielee combat: the addition of a robust
ranged combat system allows Star Wars
Galaxies to add even ErE-.II:E‘r wvariety tocom
bat scenarios and player actiities

~

Maost players will need to have skill with
at least 3 basic blaster in order to swurvive in
thie wild. Those pl.a:,.'q'r % wha make combat

their primary pursuit will be able to learn
both ranged and melee combat skills and
e 3 wide array of weapons

= Tl (ld

Specializing in certain types of combat and
the use of specific weapons will allow play
&rs to attain special titles and abilities. One
such "role” would be that of a sniper. Star
Wirs Galaxies will inclede long-range tar
geting skills, which will allow players to tar
get enemies from a distance. These skills
wiill also improve a character's albility to tar
get specific areas of a target’s body to cause
greater damage or other effects

Fett's Legacy

Amaong the most coveted tithes in Galaxies
is that of “bounty hunter.” Like Aurra Sing or
Boba Fett, players in Stor Wors Galades will
be able to track down wanted fugitives to
increase their personal wealth, combat
skills, and reputation. But |.'IE'|:I:II'I1II'IE d
bounty hunter in Sar Wars Galaies won't
be easy, First, a would-be Fett must demon




strate some combat prowess; the life of a bounty hunter is filled
with conflict, and player characters must be able to hold their own
in battle, Second, a bounty hunter must possess some Investigative
skills to find his quarry.

Once the prerequisites are met, a player can begin exploring the
bounty hunter profession by selecting bounty-hunting missions
from the game's mission generator, The first forays into bounty
hunting will involve missions to capture non-player characters. As
the bounty hunter advances in the profession, he will have access to
new missions F"Hi"E hirm .;IE..'III‘I'J other pla:,rers.

Meadic!

Because combat i 2 reality In Stor Wors Galaxies, medical
skills weill I}l_-widq:l;-,l available to |:||.1:|.~EI| characters. A well
rounded medlc can cure wounds on the battlefield and pick
up a blaster to help out during a fight. Other types of
"healers” include dancers, whao can help players recover
from mental fatigue at cantinas or other rest stops.

Hi Ho, Hi Ho . . .

For those players who prefer to l:E'E'FI their characters out
of lightfights, Star Wars Galaxies presents numerous non
combat roles, including rancher, farmer, and miner. In fact, resources
such as ores and erystals form a key component of the economy of
Star Wors Galaxies. Pl ayers will bé ablé to H.|1 hi&r thase resoUrons,
which can then be used to craft various ibtems.

In order to make resource harvesting fun and challenging, the
team has developged o very Intricate resource spawning system,
Each planet ks seeded with a random assortment af resources of all
types, each with its own properties. One metal might be casy to
mine, but produce fragile weapons; another metal might prove dif-
ficult to extract, but provide the raw material for extremely dorable
weapons, Playvers can locate these resources—and the best spots for
mining them—>by using surveying skills, and then erect mining
facilities to leech the valuable deposits from the game world. In
many cases, a depleted resource will vanish from the game forever,
although the system will then generate a replacement. Players can
even discover and name resources. This System encourages miners
to continually travel the game world in search of the most valuable
resournce deposits,

Wookiee Comb-Over
A5 if to prove the extent of the
team's commibment to non-combal
rodes, Shar Wars Galaxies ks included
a “halr-dressing” skill group. Hair
dressing is actually one of a handful
of “alteration™ skills that will allows
players to alter the appearance of other characters, During char
acter creation, a player can assign a specific hairstyle to his char-
acter; this hairstyle can only be changed later through finding
another player with hairdressing skills. As players gain skills in
this profession, new hairstyles become available. A similar
mechanic is used for tattoo artists and tailors

"But | wanted to go to the Academy!”

While the designers on Star Wars Galaxies are working hard to cre
ate redes for nearly every type of player, they are also eager to paint
out that players are never lacked into any one path. Unlike some
other MMOs, which rely on rigid class-based systems, characters in
Shar Wars Galaxies are defined by the skills they possess. Mare
importantly, as players advance, they can “trade in” old skills that
they no longer want or use in order to acquire new skills. Even the
next Boba Fett can one day trade in his Mandalorian armor for a
pakr of scissors ... §
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JEDI MIND TRICKS

The
Clouded

Force

A Jedi must see the world not only
as it is, but as it could be. Today's

lesson tests your skill at being
fiexible with the order of things.

n the left, the nurmbersd clises lead
m to answiers related to the Star Wierms
galaoy. The elues on the right. presented in
random order, lead Bo andwers that are ana-
grams (the same letters ina different ander)

of the anveeers o the left, Match the

answers on the left to the cnes on the ngnt

1. CLMACTIC BATTLE SITE IN RETURN OF THE JEDI
2. FUREY HUMANOID FOUND ON THE

FOREST MOON OF 31
3, PODRACER WHO COMPITID [UNFAIRLY)
ACAIMNST ANAKIN
Mame oF & THE NEw JED) ORDER FAMILY
SPECIES THAT GREEDO COMES FROM (PLURAL)

Ll

=

QUADBUPEDAL GROUND VEHICLE SOMITIMES
CALLED A& “WaLKer"
B, CREEM JEDIWHOD SCHOODLS LUKE
9, Youwssc ACTOR JAKE WHO PLAYLD
AMAKIN SEYWALKER
10, Wi AMAKIN BECARME, FOR SHORT
1. Larce acTor DAVE, WHO PLAYED #10
12. ArToo AND THREEPIO, FOR TWO

13. LoNG-FACED ALIENS WITH TWO BRAINS AND TWO

HEARTS EACH

14. SPECIES ALSO CALLED HAMMERHEADS (PLURAL)

15. BRITISH ACTOR ANTHONY, THE PORTRAYER OF C-3P0
16, LIGHTWEIGHT, WIDGE-SHAPED REBEL STARFIGHTERS

7. lEoi counsELOR WiNDU

18. REPUBLIC MONEY, OR WHAT GOES BY AT
THE EMD OF STag Wazs

19. LUKE'S DOOMED AUNT

20. RANCED WEAPON USED BY HAN

130 wvolumes 2. NUWsDER 4

TERRIFYING PREDATOR THAT PREYS ON #2 oN ##1

o

wmOowoZ

.

BY MRUKE SELINKER
ILLURTRATION BT
WOTT MORSE

Fiim STUDID EMPLOYEE WHO MAY HAVE THE WORD
"EXECUTIVE" BEFORE THIS TITLE

Person WHOSE JOB 15 TO TRACK DATES AND EVINTE
SLEAZY AND TAWDEY

GEMS, ESPECIALLY LOW-QUALITY OR FAKE ONES
WHERE WiLE E. COYOTE GOT HI% OFTEN-FAULTY
EQUIFMENT

CUTTING WITH A BACK-AND-FORTH MOTION
SUPERSPY AUSTIN

UNINTELLIGENT WORKER, PERHAPS

A RODBOT OR A BEE

MORE SURE-FOOTED, OR ONE-TIMIE
QUABTERBACK KEN

BOUNCES AND VELRS ARDUND, AS IN

AN OUT-OF-CONTROL VEHICLE

REFUSALE TD ADMIT WRONGDOING

MAKES A MEMBER OF THE CLERGY

CoOUNTRY SINGER PARTON

COUNTRY BUMPKEIN

CAPITAL OF NORWAY

“Bve-ovel"

GOT UP IN THE MORNING

WroTE A VERY POSITIVE REVIEW

HarryY BELAFONTE SHOUT IN

"THe Banama Boat Sona”

Does wHAT Lucas DiD oM Srae Waes
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