Two years after the Rebe!

victory over the forest moon of Endor, the battle against :
the Empire continues. The Rebel Alliance, now known as the New Republic, struggles to ‘lu.
bring freedom to the thousand-thousand worlds of the Known Galaxy. m A New Republic
task force, returning from several victorious battles on the galactic frontier, has stopped on
the starport world of Cadinth to replenish supplies. While the Republic fleet shuttles cargo
to the massive orbiting battle cruisers, a lone Republic outpost guards the landing site’s
western flank against heavily armed, raiding pirates. However, the Republic soldiers are
about to find something far more dangerous than a motley band of outlaws...







e wind whipped across the ruined OKAY, GAMERS, here are the
e of Cadinth. Republic Lieutenant Brin Stiels

s tunic'’s collar tighter, more to suppress the chill

n his .s;pu;e than to shut out the cold. This

IMPERIAL AP-1-C ATTACK DROID

Dexterity 2D, blaster 3D+2, dodge 4D, Knowledge
2D, tactics 5D, Mechanical 2D, communications 3D,
sensors 4D, Perception 1D, search 3D+2, Strength 4D,
Technical ID. Move: 10. Light repeating blaster
(6D+1) with backpack power generator (limited to
25 shots), targeting/sensor array (+1D to blaster,
dodge and search), broadcast data-link with other
AP-style droids (limited to a range of 400 meters),
life-form indicator (uses sensors skill with a range
of up to 1 kilometer to detect life forms).

Imperial AP-i-C (Armored Platform, model 1, Com-
mand) Attack Droids are among the newest combat
units created by Arakyd, makers of the infamous Im-
perial probot. They are deadly against lightly armed
infantry troops,
thanks to their
repeating
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it to crawl
minutes

they serve an
essential com-
mand duty by
coordinating
the functions of
the AP-z and
AP-3 models
and by feeding
targeting data
through a re-
mote computer
link with the
other units. Any
New Republic
units that find
awaytointerr seeesessesssscsccsscscces
fere with the

ales fomst IMPERIAL AP-2
N w
h:v: anmuc{q A"ACK DROID

higher chance Dexterity 3D, blaster 5D, dodge
~ of defeating ¢p missile weapons 3D+z2,
o fheseunitsin  ynowiedge 1D, Mechanical 1D,
¢ combat. Perception 1D, search 3D+2,
Strength 4D, Technical 1D, blaster
repair 3D+2. Move: 14. Light
repeating blasters (6D, ranges
0-50/300/600), 2 heavy blaster
rifles (5D+2, ranges o-s50/
100/200), blaster pistol (4D),
2 micro-grenade launchers
(4D/3D/2D damage, 0-2/4/6
blast radius, ranges o-10/20/50,
4 grenades each), broadcast
data-link from AP-1~C droid (+iD
to blaster, dodge and search,
must be within 400 meters of
AP-1-C), rapid-fire targeting
programming (allows droid to




IMPERIAL AP-3 ATTACK DROID

Dexterity 1D, dodge 1D+2, missile weapons 6D,
Knowledge 1D, Mechanical D, Perception 1D, search
3D+2, Strength 4D, Technical 1D, weapon repair
3D+2, Move: 7. Blaster rifle (5D), 6 assault rockets
(7D, ranges 0-50/200/400), 5 micro-proton torpe-
does (6D, affects everything in a 20-meter long,
4-meter wide corridor), broadcast data-link from
AP-1-C droid (+1D to blaster, dodge and search,
must be within
400 meters of
AP=1-C), repul-
sorlift genera-
tor (Move: 25).

The Imperial
AP-3 (Assault
Platform-3)
Attack Droid
looks like an
astromech
droid equipped
with missile
racks. The AP-3
unit tradition-
ally has a rear
assault position
and uses its assault rockets and micro-proton torpe-
does to blast vehicles and large numbers of enemy
troops. While it is slow when moving on its wheeled
legs, a repulsorlift drive unit at the base of its body
allows it to move across the battlefield when
summoned by AP-i-C Attack Droids.

fire twice in a round without
penalty; third attack is at -iD to
all attack rolls; fourth attack is at
-2D to all attack rolls, etc.).

The AP-2 (Assault Platform-2)
Attack Droid is the cornerstone of
the Empire’s new anti-infantry
assault droid team. Equipped with
rapid-fire light repeating blasters
on a rotating “head turret” and
independently rotating heavy
blaster rifles, the AP-z is capable
of single-handedly taking on
nearly a whole squad of Republic
soldiers. A pair of micro-grenade
launchers installed in the lower
arms round out the AP-2's
weaponry.

stats you'll need to plug this scenario into your roleplaying adventure...

IMPERIAL SNIPER AIRSPEEDER

Speeder, maneuverability 4D, move 210; 600 kmh, body strength
ID. Weapons: Twin light blaster cannon (fire-linked, fire control 1D,
50-100/250/500, damage 2D+2), twin medium blaster cannon
(fire-linked, fire control 1D+2, 50-200/500/1 km, damage 3D+2),
light concussion missile launcher (fire control 2D, 50-100/300/700,
damage 4D+2).

The Sniper Airspeeder is a heavily armed cross between a swoop
and an airspeeder. While fast and maneuverable, it can barely stand
up to small arms fire, much less blasts from speeders and artillery em+
placements. The almost disposable Sniper is all engine and weapons.
Huge intake scoops emerge from the wing surfaces and feed the im=-
mense ion afterburner located directly behind the pilot. Steering
vanes at the front of the Sniper are manipulated by the pilot’s feet,
while the thrust plates around the engine are controlled by the pilot’s
left hand. A computer link feeds the pilot a heads-up display on his
helmet face plate. The pilot is strapped into a tight-fitting seat and
restraint webbing, but the only protection comes from the pilot's
flight suit, which has a computerized feedback and oxygen system to
prevent pilots from passing out during high-G acrobatic maneuvers.
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NEW REPUBLIC
DEFENDER STARFIGHTER

Starfighter, maneuverability 4D (space), 1D+2
(atmosphere), space 8, atmosphere 350; 1,000
kmh, hull 2D+2, shields 1D. Weapons: 3 laser can-
nons (fire-linked, fire control 2D, damage 6D).

The New Republic Defender fills the need for a
system space and atmospheric defense starfighter.
Before the Rebel Alliance defeated the Empire, its
fighter design philosophy emphasized fast ships
that could evade Imperial pursuit by jumping into
hyperspace. With the New Republic now in control
and the Empire playing the role of insurgent, New
Republic-member worlds began screaming for a
fighter to fend off Imperial raids.

The resulting Defender fighter is slow by mod-
ern standards (it's only two-thirds as fast as the
A-wing or TIE interceptor), but it is far faster than
the aging Republic Y-wings and Z-95 Head-
hunters that are usually relegated to planetary
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~ backward.

scrambled to his feet, Brin realized this
would be no ordinary skrrm:sh
The Imperial war d

soldiers ran y

S

their Defend&ﬁ park

even halfway, thou;
whine ﬁ[!ﬁdﬁ{h' qir. |

defense. To save space and weight, the Defender lacks a hyperdrive. Its
extendible S-foil maneuvering struts retract into the spaceframe for non-
combat situations; once the enemy has been engaged, the struts swing

down and forward, giving the Defender better pasitioning for maneuver- Sniper ameeders
ing jet bursts. While sudden maneuvers in an atmosphere risk actually Bﬂﬂs warning screa
tearing off the struts (due to the G-forces, gravity of the planet itself and dmmed,om by the roar of t

atmospheric drag), in space the Defender can literally spin around 180 ion aﬁeﬁurners C'ancusma
degrees in mid- fhght by firing one maneuvering jet forward and one
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NEW REPUBLIC SRV-1

(Scour anp Revaievat Venicie)

Speeder, maneuverability oD, move 35; 100 kmh,
body strength 3D+1. Weapons: 2 medium laser can-
nons (1 is front/left/back, 1 is front/right/back, fire
control ID+2, 50-200/500/1 km, damage 3D+2).

The SRV~1 is a tracked scouting and armored troop
vehicle. While it's a recent addition to the New Repub-
lic's arsenal, the SRV-i is sturdy and dependable in-
stead of innovative. Its performance is comparable to
older ground
transports, but
it is fairly cheap
to bulild. 1t has
a crew of two,
with two addi-
tional gunners,
and it can carry
up to eight
troops or a sin-
gle piece of
equipment
weighing up to
three metric
tons.

The SRV/R-1 (Scout and Retrieval Vehiclelnepuisorilft
variant on the standard ground vehicle. A standard repulsorlift
has been added, giving the SRV/R-| the ability to cross w
difficult terrain. The trade-offs are numerous: the SRV/R-I
more expensive and can only carry two tons of equipment
can still handle up to eight soldiers). But the most dama
the power generator is Insufficient to power both the
and the blaster cannon at the same time. Therefore, when
a hostile situation, the SRV/R-1 must either stand and M}%
out the chance to return fire.

Special thanks to Steven Sansweet for his
at Kenner for sharing s
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