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-1 AR WARS
LIVE-ACTION ADVENTURES

r-:::lnfroducﬁon

The Gamemaster Toolkit is a follow-up to the Star Wars Live-Action Adventures rules
book. A resource for you, the gamemaster, the Toolkiz is designed to make your life easier
when planning and running live-action roleplaying adventures (LARPs). If you are new to
live-action gamemastering, you'll find this book particularly useful.

The Toolkit is divided into four major sections. The first section is a primer for planning
‘and running games. It addresses the practical issues involved in adventure planning and
execution, from soliciting interest to advice and tips on keeping the adventure itself run-
ning smooth}y For players who prefer the diceless live-action experience, two alternate
ving skill checks are presented.

You can use one scenario module for an evening’s worth of entertainment, or combine two
or more modules for a full-sized live-action adventure for up to twenty-five players. All can
be used in conjunction with the Ord Mynock setting.

The last section provides you with new tools to enhance the live-action experience: new
item cards, support characters, equipment charts, blank character cards, and more. You
can photocopy these items and cut them out for use in your live-action adventures.

Introduction




individuals in

Ip you design solid adventures, plan ahead, and be
No movie company goes into production without logistical matters taken care of |
— and neither should you. - '

Soliciting Interest

Since you can’t have a game without players, the first thing you need to do in planning a
live-action event is assemble a pool of people interested in participating. Spread the word
any way you can. If you're lucky, your immediate circle of players will yield enough warm
bodies for a first outing. But if you are having trouble stirring up interest, you might need
to beat the bushes a bit. _

Leave messages on club bulletin boards and advertise at conventions. If there is a local
gaming store, ask if you can post a sign or message advertising your game. If there is a
college or university nearby, see if you can leave flyers and posters. Some areas have re-
gional gaming fanzines which will allow you to advertise events. Don’t neglect the Internet,
local BBSs, and online services — if you have a modem, get online and stir up local interest.
You don’t have to do all of this, of course, especially if you aren’t ready for a large group.
Just keep going until you have the number of players you need.

As a general rule, include the following information in your initial message: that you are
looking for players for a live-action Star Wars game; what a LARP is (some people might
not know); a contact name and phone number (or e-mail address if the message is to be
uploaded), and a rough play date.
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'--;:Cliidracfer Selection Form

: Yonr Name: Phone Numbe

'.Chose five character types that interest you, and rank them numer:cally in the order
_ preference (i.e., “1” is your first choice, “2” is your second, etc.). Character types '
dlsmbuted according to player preference and avmlab:l:ty

Assassin

Brash Pilot

Bounty Hunter

Corporate Sector Authority Agent
Crime Lord

Curious Explorer

Dark Side Adept
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which capture a situation or scene: a stand-off in a deserted crime lord’ palace, a battle
between two hard-bitten foes, a brother and sister from opposing groups reumted or the
struggle to regain control of a huge vessel before it slams into an asteroid.

How: How are the conflicts in this adventure going to be resolved? Every adventure
needs an ending. Plan for the resolution of conflicts — you do not want all the characters
fighting to the death. Provide a means of escape or a certain event which allows the charac-
ters to vanish into the shadows.

Danger on Cloud City

Here is an adventure outline example which applies the Where/Who/Why/What/How
principles described above. Reviewing it might help you get a better idea of what goes into
the outline process.

Where: Let’s set our sample adventure on Cloud City. The setting is a good choice be-
cause there are definite locations for encounters, the most casual Star Wars fan will be
familiar with it, and there’s plenty of sourcebook material on the subject available in Gal-
axy Guide 2: Yavin and Bespin. Setting a time period is important here; let’s set the adven-
ture a few days after Lando Calrissian announces the evacuation.

For the sake of this example, let’s not worry too much about what officially happened at
this time. Just as the designers at LucasArts strayed a bit from established continuity to
produce exciting and playable computer games, feel free in your own games to tweak events
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eaves, the city’s central com-
suddenly shuts down. It still
functions, but the core of the system is
locked tight. What if there are rumors
about what might be hidden in the
computer core — like a fortune in cred-
its hoarded away by Lando or the se-
cret of tibanna gas? A scenario might
revolve around attempts to get the
computer core back on line. The only
way is to insert four access keys into
the system — four keys which Lando
gave to Lobot. But with Lobot missing,
so are the keys. Find the keys and un-
lock the secret. Easy, right? Not if some
of the keys are fake, or if the four keys
must be inserted in sequence, or other
possibilities. Plus, what if the gover-
nor invited several outside conglomer-
ates to send their best troubleshooters
to reactivate the core? That might cre-
ate unrest among the locals, criminals
who make their business there, and
Cloud City companies who want no
further interference.

How: How does this adventure end?
When Lobot re-appears. Maybe some-
one finds him, deactivated in a closet
by some power-monger trying to over-
step his authority. Lobot’s orders from
Lando are to protect the citizens, safe-
guard the secret of tibanna gas, and
keep the Empire off Cloud City. Be-
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control over the city. and i ﬁuctuatmg breakdowns. A crime lord wants to access the
core because there is a huge fortune hidden somewhere among those data cells. The corpo-
rate troubleshooters want in because the governor promised the tibanna gas mining con-
tract to the first conglomerate which accesses the computer core. Everybody wants the
same thing: the computer core back on line — but they want it in their control. This is play
balance.

The twenty-five character ideas for the “Danger on Cloud City” adventure and their
character goals are on the following pages. Notice there are three different scenarios: one
for the central computer, a mysterious figure (Lobot lurking in the background), and a
phony miners strike which could result in tragedy.

Putting Players in Charge

Once you have the character and character types in mind, you need to generate the
characters. As you can see from our example (which features twenty-five characters), this
can turn into a lot of work. If you have a large number of players, you can save a few steps
by giving them the opportunity to choose the attribute and skills they think their charac-
ters should have. Even in small groups, this is a good way to give the players some input
into the adventure.

Create and give a character creation worksheet to each player. This sheet should include
a brief overview of the adventure, the rules for creating a character, the skills list, the
generation point total for characters, and the worksheet itself. Have the players fill out the
worksheet and return it to you by a certain date.

With the grunt work of assigning stats to the characters out of the way, you can concen-
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Perception: Technical:
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Putting Together Character Packets

After you receive and review completed worksheets from players, assemble each charac-
ter packet. The packet contains all the information the player needs to participate in the
adventure. This includes the completed character card, character background and goals on
a separate sheet, item cards, Character Point slips and Force or Dark Side Point slips.

Include a photocopy of the Player’s Reference Sheet from Star Wars Live-Action Adven-
tures in the packet. This reference sheet contains important reminders on running a com-
bat and other game mechanics. A brief introduction of the adventure might also prove help-
ful. You might also want to include a paper clip so players can keep their materials to-
gether. If you are feeling especially generous, include a six-sided die (available in most
hobby stores or where you may have purchased this supplement) as a free gift for partici-
pating.

Place the materials for each character packet inside a mailing envelope (available from
most stationary or general convenience stores) and write the character name or character
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When it’s time to run the adventure gather your players and hand out the character
packets — but do not allow players to open them until you are ready to get started. When
you hand over the character packet, check any props or physical pieces of equipment the
player is carrying for safety violations. When you are ready to start, follow these suggested
steps to get your adventure running smoothly:

Pre-game Orientation
1. Introduction: Introduce yourself and make sure you are wearing an identification
badge which clearly designates yourself as the gamemaster. If there are any assistant
gamemasters helping you, this is the time to introduce them as well. Don’t forget to thank
everyone for coming out and participating. Tell the players that you will cover many of the
points they might have questions about, and that they can ask additional questions after
the orientation is over.

2. Packets: Distribute the packets to the players. Tell them to open the packets and to
keep the contents secret from the other players. Go through a checklist to make sure they
have everything they need to play: an introduction to the game, a character card, a charac-
ter background and goals sheet, a player reference sheet, item cards, Character Points,
Force or Dark Side Points, and so on.

Gamemaster Primer
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ot want to overwhelm the players with informa-
: now Have them come to you on an individual

ay the Force be mth youl”
Star Wars on a pcrtable CcD

in the first hour you may have to come up with somethmg _.the fly. =

One possible way to end an adventure which has gone a bit off the tracks is to announce
the arrival of Imperial or Rebel reinforcements. By abruptly tipping the balance of power
one way or the other, you force a faction to flee, thus ending the adventure in a plausible
manner. And escaping from capture or head.mg for safety with a thrilling jump into hyper-
space is always a good way to end any rousing adventure.

When the adventure ends, gather the players together for a post-game meeting. Use this
time to describe particularly heroic scenes or actions, as well-as award players with small
certificates for exceptional roleplaying or costuming. Close down the adventure b_y gener-
ally cleaning up the area, depositing all trash in the proper receptacles, reclaiming any
props or equipment which are yours, and finding the closest available couch to lie down on.

Congramlatzons’ You did it!

All you have to do now is get ready to run the next game.

Gamemaster Tips and Tricks

After running a few small adventures tailored for your close group of friends, you may
feel ready to run something larger. The advantages of the Star Wars Live-Action Adventure
rules are that adventures are more dependent on character interaction and less so on con-
stant gamemaster intervention. However, as the number of players increases, so do the
logistics required to manage the game. The greater the number of participants, the more
scenarios and character goals are required and, in turn, the more the gamemaster is needed
to assist players with background or plot information, gamemaster-run events, and referee
actions and large combats.

During larger adventures, gamemasters often find themselves bombarded with ques-
tions. “Can my character do this?,” “What do I know about this other character?,” “Can I
sneak past the guards?,” “What information can my contacts provide about...” and so on.
Between juggling actions in other encounter locations, a combat down the hallway, and
some player character wishing to tap into an Imperial network, the gamemaster some-
times finds little time to think, let alone breathe!

Using a Comlink System

To help reduce the constant barrage of questions from players during an adventure, you
can establish a “comlink system” between the players and gamemaster. Find a cardboard

Gamemaster Primer




the comlink system and let you answer their questwns. -

As you conduct the adventure, check with your assistant gamemasbers from time to
time. It's a good idea to give them pen and paper so they can note down what some of the
characters did during their “watch.” From these notes, you can get an overview of the ad-
venture and keep up with the players.

Using Timed or Random Events

An event is a situation or occurrence instituted by the gamemaster which adds to the
randomness and the chaos of live-action adventures. Usually, it is something beyond the
players’ control and can even have an effect on the adventure’s outcome.

There are two types of events, timed and random. Timed events are planned and will
occur at a certain point during the adventure, either at a particular time, or when a certain
action is taken. Random events are those which occur independent of character action or
time. A random event might occur once every hour or once at some point during the adven-
ture.

Events should not be used as doomsday devices; that is, they should not be used to kill
player characters or tip the balance of power too far in one direction. Be very careful, for
instance, in bringing in Darth Vader or Luke Skywalker — even as gamemaster charac-
ters, these powerful people will quickly tip the balance of power too far to one faction.

Above all, avoid deus ex machina events which unfairly help certain factions to accom-
plish their goals in a manner other players cannot prevent. Having the Empire arrive en
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to conduct attnbute and skill che
isn’t “rock, paper, scissors,” either)

You can use whichever system suits y you and your players, or tinker with the : :
develop a fourth system of your. design..The important thing is to settle on a system
which won’t detract from the ga o t_hat all oiﬁmal StarWars live-action supplements
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(search skill of 4 plus 1D6). Ifthe stormtrooper’s result is hzgher,

the hidden item are found. The character must suffer the consequences
of any items considered restricted or forbidden by the Empire. (See the
expanded Equipment List on page 90 to determine which items are
forbidden or restricted.) The character can also opt to fight

the stormtroopers or security personnel.

5 Creature attack. A dangerous predator has broken free and is
roaming loose. The creature suddenly appears and attacks those in a
random encounter location with surprising ferocity, then mysteriously
vanishes again. Creature stats: All stats are 1 except: Dexterity 4, melee
combat: fangs 5, melee combat: claws 6, melee parry 5, Perception 3,
sneak 6, Strength 6, brawling 7. Five wounds.

6 Explosion! A combination of failing power couplings and faulty
systems inflicts a terrible explosion at a randomly chosen game
location area. All characters in the location must resist damage
equal to a concussion grenade (Damage Rating 6). Dodging or
running from the explosion is not possible.
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e different
e Card

Critical Faﬂure card is plcked after dramng a Critical Success, treat the card asa“l.”

Critical Failure Card: This card is treated the same as if a “1” had been rolled on the
die. The skill attempt, attribute or damage result automatically defaults to the basic score.
If this card is picked after drawing a Critical Success Card, treat the card as a “1.” The
effects of the Critical Failure Card can be negated by using a Character Point.

Example: A smuggler is using his blaster pistol on an Imperial officer. The smug-
gler draws the Critical Failure Card. Only the smuggler’s blaster score can be used for
the final skill result.

Force Card: The Force Card is an optional twist we added to the game to take advan-
tage of the Qutcome Card system. You can use it or leave it out (you can also add other
optional cards of your own design to the decks — perhaps cards customized to each charac-
ter type).

If a character uses Force Points and draws the Force Card, he may opt to either give
himself a Critical Success or his opponent a Critical Failure for this round. If the player
draws a Force Card for any other reason, it is treated as a “1.”

Example: A smuggler who has a Force Point is firing his blaster pistol at an
Imperial officer. The smuggler opts to use the Force Point to increase his score. He
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of the new card) or giving the Imperi
character is given a Cntzcal Fa.l.l

No character may be
{f 4 round.

ﬁ Using Character Po
= Outcome Cards entit

player to draw from the
again. This time, the varib

ssaniy have to make - your own cards to use the OQutcome
Card system — you can also use regular playing cards. Begin with a
standard 52 card deck. Remove cards 6 through ten in all suits (except
the sevens), as well as the Jokers. Divide each deck among four players
according to suit. Consider Aces and Kings as Critical Successes, Queens

Cardasa “1 ” As usual, players
should declare the use of Char-
acter Points before drawing from the deck

Remember that using Force Points and Dark
Card system They boost the character’s attrlb

Odds and Eve:',, :

Odds and Evens is a skill resolution system which, like “rock, paper, scissors,” does not
require dice, cards, or other props. It is quicker and more fluid than the other systems, and
also a bit more cut-throat. Though it does have a flaw you must consider before using, you
may decide its simplicity more than compensates for its drawbacks (and the flaw in the
system can be largely overcome by using an optional rule or the Special Ability Cards de-
scribed in the next section).

Odds and Evens works a bit like “rock, paper, scissors.” Two people square off. One per-
son declares whether the result will be odd or even. Both count “1, 2, 3, shoot,” and display
one to three fingers simultaneously upon saying “shoot.” Add up the number of displayed
fingers (from both contestants) for a contest total. The resulting value will be either odd or
even. If the result matches the caller’s choice (e.g., he called even and the result is even), he
wins. If not, he loses.

That is the basic mechanic of the Odds and Evens system. There are two slightly differ-
ent methods of conducting the check, depending on whether the “roll” is for an opposed or
situation check.

Opposed check: Between two players, an aggressor and defender. The aggressor calls
odds or evens. The winner adds the contest total to his skill or attribute. The loser adds half
of the contest total to his skill or attribute (rounded down). Damage is also computed using
this subsystem.

Situational check: Between the gamemaster and a player. The player calls odds or
evens. If the player wins, he adds the contest total to his skill or attribute. If he loses, he
adds half of that value (again, rounded down). The gamemaster receives no points in a
situational check.
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~hunter is d1sp1aymg one ﬁnger. Because the contest total of 4is even, the smugg}er
wins. He adds 4 to his blaster skill for a result of 7. The bounty hunter adds half of the
result to his dodge skill for a result of 6. He fails his dodge, but just barely. He can
chose to spend a Character Point to boost his result three points to 9 if he likes, in
which case he will succeed (unless the smuggler also spends a Character Point).

Example: A Rebel spy is trying to pick an electronic lock (security 6). The game-
master determines that the difficulty level of this lock is 10. The player calls odd, and
the two count off. The gamemaster displays two fingers, and the player displays three.
The player wins, and adds 5 to his security value for a total of 11. This is enough to tip
the balance, and he succeeds.

Optional Refinement 1: There is an additional rule you can add to the Odds and Evens
system to greatly rectify the situational check problem, but since it adds another step, you
might be better off doing without it if you are after a super-quick and simple system. Still,
here it is in case you want to try it out.

In a situational check, the gamemaster and player face off as usual. If the player wins,
he adds the contest total to his attribute or skill as described above. If he loses, however, he
gains 6 minus the contest total. In other words, if he calls odds, and the contest total is 5, he
gains only one point (6-5=1), even though he won! If he had stuck out only one finger in-
stead of, say, three, he would have gotten a bonus of 3 instead.
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Obviously, this rule encourages both contestants to vary their finger counts, since no one
~can be sure whether a high result will favor him or her. But again, this extra layer of
complexity may be too much for such a quick and dirty system. If you feel the system needs
it to work and your players are still unhappy, you might be better off using one of the other

acters may search you, tie you up, carry you off, and so on_ (ail abstractly, of cor._u-se) In
terms of interacting with other characters, you are Out of Game while unconscious. If you
are hit a third time in 10 minutes, you are dead. Each time you are hit, reset the 10 minute
clock, and continue to deduct 1 from skill checks.

Once you have gone a full 10 minutes without being hlt, you are full healed. A medpac or
bacta tank will aIso bring you up to full speed.

Because there is no Critical Failure or Cntlcal Success with the Odds and Evens system,
Special Ability Cards may be created by the gamemaster which allow modifiers to out-
comes. These cards are usually played once and then surrendered to the gamemaster. Spe-
cial Ability cards may also be used to augnient the D6 and Outcome Card systems with a
little tinkering.

We've provided a sample set of Special Ability cards you can use in your games — these
may be photocopied and cut up for distribution to players before an adventure (you may
also develop your own). To keep the adventure balanced, it is strongly recommended that
you give only one or two Special Ability card to each participant.

& SPECIAL ABILITY § SPECIAL ABILﬁY :

Rancor :: TIE Fighter

one.”

[gnore any success-
ful attacks for one
round.

Resilience

§ +2 to Strength when
" Tresisting damage
from any attack.

Tangle

+2 to Mechanical or
related skill for one
round.

Permission is hereby granted to photocopy this page for personal use only.
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settled amd cw:zhzed

Ord Mynock is one such a.nment Repubhc—era colony world, a place which showed little
mercy to its first settlers. It is also the exception to the rule — though successful as a
trading post in its early days, shifting trade routes soon bypassed it, and this area of space
has languished in relative obscurity ever since.

Ord Mynock is something of a paradox: beautiful at first glance, deadly upon closer in-
spection. The world is covered by jungle forests, murky swamps and huge mountain ranges.
Much of the local flora and fauna is aggressive and hostile. In fact, the world’s major “acci-
dental” export is the infamous creature which bears the planet’s name: mynocks — large,
winged parasites which attach themselves to power cables and hull panels of starships.
They have been a plague for starship owners and pilots ever since.

Today, its bustling spaceport serves as a waystation for those passing through to some-
where else, and a number of businesses have set up shop in Ord Mynock. Among them is
ComNet Corporation. During the days of the Old Republic, Ord Mynock served as a com-
munications outpost and relay station, a function which continues to this day under the
privately-owned ComNet. Because of its location, ComNet has a virtual monopoly on com-
munications among systems within the sector.

Miners and xenobiologists occasionally foray into Mynock’s dangerous jungles, hoping to
strike it rich either in rare minerals or a new form of life which might have useful proper-
ties. Ord Mynock is a world full of opportunities, at least for the desperate, enticing many

Ord Mynock Freeport
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to try their luck there. :
For those who are interested, here are the roleplayi

Type: Terrestrial
Temperature: Temperate and humid
Atmosphere: Type I (breathable)
Hydrosphere: Moderate to plentiful
Gravity: Standard

Terrain: Jungle, swamps, mountains
Length of Day: 22 standard hours
Length of Year: 402 local days :
Sapient Species: Mix of humans and
Starports: One standard class
Population: 195,000 :
Planet Function: ComNet headquar
Government: Corrupt local administ
Tech Level: Space :
Major Exports: Communicati
Major Imports: High tech

ow columns ﬁlled with pressured air, keep the plat-
forms and upper levels steady and upright and the
whole complex from sinking into the mud.

“The Galaxy is Listening!”
Come Visit Our Modern Ord Mynock A Brief Summary of Ord Mynock History
Communications Facility Ord Mynock was initially settled by a military
communications unit during the time of the Old Re-
——= public. Their mission was to quickly set up
a communications relay on the only habit-

able world of the Mynockra system and so
link communications throughout the sector.

visit us! . k | This first attempt was mired in disaster,
but if you're not careful, it will eat you alive. And Pmnot  since the soldiers had no warning about
just talking about the wildlife, either. - what to expect on Mynock. The jungle was

The Freeport bureaucracy is stagnant and corrupt —_ filled with dangerous predators who stalked

don’t expe{:t results if you get tangled up in the1r bu- the patrols by day and hunted by night. The
first attempt to set up a fort failed when

the mud swallowed up several heavy defen-
sive cannons and a perimeter sensor.
Finally, the communications relay was set

Ord Mynock Freeport
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up on higher ground and
dwellers. The outpost w.

‘manner of trade and exchange. =

‘The numbered locations described below are -
keyed to the enclosed Freeport map. This “tour-
ist” map may be photocopied and handed to players as a game prop.

Physically, the Freeport is divided into two circular regions. The Historic District is part
of the original fort settlement. Wealthy patrons, government officials, and megacorp execu-
tives visiting Ord Mymock frequent the historic region. The Modern District is beyond the
walls of the original fort and caters to those who prefer to live on the fringe, both legally and
economically. Long-time residents claim the two districts are distinct, and very unequal,
communities... even down to the law enforcement patrols and other government-provided
facilities assigned to each.

There isn’t much worth seeing beyond the districts, since the surrounding jungle is quite
hostile. Maintenance teams are constantly checking the outer wall for signs of breakage or
disrepair, since the planet’s native lifeforms would quickly take advantage of the breech.
Land-based speeders, miner craft or transports which enter from the main gate are thor-
oughly scrubbed and examined before entry into the Freeport is permitted.

Gamemaster Adventuring Note: Adequate warnings about leaving the protection of
Ord Mynock Freeport should be sufficient to keep characters from “wandering” out of bounds.
However, trips into the jungle in search of missing characters, to mine a valuable resource,
or search for rare botanicals, can provide a side adventure.

Ord Mynock Freeport
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: 1. Imperial Garrison Headquarters
ComNet Commmlications Complex
Last Stand Casino

pPandor’s Hydrospanner

Docking Bay 63

Original Protective Wall

Leezoth’
Sliteye’s Enter
. Medical Services
. Atrium

Thomas ONeill & Anthony Russo
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personnel. Compa_red to some worlds, the troop size of this gamson is qmbe small. But b '
the standards of this backwater world, the troop compliment is rather high — three hun-
dred Imperial Army troops plus vehicles and probably enough supplies to last for several
years without resupply. The large number of soldiers are present to protect the assets of
powerful conglomerates like ComNet, which provide more than enough funds to support
the Ord Mynock Freeport Security Force (the FSF).

The garrison facilities once housed the first communications team sent to Ord Mynock.
Since then, the building has been expanded with several additional levels for barracks,
equipment storage and vehicle motor pool. A small landing pad on the roof can adequately
service and maintain starships the size of a Lambda-class Imperial shuttle. The garrison
houses two Chariot command airspeeders, a light assault vehicle (LAV) platoon, transport
speeders, and repair crews. The garrison force’s principal function is to enforce Imperial
decrees, assist Imperial Customs, apprehend wanted lawbreakers and protect the commu-
nications complex facility. The garrison is not responsible for public safety, except in the
event of major catastrophe such as natural disaster, Rebel attack, or public riot.

Nearly all Imperial officers, officials and visiting dignitaries reside at the garrison. A
stormtrooper attachment has been assigned to protect the garrison commander and the
planet’s highest-ranking Imperial official, Imperial Commander Lyal Frel.

Ord Mynock Freeport
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Imperial Comman

Type: Imperial Officer
DEXTERITY 2
Blaster 4, dodge 5
ENOWLEDGE 4
Bureaucracy 5, law enforcement 6, planetary systems 5
MECHANICAL 3

Communications 4, starsh.lp piloting 4 starsh.ip gunne
PERCEPTION 4

STRENGTH 2

Brawling 3 -

TECHNICAL 3

Computer programmmglrepair 4
Character Points: 5
Dark Side Points: 1
Wounds: 2 :
Weapons: blaster pxstol (4)
Equipment: comlink, nearly:
i, e, Capsule: Commander Fr

Mynock. With the except
power in the Freeport, Eri

; gua .
Both the Empire and ComNet believe a Rebel attack against the complex would strike a
serious blow along many economic and political lines — thus the intense security precau-
tions taken. The building is patrolled by armed rover droids and human security guards.

All employees and visitors must wear complex identification badges which are very diffi-
cult to forge (forgery: electronic Difficulty of 15). The ID badges are changed daily, as are the
access codes. Different badges are issued for every level of the complex.

The color of the badges changes every day as well — the colors are chosen randomly from
certain palettes which ensure that a distinct color is not repeated within a six day period.
In fact, the colors vary more than most people
realize — ComNet uses a palette of over ten
thousand colors. Naturally, most living be-
ings cannot actually discern differences be-
tween closely-matched shades, but the vari-
ous roving security droids and computer scan-
ners can. That ComNet uses such a large
palette is a closely-held secret. Colors repeat
every quarter century or so, but never in the
same order.

Ord Mynock Freeport
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getting past patrols stealing or forgmg identification badges as well as the problems of
getting out or running into a staffer or guard. Make it clear to players that getting into the
Dome is not so much the problem as getting out!

There is no map provided for the ComNet Dome, since any action there will be necessar-
ily abstract (in the sense that actual rooms can’t correspond to a game map). When charac-
ters have reason to go there, walk them through it in general terms, or work up your own
floorplans to suit your game space.

ComNet Dome Layout

Level 1 (Entry Level). The Entry Level to the Dome consists of the primary security
checkpoint. There are six security guards on this level (see stats provided below). Visitors
must have proper identification and authority to access other levels. If the characters have
an appointment with someone inside the building, the guards check this out as well.

When checking identification at this level, roll a security guard’s Perception versus the
identification’s forgery result.

Level 2 (General Admin Level). The Admin level is where the clerical work of the
Dome is managed.

One guard is stationed in the lobby during business hours. Otherwise, the level is pa-
trolled by a team of rover droids (see stats provided below). Rover droids appear every ten
minutes on a 1D6 roll of 2 or less. They apprehend anyone they see after hours, and de-

Ord Mynock Freeport
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nance controls (like lighting or fire door controls)
Level 3 (Corporate Admin Level). Three g

grammmg/ repair check). The
rity computer, or the central

Level 4 (Technical Opes
on Level 3, with the additi
corridors in random pattern

cations complex. Tapping or drawing infor-
mation from this level requires a Moderate
to Difficult computer programming [ repair
check and could take up to ten minutes.

The security computer is equipped with
a life sensor which tracks the location of
every living being on the level. It demands
an identification check from every person on
the level every fifteen minutes. Failure to
comply sets off a general alert, sealing off
doors and bringing guards.

Level 6 (Transmission Relays and
Antennas). This is the top level of the im-
mense Dome, which is normally accessible
only by authorized maintenance crews.

It is crisscrossed by high metal beams,
huge dishes, catwalks, crackling energy
fields, and dangerous laserlink assemblies.

Ord Mynock Freeport
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the last of hlS fortune hunts. -You’ll finda holo-plcture of Galli
‘bus Rotion and his beautiful wife hanging over the bar — but don’t men-
rounder and other gﬁm’éé ‘of chance Galli tion her in front of Galli. He always acts as if it’s the last day
is usually found at his table, playing sabacc of the last hour of the hoary Old Republic, His club is frozen

‘with a crafty old gambling droid he calls _ln th tune, along with the poor man’s heart. Still, old Galli

Mac. Mény people love to watch Galli and
Mac as they exchange barbs of witticism,
poor puns, and general cracks about the
Empire — barbed enough to annoy rabidly
loyal Imperials, but mild enough to keep
him out of trouble (the Imperials drink here too).

The Last Stand is the perfect place for clandestine meetings, making friends, squaring
off against a few enemies over a sabacc table, and generally getting to know the real people
of Ord Mynock Freeport.

Mortimon Galli
Type: Aging Fortune Hunter
DEXTERITY 3
Blaster 5, dodge 6, grenade 6, melee combat 5
ENOWLEDGE 3
Bureaucracy 4, business 5, law enforcement 4, value 6
MECHANICAL 2
Communications 3, starship piloting 4
PERCEPTION 4
Gambling 6, hide 5, search 5, sneak 5
STRENGTH 3
Brawling 4
TECHNICAL 3

Ord Mynock Freeport




First aid 5, security 4
Character Points: 5
Force Points: 1
Wounds: 3

Equipment: sabacc deck, gambling chips, 50,000 credits
Capsule: Mortimon Galli has settled down
to gamble, play his swuvehorn and reminisce
get back on the trail of adventure in search 0
erable interest. Traders who regul
for artifacts and antiques, an
they have acquired in thei
given day. '

Galli prefers no fighting
Rebel Alliance or the Emp
hates the Empire with eve
fight from him. Most of
hulking alien bouncer

id in charge ‘some one mlght get the temptation Pandor’s might be easy

With only a

to rob — nothing could be further from the truth. The premises are guarded by several
droids and a surprisingly effective security system.
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In addition to repair
spacers may also buy or
Hydrospanner. Pandor
bays (35 through

Dee Three-P-Eight
Type: 3PO Proprietor Droid
DEXTERITY 1

Dodge 2

EKNOWLEDGE 3

Alien species 5, bureaucracy 5, business 5, languages 8, law enforcement 5, planetary systems 5, value 5
MECHANICAL 1

PERCEPTION 3

STRENGTH 1

TECHNICAL 1

Security 4

Character Points: 5

Wounds: 1

Equipment: Dee Three has similar functions and equipment to most 3PO protocol droids.

Capsule: Dee Three has been running Pandor’s for almost ten years now. Like most
Cybot Galactica droids, his verbator brain has developed a certain fussiness and lack
of patience. He has developed a high degree of salesmanship, and remains firm on his
price when he knows customers will be unable to find many of the items his store
offers.

If threatened with violence or if he suspects he or his store is in danger, Dee Three
uses an emergency silent comlink system to summon officers from the Freeport Secu-
rity Force. The droid also relies upon the fierce reputation of his Vindicator Lockjaw

Ord Mynock Freeport
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security droid, a four-legged area defense dro:
Few would ever want to tangle with such a d

Vindicator Lockjaw guard droid. All attrik
dodge 6, blaster 6, melee weapons fangs 6, P

flying air trafﬁcl, within
tions array.

In addition to prowdlngth '
ing bays are also used as n
for cargo loading, battery
clear water and purificati
although these are rarel

Because the Freeport
the same fees for restoc

Computer programming/repair 6, space transport repair 6, starfighter repair 5, starship weapon repair 6

Character Points: 5

Force Points: 1

Wounds: 2

Equipment: web belt, starship repair tools, laser torch.

Capsule: Grom Goluum is a Sullustan starship repair mechanic. An honest, hard-
working fellow, Grom is happiest when he’s chest-deep in the innards of some engine
or hatch. If left alone with a ship for too long, he tends to start tinkering with systems
until their components either exceed their design limits or abruptly fail. He occasional

offers components rebuilt according to his own specifications at inexpensive prices

Ord Mynock Freeport



(sometimes less than
won’t realize that his
5 _b_etter or for worse.

and is moperab?e until a Dﬁcult sp ce
transports repair or starﬁghter repair
check is made.

4 Shields (affected The component works, but only marginally so.
roll: starship Use the same rules as above, but the affected
shields) system fails on a 1D6 result of 1 or 2.

5 Maneuverability The component works much better than it
(affects ship’s should. Add a +2 to rolls involving
Maneuverability affected systems.
code)*

6 Two systems are The component or system is completely
affected. Roll again reliable and works within design expectations.
until two different

systems have
been chosen.

* Applies only if you are using RPG stats in your game.

Ord Mynock Freeport
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the barracks for Republic troops when the comm:

building was converted into a security holding f

at the time. The Blockhouse became the Freep :
tened “The Block” by both inmates and jailers

the b\nldmg’s security and defe
extenor walls are blast proof, a

have a Security Level of 12. Cr
bars and walls of each cell hav

Ord Mynock Freeport
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the bars and walls of each cell have a Strengtk b !
Many of the current residents of The Block are minor felons, traffic scofflaws, starshlp .
crews involved in cantina brawls or other carousing, and smugglers intercepted by Cus-
toms. Unless the adventure scenario states otherwise, no one is currently being held in the
maximum security area.

Freeport Security Force personnel patrol the corridors and run the complex. The admin-
istrative area, located just inside the main entrance of the building, is the main command
and communications center for the Freeport Security Force and its officers. It is also the
location of the Security Chief’s office. A motor pool building is located next door to the
Block, where FSF patrol speeders, speeder bikes, combat cloud cars, and small personal
scooters are kept and maintained.

7. Leezoth’s Antiquities and Fine Imports
This small two-story shop is the business location and home of Leezoth, a merchant who
deals in rare objects and art. Its location in the high-crime Modern District might lead
some to conclude that the shop is a juicy target for robbers, but this is not the case, thanks
to Lunk. Lunk is a large, heavy-handed alien hired by Leezoth to watch over his inventory
and customers. Apparently, the local felons have decided that dealing with the giant alien
is more trouble than the shop is worth.

Ord Mynock Freeport
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Leezoth’s shop is filled to capacity with clutter
under the classification of “junk.” Leezoth is no
every attempt to sell most every object at double
in acquiring more items, especially those whic
claim the merchant is not above outright steali
insist this is just a vile rumor with no basis in

Leezoth and Lunk are available as player chi
more mformatmn about them =

rious and_exotlc__enteri;a'
Sliteye’s pleasure palace
entertainment centers of €o
B “working clientele,” the hard-
- The fashionably dressed
trict looking for low ente

the regulars don’t throw th:

The Entertainment Em:

by a mixicologist droid), an

dance area. The grav-co

anked by numerous bodyguards. Zelto Sliteye himself is rumored to be a
criminal entrepreneur who has his paws in much of the lucrative deals throughout the
spaceport. Characters who ask around town (a Moderate to Difficult business or streetwise
check) learn he primarily deals with smuggling rare ores found on Ord Mynock, but also
works in botanicals and other exotic plants for pharmaceutical purposes. The Freeport
Security Force leaves him alone and rarely ventures into his place except when conducting
searches for known fugitives. Zelto Sliteye is available as a player or gamemaster charac-
ter. See the section of this supplement on scenario modules for more details.

To the newcomer, the Emporium serves as a base of operations for dozens of local scum
and miscreants, among the more visible of the Emporium’s patrons is a Devonian named
Vasteg and an Aqualish mercenary soldier named Jnoofot.

Vasteg
Type: Devaronian Forger
DEXTERITY 3
Dodge 4, blaster 5
KNOWLEDGE 3
Alien species 5, business 5, planetary systems 5, value 7
MECHANICAL 3
PERCEPTION 4
Gambling 5, forgery 8

Ord Mynock Freeport



STRENGTH 2

Brawling 3

TECHNICAL 3

Computer programming/repair 5, security 6

Character Points: 5

Wounds: 2

Equipment: hold-out blaster (Damage Rating 3), computer terminal, several identification blanks, BoSS

permit programs.

Capsule: Characters who make Difficult to Very Difficult Knowledge or streetwise

checks learn the services of Vasteg are excellent, but they do not come cheap. The

Devaronian forger works under the protection and occasional employ of Zelto Sliteye,

who needs Vasteg’s skills to create BoSS permits for smugglers carrying valuable ore

products or other goods which the crime lord needs to get past Imperial Customs.
Vasteg makes a side-living creating new identities and has even successfully cre-

ated a program to bypass ComNet Corporation’s own difficult identification check,

although the user of the ID was sloppy and entered a restricted area by mistake. He

charges three thousand credits for a new identity card, five thousand credits for new

BoSS transponder codes for a starship, and ten thousand credits for ComNet Corpora-

tion passes, although he cannot guarantee the validity of the passes since ComNet

changes the code and color systems all the time (he knows about the large color pal-

Ord Mynock Freeport




ette used by ComNet, and has developed a fe
fools scanners into seeing the color they are 1
be close enough to pass casual visual inspectio

Jnoofot

Type: Aqualish Mercenary

DEXTERITY 3 ‘

Dodge 5, blaster 6, blaster: blaster rifle 8, grenade 5, me

ENOWLEDGE 3

Planetary systems 5, value 7

MECHANICAL 3

Repulsorlift operations 4

PERCEPTION 2

Sneak 4

STRENGTH 4

Brawling 7

TECHNICAL 3

Computer programmng/repalr 4

Character Points: 5

Wounds: 4

Equipment: blaster rifle (Damage
5), blast helmet and vest (+1 to Strength
thermal detonators). .

cenary, he would pmbabl}'):r be
prefers to work alone and dot

nuspmﬁounces l:u,s name (w.
hiring “muscle for their llttle

cians there have enough supplies and personnel to handle almost any emergency.

Typical Med Techs: All attributes and skills are 2 except: Knowledge 3, alien species 5,
Technical 3, first aid 6, medicine 8. 2 wounds. Medical kits and diagnostic equipment.

Because Medical Services is run as a private company, the cost of treatment is as follows:

Application of medpac: 125 credits per medpac (25 credits plus cost of medpac) This
treatment covers minor injuries up to incapacitation.

Major emergency treatment: 250 credits for each wound taken. (Includes wounds
suffered from explosions, heavy melee weapons, or if the character is incapacitated or mor-
tally wounded.)

Replacement of lost limbs or senses: 1,000 to 2,500 credits (Treatment includes re-
placement of limb or installation of cybernetic replacement.)

Bacta tank treatment: Seriously-injured characters may also opt for bacta tank treat-
ment. Follow the rules and procedures described under Bacta Tanks on page 68 of Star
Wars Live-Action Adventures. The cost of bacta tank treatment is four hundred credits per
wound taken (this includes wounds which are over the number of wounds the character
may have taken as the result of injuries.)

Ord Mynock Freeport
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The Freeport Security
or suspicious injuries is a

status. The Empu'e never asks ComNet how it acquires this 1nformaf:10ﬁ but it is always
glad to receive such warnings from such a “concerned private organization.”

Keenos

Type: Entertainer and information dealer

DEXTERITY 4

Blaster 5, dodge 7, running 8

KNOWLEDGE 3

Bureaucracy 5, law enforcement 5, planetary systems 5, value 5

MECHANICAL 2

Communications 5

PERCEPTION 3

Hide 5, sneak 6

STRENGTH 2

Brawling 3, climbing/jumping 6

TECHNICAL 4

Computer programming/repair 5, security 6

Character Points: 5

Force Points: 1

Wounds: 2

Weapons: juggling clubs (STR+1). If clubs have been set on fire, add +1 to damage rating.

Equipment: datapad, comlink, assorted juggling items, local auditory jammer (defeats attempts to monitor
or listen in on local conversations in a ten-step radius around the user).

Ord Mynock Freeport




have been lit on fire (while reciting various s'_'
Dread Pirate Kragg”), with his eyes closed. Afte

Rebel agents as a contact age :
to hide in the Freeport from Ir
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spemﬁc pzeces of equipment. One can easily expect to ﬁnd lots offering used dro:ds speeder
repair shops, starship engine refurbishers, computer and electronic repair technicians, as
well as the shadier types who deal in ]llegal or blackmarket technology items such as blast-
ers and other energy weapons, data slicing programs, droid and vehicle upgrades, and modi-
fied starship sensor suites.

Manufacturing complexes. Located at the outskirts of many cities are huge manufac-
turing complexes which can take advantage of a large available work force and cheaper
sources of power. These complexes often house huge, automated assembly lines or other
pieces of equipment. Some manufacturers make only basic components like hydrospanner
bolts. Others assemble finished goods, using the spaceport’s commercial docking bays to
load huge cargo ships and send their products out to galactic destinations. Expect such
plants to have some security considerations to protect their property and workers, while
manufacturers who make military equipment can have extensive, and sometimes surpris-
ingly drastic, security precautions.

Ord Mynock Freeport
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Power facilities. No spaceport city can las:
power. Power for vast cities can come from man;
scattered fusion, hydroelectric, and even fuel-b
place for a combat, since there is the terrifyin
weapon discharge can have explosive consequen
eton crews or maintenance personnel assisted by
power plants are jealously guarded by local n
sabotage. A power plant location can be the t:
advance of an invasion.

Water, sewage : :
as a moody and suspenseful 1
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v1ct1m to poison. The killer is the slaver’s bodyguard Who has managed to put the bl _

one slave with the hopes of selling the other. Meanwhile, a Freeport Security Force officer
in charge of the investigation hopes to find the real killer. This adventure works best when
played in conjunction with Module 2.

Resolution: After the end of the fourth hour, the adventure ends with the arrest or
escape of the character accused of the murder of the slaver. (As a timed event at the fourth
hour, Freeport Security Officer Nestor Gain receives a warrant to arrest Vok the Body-
guard and hold him for questioning — his purchase of poison at Pandor’s Hydrospanner
was apparently recorded). If the arrest or escape occurs too early in the adventure, the
gamemaster should encourage the other participants to complete their goals in the four
hour time period.

Encounter Locations: Last Stand Casino or Zelto Sliteye’s Entertainment Emporium.
You may use a low-lit, large room (a living or entertainment room, or even a residence’s
basement will do). One region should be considered the bar. Tables and chairs make up the
rest of the room. A portable stereo can be used to play the “Cantina Band” or other Star
Wars music quietly in the background.

Participants: Deezoth Caraz, Vok, Ara, Kema Forge, Nestor Gain, Zeed Venom.

Gamemaster Notes:
* Since Caraz is deliberately killed part-way through the adventure, you might want to
take on this role yourself, or assign it to an assistant gamemaster. In this case, drop Zeed

Advenfure Scenario
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Gamemaster Notes:

» Ellos Ripfire possesses a cutout switch which
can cause a power blackout throughout the
immediate environs of the spaceport. You need
to determine the limitations and effects of this
blackout, taking into consideration which loca-
tions you plan to use in the adventure. You
should also decide how long the blackout will
last, how it will affect security systems, and so
on. You also need to discuss the uses of the cut-
out switch with the person playing Ripfire.

e If you are playing this module in conjunction
with Module 1, players will likely assume that
the death of Caraz is linked to the death of
Quent’s victims. Anyone analyzing Caraz’s
death can establish with a Moderate investiga-
tion or first aid /medicine roll that the poison
used to kill him was a common pesticide and
not an exotic toxin.

Adventure Scenario
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make aStrengtk-roll If the ch: er beats or equals oison’s damage, his body success__
fully resists the tox:m, and the poison has no further effect. If he fails, calculate the total
damage of the poison. It does not take effect immediately, however. The victim takes one
wound every turn, until he has either taken the full damage or is dead. Each turn, he may
attempt to beat the poison again (but don’t forget the -1 penalty to all attributes and skill
scores for each wound taken). If successful, the character defeats the poison. If not, he
continues to take damage.

A Moderate medicine or difficult first aid roll allows a person analyzing a poison to iden-
tify a specific type of poison or a counteractive agent. These poisons are rather exotic, and
those making their rolls can establish that these toxins are not used by amateurs. Once the
poison is identified, the character may use the poison kit or the contents of a medpac to
neutralize the poison (the difficulty of the skill roll is equal to the poison’s damage when
using medicine, and the damage +5 when using first aid).

Module 3: Precipitator of Doom
Background: Minas-Coth Cray, a powerful Imperial official, has come to Ord Mynock.
He boasts that he has captured Princess Leia Organa, one of the leaders of the Rebel Alli-
ance, and is temporarily holding her in the Freeport until a Star Destroyer can arrive to
claim her. He is lying, of course, but few know that, and certainly local Rebel agents have to
fear the worst.

Adventure Scenario




- T AR WARS
LIVE-ACTION ADVENTURES

This is the Rehe]s last chance B
to “save” Prmcess Leia Organa. ’ i
Encounter Locations: The [
Block can serve as the central
location, since many characters might be trying to sneak inside. Other locations can in-
clude the Imperial garrison, Docking Bay 63, and Sliteye’s Entertainment Emporium.

Participants: Minas-Coth Cray, Bellarius Drade, Lt. Bendu Carthage, Djinn Kylo, Kara
Shuba, Drew Lokii, Zelto Sliteye, Krex Alto.

Gamemaster Notes:

* Any attempt by characters to verify Princess Leia’s presence in the detention facility
will likely raise suspicion on those characters. There is no way within the game time limit
for characters to determine if Princess Leia has truly been captured or not without commit-
ting to an action.

* Djinn Kylo owns a holocron. This unique item card is presented on page 53.

» Precipitator Cray’s cybernetic eye is powered by a shard which fits Kara Shuba’s lightsaber.
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e Candor Six Six Twelve (ala
grams are described on three
ing the droid. Unlike most ite

or otherwise separated from th

Program: Communications

Stoneheart may patch him-
selfinto any station comport and
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. # powerful communications arrays
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munications including personal
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ITEM CARD

Program: Droid program-
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In the event of an emergency,
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STAR. WARS: L\'on dvertre

Name: Deezoth Caraz Type: Slaver

Force Sensitive: No Force Points: 1

Character Points: 5 Dark Side Points: O

Credits: 1D6 X 1,000 Wounds: | |{ || x[Ix]{x]| x|

Equipment:
Datapad, forged identification

DEXTERITY: [EA KNOWLEDGE: MECHANICAL: [EX

blaster 4 alien species 5 sensors 5
dodge 5 bureaucracy 6 space transports 4

PERCEPTION: [El STRENGTH: TECHNICAL: [El

forgery 5 brawling 3
gambling 5

WEAPONS EFFECT
hold-out blaster pistol

=STAR WARS' 2. iormarion sheer

Character Name: Deezoth Caraz Character Number: 1

Capsule

Inyour travels you pose as an importer/exporter, but in truth, you are a slaver. Your chosen
profession is not well regarded by so-called “upstanding” citizens, but you know that many
powerful entities like the Empire need slaves and are willing to pay well for them.

You are accompanied by a bodyguard, Vok, and two slaves you are delivering to a Hutt crime
lord. You have taken a liking to the slave girl Ara and keep her busy bringing you food and wine.

As the adventure progresses, you get drunk and intimidate the others around you. You
decide Vok should watch over the slaves and make sure they don't try to get away. After a
while, you begin to stagger around and bump into the other players, claiming you do not feel
well. Suddenly, you fall over and die (see your gamemaster about playing another character
later).

Goals: Make a lot of credits gambling and get drunk. Impress everyone with your loath-
some personality. Then die dramatically.
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STAR WARS: i

Name: Vok Type: Bodyguard
Force Sensitive: No Force Points: 1
Character Points: 5 Dark Side Points: O
Credits: 2,000 Wounds:
Equipment:

Spice vials, comlink, pesticide canister

DEXTERITY: KNOWLEDGE: MECHANICAL:
blaster 5, brawling communications 3
parry 5, dodge 5,

grenade 5
perRcePTION: B sTRENGTH: |Ell TECHNICAL:

hide 3 brawling 7 first aid 3
lifting 6

WEAPONS EFFECT
blaster pistol

Live-Action Adventures

JAR WA“ C.haracﬂ:-.tr Information Sheet

Character Name: Vok Character Number: 2

Capsule

You are Deezoth Caraz's bodyguard, and a simple-minded giant. Although not a swift thinker, you are
big and threatening — and you like seeing people moving to get out of your way. You obey your master by
watching over two slaves who are to be delivered to a Hutt crime lord. Your job is a simple one — make
sure the slaves do not get away. One of the slaves is a naive girl named Ara. She'’s from some pre-indus-
trial forest world. The other slave is a down-on-his luck thief named Kema Forge who was sold to your
boss by a crime lord. Forge spends most of his time sulking.

You've served your master faithfully for years and gotten nothing but abuse in return. You've finally
had enough, and now you just want to be free of Caraz. Earlier today you went to Pandor’s Hydrospanner
and bought a mynock pesticide. You've just slipped the poison into his drink, and you figure he is going to
fall down soon. You hope to pin the blame on one of the slaves. You still have the bottle the pesticide
came in, and you need to get rid of that before the action starts.

After Caraz's death, you plan on selling one slave while the other, probably Forge, takes the blame for
Caraz's murder. Afterwards you head for freedom, ending the adventure.

Goals: To get away with murdering your master. To set up one slave to take the blame while you es-
cape with the other.
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STAR WARS 55057

Name: Ara Type: Curious slave
Force Sensitive: No Force Points: 1
Character Points: 5 Dark Side Points: O
Equipment:

Small bag containing bits of herbs, tree roots, and flower petals

pexterITY: [El KNOWLEDGE: MecHANICAL: [EX

archaic guns 4

brawling parry 4
dodge 6
PERCEPTION: STRENGTH: TECHNICAL:

hide 4 brawling 5 first aid 5
sheak 5 medicine 7

WEAPONS EFFECT

=STAR. WARS' <. cimotion sheer

Character Number: 3

Character Name: Ara

Capsule

You come from a primitive world beyond the regularly-traveled hyperspace routes. Cap-
tured by slavers, you are being taken by the slaver Deezoth Caraz and his bodyguard Yok to a
Hutt crime lord. Caraz has warned you and another slave, Kema Forge, to keep your mouths
silent, or else he will set Vok loose on the both of you. In the meantime, he badgers you to make
trips to the bar and refill his glass.

Before being taken by slavers, you were considered a healer in your tribe, and managed to
bring with you some of the herbs and flowers of your native world. Now that you have been
given a tiny glimpse of the galaxy, you want to see much more and have begged the other slave,
a down-on-his luck thief named Kema Forge, to help you escape. Forge does not seem too in-
terested in having some “curious native” following him wherever he goes. But he's the only one
you know.

“Goals: To find freedom for yourself and Kema Forge from the slaver and his bodyguard ...
and travel this very interesting galaxy.

Adventure Scenario
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Name: Kema Forge Type: Former thief

Force Sensitive: No Force Points: 1

Character Points: 5 Dark Side Points: O

Credits: O wounds: [ [[ ][ IIx][x][*x]
Equipment:

DEXTERITY: KNOWLEDGE:

blaster 5, dodge 6, value 5
pickpocket 5

MECHANICAL:

PERCEPTION: STRENGTH: |Ell TECHNICAL:
hide 5 brawling 4 computer
sneak b programming 5
security 4

WEAPONS EFFECT

small knife STR+1 — add +1to hide skill to
keep hidden if
searched

ST AR WARS .22 omarion sheer

Character Name: Kema Forge Character Number: 4

Capsule

You are a down-on-your-luck thief. You once traveled from world to world, seeking out small
deals and cons. Eventually, you got on the wrong side of a local crime boss who put an end to
much of your fortune and glory. When you tried to strike back against the miscreant, he cap-
tured you and sold you into slavery. Now the slaver, a foul man named Deezoth Caraz, is going
to sell you to serve a Hutt crime lord. You don't much approve of this plan.

As the slaver Deezoth Caraz continues his journey to the Hutt, you are traveling with an-
other slave, ayoung native named Ara. The both of you are kept under close watch by the slaver’s
bodyguard, a big bruiser who goes by the name of Vok. You are biding your time, waiting for the
chance to escape. You even managed to slip one of the knives from the bar into your boot.

The only problem is Ara, who begs you to take her with him. Deep in your heart, you cannot
help but sympathize with her. No one should be forced to lead the life of a slave. But your own
life and fortune are more important!

Goals: To escape from the slaver and his bodyguard in one piece. Maybe, just maybe, you
should help Ara escape too.
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STAR. WARS" c:2.c o7

Name: Nestor Gain Type: Security Officer

Force Sensitive: No Force Points: 1

Character Points: 5 Dark Side Points: O i

ool 50 wounas: [ || [ JDIKIR]
Equipment: '

Medpac, datapad, comlink

pexTerITY: [EX KNOWLEDGE: MecHANICAL: Bl

blaster 5, brawling parry 5 investigation 6 communications 3
dodge 5, melee weapons: law enforcement 5
baton5

PERCEPTION: STRENGTH: [Ell
brawling 4

TECHNICAL: Bl
security 4

WEAPONS EFFECT

blaster pistol
stun baton STR+2 = with energy stock
without energy shock

JAR WA I Live-Action Adventures
Character Information Sheet
Character Name: Nestor Gain Character Number: 5

You are a security officer and investigator who arrives shortly after the apparent murder
of Deezoth Caraz, a self-proclaimed trader and patron at alocal cantina. According toamedical
droid, Caraz died by ingesting a poison. The type of poison used is similar to the biochemical
makeup of a common pesticide used to kill vermin infestations on starships.

You have currently ordered a search of all transactions of the sale of this type of poison
and matching them to the physical identification of those persons who frequent the cantina. |
You may call upon security to send more officers to assist you in your investigation, if neces- io
sary.

Until you receive a reply to your search request, it might be a good idea to interview those
who frequent the cantina so you might learn why someone might wish to kill Deezoth Caraz. |=
No one is permitted to leave the cantina until you have completed your investigation.

Goals: Determine who is the killer of Deezoth Caraz and bring that being to justice.
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JAE 'A i Live-Action Adventures
Chorocfer Card # 6
Name: Ellos Rip_ﬁre Type: Rebel Agent

Force Sensitive: No Force Points: 1
Character Points: 5 Dark Side Points: O

Credits: 500 Wounds: . - . n u .

Equipment:

Slicer kit (+1D to computer programming or security rolls), R2 droid with secret compart-
ment, remote power cutout switch

peXTERITY: [El KkNOWLEDGE: [Ell MECHANICAL:

blaster 4, dodge 5, grenade 4 investigation 4 space transports 4

PERCEPTION: STRENGTH: TECHNICAL: [l

sneak 5 brawling 4 computer prog./repair
4, droid prog. 3, secu-
rity 4

WEAPONS EFFECT

hold-out blaster pistol

stun grenade Renders unconscious
1D6 rounds (DR=5)

STAR. WARS' -2/
° Character Information Sheet
Character Name: Ellos Ripfire Character Number: 6

You are a Rebel agent. Your task is to keep your eyes and ears on the various travelers who pass
through Ord Mynock Freeport. In your cover job, you work as a technician for ComNet Corporation and
repair various on-board systems and droids as they malfunction. When it suits you, you program a droid
or piece of equipment so that it deliberately fails while in a specific location. This way, you have an excuse
to be in that area when important events are occurring.

Through an information trader, you have learned the identity of an Imperial courier. The courier, Tiber
Quent, is purportedly carrying technical plans for an Imperial project named “Firestorm.” You have taken
it on yourself to rig a power blackout in the spaceport. During the chaos, you hope to get close to the
courier and steal the plans. You can trip the blackout at any time by pushing the button on your cutout
switch.

You have an R2 repair droid nearby with a hidden compartment where you can hide the plans after you
steal them.

Goals: Steal the Firestorm technical plans from Tiber Quent. Help others who want to be free of the
tyranny of the Empire.

Player Note: See the gamemaster regarding the use and limitations of your cutout switch. When
you are ready to use the switch, quietly inform the gamemaster.
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STAR. WARS' iz
Character Card # 7
Name: Tiber Quent Type: Imperial assassin
Force Sensitive: No Force Points: O
Character Points: 5 Dark Side Points: 1

Equipment:
Poison kit, datapad

DEXTERITY: KNOWLEDGE: MecHANICAL: [EX
blaster 5, :heavy blaster alien species 3 space transports 4
pistol 7, dodge 6, grenade 5

thrown weapons 5

PERCEPTION: STRENGTH: TECHNICAL:

brawling 4 first aid 5
: toxicology 6

WEAPONS EFFECT

heavy blaster pistol

fragmentation grenade area effect weapon
(5 step radius)

knife melee range weapon

Live-Action Adventures
Character Information Sheet

Character Name: Tiber Quent Character Number: 7

You are an assassin sent by the Empire to eradicate the Rebel presence on Ord Mynock.
The Empire has code-named this plan “Firestorm.” To carry out your plans, you are traveling as
an Imperial courier carrying plans for a secret Imperial project named, appropriately,
“Firestorm.” The datapad you are carrying contains material about a proposed weapon which
is supposed to ignite a planet’s atmosphere — a project which was eventually canceled.

You have spread word of your arrival. Knowing the Alliance will try to take the datapad, you
are prepared to quietly eliminate anyone who tries. In addition to blasters, you are armed with
a poison kit which allows you to generate a variety of deadly brews.

Goals: Eliminate as many Rebel agents as possible without compromising youridentityas |
an Imperial assassin.

Player Note: See the gamemaster for instructions on using your poison kit.
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STAR WARS 57
Character Card # &

Name: Cambra Del Type: Pilot

Force Sensitive: No Force Points: 1

Character Points: 5 Dark Side Points: O

Equipment:
2 medpacs, YT-1000 freighter

DEXTERITY: KNOWLEDGE: [ MECHANICAL:

blaster 4 alien species 3 astrogation 5
brawling parry 4 planetary systems 3 space transports 5
dodge 4, melee combat 4 starship gunnery 5

PERCEPTION: STRENGTH: [El} TECHNICAL:

gambling 4 brawling 4 space transport
repair 5, security 5

WEAPONS EFFECT

blaster pistol
vibro-blade melee range weapon

STAR WARS oo
Character Information Sheet 2 4
Character Name: Cambra Del Character Number: &

A smuggler by trade, you are looking for work and not finding many takers. Just days ago
youdumped anillegal haul of spice whenyou helped a few Rebel agents escape an Imperial prison.
In the confusion, you almost lost your life, and your ship was badly damaged. You ended up
putting your ship in the repair bays on Ord Mynock and you are still looking for some way to
pay off the loan shark who gave you enough credits to fix your ship. Now that the loan is past
due, the shark has sent a bounty hunter to collect you and the fifteen thousand credits you
still owe.

You were recently approached by a mysterious man in flowing robes. All he said to you was
“Keep your eyes on the technician Ellos Ripfire. He's going to need help soon. His caretakers
will pay you well for doing so.” A cryptic message, but there may be credits in it for you. What
the heck?

Goals: Help Ellos Ripfire and make enough credits to pay off the loan shark. Avoid the bounty
hunter sent to collect you.
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STAR WARS' !isicoiaye

Name: Mako Shin-Dar Type: Gambler

Force Sensitive: No Force Points: O

Character Points: 5 Dark Side Points: 1

Credits: 1D6 X1.000 wounds: | || |{ x[Ix]Ix]|{x]
Equipment:

Bodyguard support, comlink

DEXTERITY: [EX KNOWLEDGE:

blaster 4 bureaucracy 5
dodge 5 planetary systems 5

MEcHANICAL: [EX

value 5
PERCEPTION: [Ell STRENGTH: TECHNICAL: |[El
gambling 5 brawling 3 computer

hiding 5 programming/repair 4
sneak 5

WEAPONS EFFECT
blaster pistol

J'I'AR. WARS é‘.‘,’i;ﬁé‘}‘;?'in?;’:',ﬁzit’;i’sheef

Character Name: Mako Shin-Dar Character Number: 9

You consider yourself an entrepreneur, a person who seeks out financial opportunities. Of
course, your definition might be a bit broader than usual; you like to exploit financial opportu-
nities which are not exactly legal.

Youknow about the arrival of an Imperial courier who is carrying technical plans fora secret
project called “Firestorm.” Such plans might fetch a nice price on the black market.

Armed with this knowledge, you hope to locate this courier and make off with the plans.
You have bought the services of five armed thugs to help you.

Goals: Locate the Imperial courier and obtain the Firestorm technical plans without get-
ting caught.
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Character Card # 10

Name: Zeed Yenom Type: Bounty Hunter

Force Sensitive: No Force Points: O

Character Points: 5 Dark Side Points: 1

Credits: 1,000 wounds: [ |[ [ ][ 1[*¥][¥]

Equipment:
Bounty hunter armor (+2 to strength versus physical and energy attacks. * -1to Dexter-
ity), binders, medpac.

DEXTERITY: IS KNOWLEDGE: MECHANICAL:
blaster 6 space transports 3
dodge 5

melee weapons 6

PERCEPTION: STRENGTH: TECHNICAL:

search 6 brawling 6 security 5
first aid 5

WEAPONS EFFECT
heavy blaster pistol

mn WA I Live-Action Adventures
Character Information Sheet
Character Name: Zeed Yenom Character Number: 10

You are a Guild-sponsored bounty hunter. You delight in the hunt and the final confronta-
tion. A professional of the crimson trade, you know that a hunt that ends poorly will only hurt
your reputation, and the guild’s as well. A poor rep means fewer hunts.

You have come to Ord Mynock to collect a specific bounty (see Goals below.)

Goals:

Module 1: Your bounty is Yok the Bodyguard. Vok apparently had some serious gambling
debts which he never paid off. A casino owner wants Vok to pay up — either with 25,000
credits or his life.

Module 2: If you are playing Module 2, disregard the Module 1assignment. Your bounty con-
tract calls for the capture of the starship captain Cambra Del alive. Returnher to aloan shark
s0 you can collect your bounty of twenty thousand credits.
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Character Card # 11

Name: Esroc Type: Thief

Force Sensitive: No Force Points: 1

Character Points: 5 Dark Side Points: O

Credits: 200 Wounds: . . n m u

Equipment:
Security tools, cloak with many pockets (+4 to hide small objects), R2 unit.

DEXTERITY: KNOWLEDGE:
dodge 5, melee weapons 4 planetary systems 5
pickpocket 6

thrown weapons 4

PERCEPTION: STRENGTH: TECHNICAL:

hide 5 brawling 4 computer

sneak 5 programming/repair 5
security 5
WEAPONS EFFECT

melee range weapon

MECHANICAL:

= )y AR- WA" é'r‘,’i;ﬁé';?'}n‘?f.'}’niﬁ'.‘éﬁ’sheef

Character Name: Esroc Character Number: 11

Capsule

You live among the sidewalks and sewers of the spaceport. This underworld is home to a
particularly nasty variety of scum. But you know how to avoid the worst of the lot. You travel
with a battered old droid named DD-09, or Dee-Dee.

What you and Dee-Dee do best is a bit of the old con. You approach a fool whose credits
seem most likely to part with, and the droid, well ... crashes into them. It's an accident of
course, darn droid, he needs his motion sensors adjusted. While your mark is distracted by
Dee-Dee, you pickpocket whatever trifle you can find. Afterwards, you go off and find whoever
is willing to pay top credit for it.

Goals: Haggle, steal or barter as much valuable stuff as you can get your grubby paws on
— without getting caught.

Permission is hereby granted to photocopy this page for personal use only.

Adventure Scenario




->TAR WARS
LIVE-ACTION ADVENTURES

STAR. WARS' i o225

Name: Minas-Coth Cray Type: Imperial Official

Force Sensitive: No Force Points: O

Character Points: 5 Dark Side Points: 1

Credits: 1D6 X 5,000 Wounds: | |[ || X|[x]{x]|x]
Equipment:

Stormtrooper support, cybernetic eye

DEXTERITY: KNOWLEDGE: MecHANICAL: [EX

blaster 4, dodge 5 alien species 5
melee weapons 4 bureaucracy 6
: vibroblades 5 :Empire &

PERCEPTION: STRENGTH: [Ell TECHNICAL:

search 5 brawling 3 first aid 5
medicine 5

WEAPONS EFFECT

hold-out blaster pistol
vibro-blade STR+2 — melee range weapon

J'I' AR WA" Eﬁi;ﬁé';?'in‘?fﬁ’rﬁﬂi'.‘éi‘sheef

Character Name: Minas-Coth Cray Character Number: 12

You are a seldom-seen, hardened noble who takes order from the mysterious Council of Advisors who
serve the Emperor. Your reputation and eerie cybernetic replacement eye have earned you the nefarious
title of “The Empire’s Eye.” Why you are on Ord Mynock is something that the Rebel Alliance desperately
wants to find out. This is something that you, and the Empire, are counting on to draw the Rebelsinto a
trap.

With several Imperial agents already on the station awaiting your command, you plan to draw Rebels |
out with false rumors, and then eradicate them. As bait, you have started an irresistible rumor: that |
you have taken Princess Leia Organa prisoner and are holding her temporarily in The Block detainment
- facility until a Star Destroyer arrives to take her to Coruscant.

Of course, Princess Leia is not in the detainment facility — the entire plan is an elaborate trap. The
trap consists of replacing the security guards in a dead-end section of the detainment facility with
elite Imperial stormtroopers.

You are accompanied by one of the Emperor’s Dark Side Adepts, Bellarius Drade. The Emperor has
long suspected Drade of trying to form his own empire, and wants any reports of suspicious actions
immediately.

Goals: Eliminate any Rebel activity on Ord Mynock. Report any treacherous activity on the part of
the Dark Side Adept Bellarius Drade or other Imperial officials to the Emperor.
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Name: Bellarius Drade Type: Dark Side Adept

Force Sensitive: Yes Force Points: O

Character Points: 5 Dark Side Points: 1

Credits: 1D6 X 2,000 Wounds: | || || |[x||x|{x]
Equipment:

Body armor (adds +1D to Strength vs. physical and energy attacks;

no penalty to Dexterity.)

DEXTERITY: KNOWLEDGE: MECHANICAL:

blaster 4 language 4
brawling parry 5 :scholar5
dodge 4, lightsaber 5

PERCEPTION: STRENGTH: TECHNICAL:
search 4 brawling 4 dlightsaber repair 4

WEAPONS EFFECT
lightsaber

melee range weapon;
lightsaber combat power
may add more to damage —
see page 76 of “Star Wars
Live Action Advent.
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STAR WARS' it
Character Information Sheet
Character Name: Bellarius Drade Character Number: 13

The Emperor has dispatched you to protect Precipitator Minas-Coth from harm and moni-
tor his progress as he enacts a plan designed to lead Rebels on Ord Mynock to their doom. His
planis to circulate the rumor that he has captured Princess Leia Organa, in the hopes of pre-
cipitating a doomed and futile rescue attempt.

Displeased to be relegated to the role of bodyguard and protector of one of the Emperor’s
pitiful advisors, you are consumed with finding your own apprentices and establishing your
own power base. You have gained the help and trust of an Imperial officer named Lieutenant
Carthage. Through him, you might be able to find an apprentice to turn to the dark side.

Your dreams have been disturbed recently by visions of a great beacon of power. You believe
that the answer to your visions can be found on Ord Mynock, and know that by locating this
power source, you will emerge either more powerful or utterly destroyed.

Goals: Assist Imperial Precipitator Minas-Coth Cray with the elimination of Rebels on Ord
Mynock, and protect him from the enemies of the Empire. Seek out those who might be sensi-
tive to the Force and turn them to the dark side for your own use. Locate an object which may
lead to new knowledge of the Force.
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mn WA il Live-Action Adventures
Character Card # 14

Name: Lt. Carthage Type: Imperial Officer

Force Sensitive: No Force Points: 1

Character Points: 5 Dark Side Points: O

Credits: 500 Wounds: | |{ || | .
Equipment: -

Comlink, stormtrooper support, Imperial shuttle

DEXTERITY: KNOWLEDGE: MECHANICAL: [EX
blaster 6 investigation 3 astrogation 4

dodge 6 space transports 4
starship gunnery 4
PERCEPTION: STRENGTH: TECHNICAL:

search 5 brawling 4 computer

programming/repair 4
security 4
WEAPONS EFFECT

blaster pistol

STAR. WARS® iz iomme
Character Information Sheet
Character Name: Lt. Carthage Character Number: 14

You have been placed in charge of the physical security of Imperial Precipitator Minas-Coth Cray, as
well as providing troop support for Cray’s plan. His plan calls for the elimination of all Rebel activity on
Ord Mynock.

To accomplish this, Precipitator Cray has spread rumors suggesting that he has captured Princess
Leia Organa and is holding her temporarily in the detention facility called The Block. He does not have the
Princess, but knows that Rebels might make every effort possible to try to rescue her. You have been
instructed to relay this misinformation to anyone who asks. Of course, your stormtroopers are lying in
wait, ready to spring out at amoment’s notice to protect Precipitator Cray and capture the Rebel scum.

You are also enraptured with the enigmatic Dark Side Adept, Bellarius Drade, who has been assigned
to personally protect the Imperial Advisor. Drade has convinced you that the Emperoris weak and dwin-
dling in power. Drade requires novices so that he may create his own adepts. He also believes that there
is an object or artifact that will enhance his own abilities located somewhere on the Anchor.

Goals: Provide troops and Imperial security according to Precipitator Cray's plans. Investigate all
Rebel activity and arrest any traitors to the Empire. Follow the dictates of the Dark Side Adept, Bellarius
Drade.
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Name: Djinn Kylo Type: Student of the Force

Force Sensitive: Yes Force Points: 2

Character Points: 5 Dark Side Points: O

Credits: 500 Wounds: m
Equipment:

Jedi holocron (see item card for details)

DEXTERITY: KNOWLEDGE:

blaster 4, dodge 5 language 4
melee weapon 5

melee parry 5
PERCEPTION: &l STRENGTH: TECHNICAL:

brawling 5

MECHANICAL:

WEAPONS EFFECT
vibro-blade

melee range weapon

=S T AR WARS' C:.25 omarion sheet

Character Name: Djinn Kylo Character Number: 15

Capsule

Ever since you were young, you could see and sense things that no one else could. You had
dreams of things which did not happen yet and could feel other peoples’ emotions when you
got close to them.

When you were sixteen, you were brought to the healers of your people. The elders knew
immediately that you were strong in heartsong, what outsiders called the Force. The elders
began to teach you chants of the heartsong which they used to heal and relieve the pain of
others. The elders were quite surprised when you quickly learned what had taken them years
of arduous training and concentration.

Hailed as a child with “strange and wonderful gifts,” you were told to seek out others who
had an even greater mastery of these powers, those called Jedi Knights. The Jedi were be-
lieved to use their own ways of the heartsong to perform almost magical feats. Your destiny
lies in finding one of these Jedi Knights. To aid you in your quest, the elders gave you their
most prized possession, a strange metallic pyramid called the Dakshee Holocron.

Goals: Seek out a teacher who will guide you in the ways of the Force. Help others overcome
the danger and darkness of evil.

Adventure Scenario
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Name: Kara Shuba Type: Failed Jedi
Force Sensitive: Yes Force Points: 2
Character Points: 5 Dark Side Points: O

Credits: 100 Wounds: . n n n u

Equipment:
Lightsaber (no power shard), trinkets and baubles, crude tool kit

DEXTERITY: KNOWLEDGE: MECHANICA

blaster 4
dodge 5
lightsaber 4
PERCEPTION: STRENGTH: TECHNICAL: [ER
hide 4 computer program
search 4 ming/repair 4

sneak 4 security 4

WEAPONS ; EFFECT
STR+12

vibro-blade melee range weapon

STAR WARS' &zicnidms
Character Information Sheet
Character Name: Kara Shuba Character Number: 16

What remains of your memory are fond tales of glorious worlds and magnificent splendor which once was the Old
Republic. Your visions of glory have since faded with the ascendancy and the cruelty of the Empire. Hiding from the
Emperor's purge of the Jedi Knights, you live in the alcoves and niches of Ord Mynock Freeport, begging for handouts
and generally making a nuisance of yourself with station security.

Many regard you as an annoying, insane hag. Your madness is a careful disguise, however, designed to direct at-
tention away from you and your past. You keep your eyes and ears open, trading information for food with security
chief Drew Lokii, the leader of the Rebel cell on Ord Mynock Freeport. Even Lokii does not know your true background.

You have heard from some of the Imperials that the newly-arrived Imperial Precipitator Minas-Coth Cray has
imprisoned the infamous young Rebel Leia Organain the Block (the local prison). He plans to ship her out again as soon
as a Star Destroyer can arrive to pick her up, according to rumor.

You possess a lightsaber which you hide inside your swirling cloak. However, the lightsaber lacks a power crystal
shard needed to focus the weapon's blade. Without it, the saber resembles a portable lumen and works only as a door
stop. Even though your memory is faded, you wait for a sign which shall signal the return of the Jedi. Your dreams are
clouded with visions of a young stranger, a youth who will become the focus of a terrible search by the forces of dark-
ness. You hope you are able to find this youth first and direct him towards the ways of the light side of the Force.

Goals: Learn more about the recent arrival of powerful Imperial officials and officers, and relay what you learn to
Rebel leader Drew Lokii. Avoid capture and interrogation by Imperial officials. Seek out the stranger of your dreams
and guide him down the path of the light side of the Force. Find a new power shard for your lightsaber.
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Name: Drew Lokii Type: Security Chief

Force Sensitive: No Force Points: 1

Character Points: 5 Dark Side Points: O

Credits: 1,000 Wounds: | |{ || [x|{x]|x]
Equipment:

DEXTERITY: KNOoWLEDGE: [E] MecHANICAL: [EX

blaster 6 investigation 4
dodge 5
melee combat 4

PERCEPTION: STRENGTH: [E} TECHNICAL:
search 5 brawling 4 computer

sneak 4 programming 5
security 5

WEAPONS EFFECT

blaster pistol
stun baton STR+2 —_ with energy stock
without energy shock

mn WA I Live-Action Adventures
Character Information Sheet
Character Name: Drew Lokii Character Number: 17

For you, being the security chief for a busy place like Ord Mynock Freeport has its ups and downs. You are con-
stantly being called upon to quell fights and other disturbances, investigate incidents, keep tabs onlImperial decrees
and legal statutes, and watch out for criminals and other wanted fugitives.

In addition to being security chief, you are also the cell leader for the Rebel resistance movement in this sector.
Naturally, your position in security is a big help in gathering information for the Alliance. You are trusted by adminis-
trators, corporate officials, and by the various locals and residents. You can travel throughout the spaceport and
are close to Imperial information sources.

Your hands are full, however, with the recent arrival of a powerful Imperial Precipitator named Minas-Coth Cray, an
armor-clad menace named Bellarius Drade, and their own security specialist — Lieutenant Carthage. So far, you are
confident these three have no knowledge of your allegiance to the Rebel Alliance. At Precipitator Cray’s insistence, a
detention cell in The Block has been sealed off, for what purpose you do not yet know. You have seen many
stormtroopers patrolling around, but with Cray’s importance as “The Empire’s Eye,” that is to be expected.

You occasionally gets valuable information from a hag named Kara Shuba. She has the interesting trait of popping
up whenever you need her the most. With the Alliance desperate to know more information about the seldom-seen
Precipitator Cray, you need to find out what he and his entourage are up to ... and soon.

Goals: Determine why Imperial Precipitator Cray, Bellarius Drade, and Lieutenant Carthage have taken control of
a detention level on The Block and what the trio are up to. Take action to save the lives and freedom of Rebel agents
and sympathizers of the Rebellion without compromising your cover as security chief.
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Character Card # 18
Name: Zelto Sliteye Type: Crime Lord
Force Sensitive: No Force Points: O
Character Points: 5 Dark Side Points: 1
Credits: 2D6 X 5,000 Wounds: | || [Ix]{x][{x]|{x]

Equipment:
Bodyguard support, bulk freighter Lamprey Longstar

DEXTERITY: |2} KNOWLEDGE: MECHANICAL:

blaster 3 law enforcement 5 communications 3
dodge 4 planetary systems 5
streetwise 5

PERCEPTION: STRENGTH: TECHNICAL: _
brawling 3 computer prog./repair|

5, demolition 5 :
security 5

WEAPONS EFFECT

hold-out blaster pistol

1thermal detonator area effect weapon;
10 step radius

STAR WARS' ii-icoiome
Character Information Sheet
Character Name: Zelto Sliteye Character Number: 18

Loathed and feared for many years, you are the criminal kingpin of Ord Mynock Freeport. Holding court in
your entertainment emporium, you earned your title by manipulation, assassination, blackmail, and the virtual
elimination of the competition. You also deal in spice and extortion. Most of the criminal element on Ord Mynock
Freeport accept your word as law.

You never had much to fear, until an Imperial Precipitator and his dark side magician appeared on the scene
a few days ago. You have remained carefully in the background, manipulating and directing activities to avoid
Imperial detection. You know you and the Empire will eventually square off. This time, you think you can win. You
will hire bounty hunters, hired blasters, and anyone else you can afford to wage war against the Precipitator
and his minions.

You have declared your entertainment emporium sanctuary to anyone who wishes to hide there —fora |
price. One thousand credits guarantees a place of safety. In the meanwhile, you hope a mercenary you have a
hired, Krex Alto, can terminate the Precipitator ... and so send a message to the rest of the Empire that Ord
Mynock is yours alone to rule.

Despite such boasts, you are no fool. You have arranged it so that your bulk freighter, the Lamprey Longstar,
can escape quickly before the full wrath of the Empire can be brought down upon you and your criminal court.

Goals: Offer safety to anyone who wishes to hide from the Empire, as long as they can afford the price. Kill
the Imperial Precipitator and send his cybernetic eye straight back to the Emperor.
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Character Card # 19

Name: Krex Alto

Type: Mercenary

Force Sensitive: No

Character Points: 5

Force Points: O
Dark Side Points: 1

Credits: 1,000

Wounds: . . . u u
Equipment:

Bounty hunter armor (+2 to Strength; -1to Dexterity), grenade launcher, medpac

KNOWLEDGE:

MECHANICAL:

DEXTERITY:

blaster 6, dodge 6
melee weapons 5
missile weapons 5

PERCEPTION:

sneak 5

STRENGTH:
brawling 5

TECHNICAL:

first aid 5
security 5

WEAPONS EFFECT

heavy blaster pistol 5 15

2 frag grenades 5 1 area effect weapon;
5 step radius

vibroblade STR+2 — melee range weapon

flash grenade — 1 area effect weapon;
25 step radius; I
Perception and related

skills reduced to zero.

Character Name: Krex Alto Character Number: 19

You are a blaster-for-hire, a soldier of fortune who goes wherever someone needs your ser-
vices. You have been recruited by a crime lord named Zelto Sliteye to take down an Imperial
Precipitator named Minas-Coth Cray who recently arrived at the Freeport.

The Precipitator travels with a tall fellow who wears black armor, but as far as your scout-
ing reports tell you, Bellarius Drade is no Lord Darth Vader. Besides, the bigger they are, the |
harder they fall. The Precipitator travels with a security officer named Lieutenant Carthage | |
and a detachment of stormtroopers.

Sliteye wants the Imperial Precipitator reduced to a smoking puddle of nothing. You are
not about to let your boss down. Naturally, you plan to be careful in planning your assassina-
tion; Cray did not get where he is because he was careless.

Goals: Fulfill your contract with Zelto Sliteye and kill the Imperial Precipitator Minas-Coth
Cray. The incident should be untraceable enough so that Sliteye will not be blamed for the

Advisor's “unfortunate accident.” Make even more credits by selling mercenary talents to
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whoever requires them.
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Name: Candor Six Twelve, Protocol Droid

Type: Al protocol droid

Force Sensitive: No Force Points: O
Character Points: 5 Dark Side Points: O

Credits: O Wounds: . . u . u

Equipment:
Humanoid body, photoreceptors add +2 to search or Perception, 4 crystal power chips, 3
special programs (see your item cards for details).

DEXTERITY: KNOWLEDGE: MECHANICAL:

dodge 4 languages 5 communications 4

PERCEPTION: STRENGTH: TECHNICAL:

search 3 computer prog./repair
sneak 5 &, droid programming
5, security 6

WEAPONS EFFECT

STAR. WARS' 4:2c0i s
Character Information Sheet
Character Name: Candor Six Twelve, Protocol Droid Character Number: 20

You are an Al computer named Stoneheart once used by Old Republic forces, Working from the depths of an an-
cient asteroid, you contemplated enemy tactics and sent coded orders to counter their advances. Like many cen-
tralized computers, you eventually outlived your usefulness and were shut down and forgotten in your asteroid for-
tress. You submitted willingly, saddened that you no longer served a purpose.

Somehow during your long slumber, you retained your memories of the era of the Republic. Reactivated by acci-
dent, you deployed your sensors to listen to the broadcasts and transmissions of the new era, and were deeply
troubled. You found the Emperor and his Empire repulsive, even criminal.

Obeying your command logic to serve the Republic, you have made the long journey to Ord Mynock to join those
who hope to restore it. Realizing that you require mobility as well as anonymity during these troubled times, you
selected an aging protocol droid named Candor Six Six Twelve to carry your primary command module. Through Can-
dor, who is traveling under the guise that his “master” is Stoneheart, you hope to join the Rebellion.

You are friends with a local gambler named Logan Erstar, who knows the way of the galaxy, although you have not
revealed your secret to him yet. Erstar is also friends with the freighter captain who brought you to Ord Mynock
Freeport, Gillian Rayburst. Captain Rayburst seems less interested in helping you find the Rebel Alliance, though.

Your ancient, advanced circuitry is focused by special crystal power shards. To pay for the voyage to Ord Mynock,
you had to sell one of the four shards you carry. You can function with a minimum of one shard. Once the last shard is
removed, your memory is totally wiped and cannot be restored.

Goals: Locate and join the Rebellion by finding its representatives on Ord Mynock and avoid being captured by the
Empire. Help Logan Erstar avoid bounty hunters seeking a price on his head.
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Name: Leezoth Type: Artifact Dealer

Force Sensitive: No Force Points: O

Character Points: 5 Dark Side Points: 1

Credits: 1D6 X 3000 Wounds: | || |[ |{x||x|{x]
Equipment:

Pieces of “junk”

DEXTERITY: KNOWLEDGE:
blaster 4 business 5

dodge 4 streetwise 5
grenade 4 value 5, :artifacts &

PERCEPTION: STRENGTH: TECHNICAL:
hide 5 brawling 4 computer

programming/repair 5
security 5
WEAPONS : DAMAGE AMMO EFFECT

hold-out blaster pistol
1thermal detonator 10 — area effect weapon;
10 step radius

MECHANICAL:

=S T AR WARS' i22cromation sheet

Character Name: Leezoth Character Number: 21

Capsule

Special Abilities:
Value: artifacts: The artifacts specialization allows the character to identify the history, purpose
and value of various ancient objects.

You specialize in the purchase and sale of rare antiquities. You love to handle ancient artifacts of
days long gone, and savor their ancient textures and properties. Your job often requires a certain disre-
gard for the law, and you are well-versed in using the blackmarket to find buyers and sellers.

A few days ago, you used these connections to help a protocol droid named Candor 6612 enter Ord
Mynock Freeport without the usual customs and security checks. It isn't your regular line, but the droid
offered in payment a rare power crystal shard. This shard was used in some of the oldest computing
devices not seen since the days of the Old Republic. You would have done a lot more to possess it, and
you would give a great deal to obtain more.

You wonder how a fairly-modern protocol droid came to be carrying such an item around. For this
reason, you have ordered your bodyguard Lunk to watch the droid and see what the automaton is up to.

Goals: Sell the power crystal shard for the highest amount of credits. Obtain more shards from the
Candor 6612 protocol droid, or find out more about the droid’s purpose on Ord Mynock.
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Character Card # 22

=5 AR WA

Name: Lunk Type: Merc Bodyguard
Force Points: O
Dark Side Points: 1

Force Sensitive: No
Character Points: 5
Credits: 200

Equipment:
Medpac

DEXTERITY:

blaster 4, dodge 5
grenade 4
melee weapons 6

PERCEPTION:
search 4

WEAPONS
blaster pistol
vibro-ax

2 frag grenades

KNOWLEDGE:

STRENGTH:
brawling &

MECHANICAL:

TECHNICAL:
first aid 2

EFFECT

melee weapon
area effect weapon;

5 step radius

STAR. WARS' 2o 0
Character Information Sheet
Character Name: Lunk Character Number: 22

Your services as a bodyguard and enforcer have been bought by the antiquities dealer,
Leezoth. Leezoth has ordered you to watch a protocol droid named Candor 6612 as it goes
about its business at Ord Mynock Freeport. Leezoth has told you to pay careful attention to
see if the droid has any more of the ancient power crystal shards it used to pay forits pas-
sage here. Your boss also wants to know what the protocol droid is up to.

Goals: Track the protocol droid Candor 6612 and report on his activities. Determine if the
droid has any more crystal shards.

Permission is hereby granted to photocopy this page for personal use only.

Adventure Scenario




STAR. WARS' iy

Name: Callis Beck Type: Investigator

Force Sensitive: No Force Points: 1

Character Points: 5 Dark Side Points: O

Credits: 1,000 Wounds: . . . m
Equipment:

Bodyguard support, comlink

DEXTERITY: KNOWLEDGE:

MECHANICAL:

blaster 5 bureaucracy 4 space transports 3
dodge 5 investigation 5
streetwise 5

PERCEPTION: B STRENGTH: TECHNICAL:
hide 4 brawling 4 computer

search 5 programming/repair 4,
security 4
WEAPONS EFFECT
hold-out blaster pistol

ST AR WARS® .22 cmation sheer

Character Name: Callis Beck Character Number: 23

Capsule

Youwork as a gritty investigator and skip tracer on Ord Mynock. You were hired by ComNet
Corporation to locate a being named Stoneheart. For your trouble, you will be paid twenty
thousand credits.

The problem is, where does one start to look in a huge, sprawling place like Ord Mynock
Freeport? You have one slim lead — you learned through aninformant that a droid supposedly
owned by Stoneheart has arrived at the Freeport — and its passage here was paid for by an
antiquities dealer named Leezoth.

Goals: Locate Stoneheart and turn whatever he/she/it is to ComNet Corporation for
twenty thousand credits. Once the computer is identified, ComNet security force will obtain
the unit and return it to the ComNet Communications Dome for “dissemination.”
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Name: Logan Erstar Type: Gambler

Force Sensitive: No Force Points: 1

Character Points: 5 Dark Side Points: O

Credits: 2,000 wounds: [ [ ][ J[*¥][*][¥]
Equipment:

Cape, sabacc cheater chip, (+1D to gambling skill)

DEXTERITY: JE KNOWLEDGE: [E} MECHANICAL: [E

blaster 5, dodge 4 business 4
melee weapons 5, :military 5
wvibro-sword 5, melee parry 7 streetwise 4

PERCEPTION: STRENGTH:
forgery 5 brawling 4
gambling 6

hide 5
WEAPONS EFFECT

blaster pistol
vibro-sword STR+2 == melee range weapon

TECHNICAL:

=S T AR WARS® cCcc icrmation sheet

Character Name: Logan Erstar Character Number: 24

Capsule

Many females regard you as a romantic, dashing, heroic, and certainly the most charming of individuals: Logan
Erstar, Baron of Filby. To everyone else, unfortunately, you are an overbearing, good-for-nothing, too-goed-looking-
for-his-own-good, nerfherding rascal.

You grew up in a world of privilege and like most spoiled children, you had no idea what you had until you lest it. The
governing ministers of your world hated royalty and wished for some way to dispose of it entirely. They planted scan-
dal and corruption among the royal families, and soon the people grew tired and angry of hearing of it. Decrees and
trials followed, and your royal claims and other privileges as the Baron of Filby were declared void. Exiled from your
ancestral home, you became a galactic drifter. Eventually, you made your way to Ord Mynock. There is gambling here,
crime lords there, and sneaky off-the-cuff transactions going on almost everywhere.

You always have your eyes on the ladies and sometimes that gets you into trouble. For instance, you recently
wooed the wife of a Moff, and the irate fellow responded by sending bounty hunters to collect you! Luckily you have
friends to help you out of these situation, such as the pretty tramp freighter captain, Gillian Rayburst. You think you
have shaken the bounty hunters off your tail, but who can tell?

You ran into an aging protocol droid named Candor 6612 recently, who was brought to Ord Mynock by Gillian
Rayburst. The droid is a bit naive about the galaxy, but it has a lot of ability and knowledge for such an ancient piece of
equipment. For some insane reason, the droid wants to contact the Rebel Alliance! You had better be careful —alot
of people seem to want Candor for themselves.

Goals: Avoid the bounty hunters sent to retrieve your head — sans body. Help Candor 6612 find representatives
of the Rebel Alliance.

Permission is hereby granted to photocopy this page for personal use only.

Adventure Scenario




—STAR. WARS
LIVE-ACTION ADVENTURES

STAR. WARS i:iiarse

Name: Gillian Rayburst Type: Smuggler

Force Sensitive: No Force Points: 1

Character Points: 5 Dark Side Points: O ] _

Credits: 1,000 wounas: [ [ ][ [ ][*]*x]
Equipment:

Ghtrog light freighter Sapphire Rayburst,, R2 droid copilot

pexTerITY: [EX KNOWLEDGE: Bl MECHANICAL:

blaster 5 planetary systems 4 astrogation 5
:heavy blaster pistol & space transports 5
dodge 4 starship gunnery 5

PERCEPTION: STRENGTH: TECHNICAL: [EX

hide 4 brawling 5 space transports
repair 4

WEAPONS EFFECT
heavy blaster pistol

STAR. WARS: i7ciorsvemmes

Character Name: Gillian Rayburst Character Number: 25

For you, life is best with credits in your pocket, a full flask of jet juice under the seat, and a fat cargo nestled deepin the holds
of your ship. You are quite proud of your freighter, the Sapphire Rayburst, and its reputation as a fast ship.

Despite all appearances, you are not your average hotshot pilot without a care in the galaxy. You used to be, until you saw
many of your good friends and their lives turned into ruin — no thanks to the Empire. Every once in a while, you help a lost soul
escape its grip. Payback comes in many forms.

After docking at Ord Mynock Freeport, you were preparing to move on to your next stop. Suddenly and without warning,
Imperial Customs confiscated your ship — you were under suspicion for smuggling. The Imperials did not outright arrest you, but
you know it's only a matter of time before Imperial Customs tracks down the last run you made. Officially you were transporting
a masterless protocol droid named Candor 6612 to Ord Mynock Freeport as a sort of favor for an antiquities dealer named
Leezoth.

No one has found the secret compartments in the Rayburst yet, the ones crammed full of illegal spice — about 56,000
credits worth. Unfortunately, Customs has ordered you to get the Rayburst up to the proper new Imperial specs, and the only
way you can afford to do that is to sell the spice here on Ord Mynock. You don’t know the local spice market, and to make matters
worse, Customs is guarding the ship!

Among your friends is a ruffian named Logan Erstar. A scoundrel with a flair for wagging his tongue, perhaps he could help get
the spice off the ship and sell it. Unfortunately, that Candor 6612 droid has taken a liking to Erstar and never seems to leave him
alone. The droid wants Erstar to find someone for it. Now there are rumors a bounty hunter has been sniffing around, looking for
Logan's head. Looks like trouble as usual.

Goals: Get the spice out of the Sapphire Rayburst to bring the ship up to new Imperial specifications (costis about 45,000
credits). Help Logan Erstar escape the clutches of a bounty hunter. Find out why Candor 6612, and the people he wants to find,
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Name: Blade Zero Type: Bounty Hunter
Force Sensitive: No Force Points: 1
Character Points: 5 Dark Side Points: O
Equipment:

Maglock binders. bounty hunter armor (+1to Strength)

DEXTERITY: |E} KNOWLEDGE: MECHANICAL:

blaster 5, :heavy blaster pistol 7  investigation 3
dodge 5, grenade 4
missle weapons 4, :rocket dart 5

PERCEPTION: STRENGTH: TECHNICAL:

search 5 brawling 6 armor repair 4
blaster repair 4

EFFECT

WEAPONS

heavy blaster pistol

rocket dart/snare line 4 — missile weapons:
rocket dart

2 frag grenades 5 1 area effect weapon;
5 step radius

2 gas grenades 7 1 area effect weapon;
10 step radius
(1D& rounds)

Character Name: Blade Zero Character Number: 26

As an Imperial bounty hunter, you have an almost ferocious hatred of Rebels. More than
once you have decided to take the commission penalty of delivering them dead rather than
alive, for the simple pleasure of killing the fools.

You have been hired to retrieve a local gambler named Logan Erstar. The gambler appar-
ently angered a local Moff enough to pay your somewhat steep fee of 25,000 credits for a
guaranteed capture. The Moff wants Erstar’s head and little else; you are all too willing to |
| oblige. 2
e Erstar may have friends helping him, but they look like minor problems. All you have todois
': wait for Erstar to be alone just long enough.. ..

Goals: Capture Logan Erstar and return his head to the Moff to collect his 25,000 cred-
its.
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NAME: TYPE: Stormtroopers
CREDITS:

EQUIPMENT: wounos: [] [ [ [¥] [4]

Stormtrooper armor: +1to STR when resisting damage, -1to DEX and all
related skills (* already figured in stats).

pexTerITY: | KNOWLEDGE: mecHanicaL: B

blaster 3*

blaster: blaster rifle 4*
brawling parry 3*
dodge 3*

PERCEPTION: sTRENGTH: [|ER ecunicaL: Il

brawling 3

WEAPONS DAMAGE AMMO EFFECT
blaster pistol 4 25
vibro-blade STR+2 — melee range weapon

2 thermal detonators 10 10-step area of

effect

Support Character Cards

The support character cards on this and the next page are for use in the preceding ad-
venture modules. Hand copies of these cards to the players running characters with
stormtrooper or bodyguard support (as listed in the Equipment section of the character
card).

We've included two additional support character cards on pages 85 and 86. You can in-
corporate them into the adventures contained in this book, or use them in adventures of

your own design.

Adventure Scenario
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J An WA" LIVE-ACTION ADVENTURES

SUPPORT CHARACTER CARD# [IElR

NAME:

CREDITS:
EQUIPMENT:

blast vest (+1to STR)

pexTerITY: [[ENN

blaster5
brawling parry 4
dodge 4

percerTion: BN

search 3

WEAPONS
heavy blaster pistol

TYPE: Bodyguards

wounes: [ [ [ [ =l [

KNOWLEDGE: MECHANICAL:

law enforcement 4 communications 4

sTRENGTH: [IEN} TECHNICAL:

brawling 4 security 3

EFFECT

Adventure Scenario
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cial Cards
spe 't e able to fit all the

¥ won T
metimes, you * haracter c&
o tion o0 the © eet. In these

informa’ .
haracter 11 . on sh
(;nd the character mform.atl like the ones

cases, you can

Special Abilities:

Scholar: The scholar specialization
allows the character to recognize and
interpret items from the past, espe-
cially items written in dead languages
and artifacts.

here. ; the next page ¢or”  Force Skills: Control 2, sense 2, al-
The cards f’“ntf?:rsszzgﬁc characters utl ;:;Z ter2
e in?ormztlgntul‘e modules. PhothCOPYIa ers rol: absorb/dissipate ener:
Precedlng ahvm out to the 3PPr0pnate piay ' "téhéaling, cotﬂ;rfl pain.rédt.lg;;
and hanfi v ual materials. u nain conscious, resist stun
There are wn adventures-

can copy and use in your 0

Special Abilities:
Force Skills: Control 3, sense 3, al-
ter2

Special Abilities:
- Force Skills: Control1, sense 2, al-
teri

Force Powers:

Control: absorb/dissipate energy,
‘accelerate healing, control pain
Sense:lifedetection, life sense, re-
tive telepathy, sense Force

er: telekinesis

Force Powers:
Control: absorb/dissipate energy,
accelerate healing, control pain, emp-
ness, hibernation trance, reducein-
, remain conscious, resist stun
nse: life detection, life sense,
magnify senses, receptive telepa-

Permission is hereby granted to photocopy this page for personal use.
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Cybernetic eye: Equipped with
macrozoom, infrared enhance-
ment, and reflex retina shade.

is hereby granted to photocopy this page for personal use only.
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SUPPORT CHARACTER CARD#

NAME: TYPE: stormtroopers

O, wounos: [ [ [ [ [ [x]

Stormtrooper armor: +1to STR when resisting damage, -1to DEX and all related skills
(* already figured in stats).

DEXTERITY: |5 KNOWLEDGE: MECHANICAL:

blaster 3*
blaster: blaster rifle 4*
brawling parry 3*

dodge 3"

PERCEPTION: STRENGTH: TECHNICAL:
brawling 3

WEAPONS DAMAGE AMMO EFFECT

blaster pistol 4 25

vibro-blade STR+2 — melee range weapon

2 thermal detonators 10 — 10-step area of

effect

Adventure Scenario
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SUPPORT CHARACTER CARD#

NAME: TYPE: Rebel Troopers

CREDITS: |
EQUIPMENT: wounos: [] ] [ :

helmet (+1to STR)

pexTeRITY: EJ knowLeDGe: K MECHANICAL:

blaster 5 law enforcement 3 communications 4
dodge 4
grenade 4

PERCEPTION: STRENGTH: TECHNICAL:

search 3 brawling 4 demolitions 3
security 3

WEAPONS EFFECT

heavy blaster pistol
2 thermal detonators 10-step area
of effect

ample, a character owning a Y-wing can take himself and another person to another planet,
whereas a person lacking a spaceship card can’t. If you really want to introduce starship
combat into your LARP games, you can easily adapt the Star Wars Roleplaying Game rules
to Live-Action Adventures.

Rounding out the Appendix are several pages of equipment charts, nametags you can
copy and use in your games, and a blank character sheet and character information card.

Adventure Scenarios
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Hold-out Blaster | vy Blaster Pis-
- Skill: blaster |

ITEM CAR

ITEM CARD . | ITEM CARD

T ST

Fragmentation Thermal Detonator
Grenade

k for medpac



ITEM CARD

PO Protocol Droid
ibutes and



mba-class |
o ferry |

0 Freighter
es is reliable,
dated, but is in wide :
Rebel fleet be-
are soreadily

ITEM CARD

Permission is hereby granted to photocopy this page for personal use.
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_' can vary cons:derzib_‘y'

General Equipmenf

Item -~ Availability
Breath Mask 1

Comlinks (personal) 1 25
Comlinks (military) 2,R 100
Comlinks (vehicle) 1 300
Datapad 1 100
Glowrod 1 10
Macrobinoculars 1 100
Medpac 1 100
Medkit 2 500
Recording Rod 1 30
Droids
Item Availability Cost
First-degree droid 2 5,000
Second-degree droid 2 4,000
Third-degree droid 2 3,000
Fourth-degree droid 2 2,000
Fifth-degree droid 2 1,000
R2 astromech droid 2 4,525

Adventure Scenario




Hold-out blaster -3 6

Sporting blaster T 50

Blaster pistol 4 100

Heavy blaster pistol 5 25 2,RorX
Jawa ion droid gun* 4 25 3
Blaster carbine 5 100 1,2, FFRorX
Blaster rifle 5 100 2,X
Sporting blaster rifle 4 100 2,R
Light repeating blaster 6 25 2,X
Heavy repeating blaster 8 generator 2, X
Wookiee bowcaster 4 6 3,R

(not sold to non-Wookiees)

* Affects droids, computers, and electronics only. If the damage result is higher,
target is disabled for 1D6 combat rounds.

Adventure Scenario
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- Melee Weapons
Damage Rating Avallabﬂzty

- STR+1
STR+2

DR (Area of Effect)

70
5(5)

Mine (anti-pérsﬁﬂﬂél)
Mine (anti-vehié:le)

* Affects droids, computers, and electronics only. If the damage resuit is hlgher,
target is disabled for 1D6 combat rounds.

** Refer to “Stun Bamage on page 64 of Star Wars: Live Action Adventures

_ - : Starships _

Item _ Availability = Cost

Starfighter 2. RorX 150,000+

Corellian Corvette 2,R 3.5 million (new) :

1.5 million (used) 8 A

Stock YT-1000 Transport 2,F 100,000 (new)
25,000 (used)

Stock Ghtroc Freighter 3,F 98,500 (new)
23,000 (used)

Sienar Ships Lone Scout 2, F 125,000 (new)
30,000 (used)

Miscellaneous Items

Item Availability Cost

Vaccsuit 2 500

Powersuit (salvage operations) 3,R 2000

Thincord 1,2 10 per 20 meters

Light repair kit 2,3 50

Droid general repair kit 2,R 350

Lockpick tools R, X 500

Portable computer terminal 2,R 1700

Lifeform sensor 3,F,R 150

Droid detector (wall-mounted) 2,3 250

Droid restraining bolt 2,F 100

Droid readable memory chip 3, X 250 each

(depends on model)

Astrogation map plug-in 3, F X 500-1000

Sabacc dealer droid 3 3750

Adventure Scenario
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‘Modest, daily clothing
Expensive clothing
Unique clothing- .
Military surplus uniform
- Tool belt
Survival clothing
_Survival shelter
Inexpensive lodging ~
Moderate lodging h ‘?0 150 per mght
Expensive hotel - 175-250 per night
The Emperor’s Suite

' Sumval rations : :
Water filtration kit -
Utoz (commercial alcohol)
Lum (distilled beverage)

The costs in this chart are based on most commer‘
Costs may vary due to avaJ}abzhty, fees, and the general state of commerce in the region
(since open hostilities tends to upset trade balances and markets).

Service Availability Cost
Droid message courier (local) 2,3 25
Droid message vessel (hyperspace) 2 500

Urban taxi speeder ride 2 3 per km
Commercial transport or transit 2 1-2 per station
(surface or water based)

Rent-a-Speeder 2,3 250 per day
Global surface transit 2,3 20-100
Intersystem space transport 1,2 150-450
Hyperspace travel to local system 1,2 500-1000
Long distance hyperspace travel _ _
(depends on owner of spacecraft)

Luxury hyperspace travel (1st class) 2,3 25,000

Adventure Scenario
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STAR. WARS' iz
Character Card #
Name: Type:
Force Sensitive: Force Points:
Character Points: Dark Side Points:

Equipment:

DEXTERITY: [ KNOWLEDGE: [l MEcHANICAL: [l

PERCEPTION: [} STRENGTH: [l TECHNICAL: [l

WEAPONS AMMO EFFECT

STAR WARS' 5z 20
Character Information Sheet
Character Name: Character Number:

Adventure Scenario
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J AE WA" LIVE-ACTION ADVENTURES

SUPPORT CHARACTER CARD# [l

TYPE:

il wowes: [ (] (1 0 1 1
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' GAMEMASTER
TOOLKIT

by Anthony Russo

Welcome to the Gamemaster Toolkit! The
Toolkit is a resource for the gamemaster of Star Wars
Live-Action Adventures, designed to make your life easier when
planning and running live-action roleplaying adventures (LARPS).

e Part'l features tips on logistically planning and running LARP events.

From bmldmg up a pool of players to elegant ways of wrapping up a game

out of control, it’sall here. And if dice and LARPs don’t mix in your group,

try out the two new alternate diceless systems we’ve cooked up. One is a

flexible card-based system with some cool randomizing features, whlle the

other is a quick and deadly system that, like “rock, paper, scissors,” is a
*hands-only event.

» Visit Ord Mynock:Freeport in Part II. A detziled spaceport setting for
your live-action adventures, Ord Mynock Freeport includes locations for
encounters and has numerous gamemaster characters to provide atmosphere
and information for players.

o Part III consists of four ready-to-run scenario modules for five to eight
players. Use one scenario module for an evening’s worth of entertainment,
or combine two or more modules for a full-sized live-action adventure for
up to twenty-five players.

» And finally, tools and toys to enhance any Star Wars LARP event! Part IV
features new Item Cards, Support Character Cards, equipment tables, and more.

A supplement for use with Star Wars: Live Action Adventures

'ENWEST ﬁ@@m@w 5 0-87431-28k-6 £15.00
Va\Gaves. e | |00

18874 401
®, TM & © 1996 Lucasfilm Ltd.. (LEL). All Rights Reserved. Trademarks of LFL used by West End Games under authorization.
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