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INTRODUCTION

For more than a decade, West End Games has published nearly 200 alien species
scattered through 100 sourcebooks, adventure modules, supplements, and periodicals
for use with the Star Wars Roleplaying Game. As a result, gamemasters who enjoy using
a lot of aliens in their games have been forced to locate all of these products (some of
which are out of print) and lug piles of books to games; featuring a Herglic, Pacithhip,
Ri'Dar, and Sljee in your adventure can be a trifle inconvenient.

We feel your pain.

Here, then, is Star Wars Alien Encounters: 10 dozen exotic and unusual aliens, gathered
in one convenient volume. While this book cannot hope to describe each and every one
of the known alien species to be found in the Star Wars universe, it comes fairly close
to covering those that West End Games has printed (the primary exception to this are
the aliens presented in Galaxy Guide 4: Alien Races and Galaxy Guide 12: Enemies and
Allies).

In addition, we included a new alien generation system. Whether you want to create
a few exotic aliens to menace your players or generate a major new species for your
campaign, this system should prove extremely useful.

Finally, we added an appendix to this volume, providing several indices that break
aliens down into various types—from an alphabetical index of the many species to a
listing of prominent space-going aliens.

Basically, we've done everything we can to make this book your one-stop alien
creature shop. We hope you find it useful.

Clear Skies,

)

Paul Sudlow
West End Games




Chapter One

ALIEN
GENERATION

This chapter presents a new alien generation sys-
tem and reviews some of the basic factors involved in
designing believable new alien species. If the system
presented below looks somewhat familiar, you've prob-
ably read Galaxy Guide 8: Scouts—this chapter is
loosely based on Chapter Seven of that book.

There are a great many aliens presented in this
volume—135 in all, and many of them are fairly
esoteric. Chances are, if you crave a new alien species
for your campaign, you'll find one within these pages
neither you nor your players have ever heard of.

However, many gamemasters like to put their own
imprint on the Star Wars galaxy by creating new
worlds, creatures and aliens. If you prefer to create
your own alien species, probably the simplest solution
is to base your new alien on an existing chassis: take
an established alien and change its attributes and
special abilities around a bit to create a new being. For
example, if you are interested in generating a new
avian species living on a low-gravity world, you might
start with the Tikiarri (page 156), retain its basic
attributes and flight capabilities, and add a few new
special abilities that make sense in the context of the
new species’ environment, such as the light-gravity
restriction of the Orfites (page 112).

If you just need some cannon fodder or a one-shot
villain, the alien creation guidelines on pages 218-19
of the rulebook should be sufficient to met your needs,
since such aliens don’t need to be highly detailed in
most situations. Actually, we recommend you reread
these sections before tackling the new rules in this
chapter in any case.

If you'd like to produce more detailed original
aliens, try out the alien generation system in this
chapter. This system does one thing: generate game
stats and appearances for carbon-breathing species—
the predominate form of sentient life in the Star Wars
universe. You can use these rules to generate more

exotic aliens—like silicon lifeforms or energy beings
which thrive in ammonia seas—with a little addi-
tional work, but the system is not intended to produce
such results.

You'll also need to do your own legwork in creating
a culture and society for your new species. If you need
help in this area, review the relevant short essay on
page 219 of the Star Wars rulebook. Alien Encounters
has dozens of new cultures and societies; you can
always base your new culture on one of these if you're
strapped for ideas.

We recommend using the system as a guideline in
developing your own species rather than as a random
alien generator (though the system is set up to produce
random results if you prefer to work that way). The
process of creating a new alien species should be done
with great care, especially if the species will be made
available to players as character templates: take the
time to think most of the aspects of the species
through to assure that the creature is balanced, rea-
sonable and interesting.

That all said, let’s get rolling.

Don Your Thinking
Cap

The first step in alien creation is sitting down and
thinking about your alien. You don't need to settle on
details right now—that’s what the creation system is
for. But you should frame in your mind the objectives
you want to accomplish by asking yourself a few
questions.

How prominent will the new aliens be in your
campaign? The amount of time you spend in detailing
your alien depends largely on how much you plan to
feature it in your adventures. Again, if all you need is
a walk-on, you probably don't need to generate a




complete alien civilization. Simple game stats and a
general description should be enough. On the other
hand, if the characters are traveling to the aliens’
homeworld to bring it into the Alliance, you need to
know a lot more about your new species and its culture.

Do you already have any ideas about your aliens—
how they look, what their society is like, what envi-
ronment they live in? Will your alien be a squat
amphibian or a tall burly primate? Does it hail from a
low-gravity world of grassy plains or from the undersea
reefs of a waterworld? Is it a herbivore or scavenger?
Does it honk really loud when it’s scared? Does it read
datapads or try to eat them?

If you are designing a new alien to play a specific
role in an adventure, your adventure requirements
might dictate or influence your design. For example,
if you need a species of cowardly lemurs or if the big
Imperial governor’s hacienda is on a marshy world,
you already know your aliens will be little hyper
mammals or swamp-dwellers.

The more you can define your alien now, the better.
As you go through the system, you'll have the opportu-
nity to go with your original ideas, or set off in a new
direction. But it is always best to have a goal in mind
before you start. Of course, it can also be a fun creative
exercise to randomly generate a species and come up
with creative solutions to each apparent contradiction.
Work the way you feel most comfortable.

Environment

Begin your alien generation process by selecting an
environment your alien species evolved in. Either roll
2D or pick one of the following as the primary species
habitat:

Barren

Barren environments are typically arid ones, possi-
bly with hostile environments. The ground is ex-
tremely hard, dry and cannot sustain most forms of

life. The atmosphere is likely to be intolerable to
humans. Aliens who thrive in a barren environment
may not find human-standard environments hospi-
table without breath masks or other life-support aids.

Desert

Deserts are marked by a lack of plant cover with
large stretches of bare ground. These are harsh, dry
ecosystems and both the plants and animals found
here will be very hardy and able to survive a long time
without food or water. The ground on the desert may
be rocky or sandy. Mountaintops can also be deserts
due to the infertile ground and lack of rain. Tempera-
tures in the desert are not moderated by any humidity
and will be hot in the day and cold at night. Very cold
deserts are called tundras; the ground stays frozen all
year long, although the surface may thaw during a
warm season and allow plants to grow.

Forest

Forests occur most commonly in temperate zones,
but they can also occur in very cold or warm areas (see
the “Jungle” entry for tropical forests). In great forest
ecosystems, the trees will probably be the most preva-
lent forms of life—or at least the most obvious. Small
plants do not survive well in large forests, though tiny
ones thrive by living off the decay and the refuse of the
trees. Animals flourish in forests, most of which are
herbivores that subsist on the trees almost entirely.
Carnivores keep the population of the herbivores
under control, and they tend to be larger and stronger
than carnivores in other areas.

Glacier

Glaciers are huge frozen sheets of ice that can be
several kilometers thick. Some places are perma-
nently locked into a frigid environment (such as polar
regions and planets far from their stars’ warming rays),
while others are simply passing through an ice age. In
the former case, life will have evolved to thrive in this
environment, and have suitable protection against
the cold. In an ice age scenario, the dominant species
may not be entirely adapted to the environment, but
is hardy or clever enough to survive.

Jungle

Tropical forests that receive a great deal of precipi-
tation are called jungles or rain forests. These ecosys-
tems support different subsystems at different heights
in the trees. These may be so separated that there isno
contact between the creatures in the canopy and
those on the forest floor.




Mountain

Mountainous planets have been (or still are) home
to a great deal of geologic activity. The mountains
may range from small hills to huge alps, but if they
characterize a species’ main environment, they are
probably fairly large. Many lifeforms live in mountain-
ous environments. They are usually hardy, sure of foot,
and accustomed to thriving in rarefied atmospheres.

Ocean

A species from an ocean environment may be a
marine lifeform or live primarily on the surface (like
seabirds). Oceans may be very deep or merely large
and shallow, depending upon whether or not geologic
activity has created great mountainous regions on the
ocean floor. Ocean depths are sparsely inhabited and
will have strange creatures unused to any light and
living off the heat of volcanic vents. Coastal waters
are the richest ecosystems with plenty of light and

minerals and many forms of plant and animal life. On
worlds with a large moon or those which circle a gas
giant, coastal areas will be subject to tides that leave
some land exposed part of the day. Such conditions
often give rise to amphibious creatures.

Plains

Plains get less rainfall than forests and this keeps
the plants from reaching great heights. Plains (or
grasslands), may feature a tree or two, but they are few
in number with a lot of space in between. Plains
animals are often accustomed to traveling great dis-
tances in search of food or water. Veldts (plains
located in hot climates) have more types of life forms
than cool grasslands. Herbivores and insects live on
the plains, and the carnivores that prey on them tend
to be speed-oriented. There aren’t as many places to
hide in the grasslands, so the animal life must be fast,
strong or both.




Wetlands

Wetlands can take the form of ponds, marshes or
swamps. Most wetlands are in warm climates, but this
is not a prerequisite (bogs and fens are as likely to be
found on highland moors as tropical river deltas).
Wetlands support a vast array of lifeforms of every

type.

Mixed
The environment is a combination of two other
terrain types. Roll twice on this table. You can discard
contradictory results if you like, but it may be a fun
challenge to invent an explanation for a desert-wet-
lands combination. Note that some apparently con-
tradictory combinations are perfectly plausible. A

glacier-plains combination, for example, describes a
tundra perfectly.

Exotic

Exotic environments can encompass all sorts of
unusual conditions, from volcano worlds riddled with
underground caves, to rarefied strata of gas giant
atmospheres (you can find some additional ideas on
page 20 of the Star Wars Planets Collection). If you like,
roll on this table again, ignoring this result. Use
whatever is rolled as a “basis” for an alien ecosystem,
then go from there. For example, if you roll “Forest,”
the forest might be made of magnesium and heavy
metal “trees” and have animals that feed on these
compounds in it.

Species Origin

With your environment in mind, it’s time to select
a basic origin for your species. The following catego-
ries are not all-inclusive, and to streamline things
some disparate species are grouped together. Feel free
to further specialize the system if you'd like to get more
specific.

Select one of the following or roll 2D to get the

basic biological form of your species (the values are
weighed in favor of species types common in the Star
Wars galaxy, namely mammals, reptiles and insects).
Disregard any obvious clashes between environment
and origin (unless you really want to explain aquatic
aliens living in a desert).

Plant

Plants synthesize energy from water, nutrients in
soil, and sunlight. They are the lowest and most
common niche in an ecosystem. They tend to be
immobile and typically possess only passive natural
defenses such as burrs.

Sentient plant species are usually immobile, but
some species can move about in search of better soil,
light or nutrients. They can be very difficult to com-
municate with since their entire existence is based
upon a life where food is present every day and they
lack many concepts humans and other animals find
natural.

Soft Invertebrate

Soft invertebrates include species descended from
soft-bodied creatures without bones, such as worms,
slugs or snails, or octopi. These creatures may eat
either plants or animals and can form colonies or stay
independent. They can take many forms, and some
species are able to change form as necessary. They
usually move about using muscles, and some creatures
have very unusual internal structures that give them
some of the rigidity necessary to enable swift move-
ment.

Insect

Insects are arthropods (for simplicity’s sake, arach-
nids are lumped in with insects). Most have well-
defined segmented bodies consisting of a head, thorax
and abdomen. Others have evolved into other forms
(there are some humanoid insect species out there).
Insects may have any number of jointed legs, usually
have exoskeletons, and some have wings. Sentient
insects may be carnivores, omnivores, herbivores, or
scavengers.

Reptile
Reptiles are cold-blooded vertebrates which usu-
ally have a bony skeleton and a body covered in scales
or bony plates—species like snakes, lizards, turtles, or
crocodiles. Most reptile species live on land and lay
eggs. These species may be carnivores, omnivores,
herbivores, or scavengers.
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Mammal

Mammals are warm-blooded vertebrates who nour-
ish their young with milk secreted from mammary
glands. Most mammals are covered in hair or fur
(though like humans, body hair might be extremely
fine). A great many sentient species in the Star Wars
galaxy are mammals. Mammals may be carnivores,
omnivores, herbivores, or scavengers.

Hard Invertebrate

Hard invertebrates have hard outer bodies and no
internal skeleton. They often have jointed legs. Ex-
amples include crustaceans and some flying creatures.
These species can be very diverse. Technically, in-
sects are also hard invertebrates, but they get their
own category above. Most hard invertebrates are
carnivorous or scavengers, but some may be herbi-
vores.

Aquatic

This category includes species descended from crea-
tures that lived in marine environments. While these
beings may be amphibian, mammalian, reptilian, or
fish-like, they are grouped into this one categoryto
make indexing easier. These species may be carni-
vores, omnivores, herbivores or scavengers. Sentient
marine beings may breathe air instead of water if
desired, or both.

Avian

This category includes species descended from
warm-blooded, feathered, winged creatures. The spe-
cies may still be able to fly, or might have evolved to
live on the ground. Fliers normally have light bones or
incredibly powerful muscles, so that they can stay
aloft. These species may be carnivores, omnivores,
herbivores, or scavengers.

Ecological Niche

With your species origin in mind, you can consider
what role it played or continues to play in its ecology.
Are your aliens herbivores or carnivores? Deciding
what niche of the ecosystem your new species springs
from goes a long way towards defining that species.

Determine the ecological niche of your species by
either rolling 1D or picking one. Omnivores and
carnivores are given a better chance of occurring
because their dining habits encourage both aggression
and innovation—presumably important factors in
developing sentience.

If your new alien is a plant life form, you can skip
this step. Only if your plant is carnivorous or other-
wise unusual (aside from being mobile and sentient)
do you need to worry about its ecological habits.

Herbivore

Herbivores are plant-eaters. Natural defenses can
include acute senses, high movement speeds, armor,
and natural weapons that can be used in combat.

Sentient herbivores may be skittish, oriented to-
ward large groups and not as aggressive as species
descended from carnivores and omnivores. Herbi-
vores tend to have speed or passive defenses (armor or
camouflage for example) to protect themselves from
predators.

Carnivore

Carnivores are meat-eaters, normally preying on
herbivores or smaller and weaker carnivores. They
often compete with one other, although carnivores in
the same ecosystem will often evolve unique abilities
that differentiate them from other carnivore species.

There are few standard characteristics of carni-
vores: some are solitary while others are highly social
and hunt in packs. Some carnivores are active only
during daytime, others only at night; some are highly
territorial, while others are migratory. In general, like
most animals, carnivores will adopt behaviors most
likely to preserve and continue the species.

Sentient carnivores are descended from hunters,
and may be cunning, aggressive and violent. They
may have special adaptations, such as claws, poison-
ous bites or other items that enable them to attack and
kill prey. Since the species has evolved intelligence
and has probably begun using tools, the species may
have lost these adaptations. Carnivores may also
move fast, though others might lie in wait for prey
instead.

Omnivore

Omnivores are creatures that eat both plants and
animals. They usually compete with carnivores for
prey, and often hunt some of the carnivores them-
selves. These creatures are highly variable, adopting
whatever behaviors and evolving whatever traits are




most likely to enable them tosurvive (those thatdon’t
evolve die out).

Sentient omnivores can be competitive and ag-
gressive, but may also be curious, eager for contact
with new and unknown beings and cultures. They
may have natural defensive abilities or offensive ones.

Scavenger

Scavengers are the final primary niche in ecosys-
tems. Scavengers survive by feeding off the remains of
animals or plants after they have been killed. They are
seldom as strong or dangerous as the hunters that
made the kill, but do often have formidable natural
defenses. (We count scavengers as omnivores in the
tables included in the appendix.)

Because of the varied nature of homeworlds, there
are no hard and fast characteristics of this species,
except that because it is evolved from a scavenger, it
is clearly not the most dangerous or powerful form of
life on the planet.

Appedarance

The physical appearance of an alien will follow
directly from the environment and evolutionary stock,
so now that you have established these aspects of your
alien, refine its physical appearance. Just knowing
whether the alien is a reptile or insect gives you a big
headstart.

Most Star Wars aliens are humanoids, so we can
start there if we like by giving our alien two arms and
two legs (or tentacles, maybe). Sentient beings need
away to manipulate their environment, so they should
have hands, pincers, suction cups or something at the
end of at least one of these appendages. They also have
heads in the usual place, though the appearance of the
head, and the number of sensory organs located in it
are for you to determine.

The other features of an intelligent species are
likewise open to the imagination. If a species does not
have a special need for camouflage it can be any color
you like. Keep in mind that most creatures evolve
towardsefficiency and notawayfromit, so thereshouldn’t
be too many contrasting features on one creature.

You can take this opportunity to develop some of
the biological and cultural details of the species. How
do the aliens reproduce, for example? Are there more
(or less) than two sexes?

By the way, you might want to revisit this step after
assigning special abilities to your alien. Some special
abilities can have a big impact on appearance. For
example, if you give your species the ability to fly, it
should have at least one pair of wings.

Technological
Development

As intelligent species begin to develop, they form
societies with a distinct culture. One measure of the
development is the technological level achieved by
the most advanced group of the species. Most newly
discovered species in the frontier region of space will
have low technology levels. This is because as a
species’ technology improves, the species is more
likely to have already contacted galactic civilization.
As one ventures further into the unexplored wilder-
ness, the probability of discovering a high technology
species, while not great, does increase.

Bear in mind that not all cultures develop at the
same pace, and that technological breakthroughs may
come in a different order than they did on Earth (our
own real-world model). For example, one society may
develop computers without having first developed
printing presses, or continue to use steam-powered
vehicles while developing space-worthy craft.

By the way, the reason we're determining techno-
logical level now is so we know whether or not we
need to add special skills to the alien’s stats. If the
culture is at a Stone or Feudal level, we’ll probably have
to include some specialized primitive weapons skills.

Stone

Stone-level civilizations are marked by small social
groups, the use of simple tools and primitive agricul-
ture. The tools are usually able to be made by anyone
in the society and there is little need for trade. Food
can be provided through hunting (if carnivorous) or
gathering wild foods (if herbivorous) or through early
methods of cultivation. Transportation is by foot,
with no organized road network. Communication is
by storytelling and pictures.

Feudal

Feudal-level civilizations are distinguished by ex-
tensive social contact on a regional basis and simple
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manufactured goods. The most advanced tools must
be made by specialized workers and factories. Agricul-
ture occupies most of the society and consists of
herding bred animals or farming planted crops. Trans-
portation is by harnessing animal, wind or water
power; road networks do exist. Communication in-
cludes the use of a hand-written language.

Industrial

Industrial-level civilizations have the population split
between agriculture and manufacturing, associety inter-
acts at a continental level. Mass production is used to
create the most advanced tools. Transportation and
agriculture become motorized and electricity from burn-
ing fuels is the common source of power. Communica-
tion includes the mass production of written text and
simple electrical messages like the telegraph.

Atomic

Atomic-level civilizations see more efficient mass
production, and manufactured goods become avail-
able on almost all societal levels. Advanced alloys and
plastics are produced, space travel begins, and trans-
portation, communication, medicine and business
fields continue to grow.

Information

Information-level civilizations have a global com-
munity, marked by rapid dispersal of information to
all inhabited parts of the world. Automation dramati-
cally increases efficiency in factories and agriculture.
Atomic power and solar power are understood and
used for large energy demands, while more advanced
energy sources are being explored. In-system space
travel is common and colony ships are possible. Early
droidsand energy weapons appear; repulsorlift is likely
to be discovered soon.

Space

The Republic and Empire are both Space-level
civilizations. These civilizations are characterized by
extra-system colonization, hyperspace travel, droids,
personal energy weapons, and very efficient industry.
Multiple planets may be economically interdepen-
dent.

Creating Stats

Having established a background and appearance
for your alien, we need to move into generating some
game stats for it. Here’s what a blank alien template
looks like. To create your alien, you need to fill each
of these slots:

Alien Stat Template

Attribute Dice:
DEXTERITY
KNOWLEDGE
MECHANICAL
PERCEPTION
STRENGTH
TECHNICAL
Special Skills:
Special Abilities:
Story Factors:
Move:

Size:

Attribute Dice

Attribute dice are the building blocks of your
species. The value in this slot determines how many
dice and pips can be distributed among the attributes
when creating a new representative of this species.

A value of 12D is considered average in the Star
Wars game system, so most gamemaster characters
should be in that range (some species will be some-
what more or less capable than the norm, of course).
Add 6D to that base level for player charactersand key
gamemaster characters to represent their superior
hero/villain status.

Use this table if you'd like to generate random
results:

Attribute Die Ranges

Each species has aseparate listing for each attribute
(Dexterity, Knowledge, Mechanical, Perception, Strength,
and Technical) that looks something like this: 1D/
4D+2. This value is your die range: in allocating
attribute dice to attributes, you cannot go below the
first number or above the second number.

Humans, representing the default average in the
Star Wars rules, have a 2D/4D minimum/maximum in
all attributes. Aliens vary more because they have
particular strengths and weaknesses humans do not
have; one species may be extremely strong but also
poor in mechanical skills while another is highly
perceptive but clumsy.

You can allocate die ranges however you like.
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Often, decisions you have already made about your
species will guide you toward certain ranges. For
example, if you have already decided that your species
is fast and small, you may well assign a higher die range
to Dexterity and a lower range to Strength to reflect
both the alien’s speed in combat and its overall
weakness (in general, small beings possess less physi-
cal strength than big ones). Be reluctant to go below
1D or above 6D without good reason (in the latter
case remember that players using your alien will start
off with 6D in every skill under the relevant attribute
before allocating attribute dice—a potentially game-
wrecking situation).

If you haven’t made these decisions, you can either
make them now or roll 3D on the following table for
each attribute:

When you've finished determining your die ranges,
add up your minimums to make sure they are equal to
or below the attribute dice. Then add up the maxi-
mums to ensure they are atleast 6D above the attribute
dice. If something is amiss, tweak the ranges until
everything squares up.

Special Skills

By now you should have a good idea of what sort of
alien is taking shape. Here is where it starts to take on
personality in terms of game stats. If your species has
any unique or specialized skills, list them here.

Most special skills reflect knowledge picked up
living lifestyles different from the galactic norm. Now
that you know the tech level of your species, decide if
new skills are warranted. In general, the closer the
species is to the Space tech level, the less need there

is for special skills. (An exception is a species which
has developed an alternative advanced technology
which has no direct counterpart in galactic society,
such as the Gree on page 67.)

Primitive cultures, on the other hand, rely on skills
long discarded by more advanced societies. A member
of a primitive culture may be adept at using a bow or
spear, farming, crafting war chariots, or using banthas
for transportation. You may either give the alien the
option of taking these new skills or compel him to do
so (giving an alien a beginning bonus in taking certain
skills is a special ability—see below).

Other special skills reflect differences in an alien’s
physiology that make performing new tasks possible.
Flight is a common special skill based on a physical
attribute—that of possessing wings and a light aerody-
namic body. Other possibilities include telepathy (see
the Ssither entry on page 145) or a fighting style
dependent on having a certain number of limbs.
Particular alien species may actually be so different
they must have new skills to replace the normal ones.
The gelatinous Filar-Nitzan on page 49 use aversion
instead of dodge, for example, because they can actu-
ally change shape fast enough to avoid blaster bolts.

Note that special skills of this type merely reflect
the use of a unique physiological trait. The trait itself
is listed under special abilities (which we’ll get to in
just a moment). For example, an alien cannot have a
special skill of flight unless he also has wings and a
corresponding ability to fly—a special ability. (Don’t
get confused if you find a few aliens in this book that
seem inconsistent with the instructions in this para-
graph—over the years, some inconsistent applica-
tions of this rule have crept into the game. It isn’t a
serious problem, mind you; we just mention it so you
know that there are exceptions to the rule floating
around out there.)

Don't feel that you simply must generate special skills
foryouralien, by the way. Ifacompellingjustification for
including them isn’t suggesting itself to you, you can
probably skip this step and not lose any sleep about it.
The majority of aliens in this book lack special skills,
including most of those from primitive societies.

Because special skills are not often used in design-
ing a new alien, we’re not offering an exhaustive list
of random solutions. If you're randomly generating an
alien, either skip this step entirely or pick one of the
samples listed below (you can page through this book
for more examples, too).

e Dexterity skills:

Thrown Weapons: bows, rocks, sling, spear. Time to
use: One round. The character may take the base skill
and/or any of the specializations.
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* Knowledge skills:

Agriculture. Time to use: at least one standard
week. The character has a good working knowledge of
crops and animal herds, and can suggest appropriate
crops for a type of soil, or explain why crop yields have
been affected.

® Mechanical skills:

Beast riding: bantha. Beginning characters must
allocate a minimum of 1D to this beast riding special-
ization.

* Strength skills:

Flight. Time to use: one round. Use this skill when
the characters flies. The character begins with a flying
speed of 30 and may improve his flying speed as
described on page 33 of the Star Wars rulebook.

Special Abilities

Special abilities are species-wide traits which help
the alien thrive in its natural environment. These are
generally physiological traits, such as natural weapons
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and armor (claws, barbed tails, tough hides, and the
like), but can also indicate special aptitudes such a
talent for picking up alien languages.

What is true of all special abilities is that they are
specific to the species in question; they cannot be
learned by members of other species. This is the
biggest difference between special skills and special
abilities.

There are a couple of ways to approach this section.
You can simply peruse the lists if you like, picking and
choosing whichever special abilities appeal to you.
You can also obtain random results if you prefer—just
be sure that the special abilities you wind up with work
with your alien (desert-dwelling mammals with the
ability to breathe underwater might excite some com-
ment among your players).

Alternatively, you can buy attributes at a cost of
1D, usingdice from your pool of attribute dice (you get
1D back for every penalty you buy). This method is a
good one to use if you are letting your players design
their own new species, since it encourages economy.

Naturally, this section just scratches the surface
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when it comes to special abilities. Take a quick look
through the book, and you'll see that there are a lot of
other possibilities, from telepathy to shapeshifting. If
you don’t see a special ability here you'd like to use for
your alien, find an alien who does have it and borrow
it, or make up your own.

If you want help in determining how many special
abilities your alien has, roll on the following table:

Natural Weapons

Does your alien have an natural weapons? If so,
you'll need to determine what sort it has. Remember
that your alien doesn’t need to be a predator in order
to have weapons like claws or sharp teeth; many
herbivores have defensive weapons as well.

The default damage done by natural weapons on
the Weapons Table is STR+1D. To generate another
value, either pick one or roll on this table:

PP T R PR
12 STR+3D damage

Natural Armor

Does your alien have some sort of natural protec-
tion against his enemies? If so, you need to decide
what sort of armor it is, and how much protection it
affords. Armor can be anything from a thick layer of
blubber to scales to chitinous armor plating.

The default armor bonus on the Natural, Armor
Table is +1D (and +2D in cases where a contrast is
needed). Again, replace it if you like by rolling on
Default Armor Bonus table on the right:

Weapons Table

Roll (2D) Result

2

3

4

10

11

12

Claws: Alien can use his claws to
inflict STR+1D damage.

Tail: Alien can use his tail as a
weapon to do STR+1D damage.
Fangs: Alien’s sharp teeth do
STR+1D damage.

Tusks: The sharp tusks of the alien
inflict STR+1D damage.

Beak: Alien’s sharp beak inflicts
STR+1D damage.

Kick: Alien’s powerful kick does
STR+1D damage.

Talons: Alien’s powerful talons do
STR+1D damage

Pincers: Alien pincers are sharp
and very strong, inflicting STR+1D
damage.

Trampling: Alien tramples for
STR+1D damage.

Body Spikes: Alien can use these
sharp weapons in combat, causing
STR+1D damage.

Venom: Does STR+1D damage in
stun damage only.

Natural Armor Table
Roll (1D)  Result
1-2 Natural Body Armor: Thealien’s thick

34
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hide provides +1D against physical
attacks. It gives no bonus against
energy attacks.

Natural Body Armor: Thealien’s thick
hide provides +1D against both
physical and energy attacks.

Natural Body Armor: Thealien’s thick
hide provides +2D against physical
and +1D against energy attacks.




Other Special Abilities

Aside from weapons and natural armor, there are
several other types of special abilities. These are
tackled in the next few sections. You probably won’t
be hitting all of the sections for one alien unless you
want to decorate your alien like a Christmas tree.

Again, you can browse the lists at your leisure or let
the dice decide using the chart on the right:

Skill Bonus

Some special abilities add a bonus to a certain skill
atall times. For example, Noghri have natural stealth;
whenever they use hide and sneak skills, they receive
a +2D bonus (see page 110). You can easily modify
many of these choices by substituting new skills.

Beginning Character Abilities

Still other special abilities provide a bonus at the
time a character is created. New Ewok characters
receive 2D for every 1D they spend on hide, search and
sneak skills. Sluissi receive an extra 4D for beginning
skill dice which must be applied to Technical skills,

and may also place up to 4D in a beginning Technical
skill instead of the normal 2D limit.

Constant Abilities

Other special abilities do not directly impact the
mechanics of the game; they simply allow an alien to
do things other aliens can’t. The bird-like Shashay
can use their wings to glide through the air. Balinaka
can see in the dark. Quarren can breathe both water
and air with no penalties.

Penalties

Aliens are not all advantages and no disadvan-
tages. There are downsides too. If some sort of penalty

Skill Bonus Table
Roll (3D)  Ability Result

3 Climbing Claws: Alien has climbing claws which are used for climbing only. They add +2D to his
climbing skill while use the claws.

4 Jumping: Alien’s strong legs gives him a remarkable jumping ability. He receives a +2D bonus for his
jumping skill.

5 Natural Camouflage: The alien gets +2D to sneak in his natural terrain (insert the appropriate
environment here). This advantage is negated when the alien is not in this terrain.

6 Prehensile Tail: The alien has a prehensile tails and can use it as an extra limb at +1D+1 to his Dexterity.

7 Special Balance: +2D to all actions involving climbing, jumping, acrobatics, or other actions requiring balance.

8 Stamina: Due to the harsh nature of his homeworld, the alien receives a +2D bonus whenever he
rolls his stamina and willpower skills.

9 Stealth: Alien has such a natural ability to be stealthy that he receives +2D when using his hide or
sneak skills.

10 Swimming: Swimming comes naturally to the alien, who gains + 1D tododge and +3 to Move underwater.

11 Agriculture: Alien receive a +2D bonus to his agriculture (a Knowledge skill) rolls.

12 Intimidation: Alien gains +1D when using intimidation due to his fearsome appearance.

13 Teaching Ability: The alien may advance all specializations of the scholar skill at half the normal
Character Point cost.

14 Wilderness Survival: Alien has an innate sense of survival in wilderness terrains and gets a +1D when
making survival rolls regarding either mountains or plains.

15 Enhanced Vision: Alien adds +2D to search rolls based on visual acuity.

17 Acute Senses: Because of his keen eyesight and hearing, the alien receives a +1D when using the search skill.

18 Sense Vibrations: Alien is attuned to movements and vibrations and can sense approaching objects
in contact with the ground up to 60 meters away. Using this ability requires a Veery Easy Perception roll.
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Roll (2D)  Ability Result

reduced to five meters.

Roll (2D) Ability Result

bargain, persuasion, and first aid.
allocated to any Mechanical skills.

the hide, search and sneak skills.

allocated to any Technical skills.

Constant Abilities Table

2-3 Agquatic: Alien can breathe both air and water and can withstand extreme pressures found in ocean
depths.

4-5 Flight: Alien can fly.

6-17 Gliding: Alien can glide. On standard- gravity worlds, he can glide up to 15 meters per round; on light-

gravity worlds he can glide up to 30 meters per round; and on heavy-gravity worlds, that distance is

8-9 Infrared Vision: Alien can see in the infrared spectrum, giving him the ability to see in complete
darkness if there are heat sources to navigate by.
10-11 Night Vision: Alien has excellent night vision and can see in darkness with no penalty.
12 High-Temperature Tolerance: Alien can endure hot, arid climates, and suffers no ill effects from high

temperatures (until they reach 85 degrees Celsius).

Beginning Character Abilities Table

2 Affinity for Business: At the time of character creation only, the character receives 2D for every 1D
of skill dice allocated to bureaucracy, business, bargain, or value.

3 Agquatic Survival: At the time of character creation only, the character receives 2D for very 1D
allocated to the swimming and survival: aquatic skills.

4 Climbing: At the time of character creation only, the character receives 2D for every 1D allocated
to climbing/jumping.

5 Combat Finesse: At the time of character creation only, the character receives 2D for every 1D
allocated to the melee weapons, brawling and thrown weapons skills.

6 Cultural Learning: At the time of character creation only, character receives 2D for every 1D of skill
dice allocated to cultures, languages or value.

7 Dexterous: At the time of character creation only, character gets +2D bonus skill dice to add to
Dexterity skills.

8 Farming: At the time of character creation only, the character receives +2D bonus skill dice, which

may only be used to improve the following skills: agriculture, business, ecology, value, weather prediction,
10 Mechanical Aptitude: At the time of character creation only, the character receives 2D for every 1D
11 Stealthy: At the time of character creation only, the character receives 2D for every 1D allocated to

12 Technical Aptitude: At the time of character creation only, character receives 2D for every 1D

makes sense to you, either for play balance or because
the alien’s background demands it, you can find a
good sampling of negative special abilities on the
chart to the right.

Story Factors

Story factors affect most, if not all, members of
given species. Story factors include notes on the
alien’s culture, life cycle or beliefs other people hold
about the species in general. Examples include the
Wookiee’s reputation for ferocity, the fact that all
Noghri are sworn to serve the Empire, and that

Rodians are often bounty hunters and therefore feared
by other species.

Story factors are usually very specific to the culture
and situation of the species. You should develop them
to fit the alien rather than the other way around.
Here, though, are a few examples you can use as a basis
for your own story factors. Many more can be found in
the rest of the book.

Move and Size

We're almost at the bottom of the list. Just roll on
the following table twice (once for Move and once for




Height), and you're finished.

If your alien is not a humanoid, you might have to
play around with the height a bit. Move also doesn’t
take into account special abilities such as swimming
or flying (add 3-5 points to Move in these cases).

Penalty Abilities Table
Roll (2D)  Ability Result

2-3 Delicate Build: Due to the alien’s fragile bone structure, he suffers a -2 modifier to all Strength rolls to
resist damage.

4-5 Breath Masks: To survive in standard atmospheres, alien must wear a breath mask. Without the mask,
it suffers a -1D penalty to all skills and attributes.

6-7 Technological Ignorance: Alien knows almost nothing about technology and has a difficult time
grasping new concepts. He suffersa -1D penalty whenever he attempts to use any item more advanced
than simple stone age-era tools (until gamemaster deems he has become acclimated to them).

8-9 Light Gravity: Alien is native to a light-gravity world. When on standard-gravity worlds, reduce his
Move by -3. Unless he’s wearing a special power harness on such worlds, also reduce his Strength and
Dexterityby -1D (minimum of +2; he can still roll, hoping to get a “Wild Die” result).

10-11 Poor Vision: Alien has poor vision compared to humans and suffers a -1 D penalty for actions involving
vision ata range of greater than 50 meters.
12 Voice Box: Alien is unable to pronounce Basic, although he can understand it perfectly well.
Story Factors Move and Size Table
Roll (1D) Result . . _ Die Roll (3D) Move Height (in meters)

1 Aggressive. Members of this species 3 4/5 0.8

are very aggressive and respect only :
4 5/6 0.9
power. 5 709 10

2 Blood feud. The alien species has ’
declared a blood feud with another 6 8/10 1.2
species due to some great disagree- 7 9/11 1.4
ment. Members of this species are 8 10/12 1.6
morally obligated to seek the death of 9 10/12 1.6
any member of the other species they 10 10/13 1.8
encounter. 11 10/13 1.8

3 Enslaved. The species has been en- 12 11/14 2.0
slaved en mass by the Empire. Its 13 11/14 2.2
members are restricted to labor camps 14 11/14 2.4
on their homeworld, and those who 15 12/15 2.6
travel the stars are in constant danger 16 12/16 2.8
of being captured and returned. 17 13/17 30

4 Religious Observances. Members of this 18 14/18 32
species are forbidden to eat in the
company of aliens or sleep in the same
room.

5 Pacifist. The alien’s culture is tradi- Wra p = u p
;féililigujfﬂ:;;ﬂe;; ﬁloi?;}i?sm' At this point, you probably have a jumble of notes
taboo, but are cast out of their society and some stats for your alien. Now you need to finish
if they are found out. fleshing out the culture and society of your species.

6 Wealth. The species is a very wealthy Use the stats and results you’ve gotten thus far as raw
one, and most of its members have a material for developing your aliens. You might need
very high standard of living. to make adjustments.

During the process, if you see a new direction you’d

like to go in, go for it. Don’t be afraid to go back and
change things just because you've already decided an
issue. Creation is a malleable and fluctuating process.

Go with it and have fun!




Chapter Two

ALIENS

Abinyshi

The Abinyshi are a short, relatively slender, yel-
low-green reptilian species from Inysh. They possess
two dark, pupil-less eyes that are set close together.
Their face has few features aside from aslight horizon-
tal slit of a mouth: their nose and ears, while extant,
are very minute and barely noticeable. The species
has a large, two-forked tail that assists in balance and
is used both as an appendage and weapon.

A gentle people, the Abinyshi take a rather passive
view of life. They prefer to let events flow around
them rather than take an active role in changing their
circumstances. This philosophy has had disastrous
consequences for Inysh.

The Abinyshi have played a minor but constant
role in galactic history for many centuries. They
developed space travel at about the same time as
the humans, and though their techniques and
technology never compared to that of the
Corellians or Duros, they have long enjoyed
the technology provided them by their allies.
Theirsmall population limited their ability to
colonize any territories outside their home
system.

Their primary contributions have included
culinary and academic developments; several
fine restaurants serve Abinyshi cuisine and
Abinyshi literature is still devoured by university
students throughout the galaxy. The popularity of
Abinyshi culture has waned greatly over the past few
decades as the Abinyshi traveling the stars slowed to
a trickle. Most people believe the Abinyshi de-




stroyed themselves in a cataclysmic civil war.

In truth, the Empire nearly decimated Inysh and its
people. Scouts and Mining Guild officials discovered
that Inysh had massive kalonterium reserves
(kalonterium is a low-grade ore used in the develop-
ment of weapons and some starship construction).
The Imperial mining efforts that followed all but
destroyed the Inysh ecology, and devastated the
indigenous flora and fauna.

Mining production slacked off considerably
as alternative high-grade ores—like doonium
and meleenium—became available in other sys-
tems. Eventually, the Imperial mining installa-
tions packed up and left the Abinyshi to suffer in
their ruined world.

Years ago, Abinyshi traders and mer-
chants were arelatively commonssight
in regional space lanes. Abinyshi
now seldom leave their world; con-
tinued persecution by the Empire
has prompted them to become
rather reclusive. Those who do
travel tend tostick toregions with
relatively light Imperial presence
(such as the Corporate Sector or
the Periphery) and very rarely dis-
cuss anything pertaining to their
origin. Individuals who come across
an Abinyshi most often take the be-
ing to be just another reptilian alien.

Surprisingly, the Abinyshi have little
to say, good or bad, about the Empire,
though the Empire has given them
plenty of reasons to oppose it. Millen-
nia ago, their culture learned to live
with all that the universe presented,
and tosimply let much of the galaxy’s
trivial concerns pass them by.

Home Planet: Inysh

Attribute Dice: 12D

DEXTERITY 2D/4D
KNOWLEDGE 1D+2/4D+1
MECHANICAL 1D/3D
PERCEPTION 2D+2/4D+2
STRENGTH 2D/4D

TECHNICAL 1D+1/3D+2

Special Abilities:

Prehensile Tail: Abinyshi can use their
tailsasa thirdarm at - 1D their regular die
code. In combat, the tail does Strength damage.

Story Factors:

Believed Extinct: Nearly all beings in the galaxy believe the
Abinyshi to be extinct.

Move: 10/12

Size: 1.2-1.6 meters

Adnerem

Adnerem are a tall, slender, dark-gray species domi-
nant on the planet Adner. The Adnerem’s head is
triangular with a wide brain pan and narrowing face.
At the top of the head is a fleshy-looking

lump, which may appear to humans to be a
tumor. It is, in fact, a firm, hollow, echo
chamber which functions as an ear.
Adnerem are bald, except for a vestigial
strip of hair at the lower back of the
head. Female Adnerem often grow this
if small patch of hair long and decorate their
=, Dbraids with jewelry.

W The Adnerem hand is four-digited and
highly flexible, but lacks a true oppos-
able thumb. Adnerem can grow excep-
tionally long and sturdy nails, and
the wealthy and influential often
grow their nails to extraordinary
lengths as a sign of their idleness.
Their eyelids are narrow to protect
against the overall brightness of
Adner’s twin suns and the eyes are
lightly colored, usually blue or green.

Adnerem are descended from a
scavenger/hunter precursor species.

Their distant ancestors were semi-
social and banded together in tribe-
packs of five to 20. This has carried
on to Adnerem today, influencing
their modern temperament and cul-
ture. They remain omnivorous and
opportunistic.

Outwardly calm and dispassion-
ate, inwardly intense, the Adnerem
are deeply devoted tosystematic prag-
matism. Each Adnerem increases his
position in life by improving his steris
(Adner’s primary socio-economic
family unit; plural steri). While some
individual Adnerem work hard to in-
crease the influence and wealth of

their steris, most do so out of self-
interest.

The Adnerem have nosocial classes
and judge people for the power of
their steris and the position they have
earned in it, not for accidents of birth.
Having no cultural concept of rank, they

have difficulty dealing with aliens who

consider social position to be an im-
portant consideration.




Adnerem are fairly asocial and introverted, and
spend a great deal of their private time alone. Social
gatherings are very small, usually in groups of less than
five. Adnerem in a group of more than 10 members are
almost always silent (public places are very quiet), but
two interacting Adnerem can be as active as 10 aliens,
leading to the phrase “Two Adnerem are a party, four
a dinner and six a funeral.”

Sometimes a pair of Adnerem form a close friend-
ship, a non-sexual bonding called sterika. The two
partners become very close and come to regard their
pairing as an entity. There is no rational explanation
for this behavior; it seems to be a spontaneous event
that usually follows a period of individual or commu-
nal stress. Only about 10 percent of Adnerem are
sterikai, and always belong to the same steris. Outside
of sterika, Adnerem do not usually form especially
strong emotional attachments to individuals.

Adnerem steri occasionally engage in low-level
raid-wars, usually when the goals of powerful steri
clash or a coalition of lesser steri rise to challenge a
dominant steris. A raid-war does not aim to annihi-
late the enemy (who may become a useful ally or tool
in the future), it seeks simply to adjust the dynamic
balance between steri. Most raid-wars are fast and
conducted on a small scale.

For the most part, the Adnerem are a stay-at-home
species, preferring to excel and compete amongst
themselves. Offworld, they almost always travel with
other steris members. Some steri have taken up inter-
stellar trading and run either large cargo ships or fleets
of smaller cargo ships. A few steri have hired them-
selves out to corporations as management teams on
small- to medium-sized projects.

The Adnerem do not trust the whims of the galac-
tic economy and invest in maintaining their plan-
etary self-sufficiency rather than making theireconomy
dependent on foreign investment and imports. They
have funded this course by investing in entertainment
industries, both on-planet and off. Hundreds of thou-
sands of tourists and thrill-seekers flock to the casinos,
theme parks and pleasure houses of Adner, which,
after 2,000 years of practice, are very adept at thrilling
and pampering the crowds. These entertainment fa-
cilities are run by large steri with Adnerem manage-
ment and alien employees.

Adnerem

Home Planet: Adner
Attribute Dice: 12D
DEXTERITY 1D/3D
KNOWLEDGE 1D+2/4D+2
MECHANICAL 1D/3D
PERCEPTION 1D+2/4D+2
STRENGTH 1D/3D
TECHNICAL 1D/2D

Story Factors:

Behind the Scenes: Adnerem like to manage affairs behind the scenes,
and are seldom encountered as “front office personnel.”

Move: 10/11

Size: 1.8-2.2 meters tall

Aganof

The Aganof are a large, androgynous species native
to the unexplored world of Kuras III in Elrood sector
(they are not the only sentient species on the planet;
see the Purla entry on page 120). They have approxi-
mately one dozen small appendages for movement
(the exact number varies with the individual), with
several touch-sensitive pairs of appendages running
along their bodies. Their backs have heat-dissipating
flaps and olfactory sensors on large flexible stalks. The
flaps are also coated with a digestive acid that is used
to break down foods; small mouths are nestled under-
neath the flaps. Each end of the body contains a long,
jointed limb that ends in a shelled claw.

This species lives, works and breeds in the damp,
cool caves of Kuras III. The Aganof must live in these
caves, since only these locations provide enough
moisture for them to survive (they absorb moisture
through all of their appendages). They feed on vegeta-
tion, insects and a large variety of small herbivores.
Aganof reproduce in their cool, dark caves of their
world—they have both male and female characteris-
tics and lay fertilized eggs.

The Aganof have only the senses of taste, smell and
touch (touch is their primary sense). They communi-
cate by creating vibrations with the shelled claw. The
vibrations are modulated with a special organ within
the claw called the “sender.” The sender codes the
vibrations into a sort of language that other Aganof
can understand.

Nearby Aganof can detect the vibrations and deci-
pher their meaning (actual distance depends on many
factors, including soil composition and competing
vibrations). Like speech, this communication can be
perceived by all who are within reception distance.

Aganof language is icon-based: recipients get pic-
tures in their minds instead of words. Thus, if an
Aganof wanted to ask if a character was an “alien”
who came from outer space, the character would get
a picture of himself, falling from a cave ceiling to the
ground (Aganof cannot conceive of the sky), plus the
feeling that the pictures were interrogative.

The Aganof are an intelligent species, with a
society and a culture. All the Aganof born in the same
cave are essentially a tribal unit. The eldest Aganof is
the adviser of the cave-fellows, and thus his opinion
is given more weight than any others in the cave-unit.
The Aganof tribes peacefully co-exist with one an-




other, with inter-tribal meetings quite common (their
purpose being to share stories, trade knowledge and
exchange tribe members for mating purposes). The
Aganof have stories, songs and even a form of art
involving the arranging of the dead and decomposing
bodies of their departed fellows.

A favorite Aganof pastime is having philosophical
debates and intellectual arguments. Among the issues
debated are what lies above “the ground” (since their
limited senses cannot detect very much about the
world around them; the concept of space is com-
pletely alien to them).

Aganof are tranquil, calm and friendly. Their soci-
ety is a peaceful one, and there is not even a word in
their vocabulary for “war.” They
understand defense
against preda-

tors, but not

organized

31+ meters

(such as made by a much larger creature)

aggression and murder of other intelligent creatures.
Conflict among members of their own species is
almost unknown.

The Aganof have no idea there is a galactic civil
war going on, and would have a very difficult time
understanding the issues at stake. Both the concepts
of outer space and warfare would have to be explained
to them. Even if the Empire came to their world and
enslaved them, they would have a difficult time dis-
tinguishing between the Empire and those who would
fight it, possibly meaning that the Aganof would learn
to fear and even attack all humans and aliens from
beyond their world. ...

Aganof

Home Planet: Kuras I1I
Attribute Dice: 11D
DEXTERITY 1D/2D
KNOWLEDGE 1D/4D
MECHANICAL 1D/2D
PERCEPTION 1D/4D+2
STRENGTH 1D/3D
TECHNICAL 1D/3D
Special Skills:
Perception skills:
Vibration Detection: Aganof use this skill to de-
tect ground vibrations and determine the proxim-
ity of creatures and beings around them. The diffi-
culty depends on the distance and type of vibration:
They can also detect air variations, such as tempera-
ture change and movement, and thus can sometimes
detect approaching flying creatures, or even sense in-
coming projectiles and dodge them.
Aganof also use their hard shells and this skill for “speech”
through ground vibrations, as naturally as humans use their
mouths and sense of hearing for speech.
Special Abilities:
Claws: Aganof can use their claws to inflict STR+1D+2 damage.
Blind and Deaf: Aganof cannot see in the way that humans can; they
also cannot hear in the traditional sense, but they can detect intense
air vibrations. Their prime external sense is touch and a sensitivity to
ground vibrations. By judging the intensity and frequency of vibra-
tions, in combination with the type of surface they are standing on,
they can detect creatures near them.
Move: 4/6
Size: 1.3-2.5 meters tall, 1.5-3.5 meters long

all vibration




Akwin

The Akwin are an aquatic mammalian species
native to Lazerian [V—a world claimed by human
colonists. Their bodies have six limbs. The first pair of
limbs are regular arms located at the shoulders, which
end in a pair of hands. The second pair of limbs also
resemble arms, except that instead of hands, the arms
have flippers. Akwin use this set of limbs to steer
themselves through the water. The final set of limbs,
located at the hips, are normal legs, which end in
webbed feet. From the lower back of the Akwin, a tail
and fins stick out. Their blue-green bodies are tough
and muscular, enabling them to withstand the pres-
sure of the depths.

Akwin have elongated skulls, with a mouth, a pair
of eyesand two blowholes. Cilia grow from their heads
and faces and could be mistaken for hair, with colors
ranging from white and silver to green, blue, and
black. Akwin also have gills on their necks, directly
below the jaw.

Akwin are amphibious, but they have no real desire
to spend much time on
land. Their eyes are

configured in such a way as to help them see in the
dark depths of the ocean. Their hearing is also very
acute. The Akwin diet consists of small sea creatures
which they raise on “ranches,” and many aquatic
plants which they grow on special underwater farms.

As a species, the Akwin are peaceful sea-dwellers
who live in huge cities on the ocean floor. Each city
exists as a separate city-state, ruled by a king or queen.

Technologically, the Akwin are on par with the
human Lazerians who dwell on the dry land, though
the former have no interest in space travel. The
Akwin have made tremendous strides in perfecting
water-resistant technology. Although the Akwin love
swimming, they have developed their own fast-mov-
ing craft so they can travel vast distances quickly. The
Akwin even have their own ore mines and manufac-
turing plants, though they are careful not to take too
much from them or damage the environment.

The Akwin enjoy music, coral-sculpting, and drama.
They keep historical records of their people, who
evolved from savage sea creatures tens of thousands of
years ago. Communication between Akwin is handled
by either spoken word or limb gestures.

The Akwin do not encourage contact with the
Lazerians. In the Akwin world view, the Lazerians live
on land, the Akwin live in the sea and both are
content. The Akwin see no reason to disrupt this
situation. There is, in fact, a hint that the Akwin
consider themselves to be superior to the Lazerians—
after all, they can live on land or sea while the
Lazerians are confined to the soil.

This point of view has been reinforced in the
Akwin’ minds by the fact that, while the Akwin
know much about the Lazerians, the Lazerians
have yet to even establish the existence of
the Akwin There are stories and rumors of
sea-folk, but most of these are dismissed

as mirages, legends or the effects

“% of toomuchdrink. The Akwin
°O, are amazed at this short-
sighted reaction. As a re-
sult, official Akwin policy

is to perpetuate the

Lazerian idea of myths,

since in the Akwin mind,
the Lazeriansare clearly “not
ready as a species” to deal with
the idea of sharing the planet with

another advanced civilization.
It would probably alarm the Lazerians

(and the Empire as well) if they knew just how
much the Akwin know about the surface-dwellers.
Thanks to scouting parties and monitoring routine
planetary broadcasts, the Akwin have a full under-




standing of Lazerian culture and geography. The Akwin
are not impressed—they see Lazerian society as stag-
nant and uninspired. The only way the Akwin would
make their presence known were if the Lazerians
dumped pollutants into the sea. Fortunately, the
Lazerians are as proud of their environment as the
Akwin, and take steps not to damage the ecosystem.
They tend to look down on races who cannot
breathe air and water, though this will not rule out
communication and cooperation. They keep to them-
selves, and do not go out of their way to seek out alien
contact. If the Akwin should meet an alien aquatic
race, they would be more willing to make contact.
The Akwin are aware of the existence of the
galactic civil war, thanks to their interception of
transmissions from both sides. At this time, the Akwin
consider the war the logical result of immature spe-
cies. IfaQuarren ora Mon Calamari were to approach
the Akwin, this view could change in favor of the
Alliance. Since the Lazerians are pro-Imperial, the
consequences of this could be severe.

Akwin

Home Planet: Lazerian [V

Attribute Dice: 12D

DEXTERITY 2D/6D

PERCEPTION 2D/5D

KNOWLEDGE 2D/4D

STRENGTH 2D/7D

MECHANICAL 2D/3D

TECHNICAL 2D/3D

Special Skills:

Dexterity skills:

Akwin net guns. Akwin use metal mesh nets that deliver a shock to the
victim (stun damage 5D). The mesh nets are shot from a rifle-like
device. Each rifle carries two nets. In order for a victim to free himself
from the net, he must make a Difficulty Dexterity roll.

Strength skills:

Swimming: Akwin get +1D to their swimming skill.

Special Abilities:

Sight: Akwin eyes are attuned to the ocean depths. They receive +1D
to search underwater, but suffer -2D on land.

Hearing: Akwin have very sensitive hearing, giving them +1D to
search uses involving noise.

Move: 10/15 (swimming), 5/7 (walking)

Size: 1.5-1.8 meters long

Anointed People

The Anointed People, native to Abonshee, are
green-skinned, lizard-based humanoids. They are
somewhat larger and stronger than humans, but also
slower and clumsier. They stand upright on two feet,
balanced by a large tail. Their heads are longer and
narrower than humans and are equipped with an
impressive set of pointed teeth. Typical Anointed
People dress in colorful robes and carry large cudgels;
the nobility wear suits of exotic scale armor and carry
nasty-looking broadswords.

The Anointed People live in a primitive feudal

hierarchy: the kingdom’s Godking on top, below him
the Godling nobles, and below them the Unwashed-
—the lower class that does most of the work. The
Unwashed are big, burly, cheerful, and ignorant. They
do not know or care about life beyond their small
planet they call “Masterhome.”

The Godking and Unwashed are the same in every
aspect but that the Godlings are much more informed.
Aware of the existence of other worlds and other
intelligent beings in the vast reaches of space, they
better understand the potential gains—and risks—
attendant with the arrival of aliens with unknown
powers and motivations. In general, they treat
offworlders with guarded friendliness, but refer them
to their Godking for answers to questions involving

political and economic

policies. Godkings

are the rulers of
their king-




doms. Their dynasties emerge from the ranks of the
Godlings. A Godking maintains power and authority
only as long as he can play potential rivals off one
other.

While retaining the outward trappings of a warlike
people, the Anointed People are more socially ad-
vanced than they appear. Though each spring the
local nobles call their vassals together to war against
their neighbors, the engagements are almost totally
bloodless, resembling overly enthusiastic gravball
matches. The loser of the “war” must surrender a
tribute to the winner—this usually means that he
foots the bill for the big three-day party that follows.
There hasn’t been a real war on Masterhome for 75
years.

The Anointed People are quite fearless, but they
dislike bloodshed for aesthetic reasons. They will find
it quite difficult to credit outsiders’ stories about a
cruel, ruthless Empire, believing that any advanced
civilization must have learned to live in peace.

Technologically, the Anointed People have not
yetreached a high level of mechanization. Swordsand
shields, wood and stone buildings, and animal-drawn
wagons are common. Like many primitive societies,
they must deal with high infant-mortality rates, poor
sanitation and similar problems.

The Anointed People

Home Planet: Abonshee

Attribute Dice: 12D

DEXTERITY 1D/3D

KNOWLEDGE 1D/3D+2

MECHANICAL 1D/3D

PERCEPTION 2D/4D

STRENGTH 2D/4D+2

TECHNICAL 1D/3D

Special Abilities:

Armored Bodies: Anointed People have thick hides, giving them +1D
against physical attacks and +2 against energy attacks.

Story Factors: ‘

Primitive: The Anointed People are a technologically primitive spe-
cies and tend to be very unsophisticated.

Move: 8/9

Size: 1.5-2.5 meters tall

Aramandi

The Aramandi are native to the high-gravity tropi-
cal world of Aram. Physically, they are short, stout,
four-armed humanoids. Their skin tone runs from a
light-red color to light brown, and they have four solid
black eyes. The Aramandi usually dress in the tradi-
tional clothing of their akia (clan), although Aramandi
who serve aboard starships have adopted styles similar
to regular starship—duty clothing.

The Aramandi are adept climbers, and get around
as much by climbing as by walking on the ground.
Offworlders find traveling about Aramandi cities and

ships a challenge, as most do not have the four arms
necessary for getting from one place to another; they
also find the low ceilings of the Aramandi’s homes
and buildings to be troublesome.

Though Aramandi enjoy the wild jungles of Aram,
they live in labyrinthine, multi-leveled towns and
cities. These are scattered throughout the jungle, in
natural open clearings and along shorelines.

Aramandi society is dominated by its ancient and
strict religion of Eeronon. Eeronon teachings influ-
ence all aspects of Aramandi life. It is through these
teachings that their leaders are selected, their policies
made and their lives directed. The Eeronon estab-
lished the society’s akia system, formed from dozens of
smaller clans into the final four akia of Orma, Cirra,
Mila, and Lota. The Eeronon teaches that although
all four akia must share Aram and the other planets of
the Aramand system, each clan is entitled to one of
the othersystems in the Aramand Cluster, now named
after each clan which claims ownership.

Although bound by a common religion, each akia
has its own leadership, laws, traditions, clothing, and
customs. The akia’s leadership settles all internal clan
disputes. Each akia has its own territory and urban
areas, which are divided into open and private zones.
Open zones can be visited by any other akia member
or offworlder, while private zones are reserved only for
the members of that specific clan. Some cities, such as
Talerakia, are shared by all akia and divided into four
areas, each controlled by one clan.

The Cirra akia is the most aggressive and militant
of the clans. Although there have been no akia wars
for many generations, the Cirra believe that they must
be ready...just in case. Cirra tend to be pushy and
aggressive, making them the most disliked of the akia.

The Lota are the most conservative of the Aramandi,
taking long periods of discussion before making deci-
sions. All reasonable options must be thoroughly inves-
tigated before they will act. Because of their enjoyment
of long periods of discussion and investigation, the Lota
are seen as slow-moving, data-pushing bureaucrats who
are entirely too careful about everything.

The Mila akia is the most liberal and business-like
of the four clans. The Mila are the most open and
receptive to offworlders, and often deal with them in
trade and business. The Mila are generally liked by the
other akia, though their willingness to develop new
ideasand theiracceptance of offworlders concerns the
other akia.

The most devout followers of the Eeronon, the
Orma, were the first to settle their system and fulfill
their long-dreamt prophesy. With that goal achieved
several hundred years ago, the Orma have put huge
amounts of effort and money into developing the




Orma system to the fullest extent possible, attempt-
ing to follow their religious beliefs to the letter. The
Orma are a peaceful clan who prefer to settle dis-
putes through arbitration or religious guidance.

According to the Eeronon, each akia must work
for the day when their clan will leave Aram and

settle their own star system in the Aramand Cluster.
Some worlds in the Cluster have already been settled,
and others are in the process of being explored. Each
akia maintains its own schedule in determining when
it makes the move to settle a system. Variables range
from prophecies from the Eeronon to limitations in
technology, money or even internal social problems.

All four akia are ruled by a single, neutral leader
known as the Taal. The Taal is chosen by an ancient
selection process and ritual as set down by the Eeronon,
and usually holds the office until death. Each Taal
candidate is reviewed by an honor jury of four mem-
bers, one from each akia. Few of the requirements or
tests have been revealed, but is known that tests of
wisdom, intelligence, ruling, combat, strategy, and
diplomacy are performed. Some Taals were formerly
priests of the Eeronon, but it is not a requirement for
candidacy. The Taal may only be removed by the
honor jury if the jury is supported by the majority of
each clan, something which has never happened.

The Taal is the final arbitrator of all akia disputes.
This leader is also responsible for setting the overall
policies for the Aramandi people, including negotia-
tions with the Empire and other offworlders. In addi-
tion, the Taal commands the Taler, the military forces
which protect the Aramand system and serve as a
police force in inter-akia disputes. The Taler may also
be deployed to aid one of the other Aramand Cluster
systems should the Taal deem it necessary.

With the establishment of the Empire, the
Aramandi were given great incentives to officially
join the New Order, and an elaborate agreement was
worked out to the benefit of both. In exchange for
officially supporting the new regime (with a few taxes,
of course), the Aramandi essentially would be left
alone, with the exception of a small garrison on Aram
and minimal Imperial Navy forces. So far, the Empire
has kept its word and done little in the Cluster.

The technology of the Aramandi is largely behind the
rest of the galaxy. While imported space-level technol-
ogy can be found in the starports and richer sections of
the city, the majority of the Aramandi prefer to use their
own, lessadvanced versions of otherwise standard items.
There are afew exceptions, but these are extremely rare.
Repulsorlift technology is uncommon and unpopular,
even though it was introduced by the Old Republic. All
repulsorlift vehicles and other high-tech items are im-
ported from other systems.
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Aramandi Araquia
Home Planet: Aram Home Planet: Kirtania
Attribute Dice: 11D Attribute Dice: 12D
DEXTERITY 2D/3D+2 DEXTERITY 3D/4D
PERCEPTION 2D/4D KNOWLEDGE 1D/3D
KNOWLEDGE 1D/4D MECHANICAL 1D/2D+1
STRENGTH 2D/3D+2 PERCEPTION 2D/3D+2
MECHANICAL 1D/3D STRENGTH 3D/4D
TECHNICAL 1D/3D TECHNICAL 2D/4D
Special Abilities: Special Abilities:
Climbing: At the time of character creation only, the character Web Gliding: After asupporting platform has been made from webbing,
receives 2D for every 1D placed in climbing/jumping. the Araquia may use it to glide upon the prevailing winds. Though
Heavy Gravity: Whenever Aramandi are on a planet with lighter they have minimal control, they cannot move the platform against the
gravity than their homeworld, they receive a +1D to Dexterity- and wind or make it soar higher (unless there is an updraft). When using
Strength-related skills (but not against damage), and add 2 to their the platform, the Araquia fill their bodies with air to make themselves
Move. lighter.
Breath Masks: Whenever Aramandi are off of their homeworld or in Web Throwing: Araquia throw their webs down on prey or opponents,
non-Aramandi starships, they must wear special breath masks which entangling them and trapping them in this sticky “net,” which has a
add minute traces of vital gasses. If the mask is not worn, the Aramandi Strength of 5D. Once entangled, prey may be wrapped up intoa bagand
becomes very ill after six hours and dies in two days. carried off.
Move: 6/10 Story Factors:
Size: 1.0-1.5 meters tall Pacifism: The Araquia are protectors of their forests, and they seek to
educate other concerning the forests’ value. They discourage those
: whoabuse the forests’ gifts from staying by confiscating or ruining their
Araq u Ia equipment. Killing or injuring except in self-defense or to eat are
nearly as repugnant to the Araquia as harming their beloved wood-
The Araquia are large, greenish-brown, spider-like lands.
beings native to Kirtania. Their faces feature man- Mowe: 12/16 Ralkioghiiubing)
g : Size: 2 meters long with a leg span up to 3 meters.
dibles and six black, beady eyes. These web-spinning
omnivores once spanned the globe, but early conflicts
with human settlers cut their population down to a
mere fraction of its former size. Overlords and protec-
tors of the jungles and deciduous woodlands of Kirtania,

they make their homes in the lower canopy, where
they spin elaborate webs to trap the small rodents,
insects and birds which make up their diet.

Good climbers, the Araquia often use the an- ({8
chor strands of their webs to lower themselves to
the ground, or cut it loose along with a webbing
platform which they use to glide through the air to
lower branches. When it is windy enough, they use
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these flying web platforms in the upper canopy, emerg- -‘.';4 A \\%é\/é
ing above the treetops and flying to other trees like C.3Z § ,\\Q? 2 Z
huge kites. They can also cut their webs loose and '%; { E ; ;\\\\i‘ Z ur
drop them onto prey below them. The sticky 3 DN V7
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quality of the web does not hinder the Araquia, 8
but causes great difficulty for anything caught i
in it. While their prey struggles to free itself,
the Araquia quickly descend and tie up the

web into a bag. They do not prey upon
intelligent species, finding the concept

disturbing and repugnant.

Using their knowledge of native plants,
several Araquia have been instrumental
in controlling or curing rare diseases
throughout the galaxy. They act as guides
to those wishing to enter the rain forest,
and harvest the abundant plants, roots,
and fungi which provide the medicines
which are the chief export of the planet.
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As k a H i ans ership is hereditary unless violent steps are taken to
l establish a new dynasty.

Askajian society is structured largely around the
movements of the tomuon herds. They use nearly
every part of the large woolly herbivore—not only its
milk, meat, and wool, but also its fat for soap, its
hooves and bone marrow for glue, and so on.

Weavers serve an important place in Askajian
culture because they are the creators of
tomuon cloth. Tomuon fabric is in high
demand in many galactic communities,
including the Core, because it is soft, strong
and wrinkle-resistant. The weaving technique
of the Askajians is a closely guarded secret. A
loommaster or mistress is a great asset to any
tribe—wars have been fought over espe-
cially skilled weavers.

Dancers are also central to Askajian
culture, both as religious leaders and
the custodians of tribal history and
legends. While nearly every mem-

ber of a tribe assists in gathering
and preparing food and making
tools, the most skilled dancers
become wise men and wise

women who do little else
other than advise the chief-

tain, perform and pass their
| knowledge on to appren

e

= tices. They also serve as

N>{  the tribal shaman and

lead the tribe in worship-

X7 ping the Moon Lady,
their primary deity.

Askaj isaboiling desert planet located in the Outer
Rim, a day’s travel off the Rimma Trade Route. Few
people visit this isolated world other than the traders
who come to buy the luxurious tomuon fabric made by
its people.

The Askajians are large, bulky, mam-
mals who look very much like hu-
mans. Unlike humans, however,
they are uniquely suited for their
hostile environment. They hoard
water in internal sacs, allowing
them to go without for several
weeks at a time. When fully dis-
tended, these sacs increase the
Askajian’s bulk considerably.
When low on water or in less
hostile environments, the
Aksakians are much slimmer. An
Askajian can shed up to 60 per-
cent of his stored water without
suffering.

The Askajians are