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Introduction

Jacob Nive shifted slightly in his command chair as
he surveyed the Backstab’s bridge. His crewers were
disciplined and ready for action. They were as good as
any group in the Imperial Navy or the Rebel Alliance.
And very soon now he would prove that to the rest of the
galaxy.

A fair-haired youth entered the bridge and headed
directly for Nive’s chair. Nive thought to himself, The
boy has enthusiasm. He'll make a fine
pirate if he doesn’t get himself Rilled.
“Whatisit, young Melx? Have ocur friends
on Coyn found us another cargo ship-
ment for the taking?”

Melx shoved the datapad towards Nive
in barely-contained excitement. “Better,
Captain Nive! We’ve been so successful
in raiding Imperial convoys that Moff
Andal got another ship. The Star De-
stroyer Brazen.”

Nive sneered. “And I suppose that
Andal believes this new captain will do any better than
those buffoons Pryl and Zed? By now he should know
better than to believe his intelligence reports.”

“The Brazen’s captain is Dadefra.”

Nive's eyes widened in surprise and a wicked grin
crossed his face. “Dadefra! Well, that changes things,
doesn’t it? It has been a very long time since our last
battle. This time, I will stand over his broken body and
choke the life out of him. The Khuiumin Survivors will
have their revenge!”

Jacob Nive’s thoughts drifted back many years to the
great battle in Khuiumin system. Once we stood 8,000
strong, but within a day the Emperor’s Star Destroyers
reduced us to. nothing. Dadefra and his lackeys had
whittled us down to barely 300. No, I have not forgotten
you, captain. When the time is right I will strike like a
knife in the darkness. And as your life slips from your
body, you shall see my face!

Warning! If you want to play this adventure, stop
reading now! Players who read the details contained
within will ruin the adventure for themselves and their
fellow players. Gamemasters should read and become
familiar with the adventure before beginning to play.
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Operation: Elrood

Operation: Elrood is a Star Wars roleplaying game
adventure designed for three to six players and a
gamemaster. The adventure is told in three acts.

Operation: Elrood is setin the Elrood sector, an area
of space seemingly far removed from the galactic struggle
between the Empire and the Rebel Alliance.

Operation: Elrood’s three acts are as follows:

Act One: Industrial Intrigue. The Radell
Mining Corporation asks the characters to
rescue a group of Rebel operatives from a
pirate gang called The Scourge. The char-
acters must claim the newly-discovered
world of Alluuvia for Radell’s mining op-
erations while fending off Imperial forces.

Act Two: The Fixer, the Spy and the
Chud. The characters mustjoin forces with
a shifty data fixer in an attempt to save a
key Rebel spy who's pursued by Imperial
Security Bureau (ISB) agents.

Act Three: Death of a Star Destroyer. While stranded
on the planet Derilyn under Imperial martial law, the
characters get a chance to strike a devastating blow
against the Empire.

Difficulty Numbers and Game Balance

As gamemaster, it is your job to modify these adven-
tures to suit the abilities of your players’ characters.
The “Difficulty Number Scale” presented here lets you
adjust the adventure according to the level of skill of the
player characters.

Difficulty Number Scale

Task Difficulty Range
Very Easy 3-5

Easy 6-10
Moderate 11-15
Difficult 16-20

Very Difficult 21-30
Heroic 31+
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Ifthe characters have alow level of skill, it’s better to
pick difficulty numbers from the lower end of a difficulty’s
range. A large group or one with highly-skilled charac-
ters will only be challenged if you pick difficulty num-
bers from the upper end of each difficulty’s range. You
may also adjust the number of opponents and their
capabilities.

Adventure Materials
Here is what is needed to play Operation: Elrood:

* The Star Wars Rulebook. This adventure uses
the Star Wars, Second Edition game rules, found in The
Star Wars Roleplaying Game, Second Edition, Revised
and Expanded. This adventure is also compatible with
the Star Wars: The Roleplaying Game, Second Edition
rulebook.

* Player Handouts. This adventure contains sev-
eral player handouts and maps. You should make extra
copies for the players before beginning play.

* Dice, pencils, and paper. Each player needs
several six-sided dice for skill rolls. Paper and pencils
are useful for taking notes or sketching maps.

The following products are not necessary for play, but
you may find them useful:

*The Star Wars Planets Collection (or Planets of the
Galaxy, Volume Three) provides additional information
on the Elrood sector. While these supplements are not
necessary for play, they will help you get a better
understanding of the locations and characters featured
in this adventure.

e Star Wars Gamemaster Screen, Revised. The screen
and booklet compiles important information and sum-
marizes game statistics for characters, ships and ve-
hicles.

Elrood Sector

Elrood sector is a backwater corner of the Metharian
Nebula Territories region of the Empire. The sector is
fairly isolated and even today, millennia after the area’s

initial colonization, large tracts of the sector remain

unexplored.

History. Elrood sector was settled long ago, with its
economic development fueled by mining ventures. How-
ever, the “boom days” are long gone. In recent years, the
sector has fallen on hard times, with most planets
trading only with other worlds in the sector. This area
is held by the Empire and the sector’s citizens are
extremely fearful of Imperial reprisals and crackdowns.

Radell Mining Corporation (RMC). Radell is the
economic powerhouse of the remote Elrood sector.
Founded during Elrood’s most profitable days, RMC is
the largest employer in the sector and owns several
mining planets. Although the company is a marginal

player compared to the galaxy’s major mining conglom-
erates, RMC has tremendous influence in this area of
space. From its corporate headquarters on the sector’s
capital planet of Elrood, RMC directs operations on a
dozen different worlds, including some planets un-
known even to the Empire.

Imperial Mining, Ltd. (IML). A young mining
company founded by retired Imperial naval personnel,
IML is quickly swallowing up Radell’s market share.

The Empire. While Elrood sector can be said to be
free of the Empire’s harshest policies, the specter of
Imperial domination is at the back of every citizen’s
mind. Under the control of Moff Villis Andal, Imperial
forces have managed to intimidate most of the sector
into submission. Moff Andal has shown no hesitation in
using brutal tactics to suppress dissent and rebellion.

The Empire maintains two Star Destroyers in the
sector: the Thunderfiare, under the command of Cap-
tain Tanda Pryl, and the Stalker, under the command of
Captain Akal Zed.

The Empire’s forces also include the light cruiser
Rintonne’s Flame, patrol ships, customs vessels, Skipray
blastboats and wings of TIE fighters.

The Rebellion. The Rebellion’s presence in Elrood
sector is decidedly muted. Short of a secret listening
post on Almar and a handful of roaming agents, there
isn’t much Rebel activity here. Elrood’s inhabitants,
naturally distrustful of outsiders, have little use for the
Rebels, who are seen as troublemakers who would only
bring more misery with them.

Elrood-Derilyn Trade Run. The Elrood-Derilyn
Trade Run (or E-D Run)links the major worlds of Elrood
sector. With the Imperial crackdown on Derilyn, Elrood’s
residents seldom venture beyond Torina.

The Drift. The Drift is a huge stellar gas cloud that
presents a major hazard to hyperspace navigation. No
routes are known through The Drift and any ships
daring (or foolish) enough to venture through the gas
clouds must make a series of small hyperspace jumps to
have any chance of passing through safely.

Imperial Interdicted Space. When Derilyn was
placed under martial law, the space around the system
was also restricted: it is now known as “Imperial Inter-
dicted Space.” The area, which runs from the edge of
Torina system to well past Derilyn, is heavily patrolled
by Imperial warships. Any civilian vessels wishing to
enter the area must first gain a Derilyn Travel Waiver
from the Imperial Navy.

Planets of the Sector

Dega. An old mining world long ago tapped-out by
Radell Mining, Dega is a world devoid of life, with a
poisoned atmosphere and a polluted ecosystem.

Derilyn. Derilyn was once one of the major trading
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worlds of Elrood sector, but it’s cur-
rently under Imperial martial law.
Travel to and from the planet is
restricted. Opposition to the Em-
pire is not tolerated by the planet’s
Imperial military governor.

Elrood. The capital world of the
sector, Elrood is predominantly a
trading and manufacturing center.
Elrood also has the headquarters
for the Radell Mining Corporation
and enjoys the highest standard of
living in the sector.

Korad. Much of the surface of
Korad is littered with starship and
vehicle wrecks; the planet is essen-
tially a salvage yard. Several bands
of scavengers and refugees live
among the abandoned starship
hulks.

Merisee. Known as the “Bread-
basket of Elrood Sector,” Meriseeis
an agriculture world. The planet is
home to a humanoid alien species
with two distinct races: the Teltiors
and the Meris.

Torina. Torina is a planet on
the E-D Run which boasts several
starports and is a favored vacation
world in the sector. With a pleasant
climate, well-preserved natural
habitats, clean cities, good starport
facilities, and an abundance of ho-
tels and casinos, Torina has much
to offer, particularly for those who
can’t afford the splendor of a cruise
aboard the Kuari Princess.

- 4 o Introduction
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_ Act One
Industrial Intrigue

Adventure Background

While the Radell Mining Corporation (RMC) is the
largest and wealthiest company in Elrood sector, re-
cently RMC has faced competition of a decidedly un-
friendly nature. Imperial Mining, Ltd. (IML) has set its
sights on toppling RMC, instigating a covert industrial
war of sabotage, threats, and thievery. Several of RMC’s
convoys have been raided by “pirates” (really in the
employ of IML) and “terrorists” (really IML-sponsored
operatives)have detonated bombs in two different Radell
Mining facilities.

Radell Mining knows that the Empire is ignoring
IML’s actions. Employees, especially the scouting and
exploration teams on the “front lines,” are leaving in
droves. In an effort to shore up its business, Radell
asked the Rebel Alliance to provide an exploration team
in exchange for valuable ores that can be used to build
new capital ships. The Alliance eagerly accepted the
offer.

An Alliance scouting team known as the “Gray Grif-
fins” joined RMC and was sent to explore the newly-
discovered planet of Alluuvia. Unfortunately, the Gray
Griffins were captured by a pirate gang called The
Scourge and IML is trying to claim Alluuvia as its own;
the company is now trying to complete a survey of the
planet and set up mining operations. To protect IML’s
claim, The Scourge lies in wait to waylay any travelers
headed for Alluuvia.

The Scourge released one of the Gray Griffins to
deliver the 250,000 credit ransom demand to Radell
Mining. The Alliance has sent the player characters to
Elrood sector to rescue the Gray Griffins and claim
Alluuvia for Radell Mining.

Episode One: Defusing the
Situation

Summary
The Rebels arrive on Elrood to meet with their Rebel
contact and Jameth Todkal, a Radell Mining executive.
They have the opportunity to speak with Parek, a
member of the Gray Griffins who was released by the

pirates to deliver the ransom demand. Before the meet-
ing ends, Imperial Mining, Ltd. (IML) escalates its
attempts to sabotage Radell by planting a bomb in the
building. The bomb threat incites a riot. As thousands
of RMC employees flee the building, the Rebels are
asked to help find the bomb and disarm or dispose of it.
The Rebels soon learn that the saboteur is still present
to complicate the search.

Start the Adventure
To begin the adventure, read aloud:

As the Rebels continue their desperate cam-
paign against the Empire, they need every ally
they can get. Now, in the remote area of space
called Elrood sector, the Alliance has reached an
agreement to trade the services of its scouting
teams for percentages of the metals and minerals
recovered by Radell Mining Corporation. Since
the Rebellion is so desperately short of raw mate-
rials, this deal is very important to Alliance High
Command.

You don’t know all the details, but your mission
is simple. The Gray Griffins, an Alliance scouting
team loaned to Radell, have been captured by
pirates and are being held for ransom. You must
rescue the Griffins and secure any new worlds
they claimed for Radell Mining.

For the full briefing, you’ve got a meeting later
on today. You’re supposed to be meeting with
Jameth Todkal, a Radell executive who works on
the 28th floor of the Radell Mining Corporation’s
headquarters. The building is in the center of the
capital city of Elrooden.

First, though, you’re supposed to establish con-
tact with Shondra Del, a Rebel operative here in
Elrooden. You’ve got an address and an identifi-
cation phrase: “We're former business partners
from Keyorin.”

Your fake identicards got you through Cus-
toms with no problems, but the Alliance didn’t
warn you about the Star Destroyer orbiting the
planet. You have to wonder, “What else didn’t
they tell us?”

- Industrial Intrigue e 5.




AT

!

. . STARWARS -

- B

A Friendly Contact

The characters begin at Elrooden Starport, which is
a few minutes travel (by monorail) outside of Elrooden.
The Customs officials are quite polite, but their blunt
and direct manner suggests that they have a low toler-
ance for troublemakers. One of the first things the
characters notice about Elrooden is how clean every-
thing is — the starport, the monorails and even the
city’s most rundown warehouses and neighborhoods
are spotless.

Shondra Del’s contact point is a business called
“Gwynn Dispatch,” which isin a small office building in
a port neighborhood. The streets in this area are lined
with businesses catering to spacers’ needs: cheap ho-
tels, cheaper restaurants and taverns, cargo dispatch-
ing businesses, shipwright offices (where characters
can arrange for starship repairs and modifications; the
actual shipwright bays are at the starports or in other
parts of the city), as well as shops that sell starship
supplies, astrogation coordinates, space suits, electron-
ics and other essentials for freighter captains.

Gwynn Dispatch matches up cargoes with indepen-
dent freighter captains. The front office has a dozen
chairs and a long counter; three grubby-looking spacers
are sitting in the chairs and discussing recent events in
the sector:

* (Jokingly) “Even that new Star Destroyer in orbitisn’t
going to stop the pirate attacks. The Empire’s lost three
cargo ships in the past week alone. There’s a crafty
fellow leading those pirates. I wonder if the Imperials
are gonna be able to stop him.”

“Oh, there’s no truth to that. There was one pirate
attack and the TIE fighters chased ’em off! That Star
Destroyer’s just on a stopover and is headed out to the
Rim.”

“Now, I heard there were two attacks and the Empire
only lost one ship. And that’s straight from a friend of
mine who says he knows a pilot that was in that
Imperial cargo fleet!”

* “Freight in the entire sector’s slow. The growing
season on Coyn is over, nobody’s buying electronies out
of Torina ... and Derilyn still being closed to most
outside ships isn’t helping much either.”

* “Yeah, Inoticed that Elrood Customs have been really
tight, too. I mean, tighter than normal. Maybe it has
somethingto do with those bombings at Radell’s mines.”

Behind the counter is a short, portly woman with
brown hair. When she notices the characters, she hands
them a datapad and says, “You're new. I'll need you to
fill out these forms. Do you have or need cargo?”

When the characters ask for Shondra Del and give the
identifying phrase (“We're former business partners from
Keyorin.”), she perks up and says, “Oh, Shondra said you
might be by. She left a message for you.”

While the woman goes over to a shelving unit and

6 ¢ Industrial Intrigue

goes poking through stacks of flimsiplast sheets, boxes,
and miscellaneous starship parts, she begins querying
the characters about Shondra Del and their business on
Keyorin. (“So, how long have you known Shondra? How
did you get hooked up with her?”)

Characters making Easy planetary systems or
streetwise rolls know that Keyorin, or “The Hunter’s
World,” is an infamous rough-and-tumble spaceport
world. Plenty of smugglers and bounty hunters fre-
quent the planet, which is known for its lawlessness and
dangerous neighborhoods. The woman isn’t listening
too closely, so the characters shouldn’t have too much
trouble coming up with reasonable-sounding stories.

The woman says that Shondra comes around about
once every couple of weeks, although she doesn’t keep a
regular schedule. She says Shondra’s last stop was
about nine days ago — she should be back any day now.

Finally, she finds the disk and brings it over to the
characters; the disk has a holographic message. As the
characters depart, she hands them a holographic busi-
ness card and says, “I'm Gwynn. If you ever need to get
a cargo off-world, I'm the person to call.”

When the characters play the hologram message,
read aloud:

The hologram shows the image of an attractive
but intense-looking woman with brown hair. “I’'m
Shondra Del, captain of the freighter Stars of
Elrood. I'm your contact here in the sector. To
keep it short, Elrood isn’t a place where folks like
us are welcome. Keep your affiliations quiet. When
you’ve completed your mission for Radell, report
here.

“If you run into trouble, forward a message to
me, but be discreet. There’s all kinds of nosy
people in this part of space, if you catch me. Be
careful because Idon’t have the people to come in
and save you if you get into trouble. I’ve got my
own missions, so I may not be in for a while.”

Meeting Jameth

The Radell Mining Corporation headquarters build-
ing is in the center of Elrooden. The needle-shaped 50-
story tall building towers above the rest of the city.
Surrounding the RMC building is a large public park. A
300-meter long skywalk connects the RMC building to
an elevated monorail station on the far side of the park.

During daylight hours the park is filled with people
— RMC employees, students, city residents and, un-
known to the characters, off-duty Imperial Navy per-
sonnel from the Star Destroyer Brazen — but the mood
is noticeably tense. RMC security guards dressed in tan
and blue uniforms patrol the park, keeping a close eye
on everyone.

There are security guards posted at all entrances to
Radell Mining’s Corporate Headquarters. They ask
everyone their business and are closely checking iden-
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tification cards. Given Todkal’s name, they confirm the
appointment and admit the characters to the building;
the characters are required to hand over their weapons
for safekeeping. (The weapons will be returned when
the characters leave.)

Read aloud:

The lobby is bustling with activity as humans
and aliens scurry about the marbled hall on ur-
gent errands. Dozens of security guards oversee
the room, alert for trouble. Beyond the lobby is a
great hallway, adorned with statues, holo-art,
and elegant wall coverings. At the end of this
hallway are large, ornate turbolifts decorated
with crystal. The tan and blue Radell Mining
Corporation logo is splashed everywhere, from
the tiled floor to the doorways ... even on the
gaudy waste containers.

The turbolift is operated by a courteous servant droid
named SE4-T25. The droid is an absolute gentleman,
commenting on the characters’ fine attire (if appropri-
ate), offering a hand with equipment or baggage, and
answering any questions they may have about Radell or
the building.

When the Rebels reach the 28th floor, read aloud:

As your group steps out of the turbolift, a short
man wearing a stylish suit hastily approaches
from the third door to the right. “Welcome! My
name is Jameth Todkal. I'm glad you could make
it.”

The man is wiry and physically fit; premature
graying hints at the stress his job inflicts on him,
but he’s enthusiastic and very animated. “Please
follow me to a private room where we can discuss
matters.”

Jameth turns, leading your group to a spartan
conference room. Adark wooden table surrounded
by a score of mauve chairs dominates the cham-
ber. A window fills one wall, offering a splendid
view of the park and the city beyond.

Jameth shuts the door and asks the Rebels to take a
seat. He speaks in a fast tone and it’s obvious that the
current situation weighs heavily on him. His eyes are
red from several sleepless nights and he fears for his job
if Alluuvia remains in IML’s hands. He is a bold man,
however, and won’t be cowed by bomb threats, though
it is plain that he is more accustomed to crunching
numbers than dealing with Rebels.

Read aloud or summarize:

“As you already know, my company has en-
tered into an agreement with your Rebel Alli-
ance. This is due to the actions of a company
called Imperial Mining, Ltd. IML recently started
a‘corporate war’ against us. IML-sponsored agents
have sabotaged ourfacilities, attacked scout ships
... and in the last two weeks, three separate facili-

ties have been bombed. Security is tight here
because we fully expect another bombing, possi-
bly right here at our headquarters. IML has close
contacts with Moff Andal, so our requests for an
investigation into these incidents have been ig-
nored.

“We've lost almost all of our scouting crews.
Our agreement with the Alliance is simple: your
scouts search for new mining worlds and we
secretly deliver to you 10 percent of the refined
metal.

“The first Alliance group working for us was an
experienced team called the Gray Gritfins. They
disappeared. You've been sent here to rescue
them and secure Alluuvia, a new world they dis-
covered. Before I bring in Parek, who can explain
what happened in greater detail, I'll answer any
questions you have.”

Jameth is knowledgeable and honest; he'll answer
any questions to the best of his ability. He can answer
general questions about IML, Elrood sector, or the
Imperial presence here. Jameth knows that the Star
Destroyer orbiting Elrood is the Brazen. It’s in this
sector to investigate recent pirate activity. The ship
arrived two days ago and is scheduled to depart in
another week.

Jameth Todkal, Radell Junior Executive. All
stats are 2D except: Knowledge 3D, bureaucracy: Elrood
4D+1, business 4D, business: Radell Mining 6D, value
3D+2, value: ore 4D+2, bargain 3D+1, Technical 1D.
Move: 10. Stylish suit, several datapads.

Jameth soon calls in Parek, a member of the Gray
Griffins. Parek is a short alien about a meter and a half
tall; he is bald, with a low ridge of spines covering his
head and tapering down his back. His skinis bronze and
hardened, with three gill slits on each side of his neck.

Parek, Rebel Scout. All stats are 2D except: blaster
4D+2, Knowledge 4D, alien species 4D+2, planetary
systems 5D+1, survival 5D+2, astrogation 4D, space
transports 4D, Strength 1D, Technical 1D, first aid 3D.
Move: 9. Flight suit, datapad.

Parek’s Story

Parek explains that the Griffins successfully navi-
gated a safe route through The Drift by making several
micro hyperspace jumps. They located a new world,
Alluuvia, and performed a preliminary scouting survey.
The world looked very promising —initial scans showed
high levels of valuable metals.

However, things quickly took a turn for the worst.
Shortly after the Griffins left Alluuvia, they were am-
bushed by a pirate band. Their ship, the Whisper, was
disabled by ion cannon blasts from several Skipray
blastboats. A battered space barge closed on the Whis-
per and boarded the vessel, capturing the team.

Industrial Intrigue * 7




During the battle, Parek noticed a huge container
ship fleeing into The Drift; he doesn’t know what the
pirates were using it for, since these bulky and clumsy
ships make lousy war vessels. Parek was pushed into a
blastboat while the other members of the team were
loaded onto the space barge. The blastboat jumped to
the Elrood system, where they gave him their ransom
demand of 250,000 credits and forced him into an escape
pod.

Parek’s escape pod was soon rescued by an Elrood
system patrol ship, but the pirates got away. Parek
doesn’t know what became of his ship, but it contains
the astrogation coordinates to reach Alluuvia.

Parek can provide a general heading to Alluuvia, but
until they get the coordinates from the Whisper, it’s
almost impossible to reach the planet. Unfortunately, it
could take weeks to plot a new course from scratch and
by then Imperial Mining will have a rig up and running
and have the planet to themselves. The characters must
somehow find the Whisper.

Parek suggests that the characters head into The
Drift to locate the pirate band. If they find the pirates,
they could be able to locate the Gray Griffins and the
Whisper. With the astrogation coordinates, they can
find their way to Alluuvia.

- 8o Industrial Intrigue -

The Bomb Threat

Just as Jameth and Parek are wrapping up their
stories, the characters are forced to deal with a bomb
threat.

Read aloud, placing emphasis on the clues “store”
and “supply”™:

The piercing wail of an alarm stops the conver-
sation. The intercoms and video screens come to
life. A rough-looking man smiles at the camera.
“Good afternoon, employees of Radell Mining
Corporation. My name is Adair Koryunt. Youdon’t
know me, but ’ve a wonderful surprise in store
for you.In 20 minutes or so, a concealed bomb will
level this building. That should supply you an
interesting couple of minutes unless you can lo-
cate the bomb. Good luck!”

The end of the speech is drowned out by the panicked
cries from the hallway. Jameth immediately calls the
Imperial authorities to have them send over a bomb
squad, but he is told that it will take at least 40 minutes
to get a team there. He turns to the characters and asks
them to help find the bomb and disarm it — after all,
they’re used to dealing with these types of problems,
aren’t they? If the characters request help, Jameth
summons two Radell security guards and instructs
them to help the characters.
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Meanwhile, he and Parek join Radell’s security guards
in evacuating employees and visitors. Some brave vol-
unteers may offer to help the characters, but they aren’t
bomb experts.

The Rebels have 20 minutes of game time to locate
the bomb and disarm it. First, they must determine
where it’s been hidden. Adair has given some hints,
since the panic created by the bomb disrupts Radell,
which is Adair’s main objective. He provided the clues
“store” and “supply.” If asked about store rooms, Jameth
directs the Rebels to the Ground Level storage wing, the
only major storage area in the building.

A Very Easy computer programming | repair roll ac-
cesses the main computers, calling up a floor plan.
(Show the players the floor plan of the building.)

- 10 » Tndustrial Intrige

The rest of this episode should be staged at break-
neck speed. Keep careful track of time, urging the
players on and reminding them about how much time is
left.

If the Rebels are stumped — meaning that Adair
hasn’t seen anyone come looking for the bombs — he
uses the comm system to taunt the civilians and drop
more hints about the store room.

If the characters have access to one of Radell’s com-
puters, they can trace the messages with a Moderate
communicationsroll. Adair has tapped into anintercom
port on the Ground Floor, near the receiving area.

Radell Security

Radell Mining has its own security guards to patrol
the building and the park. Dressed in blue and tan
uniforms prominently displaying the Radell corporate
logo, they patrol in squads of three. They can make an
appearance at any time during the bomb search and the
ensuing chase.

If Jameth talks to a squad, the guards may assist the
Rebels in finding and defusing the bomb.

Ifthe characters are already on their way down to the
ground floor, it will take some effort to convince the
guards to help them — and a really poor explanation
may convince Radell Security that the characters are
actually the bombers! If the characters aren’t careful,
Radell Security may be a great hindrance.

During the chase, you can use the guards to affect the
flow of the battle. Perhaps they slow Adair enough to
allow the characters to catch up, or they might slow the
characters so much that Adair and his band escapes.

Radell Security Guards. All stats are 2D except:
blaster 4D, dodge 4D+2, command 4D, Strength 3D+2.
Move: 10. Blaster pistol (4D+2), blast vest (+1 energy,
+1D physical), blast helmet (+1 energy, +1D physical).

Getting to Ground Level

Turbolifts. The building is in a state of panic as
thousands of workers try to flee. The easiest way for the
Rebels toreach the Ground Level is to use the turbolifts,
but most of the civilians have the same idea. A Difficult
command roll is needed to order workers out of the lift
so that the Rebels can use it; if Radell Security is
working with the characters, they only need a Moderate
command total.

Because so many people are attempting to get on the
turbolift, it stops at every floor — it takes nearly 15
minutes to get to the Ground Level. Again, it's easier if
Radell Security is working with the characters — the
security guards can enter an emergency override which
allows the lift to go straight to the Ground Level, taking
only two minutes.

Emergency Stairs. There are emergency stairs, but
Rebelsusing them must fight through the unruly crowd.
After travelling down all 28 flights of stairs, the charac-
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ters must make a Moderate staming roll or suffer a -1D
penalty for all skill rolls for the rest of the episode. It
takes 10 minutes to reach the Ground Level if using the
stairs unless the characters come up with aninnovative
plan.

Other Options. If the Rebels have climbing equip-
ment, they can exit through a window and scale the
building. (Exiting the window sets off an alarm, but no
one’s going to notice in the general panic.) Scaling the
building probably takes between five and 10 minutes.

The charactersmay alsotry to slide down syntheropes
inside the turbolift shafts. They must race down the
stairs to get beneath the turbolifts, use a plasma welder
to cut through the floor’s turbolift doors on their floor
(the doors can’t be opened with a security roll because of
computer safeguards). Then, they can attach magnetic
grapples to the underside of the turbolift cars and slide
down the ropes. This may take five or 10 minutes.

If the characters come up with some other approach,
use your judgment to decide whether it’s feasible.

The Storage Wing

The rear of the entire Ground Level is dedicated to
receiving and storing supplies. Most of the crates have
office supplies and food for everyday use. This area is
now deserted except for common labor droids.

Receiving Area. This area is clear save for five or
six stacks of metal boxes. Archways lead to storage
areas. Three huge overhead security doors lead to
loading bays, two of which are occupied by speeder
trucks. (The identification keys are in the trucks, so
they can be started up and driven away.)

Characters making a Moderate search or Perception
roll notice that each box has a metal plate labeled
“Inspected by Elrooden Starport Port Authority,” with
the arrival date indicated.

Several B1 worker droids are unloading one of the
speeder trucks; these droids obey simple direct com-
mands, but pay no attention to the alarms and have
simply kept on working despite the emergency.

B1 Worker Droid. All stats are 1D except: Strength
8D, lifting 10D, stamina 4D. Move: 6. Equipped with
suction/magnetic-tipped digits, retractable third leg
(adds +1D to lifting rolls when deployed) and visual
spectrum scanners.

Storage Areas. Storage A and Storage B are large
warehouse-style rooms. They flank the receiving area.
In each area, rows and rows of stacked metal boxes are
present, all with the telltale metal inspection plate and
the Radell Mining logo. Nine more B1 worker droids are
scattered about, moving the huge boxes.

The Bomb

The bomb is in a one-meter square metal box bearing
the Radell Mining logo, but it lacks the metal inspection
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plate. The box is held by a B1 worker droid with orders
tocarryit around in an unsuspicious manner. When the
Rebels arrive, the droid is in Storage A.

Any character making a Moderate search or Percep-
tion roll notices that this particular droid never puts the
box down.

B1 droids normally take orders from anyone, but
Adair has disabled the droid’s programming so it ig-
nores all commands. Hot-wiring the droid to release the
box requires one minute and two rolls: a Moderate
brawling parry or Dexterity roll to avoid being walked
over and a Moderate droid programming roll to actually
deactivate the unit.

Blasting the droid is also an option, but its thick
metallic frame is strong enough to shrug off most
blaster shots. The droid will not attack or retaliate.

After recovering the box from the droid, the charac-
ters can open its simple lock mechanism with an Easy
security roll.

The bomb is several charges of detonite attached to a
timer fuse, which is powered by a blaster power pack.
One wire runs from the bomb to the timer fuse; a second
wire links the timer fuse to the power pack.

The timer shows the time remaining (which is prob-
ably only a minute or two unless the Rebels were
particularly crafty in getting through the crowds). The
timer’s screen is getting a little dimmer as each second
counts down. The screen also has a “power level” indi-
cator in the upper left-hand corner; the indicator shows
that the power pack is almost completely drained. In
fact, the timer’s countdown seems to be tied to the pack’s
power level.

Industrial Intrigue *-11.
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The timer can be reset if the characters can somehow
patch a full power pack (or other power source) into the
timer. This can be done by simply slicing off the insula-
tion for the wire that connects the power pack and the
timer, and then attaching clips (connected to the new
power source) to this wire.

When this is done, the timer resets, blinking 59:59
(59 minutes and 59 seconds); it does not begin counting
down. A full blaster power pack can keep the timer reset
for 24 hours before it begins counting down from 59:59.

The characters can figure this out with an Easy
demolitions or Technical roll.

If the timer is disconnected from a power source or
either of the wires is cut, the bomb goes off after 15
seconds. The bomb is not large enough to level the
building, butit’s certainly capable of destroying much of
the storage wing if it goes off: it causes 6D damage to all
victims within 10 meters; for every five meters beyond
that range, damage is reduced by 1D. While no one in
other areas of the building is killed, ancillary damage
injures nearly 50 civilians who weren’t quick enough to
get out.

Adair Takes Action

Adair Koryunt is the twisted saboteur hired by IML
to plant the bomb. He remains behind to insure that no
one disables the bomb, though he certainly hopes some-
one tries. He is backed up by three hired mercenaries.
They are hiding in Storage B.

- 12 « Industrial Intrigue -

Adair watches the Rebels intently, but remains hid-
denuntil the Rebels try to defuse the bomb. Ifit appears
they will be successful, he taunts them while the mer-
cenaries open fire, attempting to distract them. After
this first volley, the mercenaries fall back, moving
toward the exit. Thirty seconds before the timer runs
out, Adair and his group flee. See “The Chase.”

Adair Koryunt, Saboteur. All stats are 2D except:
Dexterity 3D, blaster 4D+2, dodge 5D, grenade 4D,
running 4D, Knowledge 2D+1, streetwise 3D, Mechani-
cal 3D+1, repulsorlift operation 4D+1, Strength 3D+2,
brawling 4D+2, stamina 4D, Technical 3D+2, computer
programming [repair 5D+1, demolitions 6D+2, droid
programming 5D+1, droid repair 4D+1, security 5D.
Character Points: 3. Move: 10. Heavy blaster pistol
(5D), 3 fragmentation grenades (5D), 6 charges detonite
(1D each), 2 remote fuses, nondescript clothes, retract-
able grappling hook with 10 meters of syntherope.

3 Mercenaries. All stats are 2D except: Dexterity
3D, blaster 4D, dodge 3D+2, Knowledge 1D, Strength
3D, brawling 4D+2, Technical 1D. Move: 10. Blaster
pistol (4D), comlink, nondescript clothes.

The Chase

While conducting this chase, emphasize excitement
and cinematic staging over die rolls. The important
thing is to keep the scene fast and tense.

Adair and his band flee the storage area and head for




" The Wayfarer

_ The Wayfar erisa battered Mu class scouting shuttle r eglstered to Radeﬂ Mmmg Smce

‘the ship is on loan, the Rebels are responsible for any damage to it. The Wayfar er has two
_long, folding. stablhzers with a pair of short, sensor fins on:the top.

. The Wayfarerhas been slightly modified from standard Mu shuttles by 1 educmg the size

of the cargo hold in favor of room for four passengers, a more efficient shield generator, a
~ turret mount for the laser cannons, and a larger cockpit. The shlp now has a pan of proton

‘torpedo launchers for use against la1 ger targets.

.~ The Wayfarer’s hold contains emergency gear, mcludmg 10 medpacs 12 blaster ammo

‘packs, four blaster rifles (5D); a flare pistol, six emergency ration packs (12 servings each),’
~12sub-zeroparkas; sixspace suits; a starship repair kit, 10 comhnks 10breath masks 31x

-char: ges of detonite (1D each} and three remote fuses

The Wayfarer

- Craft: \’Todlfed Sienar Fleet Systemb Mu-2 Lnng Range Shuttle
— Type: Mu-class shuttle (Modified L'imbda CJ :
Secale: Starfightér : :
Length: 20 meters :
Skill: Space transports: Lambda Cl
:  Crew: 2, gunners: 1, Skcleton 1/+10
.. Passengers:.10...
Cargo Capacity: 75 metri ic tnnq
Consumables: 6 months : :
Hyperdrlve Multiplier: x2
Hyperdrive Back-up: x20
: Nav Computer: Yes : :
! 'Maneuve:ablhty D
Space: 5 i :
_Atmosphere:: 295 800 kmh
Hull: 3D+2 i
Shields: 2D- -
S e e e
Passive: Zafil')
Scan:50/2D:
Search: 60/2D+2
Focus: 3/3D: :
Weapons 2 ;
2 Laser Cannons (fir e-]mked)
- Fire Arc: Turret : 3
~Cretw: 1 (co-pilot)-
Skill: Starship gunnery
Fire Control: 21D
Space Range: 19/12/%5 .
Atmosphere Range: 100- 300/1 92/2.5 km
. Damage:4D+1 -
2 Proton anpedo Launchers {I'le—
lmkedl 3 : : ;
FneA:c Front
Crew:1 :
i Skiil: Stalshlp u-unnery
Fire Control: 2D :
. Space Range: 1/3/T
__Atmosphere Range: ’10-100/30[)/7(]0
Damage: 9D ¢ :
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the skywalk. They jump onto a repulsor cart, racing
down the 300-meter long skywalk at top speed (without
regard for the civilians trying to flee the building). The
Rebels can commandeer their own cart from a bunch of
panic-stricken workers; the skywalk is Moderate ter-
rain (to avoid hitting bystanders).

Repulsor Carts. Speeder-scale, 1/2 cover, maneu-
verability 0D, move 14; 40 kmh, body strength 1D.

Adair plans to take the monorail out of the city, but
ifthe Rebels get too close, he leaps off the cart and shoots
out the skywalk’s window with his heavy blaster pistol.
Using his grappling hook and rope, he repels 10 meters
to the ground below and flees into the park on foot.

Once they’ve escaped into the crowd, Adair and his
mercs holster their weapons and flee to the amphithe-
ater. Aside from the usual collection of students and
corporate workers, the park and nearby areas are crawl-
ing with off-duty Imperial Navy personnel on leave
from the Brazen. Although few of these Imperials are
armed, they take notice of any ruckus and may use their
comlinks to summon stormtroopers and local police to
intervene; some soldiers will no doubt try to “play hero.”
These soldiers subdue Adairif they figure out who he is,
but the bomber is doing a good job of hiding out;
unfortunately, these soldiers attack the Rebelsifthey’re
brandishing their weapons in public.

Off-Duty Imperial Naval Trooper. Dexterity 2D+1,
blaster 3D+1, blaster: blaster rifle 4D+2, brawling parry
3D+1, dodge 3D+1, grenade 3D+1, melee combat 3D+1,
melee parry 3D+1, running 3D+2, Knowledge 1D+1,
intimidation 2D+1, streetwise 2D+1, Mechanical 1D+2,
repulsorlift operation 2D+2, capital ship shields 2D+2,
Perception 3D, command 4D, search 4D, Strength 2D+2,
brawling 4D+2, stamina 3D+2, Technical 1D, security
2D. Move: 10. Comlink.

Adair’s Escape
If Adair makes it to the monorail station and boards
arail car, he tries to blend in with the crowd aboard the
car. The car is headed directly to Elrooden Starport.
Adair is shrewd and very capable at hiding; if cor-
nered, he fights to the death. If he’s discovered and gets
the chance, he and his mercs take hostages. Fortu-
nately, Adair — concentrating mostly on the charac-
ters —turns his back at the wrong moment and several
off-duty Navy troops ambush him and his goons. The
hostages are freed with no injuries.

Finishing the Briefing

After the situation is resolved, Elrooden police offic-
ers arrive to question witnesses and investigate the
bombing attack. Jameth arrives shortly thereafter and
can extricate the characters unless they injured civil-
ians; in this case, police questioning can take several
hours, although they characters don’t have charges
filed against them.
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Once the Rebels are alone with Jameth and Parek,
Parek gives the Rebels a datapad with the approximate
heading to Alluuvia. He urges them to follow the route,
where they’ll most likely be attacked by the pirates.
Hopefully, the characters will be able to overwhelm the
pirates, locate the Gray Griffins and find the Whisper,
which contains the astrogation coordinates to Alluuvia.

As gamemaster, you may decide whether Parek joins
the characters if he'’s asked to. He knows the tactics of
the pirate attack and has been to Alluuvia previously.
However, he is singularly obsessed with rescuing his
friends and gets quite pushy if he thinks the characters
aren’t doing things correctly.

Jameth wishes the Force to be with them and offers
to lend them a ship, the Wayfarer, if they don’t already
possess one. He also gives them an identichip which
they can use when they return to Elrood. The chip
identifies them as employees of Radell Mining, so Elrood
Customs will allow them to land on the planet without
any inspections. However, he reminds them to “keep it
legal” since Radell Mining will be held accountable for
anything the characters do.

Episode Two: Into The Drift

Summary

Using a series of short hyperspace jumps, the Rebels
head through The Drift and into unexplored space on
their trip to Alluuvia. En route, they encounter a way-
ward Duinuogwuin. Then, during one of the jumps, they
are forced out of hyperspace and ambushed by pirates.

Drift Bound

The Drift is an immense stellar dust cloud that
occupies a substantial portion of the Elrood sector. The
expanse is mostly unexplored due to the navigational
hazards present. The nature of the cloud scrambles
starship sensors, and the area is filled with uncharted
asteroids, planetoids, and other stellar objects: normal
hyperspace jumps through The Drift are a risky propo-
sition. Only by using a series of very short jumps can
The Drift be crossed safely.

Read aloud:

Departing the Elrood system brought a sense of
relief to you as you left the Star DestroyerBrazen
behind. Now, you’re in the Kidron system, on the
edge of The Drift. The swirling mass of stellar
dust looms ominously in your viewscreen. Your
course takes you across the narrowest section of
The Drift. This trip requires a series of short
hyperspace jumps and could take many days.

The droning whine of sublight drives becomes
acutely noticeable. Over the next 10 hours, your
ship must travel at sublight speeds to reach your
first jump point. Even though you haven’t en-
tered yet The Drift — you’re still on the edges of




the Kidron system — your ship passes through
several pockets of stellar gas which are beautiful
but so dense that your sensors are useless.

Parek’s datapad provides coordinates for a series of
10 jumps through The Drift. Each jump has an
astrogation difficulty of Easy and takes 18 hours (with
a x1 hyperdrive). Don’t tediously play out each jump;
rather, use roleplaying encounters and narration to
cover the jumps, similar to how the trip to Alderaan was
shown in Star Wars: A New Hope.

After three or four jumps, the encounter below oc-
curs. Read aloud:

Your ship emerges in a dense cloud of stellar
gas. You have a 16 hour sublight trip through a
cluster of gravitational fluctuations before your
next jump. Shortly after engaging the sublight
drive, the proximity alarm wails: even though
your sensors are barely functional, they detect a
large object up ahead. It’s moving very slowly.

Give the characters a chance to react in whatever
way they see fit: most likely, someone will run to the
weapons stations. The characters see only thick, billow-
ing yellow and white gas clouds.

Any character who makes a Moderate sensors total
can scan the object: it’s over 80 meters long — probably
more than twice the size of their ship — and moving
slowly but erratically.
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The object seems to have an extremely low metal
content; in fact, the object appears to be made mostly of
carbon compounds and water, and there appears to be
a small energy source in the center of the object. The
comm channels pick up only static and 