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—STAR Foreward by Tim Zahn
“WARS™

B Foreword

by Timothy Zahn

It was just after four o'clock on November 6,1989, and | was three days into writing my first novel for my new
publisher, Bantam Books, when the phone rang. It was my agent. "Tim," he said after the usual pleasantries, "we
have avery interesting offer here."

S0 began my involvement with Star Wars. Or rather, so began my professional involvement. My personal
involvement had begun some twelve years earlier, as | sat open-mouthed in a crowded theater watching that
Imperial Star Destroyer roll inexorably past overhead.

| saw Star Wars about twelve times. | then waited eagerly for The Empire
Srikes Back, and after that for Return of the Jedi. When the trilogy was over
and therewere no signs of moreto come, | put my enthusiasm into mothballs
and moved on to other things.

And now, suddenly, here on aMonday afternoon, Star Warswas back, not
in movies but in books. And those books were being offered to me.

| wandered around the house for the next couple of hours, lost in afog of
excitement, anticipation, and panic, wondering if | could possibly come up
with astory that would do justice to George Lucass vision. By the next day,
| had enough of the plot worked out to figure | could at least take a shot at it.

| spent the rest of November writing up an outline for the three books and
submitted it to Bantam. It took Bantam and L ucasfilm several monthstowork
out their contract and then get my outline approved, but by May | was able &
to begin the actual writing. | charged on ahead, happy as a clam.

And then, in early July, | got abox from West End Games. It seemed that
Lucasf ilm had decided | ought to coordinatewith their Star Warsrole-playing
game background stuff. Stuff which, not being agamer, 1'd never heard of.

Once again | set off wandering around the house, this time growling and
grumping. Here | was, eeven chapters into the book and suddenly there was more research to be done. Finadly, |
cooled down and started actually reading through the material.

And you know what? The stuff was pretty darn good.

That was my introduction to West End Games. |'ve been working with them ever since: vetting the sourcebooks
they've created from my books, writing original stories for The Official Star Wars Adventure Journal, and
occasionally sticking my oar in on agame or two. Along the way I've had alot of fun, been given the opportunity
to stretch into new professional directions and — most importantly — made several good friends.

But then, that'sreally amajor part of what has made these new Star War s books so successful, asthe movieswere
before them: the chanceto visit again old friends like Han, Luke and L eia, while making new ones along the way.

So come on in and make yourself a home. Or as Han might say, "Didn't we just leave this party?'

Joroen

Timothy Zahn
December 13, 1995
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Introduction

Introduction

Field Work

"Hey, Polio, wait up!"

The young Devaronian, Polio Tipn, turned to-
ward the loud voice crashing through the university
arboretum — and winced as he recognized the
source of the commotion.

"You know, the arboretum is supposed to be a
quiet area, Herg," Tipn grumbled; Herg had an un-
canny knack for driving Polio to distraction with
sarcastic comments. Herg seemed to pride himself
on badgering Polio constantly — of course he was
an arrogant young native of Coruscant.

"Hey, | just wanted to know why the History
Department's bright star had to stay after class”
Herg said with asmirk. "Lemme guess. the mainte-
nance droid broke down and you had to sort out
Naal's notes, right?"

"For your information, Professor Na'al asked me
to assst him with some research.”

"Wow. I'm riveted" Herg said. "Let's see, he prob-
ably wants you to do something really exciting like
digging through the old Imperia records in the
paace. Or sorting his laundry. Something really
important.”

"Y eah. Something important," Tipn snapped. He
was getting edgy standing around amid the trees
and flowers of the arboretum; patience was not a
commontrait among Devaronians. "Listen Herg, the
professor asked me not to discuss thiswith anyone.
Sodropit, al right?"

"Right. Top secret, I'm sure. I'll find out anyway,
you know," Herg said, hissmirk widening, "'cause |
can just watch you digging through moldy old
datacards and flimsies. It'll be fun to watch you
dave away for the greater glory of the university."

"Guess again, hotshot," Tipn flashed aferal grin
of hisown. "Youwon't be seeing me do anything. As
of tomorrow, I'mon aleaveof absencefor fieldwork.
Enjoy the mid-term exams."

Tipn turned on his hedl and left Herg — speech-
lessfor once—in hiswake.

"Polio," Naa had said, after the students had
filtered out of the room, "I've been very pleased with
your work, and you have anatural aptitude for this
kind of work. That's why | have to ask you to assist
me on avery ... sensitive matter.

"Asyou know, afew years ago | stepped down as
head of New Republic Council Research to takethis
teaching position,” Naal continued, "but | still have
some ties to the government.”

"Yessir," Tipnsaid. "l understand that you still
speak to Mon Mothma and Leia Organa Solo occa-
sionaly." Tipn held the upper echelons of the New
Republic government in awe, particularly people
like Organa Solo and Jedi Master Skywalker. It was
Naal's familiarity with the heroes of the Rebellion
that had led Tipnto hiscurrent field of study. Maybe
someday, he thought, I'll get to meet Skywalker, too.

"Mon Mothma has asked me to investigate some
unusual reports from some equally unusual quar-
ters," Naal continued, "adjacent to Minos Cluster in
fact. Normally | would have declined — and the
Force knows Rivoche and the kids aren't wild about
my leaving — but after hearing Mon Mothmaout, |
think it isimportant, maybe even vital, that we ook
intoit."

"'We?" Tipn was startled; he had expected the
professor would ask him to perform some minor
research, or maybe handle a lower-level class of
students for a day. Actually accompanying Naal
during whatever investigation he was about to un-
dertake shocked the young Devaronian.

"That'sright, Polio," Naal grinned, "I'dlikeyouto
come aong. For two very important reasons: First,
you are an excellent researcher, and | need a good
pair of eyesand asharp mindwith me; and second,
I'm alittle old to be hopping around the Outer Rim
like an overzealous kid. Someone watching my back
would be exceedingly helpful. 'Sides, my wife
wouldn't let me go if someone didn't come with me.
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"Make no mistake, this will be dangerous’ Naal
concluded, "and | won't blameyou if you don't want
to come aong."

"I'min,” Tipnreplied.

"Good," Naa smiled warmly at his pupil. "Here's
some of the preliminary research; beforewe hop the
shuttletomorrow, | wantyou asfamiliar as possible
with this material."

Finished with his packing, Polio relaxed on his
bunk for a moment. Tomorrow, he would be on a
shuttle, bound for someremotesystem hehad never

heard of. And remote wasn't even the word, he
thought. This Exocron place wasn't even on the
officia star charts.

The Devaronian sifted through the datapads and
flimsies Professor Naal had given him. They looked
like his original notes on Grand Admiral Thrawn's
campaign, he thought. / can't believe I'm reading
these; they're actually a piece of the New Republic's
history. He glanced over a his bedside chronom-
eter, groaning when he saw how late it was. / also
can't believe / have to read all of these before the
shuttle leaves.

With amental sigh, the young historian accessed
the file marked "Thrawn" and began to read.
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This sourcebook isacompanion to the novelsHeir to
the Empire, Dark Force Rising and The Last Command,
providing comprehensive, detailed information about
the people, places and events from this thrilling three-
book cycle, as well as illuminating a great dea of
"hidden history" not revealed in the novels. This infor-
mation was originaly printed in Heir to the Empire
Sourcebook, Dark Force Rising Sourcebook and The Last
Command Sourcebook. These three books have been
collected in one volume for ease of reference, and al
have been updated to be compatiblewithStar Wars. The
Roleplaying Game, Second Edition.
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The Heir to the Empire Trilogy Sourcebook contains a
collection of entries on the many subjects presented in
the novels, including updates on the main characters,
as well as details about new characters, places, equip-
ment, vehicles and tactics, in order to tell "the story
behind the story."

If you have not read the novels, it is strongly sug-
gested that you do so now. Since Timothy Zahn in-
cludes severa unexpected plot twists and surprises,
you may spoil the story for yourself by reading the
sourcebook first.

Now, grab your blaster and warm up your X-wing,
because the Sar Wars saga continues ...
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Chapter One
Thrawn's Campaign

Excerpt from a report prepared by Polio Tipn for Voren
Na'al, former Head of New Republic Council Research
(retired). This report was prepared nearly 10 years after
the destruction of Mount Tantiss.

An Overview of Grand Admiral
Thrawn's Campaign

Grand Admiral Thrawn was undeniably one of the
most capable, cunning soldiers the Emperor com-
manded. Hewas a so one of the biggest enigmasinthe
Imperial military: a non-human given high rank in an
intolerant, human-dominated regime; abrilliant tacti-
cian who studied the customs and thought patterns of
the peoples he conquered, yet whose own mind was
unknown to those around him.

Thrawn's campaign against the New Republic have
been well documented, and this report is by no means
a comprehensive analysis. The chaotic events of the
period are somewhat contradictory, dueinlarge part to
theconfusionthat followedafter Thrawn'sdeath. How-
ever, by examining the records of the period, | believe
| have constructed a fairly accurate overview of this
most dangerous period in the New Republic's history.

— Polio Tipn

First Rumblings

The early stages of Grand Admiral Thrawn's cam-
paign against the New Republic began roughly five
years after the Battle of Endor. The New Republic, sill
in its infancy, was struggling to establish itself as the
legitimategal acticgovernment. Nolongerfacingamili-
tary campaign, theNew Republicturneditsattentionto
the development of trade routes and shipping lines to
furnish badly needed suppliestoworldsthat had been
devastated during the galactic civil war. Political
struggles within the New Republic government were
still minor, but growing. All inall, theNew Republicwas
experiencing some severe growing pains, but the war
against the Empire appeared to be won.

The first indication that the Empire was far from

defeat was quiet enough: an Elomin task force in the
Obroa-skai region was destroyed after an unorthodox
Imperial dataraid. Whiletheloss of anentiretask force
was by no means alaughing matter, the New Republic
Provisional Council saw no cause for serious alarm.

Thenextmoveindicationof anew | mperial offensive
becameapparent when Han Solo, L eiaOrganaSol o, and
Jedi Knight Luke Skywalker were attacked by aggres-
sive alien commandoes while on adiplomatic mission
to Bimmisaari. None of the group could identify their
dien assailants. The quick thinking of Captain Solo and
the Force-augmented abilitiesof Jedi Skywalker helped
these heroes avoid capture by their enigmatic attack-
ers.

After the attempted abduction on Bimmisaari, the
group returned to Coruscant—thecapital planet of the
New Republic — over Leids protests. While Captain
Solo was within his rights to evacuate an area that
housed a hostile alien force, there was considerable
damage to the diplomatic mission to Bimmisaari asa
result. This damage and the breach of security that led
to Captain Solo's decision to leave Bimmisaari gave
added ammunition to Councillor Borsk Fey'lyato use
againg his politica rival, Admira Ackbar.

The next assault came shortly after the mission to
Bimmisaari. A coordinated series of hit-and-fade at-
tacks on the planet Bpfassh and two other star systems
showed the New Republic that the Empire was again
mobilizing. Inresponsetotheseunorthodox attacks—
attacks which were apparently designed to cause mas-
sive damage — a New Republic relief mission was
dispatched to help coordinate repair efforts. The mis-
sionwasled by LeiaOrganaSolo and her husband, and
was centered at the Sluis Van shipyards.

AtSluisVan, thefirstrumorsabout " JoruusC'baoth”
reached the New Republic. Wedge Antilles, theleader
of the now-infamous Rouge Squadron, reported to Leia
and Han that along-lost Jedi Master had been sighted
on theremote planet Jomark. Shortly after passingthis
informationon, thegroupwasagainattacked by myste-
rious, grey-skinned aliens — the same species that
ambushed them on Bimmisaari.
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This attack was unusual in one respect: the alien
commandos acquired a YT-1300 transport that was
almost identical to Captain Solo's ship, the Millennium
Falcon. The match was not perfect, however, and Cap-
tain Solo spotted the deception. Using Leiaslightsaber,
he disabled the vessel, sending a plume of korfaise gas
into the sky: an impromptu rescue flare. New Republic
reinforcements arrived immediately.

After this second attack, Captain Solo decided that
Leia— pregnant with twins and the obvious target of
the ambushes — should go to ground to avoid her
pursuers. Leia, reluctant to hide and lose contact with
current events, agrees to visit Lando Calrissian for
assistance.

Cdlrissian, the former administrator of Cloud City,
had set up a new mining operation on the superhot
planet Nkllon: Nomad City, a mobile mining complex
built from captured AT-ATs and transport starships.

While approaching Nomad City, Han and Leia are
reunited with Luke Skywalker, who was aso travelling
to see Lando. Luke, who could not go to Bpfassh be-
cause of the locals' distrust of Jedi, opted instead to
visit Dagobah. While on Dagobah, Luke recovered a
strange device, similar to onethat his astromech droid
— R2-D2 — had seen Lando with. Luke hoped Lando
could tell him what the strange device was.

Shortly after arriving at Nomad City, the Imperial
Star Destroyer Judicator attacked the outpost. During
the battle, the Imperials managed to stea 51 mole
miners (devices Lando used to mine precious metals
from NKkllon). After the battle, Han, Lando, Chewbacca
and Luke decide that Leia should hide from the Imperi-
asonKashyyyk, thehome planet of theWookiee peopl e.
While Chewbacca accompanies Leiato his home planet
in Lando's ship, Han and Lando will attempt to lead her
pursuersaway. L uke, uponhearingtherumorsof Joruus
C'baoth, decides to travel to Jomark.

While travelling to Jomark, Luke is ambushed by an
Interdictor cruiser and an Imperial Star Destroyer. Only
alast second, all-or-nothing maneuver allows Luke and
his X-wingto avoid capture. Unfortunately, this maneu-
ver damages Luke's hyperdrive, and his X-wing is
stranded in deep space, with little hope for rescue.

As Imperial forces searched for Luke, he was "res-
cued" by Talon Karrde, a prominent smuggler who had
filled the vacuum created by Jabba the Hutt's death.
Karrde's associate, a young woman named Mara Jade,
was responsible for locating Luke in the wastes of
space, after following a flash of intuition; Jade was
apparently Force-sensitive, though not as well-trained
as Skywalker.

The rescue was not entirely benign; Skywalker was
stunned and captured by Karrde's people, with the help
of a creature called a ysalamiri. The ysalamiri can
negate the effects of the Force intheir immediate area,
and are consequently quite useful for trapping Jedi.

Following a lead to Abregado-rae, Lando and Han
make contact with another member of Karrde's organi-
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zation, who agrees to help them find Karrde after Han
and Lando bail him out of some "local trouble." Lando
and Han travelled to Myrkr, a quiet, out-of-the-way
world that was the location of Karrde's base. Unbe-
knownst to Solo and Calrissian, Jedi Skywalker was
imprisoned at Karrde's compound, his Force-powers
nullified by the ysalamiri that live on Myrkr.

During the meeting with Karrde, Skywalker escaped
his shed and stole a Skipray Blastboat. Mara, who
apparently despised Skywalker for a past "misdeed,”
set out in pursuit. At the same time, the Imperial Star
Destroyer Chimaeramoved into orbit and sent landing
craft to Karrde's camp. During hisescape, L uke crashes
his ship — taking Mara with him — due to his unfamil-
iarity with the Blastboat.

Karrde, a courteous man in his business dealings,
offered to hide Han and Lando during the Imperial
"visit." Observing the proceedings, Han and Lando
learned that the Imperials were now being led by a
warlord, the last of the Emperor's Grand Admirals:
Grand Admiral Thrawn.

While on Kashyyyk, Leia— surrounded by Wookiee
protectors — is again attacked by alien commandoes.
Capturing one of her attackers, Leialearnsthat they are
called the Noghri, death commandoesin serviceto the
Empire. Khabarakh, the captured Noghri, revealed that
— because of her relationship to Darth Vader — the
Noghri people were honor-bound to obey her. Recog-
nizing this as an opportunity to nullify the danger to
herself and her unborn children, as well as releasing an
entire species from Imperial thrall, Leia arranges to
travel to the Noghri homeworld, over Chewbacca's
furious protests.

On Myrkr, Mara Jade, Luke Skywalker and R2-D2 are
moving through the planet's fierce, untamed forests,
striking an uneasy truce. Thrawn, suspecting duplicity,
had sent a detachment of troops to aid in the pair's
capture. However, somefranticlast-minuteplanning by
Han, Lando and Karrde's people allowed a desperate
rescue attempt to succeed. Karrde had now firmly cast
his lost with the New Republic, despite his professed
neutrality, and was forced to flee Myrkr to avoid
Thrawn's wrath.

Departing Myrkr, Han, Lando and Luke proceed to
Sluis Van shipyards for some much needed medical
attention and "down time." Unfortunately, thetrio ar-
rives a Sluis Van just in time for Thrawn's first major
offensive against the shipyards.

The Battle at Sluis Van

During hisinformation raids on Obroa-skai, Thrawn
gathered datacrucial to his plans. First, helearned the
location of one of the Emperor's hidden storehouses on
the planet Wayland, where he obtained aworking cloak-
ing shield. Second, heforged an alliancewiththe Guard-
ian of the storehouse, the Jedi Master Joruus C'baoth.
C'baoth was ableto coordinate distant attacks through
the Force, allowing greater accuracy and efficiency.
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These attacks included the three-pronged assault that
led tothevast number of shipsdeployed at SluisVanas
part of the Bpfasshi relief mission — warships with
stripped down defenses that the Grand Admiral could
conceivably seize. Finally, Thrawn revealed why the
Imperials had stolen mole miners from Nkllon in the
first place.

The cloaking device allowed Thrawn's warships ac-
cesstotheshipyards. Themoleminers, piloted by zero-
g stormtroopers, landed above the command centers
of the New Republic ships in the docking area, and
burned ahole directly to the command sections of the
ships. Grand Admiral Thrawn was on the verge of
stealing an entire fleet from the New Republic. At the
last moment, Lando Calrissian, using aremote control
code, activated the mole miners main thrusters. The
violent heat thrown out by the thrusters scuttled the
ships Thrawn was attempting to steal. The Empire
failed in their attempted theft as aresult, but at a high
cost: every ship damaged by the activation of the mole
miners was now inoperable.

As the chaos at Sluis Van subsided, the situation
became even morebleak: Admiral Ackbar wasarrested
fortreason.

The New Republic was on the verge of civil war.

Empire Rising

As the Heroes of Yavin raced back to Coruscant to
assist Ackbar, Talon Karrde and Mara Jade narrowly
evaded Grand Admiral Thrawn asthey abandoned their
base on Myrkr. Apparently, one of Mara'sintermittent
"flashes" of intuition enabled the smugglers' escape.

Luke and Lando, delayed at Sluis Van by the massive
amount of repairs needed in the wake of Thrawn's
attack, they awaited repairs on their vessals. While at
the shipyards, Lando noticed Niles Ferrier— one of the
best starship "palmers" in the business— attempting
to steal some of thewarships docked & SluisVan. After
confronting Ferrier and his team of starship thieves,
Lando and Luke learned that the Empire had put out a
call for warships, and Ferrier hoped to cash in on the
Empire's "generosity." Luke and Lando managed to
prevent thetheft of any New Republic shipsinexchange
for letting Ferrier escape.

Upon returning to Coruscant, Han was reunited with
Leiaand learned that Ackbar had been implicated in a
sophisticated electronic break-in at Coruscant's cen-
tral clearingbank. Intheresultant turmoil, BorskFey'lya
was attempting to further his own political position.

Han, suspicious of Fey'lya, decided to start his own
"unofficial investigation.” New Covwasthesiteof theonly
major battle the Bothans aggressively participated in
during thewar, and Han deemed the planet alikely place
to start his search for information on Fey'lya. Han and
Lando arrived at New Cov, after arranging to meet L uke.
Shortly after arriving, the pair spotted Tav Breil'lya—
Borsk Fey'lyas aide — moving through the city. Han
decided to follow the Bothan and was promptly captured.
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Han's unidentified captors, realizing that Solo was
not some Imperial imposter, released him and helped
Luke, Han and Lando escape New Cov during an Impe-
rial raid. As Imperial warships closed in on the trio,
three old-style Dreadnaughts appeared and covered
their escape. With little choice, Han and Lando agreed
to meet the mysterious commander of the
Dreadnaughts: Garm Bd 1blis, a Corellian senator long
believed dead.

Whileat Bel Iblissecret base— "Peregrine'sNest" —
Han and L ando discovered cluesthat the Dreadnaughts
Bel Iblis commanded were from the Katana fleet — an
experimental fleet that had disappeared during the
days of the Old Republic. The Katana fleet (aso nick-
named the "Dark Force") was an early attempt at crew
reduction; the ships were "dave-rigged" together, the
lead ship — the Katana — to directly control other
shipsinthefleet. Bel Iblisrevealed that the shipswere
acquired from a man named Hoffner, on the planet
Pantolomin.

Separated from his companions, Luke decided to
travel toJomark, in search of Joruus C'baoth, hopingto
continuehistrainingwith the Jedi Master. Lukewasstill
somewhat uncomfortable around C'baoth, but at the
time felt that Joruus' training methods were simply
differentthan thoseused by Y odaand Obi-Wan Kenobi.

At roughly the sametime, MaraJade was ambushed
by Imperials hunting for Karrde's operation. Using her
identity as the "Emperor's Hand" to buy time, Mara
offered to deliver the Katana fleet to Thrawn, in ex-
change for amnesty for Karrde and his people. Upon
returning to Karrde's base on Abregado, the Imperials
— who had tracked Mara back to her employer —
attack and capture both Karrde and Mara.

Aboard the Chimaera, Mara — ostensibly playing
dongwith Thrawn— used secret codeshardwiredinto
Star Destroyers to access the Chimaera's main com-
puter. Mara had learned from Thrawn that Luke
Skywalker was with Joruus C'baoth, and from the com-
puter, learned that C'baoth was on Wayland. Believing
that Lukewas her only hopefor rescuing Karrde, Mara
stole an Imperial vessd and travelled to Jomark.

After she arrived at Jomark, Mara was attacked by
C'baoth. The ysalamiri Mara had brought with her
dlowed her to survive C'baoth's initial attack, until
Skywalker — realizing that the long-lost Jedi master

. wasquiteinsane— intervened. Lukeagreedtoassistin

Mara's plane to rescue Karrde, and left Jomark — and
C'baoth — behind.

Stealing aboard the Chimaera, Mara and Luke man-
agedtofind Karrdeand staged aharrowing escapefrom
the depths of the massive Star Destroyer. Karrde —
grateful for the rescue — offered the location of the
Katana fleet to the New Republic.

OnHonoghr, Leiastruggled to overcome her precari-
ous position: the Noghri, while duty bound to obey her,
still felt as if they were betraying their oath to the
Empire. Leia, searching desperately for a solution to

The Thrawn Trilogy Sourcebook



Chapter One: Thrawn's Campaign

The Thrawn Trilogy Sourcebook



Chapter One: Thrawn's Campaign

her troubles with the Noghri, learned that the damage
to the planet was done four decades past. The Empire's
decon process had been deliberately calculated to
keeptheNoghri inthrall tothe Emperor and hisminions
indefinitely. Leia addressed the combined Noghri
"dynasts’ and offered a dramatic demonstration of the
Emperor's treachery. The Noghri, now convinced that
they had been deceived, agreed to covertly serve Leia
until they could openly act.

On Pantolomin, Han and Lando searched for Bel
Iblis' contact — Captain Hoffner — who had provided
the Corellian with his Katana fleet Dreadnaughts. Grand
Admiral Thrawn, intent on finding the long-lost war-
ships, launched an attack on the Coral V anda (an under-
water cruise ship that Hoff ner was known to frequent).
During the attack, Han and Lando tangled with Niles
Ferrier, but were unableto defeat the ship-thief and his
thugs. Realizing that they had lost thisround, Han and
Lando escaped.

After rejoining Leia and Luke on Coruscant, Han and
Lando — accompanied by Karrde — warned the New
Republic of Thrawn's imminent seizure of the Katana
fleet. Fey'lya, caught up in his own political schemes,
managed to stall aretrieval operation.

Realizing that they were losing the race for the
Katana fleet, Karrdearranged with Leiato covertly send
Mara to locate Karrde's people. In addition, Luke ar-
ranged for Rogue Squadron to accompany an "unoffi-
cia" tech team to the Katana fleet's |ocation.

Fey'lya, believing his political position was in jeop-
ardy, used his influence to send an escort frigate after
theHeroesof Yavin, inan attempt toarrest Han and his
team.

During the confrontation between Fey'lyas contin-
gent and thetech team led by Han Solo, an Imperial Star
Destroyer emerged from hyperspace and engaged both
factions. During the battle, Karrde and Leia tricked
Fey'lyainto making damaging statements over thecomm
systems, and Fey'lya was "relieved” of his nominal
command of the escort frigate.

Duringthe battle, New Republic fighters managed to
stop most Imperial vesselsfrom dockingwith theKafana
fleet ships. However, a single Imperial vessel dlipped
through the screen of New Republic starfighters, and
boarded the Katana itself, where Luke, Han and their
techteamwerelocated. AstheNew Republictechteam
battled Imperial stormtroopers, MaraJadeand Karrde's
people arrived and joined the battle.

The Star Destroyer captain, sensing that the tide of
battle was begin to turn against him, moved his ship
from its defensive position and began to engage the
New Republic vessds at close range. Suddenly, Garm
Bel Iblis and his Peregrine's Nest troops arrived and
attacked the Star Destroyer, and once again, thetide of
battle seemed to shift.

Asthevariouscombatantsconcentrated onthebattle,
Karrde noted that there were only a fraction of the
Katana fleet ships present. Thrawn had already made

12

off with the bulk of the long-lost ships.

Aboard theKatana, the battlewas not going well; two
of the techs that accompanied Solo, Skywalker and
Calrissian were wounded and Han and Lando were
forced to retreat to the vessel's bridge. Luke managed
to neutralize a large number of the Imperial
stormtroopers, through acombination of his Jedi pow-
ers and his deadly skill with the lightsaber.

Using the Katana's barely functional dave-rigged
systems, Han piloted one of the remaining Dark Force
Dreadnaughts into the Star Destroyer Peremptory by
remote, destroyingthelmperial vessel. Having lost one
of Thrawn's precious capital ships, the Imperial forces
retreated.

After the Imperials fled, the New Republic learned
that Thrawn's new stormtroopers were not typical by
any means. the majority of the Grand Admiral's combat
troops were clones.

Thrawn had apparently found a way to produce
viable clone soldiers in afraction of the time that was
common for such aprocedure. And he had captured a
large number of Dark Force Dreadnaughts as well.

Grand Admiral Thrawn's campaign had entered anew,
deadly phase, with the Empire poised to unleash a new
round of Clone Wars on an unsuspecting gaaxy ...

End Game

The New Republic had maintained its delicate bal-
ancing act thus far, withstanding internal power
strugglesand external threatsalike. Since BorskFey'lya's
obsessive bid for power, trust was difficult to maintain
in the Provisional Council. Fey'lya reveded an ugly
truth: the New Republic could be toppled by a single
individual, or worse still, be so corrupted as to become
atwin to the Empire it has fought so hard to destroy.
Fortunately, therevelation of the Bothan'strue motives
led to the reinstatement of Admiral Ackbar, and new
confidence in the strength of the New Republic.

Despite this new confidence, all was not well.
Thrawn's campaign moved into high gear; a multi-
pronged Imperial attack on Crondre, Ando, Filve and
Ord Pardron left the New Republic forcesin the areain
disarray. As the New Republic struggled to defend
these embattled planets, they learned thetruth behind
thelmperial strategy: thesedeadly attacksweremerely
afeint. Whilethe New Republic battled Thrawn'sforces,
the Grand Admiral quietly moved against the agricul-
tural planet Ukio ... and captured it with its planetary
shield generators intact.

Since planetary shields can handle all but the most
determined aerial bombardments, standard military
doctrine is to dispatch a fast-moving ground force to
destroy the shield generators. The subsequent orbital
assault bludgeons the planet into submission. This
method is crude, but effective, and tends to leave the
target planet ashambles. The fact that Ukio fell withits
shields intact was at the time considered impossible,
and was yet another indication of precisely how dan-
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gerous an opponent Grand Admiral Thrawn was.

During the attack on Ukio, Thrawn again made use of
Joruus C'baoth’s ability to coordinate Imperial troops.
It was also during this attack that C'baoth's instability
became more pronounced. Sensing LeiaOrgana Solo's
presence at Filve, C'baoth sent the entire task force
after her, claiming that Organa Solo wanted C'baoth to
“train” her unborn children in the ways of the Force.
Dissatisfied with Thrawn's efforts to procure Leia and
her children, C'baoth issued an ultimatum to the Grand
Admiral: find and detain Skywalker and Organa Solo, or
the mad Jedi Master would no longer assist the Empire.

AsThrawn captured Ukio, L uke Skywalker proceeded
with adangerous mission. Jedi Skywalker could detect
an odd "resonance" through the Force from Thrawn's
cloned soldiers. Skywalker volunteered to track the
clones to their source, in order to locate and destroy
the cloning facility.

Luke's search eventually brings him to the planet
Poderis, and almost into an Imperial ambush. Thrawn's
"trail" of cloneswas in fact an elaborate ruse designed
to lure Skywalker into a trap. Using a New Republic
update of an old smuggler's trick — the so-caled "Co-
vert Shroud Gambit" — Luke managed to evade his
Imperial pursuers.

Karrde, realizing that—despitehis claims of neutral -
ity— he had cast his lot with the New Republic, trav-
elled from system to system, making contact with other
smugglers. Arranging a meeting on the planet Trogan,
Karrde proposed an alliance of "fringe" operators that
would act as an informal source of intelligence to the
New Republic. Initially skeptical, the majority of these
smugglers agreed to the plan after aparticularly clumsy
Imperial ambush that led to the death of one of their
number.

Theambush was infact staged by Niles Ferrier, in an
attempt to allay the suspicions of the other smugglers.
Unfortunately for Ferrier, itwasasoindirect violation
of Thrawn's ordersto the Imperial garrison on Trogan.

Thrawn believed that the smugglers would not agree
to an aliance simply because the profit margin was fairly
low compared to the risk. Until the Imperial raid, the
Grand Admiral was correct. Theill-advised attack merely
cemented the smugglers resolve, and led to anumber of
acts of piracy and sabotage against Thrawn's forces.

Unwilling to waste time hunting down the various
smugglers, Thrawn captures one of them — Mazzic —
and explains that the Empire did not authorize any
attack against them. Carefully implying that perhaps
Karrde had arranged the attack, Thrawn hoped his
scheme would sow distrust among the smuggler's ali-
ance. After thegroup disintegrated, he could hunt them
down at hisleisure. At alater gathering, Niles Ferrier's
treachery was revedled, and Thrawn's scheme was
undone.

As the smugglers continued their attempts to find
Thrawn's cloning facility, the Grand Admiral prepared
to honor his promise to Joruus C'baoth. Thrawn or-
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dered asmall commando team to infiltrate the Imperial
Palace on Coruscant, using asecret "back door" entry
into thestructure known only to afew of the Emperor's
most prized servants. The commando team had very
specific orders: capture LeiaOrgana Solo, her newborn
twins, and either capture, neutralize or discredit Mara
Jade (who was convalescing on Coruscant after sus-
taining severe wounds during the Katana fleet skir-
mish). A last-ditch rescueby Mara, Lando and Garm Bl
Iblis prevented the abduction, but the leader of the
Imperial infiltration team implicated Jade in the at-
tempted kidnapping. Because of her background as an
Imperial agent, Marawas held inthe Palace's detention
areafor further questioning, over the protests of Man
and Lela

After this latest attack on the Solo family, Mara
decided, once and for all, to abandon her hopes of
rejoining anew, vital Empire. She offered to assist the
New Republic in a very concrete way: the one-time
Imperial operative believed she knew the location of
the Grand Admiral's cloning facility.

Because Grand Admiral Thrawn had managed to
penetrate the security of the Imperial Palace — a fact
that was well-known to the New republic counterintel -
ligence apparatus — Leia was reluctant to bring the
location of Thrawn's cloning facility to the attention of
the New Republic government. Thrawn's unidentified
sourceof information could | eakthisknowledgeback to
the Grand Admiral and jeopardize any attack on the
cloning facility. The Heroes of Y avin instead elected to
take on Thrawn's forces on their own.

"Unofficially releasing” Mara from her cell on
Coruscant, Han Solo, Luke Skywalker, Lando Calrissian
and Chewbacca travelled to Wayland, the site of the
Mount Tantiss installation and perhaps the greatest
weapon in Thrawn's arsenal .

Shortly after the "unofficial insertion team" left
Coruscant, Thrawn attacked again, this time using his
cloaking device to hide asteroids. Placing these aster-
oids into orbit around Coruscant, Thrawn effectively
blockaded the seet of the New Republic government.
Unless a way could be found to locate the hidden
asteroids, incoming and outgoi ngvesselsrantheri sk of
collision. In addition, asthe asteroids orbits became
unstable, thepossibility of huge chunks of spacedebris
slamming into Coruscant's surface was growing. The
New Republic was forced to activate the planetary
shield generators, effectively cutting off Coruscant from
the rest of the galaxy.

The New Republic military hierarchy struggled to
find a method of locating and destroying the cloaked
asteroids. It wasfinally decided that aCrystal Gravfield
Trap — a highly sensitive and rare type of sensor
mechanism — would be the best method of detecting
theasteroids. Unfortunately, therewereonlyafew CGT
arrays "available' and then only in Imperial space.
Falling back to the audacioustactics that were oncethe
hallmark of the Rebel Alliance, it was decided that an
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attack on Bilbringi could alow the New Republic to
snare the badly-needed sensor apparatus.

The assault was planned, including avery convincing
"feint" near an Imperial Ubigtorate base on Tangrene,
dsothesiteof aCGT. Aslow, steady buil dupof forcesnear
Tangrenewoul d hopefully convince ThrawnthattheNew
Republic planned to hit the Ubigtorate base, luring the
Grand Admiral away from the Bilbringi shipyards.

At the same time, the Wayland insertion group,
forced to land kilometers away from
their destination, cautiously made
their way to the mountain with the
assistance of aNoghri commando
team. (The Heroes of Yavin, ac-
companied by Mara Jade even
managed to forge an uneasy
trucewith some of the native
inhabitants—theMyneyrshi
and the Psadans — who
had an extremely hostile
view of the Imperials.)

Asthegroup neared
Mount Tantiss, the
situation proved
more dire than the
New Republic
team had origi-
nally suspected:
the Imperial in-
stallation was
"dark" to the
Force abilities
of Skywalker and
Jade. Apparently, the
Force-blocking ysalamiri were
necessary to create stable clonesin
the time frame Thrawn required. As acon-
sequence, Luke's Jedi abilities would not help
him once the group entered the mountain.

WhileHan, Luke, Lando, Chewbaccaand Maramoved
to infiltrate the mountain, Leia Organa Solo and Talon
Karrde— slipping away from Coruscant in arisky move
landed on Wayland and used Karrde's pet vornskrs to
track Maraand Luke. Vornskr, predators native to the
planet Myrkr, haveastrangeability totrack prey through
the Force and consequently display great hostility to-
wards Force-users.

As the Heroes of Yavin battled their way through
Mount Tantiss, Luke and Mara elected to find the
Emperor's throne room in the facility, in hopes of
locating a self-destruct mechanism for the base. Han
Solo, after initially coordinating the sabotage effort,
followed them.

Asthebattle in Mount Tantiss raged, Maraand Luke
confronted Joruus C'baothinthethroneroom. C'baoth
again demanded that the pair surrender to him, and
follow his teachings. Flying into a rage after Luke and
Mara decline the insane Jedi Master's "invitation,"
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C'baoth usesaremote detonator to activate explosives
near the clone vats inside Mount Tantiss, killing the
ysalamiri used in the cloning process. Attacking Mara
with "Force lightning,” C'baoth unleashes a horrifying
creation against Jedi Skywalker: acloneof L uke himself.

While Luke and Mara battled for their lives in the
throne room, Lando Calrissian, Chewbacca and the
Noghri commando team managed to sabotage the in-
stallations power supply, building it towards amassive
detonation. While the running battle inside the moun-
tain grew morefierce, Han located Leiaand Karrde, and
the group entered the throne room and attempted to
help Luke and Mara combat C'baoth. Unfortunately,
Solo's attempts to shoot the Jedi Master — like
his attempt to blast Vader on Cloud City —
were unsuccessful. Solowas severely
burned in C'baoth's counter-at-
tack.

The battle in the
throneroomini-
tiallywent
very
badlyfor
thevaiant
New Re-
public he-
roes. C'baoth
used his Force
powers to toy
with his oppo-
nents, while Luke
continued to battle
his clone. At a criti-
ca moment, Mara
managedtoseizelL eids
fallen lightsaber and day
the Skywalker-clone.
Furious a the failure,
C'baoth telekinetically
brought the roof of thethrone
room crashing down on Luke
and Mara, pinning them to the
ground. Strug- gling to free himself, Luke used
his lightsaber to freeKarrde's pet vornskr, which leapt
a the deranged dark Jedi. This provided Marawith the
distraction she needed to finish off Joruus C'baoth.

Fleeing the mountain, the valiant group narrowly
escaped the explosionwhich decimated M ount Tantiss,
ending Thrawn's cloning scheme.

At Bilbringi, Karrde's smuggler coalition suddenly
emerged from hyperspace ... right into the heart of a
major Imperial strike force. Just as suddenly, the New
Republic attack force arrived. The smugglers' alliance
and the New Republic had apparently only fooled each
other with the feint at Tangrene. Thrawn had out-
guessed them again.

The battleat Bilbringi raged on, and Thrawn'sforces
sowly and inexorably moved in on the New Republic
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and smuggler forces arrayed against the Empire. The
New Republic military was again on theverge of defeat.

As confused reports of Noghri involvement in the
destruction of Mount Tantiss reached the Chimaera,
Rukh—Thrawn's Noghri bodyguard— moved quickly,
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assassinating the Grand Admiral on the bridge of his
flagship. Suddenly deprived of leadership, Thrawn's
forces fell into disarray and retreated.

Grand Admiral Thrawn's campaign against the New
Republic had ended.
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Declaration
_ (

of a

New Republic

e, the members of the Alliance to Restore the Republic, have struggled
for years to seejustice restored to the Galaxy. We have fought against
the abuses and moral atrocities of the Galactic Empire. We have
watched planets subjugated, and we have helped planets regain their
freedom. We have lived an ideal. We have died for ajust cause.

Now al of us share avictory that was long overdue. The war has been won, and
freedom will be restored to the Galaxy. The Emperor is dead. The end to the tyranny
of the Galactic Empire is upon us.

What was taken away by subterfuge, trickery and violence has been reclaimed
throughtheeffortsof brave, honorabl e beings banded together inacommon cause. We
have done what many claimed was impossible. We have defeated the Imperial war
machine.

Acting upon our own moral conviction and the principles of equality and compas-
sion that guided the Old Republic, the Alliance has accomplished its lofty goas. Inthe
name, and by the authority, of the free beings of the Galaxy, the Alliance has usurped
the usurpers. With final victory achieved at the Battle of Endor, we declare the
Alliance'swork complete. It has achieved what it set out to do. In its place, we declare
the birth of the New Republic.
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Let the stars sing and the many beingsrejoice! The Republiclivesagain. Butitis not
the Republic of old. It is a New Republic, founded on the principles and laws of the
original, but with the benefit of history to serve as advisor and mentor. We must not
allow the mistakes of the Old Republic to corrupt the New. The New Republic is
dedicated toliberty, freedom andjusticefor all beingsinthe Galaxy. The New Republic
Is sworn to be fair, virtuous and honest, for it was the corruption of the Old Republic
that wasfertileground for the seeds of tyranny that cast ashadow over the Galaxy for
theselongyears. By al that wefought for, theterror of the past shall never ariseagain.

The truework isjust beginning. We must now restore the Republic in deed as well
as name. From the Core Worlds to the Outer Rim Territories, throughout the entire
Galaxy, we call upon al worlds to send representatives to help forge a new Galactic
Government. Thisisto be aunion of all peoples.

With these words, the birth of the New Galactic Republic is hereby declared! Built
upon the foundation of the Alliance and cemented with the promises of freedom,
justiceand law for every being. The New Republicisdedicated to theideals of galactic
prosperity in every sense— economic, cultural and spiritual. Its member worlds must
aid in the work to come and be dedicated and committed to persevere through the
painful strugglesthat are sureto come.

We, theBeings of the Galaxy, in order to form afree union of planets, establishjustice,
provide for common peace and prosperity, and to secure liberty for all beings, do
ordainandestablishthisNew Republic. Letthestarssing! L et theplanetsshout! Letthe

Republic begin!
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Chapter Two
The New Republic

From Rebels to Respectable

From the Datapad of Voren Na'al, former Director of
New Republic Council Research (retired). This report was
prepared shortly after the destruction of Mount Taniss.

Inthefiveyears sincethe Battle of Endor, the Rebels
have become respectable. The Alliance eventually re-
formed as the New Republic, and the long process of
changingfromamilitary forcetoatruegalactic govern-
ment has begun. The remnants of the Empire continu-
ally causetroubleinan effortto eliminatethefledgling
government, but the determination of the New Repub-
lic leaders has allowed them to solidify nearly three-
quarters of the former Galactic Empire into its new
government.

Provisional Council

With thevictory of the Battle of Endor behind them,
theAlliance had to decidewhat to do next. The Alliance
Civil Government, designed to wage war, not to build
upon peace, had to be restructured in light of the new
galactic situation. According to the Corellian Treaty,
the position of Chief of State, which was an elected
dictatorship empowered to lead the Alliance to war,
"will be abolished whenthe Emperor isdeposed, killed,
or resigns his position of power." When Luke Skywalker
informed Alliance High Command that the Emperor
was indeed dead, a Constitutional Convention was
convened to form the Second Galactic Republic.

After months of debate, it became clear that the
intricacies of gal actic constitutional governmentwould
not be decided overnight. A provisional government
was set up in the interim to keep the New Republic
working while the detail s were worked out.

For nearly five years now, the Provisional Council
has beenworkingtoward theformal reestablishment of
the principlesand lawsof the Old Republic. "That isour
first and primary task," Chief Councilor Mon Mothma
has stated on more than one occasion, "to become the
New Republicinfact aswell asin name." It has been a
horrendous task to date, and the members of the Coun-
cil al show signs of the strain.
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The capital of the New Republic is the planet
Coruscant, which served asthelmperial capital and the
Old Republiccapital beforethat. TheProvisional Coun-
cil has even gone so far as to use the Imperial Palace as
its seat of government, showing that it isthe legitimate
power in the galaxy.

The Provisiona Council divides its time between
constitutional conferences, diplomatic relations, gov-
ernmental functions, planetary aid, and military ac-
tions. Many member worlds still govern themselves
using loca laws and customs, though the Council is
working hard to get every system to employ the same
laws— namely, the laws of the New Republic. Change,
however, isadow, time-consuming process, especially
since the New Republic refrains from using military
leverage against the member worlds. Such methods
smack too closaly of the Empire's practices.

Inner Council

Thelnner Council of theProvisional Council ismade
up of the small number of representatives who hold the
most power inthefledglinggovernment. Primary among
thisaugust lot are Chief Councilor Mon Mothma, Com-
mander-in-Chief Admiral Ackbar, Bothan Councilor
Borsk Fey'lya, and Alderaan Councilor Leia Organa
Solo.

Here, among this handful of individuals from differ-
ent worlds, the true course of the New Republic is
decided through heated debates and compromise.
These people, in most cases, were the architects of
rebellion. Now they are the architects of government,
forging asystem of laws based upon the grand ideal s of
the Old Republic and fueled by liberty and freedom.

Still, not everything has been decided smoothly.
While the councilors agree on the broad picture, few
see eyeto-eye on the specifics. Many have their own
agendas aswell, for in most cases councilors tend to be
the leaders of planets or system factions. The refugees
of Alderaan, those people who were off-planet when
Alderaanwas destroyed, naturally look to Princess Leia
to guide them. The same is true of Fey'lya and the
Bothans, and of Ackbar and the Mon Calamari. It con-
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stantly falls to Mon Mothmato sort out the competing
agendas and keep the council focused upon the task of
establishing a new, fair government for all.

Members of the New Republic
Provisional Council

Mon Mothma

Mon Mothma was born into the role of galactic
leader. Her father was an arbiter-general in the Old
Republic, responsible for settling the disagreements
and conflicts of diverse races, peoples, cities, govern-
ments, and planets. From him she learned to listen and
build compromise. He taught her the essential art of
diplomacy. Her mother, governor of her home planet of
Chandrila, taught M on M othmato admini ster toapeople,
to organize a government and to lead. It was only
natural that she was elected to the Senate at an early
age. Coincidentally, she was the youngest Senator to
serve until Leia Organa claimed that distinction many
years later.

As aSenator, Mon M othmawas passionate and out-
spoken. Shefought desperately to savethegovernment
she believed in. She, and those who fought beside her,
failed. When her colleague Pal patine was elected Presi-
dent, warningsignalsrangintheback of Mon Mothma's
mind. Hehad been acompromise candidate, or at leest
that's what the warring Senatorial factions believed at
thetime. But there was an evil gleam in his eyeswhen
the announcement was made. There was more, it
seemed, to Palpatine than any of them had foreseen.

Mon Mothma became the President's most outspo-
ken opponent, strenuously opposing his New Order.
She worked within the law as she strived to uphold the
principals of the Old Republic. For her efforts, she
gained the prestigious post of Senior Senator. Shewas
the last member of either the Old Republic or the
Empireto earn that title.

When Palpatine declared himself Emperor and the
atrocities against member worlds began to mount, Bail
Organa — a colleague and friend of Mon Mothma —
quietly reversed his position on supporting rebellion.
While hevaliantly struggled on in the Senate, hoping to
use the rule of law to return the spirit of freedom to the
peopl eof thegal axy and opposePal patine, MonMothma
was hamed an enemy of the state and went under-
ground, organizingtheresistancegroupsinto cellsand
forming the Alliance to Restore the Republic.

Shespentyearsontherun, securing alies, selecting
important leaders, and spreading hopetothe oppressed
peoplesof thegalaxy. MonM othmawasresponsiblef or
the well being and direction of the Alliance, and she
concluded that the only possible means of success
would be to keep the Rebellion quiet and gather sup-
port amongtheinfluential. Until just beforetheBattle of
Y avin, military engagements with Imperia forces were
S0 minor that most Imperial officers refused to takethe

The Thrawn Trilogy Sourcebook

Chapter Two; The New Republic

The New Republic Insignia

The Provisional Council of the New Republic
government has adopted a seal which incorpo-
rates the symbol of the Alliance with a pattern
signifying the member worlds of the gal actic com-
munity.

The blue crest of the Alliance to Restore the
Republic, whichwastaken fromthe sed of the Old
Republic, was the closest thing to an identifying
symbol for the Rebellion. It signified the burning
desire to restore justice to the galaxy, and it was
worn proudly by all species fighting together in
the Alliance. It has been retained by the Provi-
siona Council to remember the long struggle, to
remember the brave men and women who diedin
that struggle, and to remind everyone what the
Alliance fought for. It was upon these principals
thattheNew Republicwasfounded, anditisthese
principalsthat the New Republic must never for-
get.
The blue crest has been placed upon acircle of
stars, signifyingthegalactic community. TheNew
Republic is more than the government and the
military, it is the people. The field of stars repre-
sents those people — whether they be human,
Wookiee, or some other galactic species.

Finally, the sedl is trimmed by a thin golden
border. Thegold symbolizestheright of the people
to govern themselves through a representative
government. The New Republic is that govern-
ment, made up of amultitude of member worlds.

Rebellion seriously. She had successfully lulled the
military into thinking that the Rebellion was afront for
abunch of disgruntled, unorganized and undisciplined
troublemakers.

Over the years, the Alliance slowly blossomed. She
delegated her authority in spectacular fashion, forming
acompetent and reliable infrastructure of officers and
leaders. More and more worlds joined the Rebellion,
and eventually, after much suffering and sacrifice, the
Empire fell.

Now, Mon M othmaworksto build atruegovernment
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out of the New Republic. In the five years since the
Battle of Endor, the regal woman has aged noticeably.

Deepening lines cover her face, streaks of gray blazein
her dark hair, and her slenderness has turned to thin-
ness. Agehasmadeher slower, lessrobust. But her gaze
remains stern, her mind sharp, and her commitment

total. At times she seems to bend to specia interest
groups, something she never would have done in the
past. She has aso become so caught up in the day-to-
day details that she seems to sometimes forget the big

picture. Still, Mon M othmaremai nsacompetent |eader,

and an inspirational and charismatic architect of free-
dom.

Mon Mothma's life has been marked by years of
terriblestruggle, lossand pain. Sheis secretly terrified
of losingthelivesthat areentrusted to her. Throughthe
years, she has consolidated her power — not for per-
sonal gain, but rather, because shefearstrustingthose
lives to anyone else.

Mon Mothmais atall, elegant woman with striking
features. She has graying red hair and green eyes. She
is extremely calm and graceful under pressure ("l un-
derstand your concerns. When we get the situation
stabilized | fully intend to bring General Bdl Iblis back
and put himin charge of tactical planning™), but sheis
fiercely determined: the Empire cannot be allowed to
rise again.

« Mon Mothma (as of the Battle at Sluis Van

Shipyards)

Type: Chief Councilor

DEXTERITY3D

Blaster 3D+1*, dodge 4D+1*

KNOWLEDGE 4D

Alien species9D+1, bureaucracy 11D, cultures 10D, intimidation

5D, languages 8D, planetary systems 8D, surviva 7D, value 5D+2,
willpower 6D+1
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MECHANICAL 3D
Astrogation 5D, beast riding 3D+2, communications 3D+1,
repul sorliftoperation4D+1, spacetransports4D, starfighter pilot-
ing 4D
PERCEPTION 4D
Bargain 10D, command 10D, con 8D+1, gambling 6D, hide 6D+2,
persuasion 6D+1, persuasion: debate 8D+2, persuasion: oration
9D, search 7D, sneak 4D+2
STRENGTH 2D
Stamina6D, swimming4D+1
TECHNICAL 2D
Computer programming/repair 5D, droid programming 4D, droid
repair 4D, first aid 6D, security 5D, starfighter repair 2D+1
Force Points 5
Character Points: 38
Move:8
Equipment: Comlink, datapad

 (as of the Battle for the Katana fleet)
Bureaucracy 11D+1, bureaucracy: New Republic Provisional Coun-
cil 12D+1, cultures 10D+1, intimidation 7D
Communications 5D+2
Command: New Republic bureaucrats 10D+1, command: New
Republicsoldiers 11D+1, persuasion 8D, persuasion: debate 10D+1,
persuasion: oration 11D
Force Points. 4
Character Points 34

* (as of the Siege of Coruscant)
Bureaucracy 11D+2, bureaucracy: New Republic Provisional Coun-
cil 12D+2, cultures 10D+2
ForcePoints 3
Character Points 30
* Note Some skills have been lowered from previous listings to
reflect aging and lack of use. Skills that have dropped to thesame
die code as the appropriate attribute have been deleted for
clarity.

Admiral Ackbar

Once he commanded the Alliance Fleet, a rag-tag
collectionof Corellianbattleships, Mon Calamari cruis-
ers, Sullustan cargo freighters, Alderaanian gunships,
various starfighters and anything else that could be
mountedwith agun and cast into space. Now he serves
asthe New Republic Commander-in-Chief, in charge of
all military operations. HeisAckbar, pureMon Calamari
and devoted to the cause of freedom and peace.

In the years between the Battle of Yavin and the
Battle of Endor, Ackbar brought afleet of Mon Calamari
star cruisers and crewers into the Alliance. He was
instrumental in convincingtheVerpineto build the new
B-wing starfighter, aship of hisown design. Eventually,
his efforts were recognized by Mon Mothmaand other
members of the Alliance High Command. He was
awarded therank of admiral and placed in charge of the
Alliance Fleet.

In the New Republic, Ackbar has been granted con-
trol of the entire military and the rank of Commander-
in-Chief. He sits on both the Provisional and Inner
Councils, andisconsidered oneof thetop peopleinthe
New Republic bureaucracy. Unfortunately, hehasaso
been responsible for afew of the new government's
setbacks.

Ackbar's belief in the law and military protocol, as
well as his disregard for those who operate outside
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those institutions, have alienated afew groupswhich
the New Republic has been trying to recruit. For ex-
ample, smugglers, who have the cargo ships the New
Republic needs to resume galactic trade, have so far
refused overtures of cooperation and amnesty due to
their memory of Ackbar's stand on morestringent anti-
smuggling laws.

Hisconstant argumentswith Councilor Borsk Fey'lya
undermined his position on the Council dueto Fey'lya’s
increasing influence. Ackbar considers the Bothan to
be ambitious and self-serving, and in histypically blunt
fashion he makes no effort to conceal that opinion.
Further, he has alienated those who would otherwise
be on his side by looking down on those who have | eft
the military. He has been decidedly cold toward Han
Solo and Lando Calrissian for resigning their commis-
sions and titles, and to a lesser extent this sentiment
has extended to Luke Skywalker as well.

* Admiral Ackbar (As of the Battle at Sluis

Van Shipyards)

Type Mon Calamari Admiral

DEXTERITY 3D

Blaster 5D+1, blaster artillery 4D+1, dodge 4D, melee combat
5D+1, missile weapons 4D+1, missile wegpons: power harpoon
5D+1

KNOWLEDGE 3D

Alien species 7D+1, bureaucracy 8D, planetary systems 8D, sur-
vival: ocean/undersea 6D, tactics: capital ships 8D, tactics: fleets
9D, tactics: starfighters7D+1,willpower5D+1

MECHANICAL 3D+1

Astrogation 8D, capital ship gunnery 7D+2, capital ship piloting
8D+1, capital ship piloting: Mon Calamari battle cruiser 9D+1,
capital ship shields 6D+1, repulsorlift operation 5D+1, sensors
5D+1, spacetrangports 5D+2, starfighter piloting 6D+1
PERCEPTION 2D+1

Bargain 7D, command 9D, command: Mon Calamari crewmen 10D,
hide4D+l,search5D+1,sneak4D+1

STRENGTH 3D
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Lifting 4D, stamina 6D, swimming 8D+2
TECHNICAL 3D+1
Capital ship repair 5D+1, capital ship weapon repair 4D+2, com-
puter programming/repair4D+1, droidprogramming4D+1,droid
repairdD+1, firstaid4D+1, firstaid: MonCalamari 5D+1, repul sorlift
repair 5D+1, security 7D+1
Special Abilities:
Moist Environment; When in a moist environment, Mon Calamari
receive a +1D bonus to al Dexterity, Perception and Srength
attribute and skill checks.
DryEnvironments: Wheninvery dry environments, Mon Calamari
seem depressed and withdrawn. They suffer a-ID penalty to all
Dexterity, Perception and Strength attribute and skill checks.
Aquatic: Mon Calamari can breathe both air and water and can
withstand extreme pressures found in ocean depths.
ForcePoints 1
Character Points: 17
Move: 10
Equipment: Comlink, datapad

 (as of the Battle for the Katana fleet)
Intimidation5D+1, willpower 6D
Command: Mon Calamari crewmen 11D+2, sneak 4D+2

Leia Organa Solo

Much has changed in the life of this former Senator
from Alderaan. Once a proud (some would even say
arrogant) idealist who fought tenaciously in the Impe-
rial Senatefor the preservation of the Old Republic, she
is now one of the New Republic's most celebrated
heroes. Few members of the Alliance to Restore the
Republic or the New Republic which replaced it have
inspired more devotion and lovethan LeiaOrganaSolo.

Born 28 years ago to amother she barely remembers
and a father she never knew, Leia has embodied the
ideal sand best virtuesof boththe Old Republicand her
adopted homeworld of Alderaan. Leialearned the de-
tails of her true heritage dowly and in a haphazard
order. Therearemany blanksin her history to this day
— blanks which may never be completely filled in.

Lelawas the adopted daughter of Bail Organa, Vice-
roy, First Chairman and Senator of Alderaan. She was
taken in and made to feel part of the high-born, politi-
cally-powerful roya family. She became a princess by
virtue of this lineage, and no one but aselect few knew
that the child was adopted. Her title was purely honor-
ary, as Alderaan had been a democracy since the earli-
est days of the Old Republic, but it was atitle she took
to heart. Of course, the family — and Bail Organain
particular — was still politically powerful due to his
elected position.

Throughout her youth, Leids teachers fought an
unending battle to instruct the girl in the protocols of
royalty while she preferred to run and play like some
precocious tomboy. At times, it seemed her friend
Winter was the real princess and she nothing but an
imposter. Thetraining stuck, however, and shelearned
al about socia graces. Bail Organasupplemented these
sessionswithweapons and self-defensetraining. Though
it pained him to admit it, he knew there would come a
day whenwarriorsfor justicewould again be needed in
the galaxy. Leia became as comfortable with a blaster
as shewas in agown or on the Senate floor.
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In the five years since the Battle of Endor, Leia has
served the Provisional Government well. Her diplo-
matic skills brought many worlds into the confedera-
tion of star systems, and her natural leadership in-
spired those already part of the New Republic towork
harder to achieve their lofty gods. She has embraced
her heritage as a Skywalker as well, learning to utilize
her abilities with the Force. She has become Luke's
student, taking up the lightsaber and learning to walk
the path of the Jedi Knights. So far, she has mastered
only thebasicsof both thelightsaber and the Force. She
still hasalong way to go to reach anywhere near Luke's
level of mastery. Unfortunately, her governmental du-
ties do not leave her as much time as she or Lukewould
like for her to continue her studies.

Perhaps the most significant step she has made
since the New Republic was formed wasto accept Han
Solo's marriage proposal. Her love for her husband is
strong, but shewishes she had moretimeto spendwith
him. It seems that they have been fighting nonstop
sincetheplansfor theoriginal Death Star cameinto her
possession. Sheknowshimwell, thoughtherearetimes
when even she cannot see through his unreadable
"sabacc face'.

Leia has recently given birth to twins: Jaina and
Jacen. TheForceisstronginthe Skywalker family. Their
father had it, Luke hasit, Leiahas it, and thetwins have
it. The irony is that Han Solo once called the Force
nothing more than a "hokey religion." He has since
changed his opinion — at least alittle.

L eiahas also discovered another part of her heritage
— a darker part. While hiding from unknown alien
assassins on the Wookiee homeworld of Kashyyyk, she
was able to capture one of her mysterious assailants.
Theunknown aliencalled her "Mal*ary'ush.” Shelearned

Aptitude Tes

Luke Skywalker stood before the crib of Jaina
and Jacen, his niece and nephew. Thetwo infants
cooed happily as he gently stretched out with his
feelings, projectingwarmth and lovetothe squirm-
ing pair. For amoment, Luke simply marveled at
the beauty of life and creation, and realized that he
was as deeply in tune with the light side of the
Force as he had ever been.

Leia had told him of her contact with their
minds during their delivery. Since the children
had the Skywalker "talent” for the Force, Luke felt
it was important to see just how in strong in the
Force the twins were. Intently concentrating, the
Jedi Knight began to carefully gauge the aura of
the Force that surrounded the twins.

After amoment, L uke gasped and broke off his
contact. / had no idea, he thought with awe. Such
pc();[dmtial. The next generation of Jedi has truly
arrived.
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that thiswas atitlewhich identified her as the daughter
and heir of the Lord Darth Vader. Leia now commands
the sworn loyalty of the Noghri species (some of the
most skilled assassins and commandos in the galaxy).

* Leia Organa Solo (as of her visit to

Kashyyyk)

Type Young Senatorial

DEXTERITY 3D

Blaster 8D+2, blaster artillery 4D+1, brawling parry 5D, dodge8D,
grenade 4D+1, melee combat 6D, melee parry 6D, running 4D+2,
vehicleblasters4D

KNOWLEDGE 4D

Alien species 8D, bureaucracy 9D+2, bureaucracy: New Republic
Provisional Council 9D+1, cultures 9D+1, languages 7D+2, law
enforcement 7D, planetary systems 9D, streetwise 6D* 2, survival
8D, value 6D+1, willpower 6D+2

MECHANICAL 2D+2

Astrogation 5D, beast riding 4D+1, communications 5D+1,
repulsorlift operation 5D+1, starfighter piloting 6D, starship gun-
nery 5D+2, starship shields5D+1

PERCEPTION 3D+

Bargain 7D, command 11D, con 6D, gambling 5D, hide 7D, persua-
sion9D, persuasion: debate 10D, persuasion: oration 11D+1, search
6D, sneak 6D+1

STRENGTH 3D

Brawling4D+2, climbing/jumping5D, stamina7D, swimming 5D+1
TECHNICAL 2D

Computer programming/repair 4D+2, demolitions 3D, droid pro-
gramming 5D, droid repair 5D, first aid 7D, security 5D+1, space
transportsrepair 4D

Special Abilities:

Force skills: Control 2D, sense 2D, alter ID

Force powers (these are only some of the powers which Leia has
demonstrated so far).

Control: Absorb/dissipate energy, control pain, resist stun
Sense: Danger sense, life detection, life sene, magnify senses,
receptive telepathy

Alter: Telekinesis

This character is Force-sengtive

ForcePaints. 7
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LeidsLightsaber

"I don'tthink Imreadyforthis, Luke," LeiaOrgana
Solo, princess of Alderaan and heir to the Skywalker
legacy, protested as her brother looked on.

"Youreasready asl| was," Lukecountered calmly.
"You're going to do just fine."

"Can't wego over it again?' she asked nervously.
She knew how much he believed in her, and she
didn't want to disappoint him.

"It's now or never, Leia," Luke Skywaker said
gently but firmly. "Now go out there and do it."

"All right, Luke," Leiareluctantly agreed, "I'll try,"

"Thereisnotry, Leia," Lukereplied, tryingto hold
back asmile. "Thereis only do ..."

Leianodded, hefting the set of archaic tools L uke
had given her. They had belonged to Ben Kenobi, he
had told her.

"I built my lightsaber with those tools, Leia," he
said, finishing her thought. "On Tatooine, out at
Ben's old place, just before we rescued Han from
Jabba the Hutt."

She knew al that. Luke had explained it to her as
hetaught her about the Force. He had | ost the saber
that Ben had given him, theonethat had bel ongedto
their father, on Cloud City. Helost it when helost his
hand to Darth Vader's blade. Darth Vader, their
father ... sometimes it was dl so confusing.

"Cam, Leig, cam," Luke soothed, reminding her
of her lessons. "Be at peace.”

"Yes, teacher," she said, and they both smiled.
She gave Luke aquick hug, then started out into the
wilderness. With a low whistle, Artoo-Detoo fol-
lowed her.

"Luke...?" she asked, glancing uncertainly at the
astromech droid.

Luke shrugged. "He was with me when | built
mine. Maybe he thinks it would be a good ideaif he
was with you, too."

Thedroid beeped affirmatively, and continued to

roll along after the Princess. In a way, Leia was
relieved. The little droid would keep her company
while she searched for the components and then
assembled them. He wasn't permitted to help, of
course, but his presencewould make her feel alittle
lessalone.

You're never alone.

Luke's thought brushed into her mind with com-
forting gentleness. She held onto it over the next
three days as she followed all the things he had
taught her and trusted the Force to point the way.
By the end of the third day, she had gathered all of
her components. As dawn broke on the eighth day,
she emerged from thewilderness, with Artoo beside
her, to find Luke sitting in exactly the same position
as when she last saw him.

"Wel?' he asked her. He was surprised to see
how quickly she had returned — it often took Jedi
nearly a month to build a lightsaber. She clearly
ﬁhaz:\jred the same extraordinary natural abilities he

She pulled the tubular, smooth handle from the
folds of her robe and held it out for him to inspect.
He did not touch it, but his eyes traveled over its
length with great care. He nodded.

"Try," Lukesaid, gesturing at the activator switch.

"There is notry," Leiareplied calmly, "only do."
With a flick of her finger, a brilliant beam of light
erupted from the gleaming top disk. Thelight illumi-
nated Luke's serene face, and the pulsating hum
filled the clearing with sound.

"Then it'stimeto realy start your lessons," Luke
declared, rising to his feet and smiling broadly.
"You're going to love using the remotes.”

"l can hardly wait," she said, shutting down her
lightsaber. Her lightsaber. She liked the sound of
that. Sheaso liked that she had succeeded. Maybe
she could be a Jedi, too. Like her father before her.
Like her brother.

Character Points 25
Move: 10
Equipment: Blaster pistol (4D), comlink

e Leia Organa Solo (as of her visit to

Honoghr)

Running 5D

Law enforcement 7D+1

Willpower 7D

Communications 5D+2, hover vehicle operation 3D+2
Persuasion: debate 10D+1, persuasion: oration 11D+2
Special Abilities:

Force skills: Control 3D, sense 3D, alter ID
Forcepoints 8

Character Points 35
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e Leia Organa Solo (as of the Assault on
Mount Tantiss)

Blaster 9D, brawling parry 5D+2, lightsaber 3D+2, melee combat

6D+2, melee parry 6D+1

Spacetransports3D+1, starship gunnery 6D+1, starship shields

5D+2

Sneak7D+1

Demolitions3D+1, security 6D, spacetransportsrepair 4D+1
Special Abilities:

Forceskills: Control 3D+ 1, sense3D+], alter ID

ForcePoints: 10

Character Points. 38
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Borsk Fey'lya

Borsk Fey'lyais|eader of asizeablefaction of Bothans
and a member of the New Republic Provisional and
Inner Councils. Fey'lyahas amelodic, easy-going voice
that has been one of his major diplomatic weapons —
it lulls those he deals with into believing he is less
capablethan histrueskillsindicate. He haswideviolet
eyes (in the Bothan fashion), and afine, cream-colored
fur which covers his body and ripples to reflect subtle
mannerisms and expressions not adequately covered
by language (at least as far as the Bothans are con-
cerned).

Fey'lya, from al accounts, had a distinguished rise to
power. Hegrew up ontheBothan colonyworld of K othlis,
instead of on Bothawui proper. He joined the Rebel
Alliance right after the Battle of Yavin, bringing a good-
sized group of hisfellow Bothansinwith him. Hispeople
served mainly in support and reconnaissance, though
they saw occasiond action asthewar intensified.
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Fey'lyahasaso beeninvolved in afew wide-ranging
intergal actic business activities— shipping, merchan-
dising, mining, and assorted ventures. He continuesto
administer some of these businesses, even though he
has a firm position in the New Republic.

Secretly, Fey'lyaprovided support to Corellian Sena-
tor Garm Bédl Iblis throughout the war, who had gone
rogue and was waging his own war upon the Empire.
The Bothan helped set up a supply line through New
Cov, shifted funds for Bel Iblis, and even helped him
defend his base againgt a Victory-class Star Destroyer.
He believes that Bel 1blis should be more grateful than
he has been.

Fey'lya brought his Bothan faction into the Alliance
after the Battle of Y avin, around the same point in time
that Ackbar and his Mon Caamari joined. The two
never liked each other, and Fey'lya started jockeying
for position and power from themoment he entered the
Alliance.

Fey'lya cut deals with everyone, making it abun-
dantly clear that he expected a high position in the
fledgling political system Mon Mothma was putting
together. Ackbar dismissed him as an opportunist,
paying him little heed over the next few years.

Perhaps that would have been the end of Fey'lyas
riseto power had it not been for acurious swing of fate.
Thespieswho uncovered the existence and | ocation of
the second Death Star were Bothans from Fey'lyds
faction. They aso broke the Imperial codes outlining
the Emperor's plans to oversee the final phases of the
battle gtation's construction. They gathered theintelli-
gence, broke the encrypts protecting it, and ferried it
back to Alliance Command. As Mon Mothma noted
prior to the Battle of Endor, "Many Bothans died to
bringusthisinformation." Fey'lyasplaceinhistoryand
the New Republic was assured.

As aCouncilor, Fey'lya has been an effective admin-
istrator when not involved in games of political one-
upmanship. He has sought to debate Ackbar on every
maj or and minor decision or proposal the Mon Calamari
has brought to the Council sincethe New Republic was
initiated, and he does his utmost to pass laws which
benefit his Bothan race. He is an accomplished busi-
nessman, but for the most part these ventures have
been done on his own time and rarely reflect on his
Council duties.

Fey'lya has become one of Mon Mothma's most-
trusted advisors, much to the chagrin of Ackbar, Leia
Organa Solo and others in the new government. His
tendency to push too hard and too fast has so far been
ignored by the Chief Councilor. Without Leia to play
peacemaker, he might be able to beg or bully the
Council into giving him what he wants, but her resolve
and political acumen has kept the ambitious Bothan
from going too far. However, reports out of Coruscant
indicatethat Fey'lyasrecent actions may have pushed
the New Republic to the verge of civil war.

Make no mistake — although Fey'lyais glad to see
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Ackbar foiled, heisn't atraitor and doesn't want to see
the Empire succeed. In fact, Fey'lyawas quite relieved
that Han Solo and Lando Calrissian foiled the Empire's
attempt at grand larceny at SluisV an, evenif themethod
was costly. But if he gains power through weakness or
faulty judgement on the part of other Republic officials,
s0 much thebetter for him. Tothisend, he pointed out
that the whole Sluis Van incident showed signs of
serious military mismanagement — or even treason.

With Ackbar safely discredited, Fey'lya decided to
be less aggressive in the hopes of gaining more power
in the long run. Still, his efforts to take the Katana fleet
haverevealed histruenature. Now that hismotivesand
perspective— seeing all othersas pawnsto be manipu-
lated at will — are out in the open, his power and
prestige is likely to dwindle quickly.

Fey'lyasgoasand objectivesarepredictable. Fey'lya
thinks in terms of political and persuasive influence,
not military power. His goal isto go through life getting
more and more people to listen to what he has to say.
Asarule, hewon't stick his own neck out far enough to
concoct elaborate plots of his own, but he has no
hesitation taking advantage of the plots of others —
even if those others happen to be Imperials.

* Borsk Fey'lya (as of the Battle for the

Katana fleet)

Type: Bothan Councilor

DEXTERITY 3D+1

Blaster 5D+1, dodge 7D, meleecombat 4D+1, meleeparry 4D+1,
running5D+1

KNOWLEDGE 3D

Alien species 6D, bureaucracy 8D+1, bureaucracy: New republic
Provisional Council 9D+2, business 5D+2, cultures4D+1, cultures
Bothan 7D+2, languages 3D+2, planetary systems 4D, streetwise
7D, survival 4D, value4D

MECHANICAL 2D

Astrogation 3D, beast riding 3D+1, communications 3D+1,
repulsorlift operation 4D+1, space transports 3D+1, starfighter
piloting 3D

PERCEPTION 4D

Bargain 9D, command 6D, con 10D, forgery 6D, gambling 8D, hide
9D+2, search 8D, sneak 7D

STRENGTH2D+2

Climbing/jumping 5D+2, stamina 4D+2

TECHNICAL 3D

Computer programming/repair 7D, demolitions 4D+1, droid pro-
gramming 5D, repulsorlift repair 4D+2, security 8D+1

Character Points 15

Move: 10

Equipment: hold-out blaster (3D+1), comlink, datapad, New Re-
public consular ID

Councilor Sian Tew

Sullustan Councilor Sian Tew has had a checkered
past. Asayoungster growing up on Sullust, Sian used to
hang around spaceports, talking with repair droids,
technicians, pilots — anyone who could teach him
about vehicles and starships. His parents, noted
Sullustan diplomats, frowned on Tew consorting with
such "an unseemly cast of characters,” which included
ayoung Nien Nunb. While Tew never took to the stars,
he made many lasting friendships with these "rogues
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and scoundrels," espe-
cialy with the talented
and ambitious Nunb.

Tew and Nunb went
their separate ways, as
Tew began studying to
be a diplomat, like his
parents, and Nunb mas-
tered the skills neces-
sary to beaspacer. Both
were successful intheir
fields, as Tew became
one of the youngest
Sullustan diplomats
ever to go to Coruscant,
while Nunb went "legit"
and quickly becameone
of SoroSuub Corpora-
tion'stop cargorunners.

Eventually, however,
Tew began to learn
what the Empire truly
represented. Heremem-
bered finding out about
Imperial atrocities on distant worlds, and watching the
Senators debate "modifications of policy" while the
military was allowed to exploit and enslaveanyonethey
desired to. Tew knew that it would only be a matter of
time before hisworld, like so many others, would face
the wrath of the Empire.

Quietly, Tew began to work towards persuading
Sullust to aly with the fledgling Rebel Alliance, while
still maintaining the facade of being a pro-Imperial
diplomat. When SoroSuub "nationalized" Sullust's gov-
ernment, Tew kept his mouth shut, but he also quietly
supported Nien Nunb as he rebelled against SoroSuub
and joined the Alliance. Tew aided many other Rebel
groups, while lobbying sympathetic SoroSuub officials
behind the scenes for additional support. Eventually,
Tevv'sefforts paid off, and Sullust and SoroSuub threw
in with the Rebel Alliance. It was at Sian Tew's insis-
tencethat the assault force assembled at Sullust before
the Battle of Endor.

Sian Tewistall for aSullustan and isslightly paunchy.
He is legendary for his irreverence and bluntness,
particularly during Council sessions. Tew delights in
reminding Admiral Ackbar that Sullustan smugglers
used to fly rings around the Mon Calamari customs
officials. Tew's attitude has sparked some memorable
argumentswith Ackbar, though if pressed, both would
admit agrudging respect for each other.

» Councilor Sian Tew (as of the Siege of

Coruscant)

Type: Sullustan Diplomat

DEXTERITY 2D

Blaster 6D+2, brawling parry 6D, dodge 6D, melee combat 6D+2
KNOWLEDGE 2D+1

Alien species 7D, bureaucracy 9D+2, business 8D, cultures 6D,
languages7D+1, planetary systems6D+1,valueSD
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Council Debate

Excerpt from New Republic Provisional Council
meeting, file # 1876389234/D

Councilor Sian Tew stood, addressing the assem-
blage of Councilors from throughout the New Re-
public. Tew, a Sullustan, cleared his throat with a
guttural cough and began to speak.

"My friends," hechirped, "it isimperativethat we
re-open our shippinglanesassoonaspossible. Itis
my hopethat the Council will endorse Captain Solo's
proposal to openshi ppingcontactsuptothefreight
businessmen he has recommended.”

"Smugglers, youmean," Admiral Ackbar growled,
glaringat the Sullustan. The cultural disgust the Mon
Cdamari had for smugglingwas legendary. "l sseno
reason to allow these 'fringe' operators within 20
parsecsof New Republicshipping.”

"And why is that, Admiral?" countered the
Sullustan diplomat. "Is it because they might make
your starfleet look foolish?"

"l beg your pardon,” interrupted Mon Mothma,
glancing with controlled anger at the pair of diplo-
mats. "If | wereyou, gentlemen, | would refrain from
such outbursts.”

"I would prefer,” Ackbar said, "to answer his
guestion. No, | am not at al concerned about smug-
glers out-flying my ships.”

"That's odd," Tew mused, tugging thoughtfully
a one of his cheek-flaps. "Mogt of the pilots | am
acquainted with have many stories of how they flew
ringsaround Mon Calamari customsvessals”

A muted chorus of laughter washed around the
table. Ackbarbristled. "l seenoreasontogivesmug-
glers— criminal's, mostly — shipping contracts."

"You seem to dislike smugglers, Admiral," Tew
teased. "Perhaps you feel that Captain Solo and
Lando Calrissian are not worthy enough to be a part
of the New Republic?"

"Of course they are," Ackbar blustered. "They
have given up such blatantly criminal ventures."

"A fact for which the Mon Calamari customs
forces must be extremely grateful," countered Sian
Tew. "The fact remains, however, that we have
inadequate shipping and we must remedy that. Do
you have an alternative, Admiral ?"

Ackbar paused thoughtfully, mulling his options.
Tew was a master of manipulation, and Ackbar had
fallen into hisverbal snare. Thepoor chap isjust not
a politician, Tew thought with an inner smile. "Not
as yet," Ackbar conceded. "Though | am sure an
alternativeexists."

"And | eagerly await it, Admiral. Please notify me
when you've thought of one" Another round of
stifled chuckles broke out amongst the Councilors
and Mon Mothma again called the group to order,
shooting a warning look at Tew.

"Serioudy, Admiral," Tew said. "I know anumber
of smugglers and pilots capable of restoring our
shipping, or at least part of it. Nien Nunb and his
privateersarewillingto assist. Solo knowsanumber
of freight handlers from his smuggling days. Even |
have participated in a few ‘covert shipping activi-
ties in my day, and can recommend afew people.
Smugglers are not the group of degenerates and
cutthroats you think they are.

"And they may be our last, best hopeto restore
some shi pping capability to the New Republic,” the
Sullustanadded, theseri oustonewi pi ngtheamused
smirks off the other delegates faces asthey realized
the truth of Tew's words. Then with a grin, he
concluded, "As long as they don't have to worry
about the dreaded Mon Calamari navy shooting
their freighters out from under them." Tew timed
the remark perfectly, letting the tension lift from
everyone present, and even Ackbar grinned, weakly.

"Agreed, Councilor," theMonCaamari said. "Well
try not to rattle their cages too badly."

MECHANICAL 3D

Astrogation 4D, repul sorlift operation 6D, spacetransports 3D+2,
starship gunnery 4D, starship shields 3D+2

PERCEPTION 3D+1

Bargain 8D+2, command 6D+2, con 8D, persuasion 7D
STRENGTH 2D+2

Brawling 7D

TECHNICAL 3D+2

Computer programming/repair 40-t-1, repulsorlift repair 6D,
starship repair 6D

Special Abilities:

Enhanced Senses. +2D for Perception or search in low-light condi-
tions.*

Location Sense: A Sullustan can always remember how to get
someplace he or she has visited before. Sullustans get a +1D
astrogation bonus when jumping to a system they have visited
before.*

* See page 136 of Sar Wars, Second Edition for moreinformation.
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Character Points 12

Move 10

Equipment: Sporting blaster (3D+2), datapad, comlink, New Re-
publicID

Winter

Tall, beautiful, regal. All of these words and more
describe the woman named Winter. To those who do
not know her except as Princess Leia's aide and com-
panion, she often seems as cold as the season she is
named after, but there is a fire burning beneath the
outer appearances that warms those she calls friends.
Sheglideswith easeand grace, moving asthough ona
pillow of repulsor energy instead of her two shapely
legs. Her well-formed face is framed by a mane of silky
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whitehair. At herworst,
she gives off aconfident
aura and a regal pres-
ence. At her best, sheis
royally dazzling.

Winter grew up onthe
planet Alderaan. As a
member of the Royal
Family, she lived in the
palace and was a con-
stant companion and
playmate of Princess
Leia Organa. As chil-
dren, Winter was often
mistaken for the Prin-
cessby visitors, for she
always looked morethe
partthantherough-and-
tumble Leia. Asthe two
girls grew into adult-
hood, their friendship
deepened and the bond
between them becamea
thing of iron. They were
inseparable. When Leia began to take on royal duties
and later became a Senator, Winter remained at her
side as her royal aide and executive assistant.

Winter's organizational abilities are augmented by
the young woman's perfect memory. She can remem-
ber whole conversations verbatim, as well as events,
times, places, dates, faces, bits of trivia, and anything
el sethat passesbef oreher senses. Toher, thesememo-
ries are like holo-recordings that can be recalled in-
stantly and intotal detail. If sheexperiencedit, shecan
remember it—with every sound, smell, sight, tasteand
touchintact. Currently, asLeidsaideintheProvisional
Council, Winter sits silently beside her Princess and
effectively records every word said. Duelargely tothis
unusual ability, Winter was instrumental in the search
for "Delta Source," the leak in security in the Imperial
Palace on Coruscant.

Like the other survivors of the destruction of
Alderaan, Winter was off-planet when the Death Star
attacked on the peaceful and helpless world. She had
just begun work for Viceroy Bail Organa that had sent
her away from Leias side. She was sent to assist Alli-
ance agentswith asupply run. That is, she helped them
find and acquire supplies from avariety of sourcesthat
were less than legal, but fundamentally necessary for
thefledglingAlliance. Her talentsinthisregard were so
strong that for most of the period from the Battle of
Yavin to the Battle of Endor, Winter was assigned to
Alliance Procurement and Supply.

Because of her perfect memory, she was able to
enter Imperial or private supply caches and memorize
every detail of the location. Inthisway, shewas ableto
provide strike teams with perfectly detailed maps and
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information regarding stock, defenses and personnel,
thus making supply raids less dangerous and more
likely to succeed. She became so important to the
Alliancein this capacity that she earned aplace on the
Empire's most-wanted lists. Of course, the Imperials
never learned anything more than her code-name, or at

least, one of the code-names she used. By thetimeof the
Battle of Endor, the Empire's escort ships and supply

station officers had come to dread the name of

"Targeter."

Perhaps nothing rattles Winter's rigid control like
her memories of Alderaan's destruction. Side-by-side
with her memories of friends, family and good times,
the pain of loss remains aconstantly burning achethat
will never subside. Unlike Leia and the other survivors
of Alderaan, Winter does not have the numbing benefit
of fading memory to look forward to. After eight years,
every memory remains fresh and vivid, accompanied
by all of the original pain and sorrow. She can push it
back to the recesses of her mind, but Winter can never
forget. She has learned that any gift can be a curse.

* Winter (as of the Battle at Sluis Van

Shipyards)

Type Councilor Aide

DEXTERITY 3D+1

Blaster 5D+2, blaster: hold-out blaster 6D+1, brawlingparry 4D+1,
dodge 6D+1, grenade 4D+1

KNOWLEDGE 4D

Alien species 6D, bureaucracy 6D, bureaucracy: New Republic
Provisiona Council 7D+2, cultures 5D, cultures: Alderaan royalty

9D, Imperial supplies 6D, languages 7D, planetary systems 6D+2,
streetwise5D, value7D+1, willpower 6D

MECHANICAL 2D

Beast riding 4D, communications 5D, repulsorlift operation 3D,
sensors 3D+2, space transports 3D+2, starfighter piloting 3D+1,
starshipshields3D

PERCEPTION 3D+1

Bargain 6D+1, bargain: military supplies 8D+2, command 4D+1,

con 7D+1, forgery 5D+2, hide 6D+2, persuasion 5D+1, search4D+2,
neak 5D+1

STRENGTH 2D+2

Brawling 3D, stamina4D+2, swimming 4D+2

TECHNICAL 2D+2

Computer programming/repair 4D+2, droid programming 3D+2,
first aid 4D+2, security 6D+2

Special Abilities:

Perfect Memory: Winter has "holographic memory" — she has
instant and total recall of everything she has ever heard, felt,
witnessed, researched or otherwise experienced.

Force Points: 2

Character Points: 15

Move: 10 )

Equipment: Hold-out blaster (3D+1), comlink, datapad, New Re-

public consular ID

* Winter (as of the Siege of Coruscant)
Force Points: 2
Character Points. 11

Commander Sesfan

Commander Sesfan is currently serving as Admiral
Ackbar's representative to the Ruling Council. Before
joiningthe Alliance, Sesfan served in the Mon Calamari
space fleet. Sesfan entered Rebel Alliance service six
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months beforethe Battle
of Endor, and served
aboard Admiral
Ackbar's ship as a sen-
sor officer. Ackbar rec-
ognized Sesfan's ahility
and loyalty and pro-
moted himtotherank of
commander, and trans-
ferred him to Coruscant
to serve as hisaide.

Commander Sesfan's
political views are in
keeping with the Mon
Calamari norm: a reli-
ance on the rule of law
(including an intoler-
ance for breaking regu-
|ations, evenwhenthose
regulationsareillogical)
andastrongdistastefor
smugglers ("Jedi
Skywalker authorized
payments to a smug-
gler?"). Sesfanis, therefore, very compatiblewith Ackbar
and avaued member of Ackbar's command.

Sesfanis slightly pudgy for aMon Cal, and hisskinis
paler than the average for his species. Sesfan claims
that it is simply a family trait, though Admiral Ackbar
suspects that Sesfan isill. Medical officersin the New
Republic are still running tests to see if Sesfan suffers
from Mon Calamari Nerveshock, a peculiar form of
virus that attacks the nervous system. Most Mon
Calamari areimmunized against the disease at an early
age, but in rare cases, thevirus strikesadult Mon Cals.
Unfortunately, there is no known cure for the adult
strains of Nerveshock and it can remain dormant and
undetectable in an adult's body for years. once the
virus becomesactive, itistoo lateto savethevictim. If
Sesfan has contracted Nerveshock, there is little the
New Republic can do: oneinthree cases of thedisease
arefatal. Sick or not, Sesfan still managesto perform his
dutieswith distinction and waves aside any suggestion
that heisnotfit. Indeed, hismedical examsall provehe
isfit for duty — for thetime being.

» Commander Sesfan (as of the Siege of

Coruscant)

Type Mon Calamari Bureaucrat
DEXTERITY 2D

Blaster 3D, dodge 3D
KNOWLEDGE 4D

Alien species 4D+2, bureaucracy: New Republic 7D, cultures 5D,
willpower 7D+2
MECHANICAL3D

Sensors6D

PERCEPTION 3D

Bargain 6D+2, persuasion 6D+2
STRENGTH 2D+1

TECHNICAL 3D+2
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Special Abilities:

Moist Environments: When in moist environments, Mon Calamari
receive +1D bonus to all Dexterity, Perception and Strength at-
tribute and skill checks.

DryEnvironments: Whenindry environments, Mon Calamari seem
depressed and withdrawn. They suffer a -1D to al Dexterity,
Perception and Strength attribute and skill checks.

Aquatic; Mon Calamari can breathe both air and water and can
withstand extreme pressures found in ocean depths.
ForcePoints. 2

Character Points: 9

Move: 9

Equipment: Hold-out blaster (3D+2), comlink, datapad

Tav Breil'lya

Tav Breil'lya serves as one of Councilor Borsk
Fey'lyastop aides. He can be distinguished from other
Bothans by the ornate neckpiece he wears. It is his
family's crest, showing his impressive lineage to dl
with the culture and background to appreciate such
things. The Council-Aide is extremely loya to Borsk,
and often goes on fact-finding missions for the Coun-
cilor. Likeal Bothans, he playsthe games of politicsto
the exclusion of all dse, believing the gameto be more
important than the outcome.

Unfortunately, Breil'lyais not as subtle or clever as
his boss, and he often plays the game with a heavy,
obvioushand. Butitisnot anequal that Fey'lyarequires
of Breil'lya, but asubordinatewho isloyal and unques-
tioning. Tav Breil'lyafits that bill nicely.

Oneof Breil'lya'sregular taskswasto goto New Cov
to meet with Garm Bdl Iblis. Itwas Breil'lya'sjobto keep
working on Bdl Iblis, to persuade himto join the Repub-
lic by allying with Fey'lyas faction; Breil'lya had met
with little success. Fey'lya especially wants Bel Iblis
helptotake away some of Mon Mothma's considerable
power — and shift it over to himself. Now, with Coun-
cilor Fey'lyainsignificanttrouble, Council-AideBreil'lya
stands to lose his own position. While he is nervous
over this prospect, he still believes that Fey'lya will
figureout away to win the game—after all, that's what
Bothans do best.

« Tav Breil'lya (as of the Battle for the Katana

fleet)

Type Bothan Aide

DEXTERITY 3D+1

Blaster 4D+1, dodge 4D+1, melee combat 4D+1, melee parry 4D+1,
pickpocket 4D+1

KNOWLEDGE 3D

Alien species 4D, bureaucracy 5D+2, bureaucracy: Bothan clans
7D+1, bureaucracy: New Republic Provisional Council 6D+2, busi-
ness 4D+2, cultures 4D+2, cultures: Bothans 6D+1, languages 4D,
planetary systems3D+1, streetwise4D+1, survival 4D, value4D+1
MECHANICAL 2D

Astrogation 3D, repul sorlift operation 3D, space transports 3D+2

PERCEPTION 4D

Bargain5D, con5D, gambling5D+1, hide5D+1, investigation4D+2,

search 4D+1, sneak 5D+1

STRENGTH 2D+2

Climbing/jumping 3D, lifting 3D+2, swimming 3D+2

TECHNICAL 3D

Computer programming/repair 4D, first aid 4D, first aid: Bothans
5D, security 4D+1

Special Abilities: None
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Sory Factors

Opportunist: Bothans, as a species, are very opportunistic and
predatory. They try to take advantage whenever possible, and
aso think that everyone who isn't allied with them is actively

plotting against them. As aresult, they seem greedy, selfish and

paranoid to many other species.

Communication: Bothans can manipulate their fur to express
emotionsand further clarify any statementsthey make. In Bothan
society, thisability isasimportant to communication as speech—
the rippling conveys subtleties that mere words cannot express

(or so Bothans believe). Control requires practice and can be
affected by strongemotion, just asit isoften easy totell if ahuman
isangry by the tone of hisvoice.

Character Points: 6

Move: 10

Equipment: Hold-out blaster (3D+1), comlink, datapad

Allies of the New Republic

Han Solo

Captain Soloisperhapsthemost colorful figureof al
theHeroesof Yavin. Itisparticularly amusing that Solo
— aformer pirate, smuggler, mercenary and "freelance
lawbreaker" —isnow awell-known member of theNew
Republic and is married to one of the most respected
and influential members of the New Republic Provi-
sional Council, Leia Organa Solo.

Han Solo made areputation for himself as aman of
action, particularly in the smuggling community. While
he has not actively pursued his smuggling career for
many years, his reputation as a reckless adventurer
seems to be intact, mostly due to his actions in the
many prominent battles he has participated in during
the war.

Solo prefers to wave aside the accolades he has
earned. "That medal | got & Yavin? It's in the Falcon
somewhere ... | think," he said when asked about his
roleintheNew Republic. "Weprobably melted it down
to patch together some circuitry.” Solo himself seems
genuinely surprised at the turn his life has taken. It
appearsthat the Corellian has simply been swept along
with the tide of current events, and he is only doing
whatever is necessary to defend his family.

Particularly surprisingisthedepth of hisfeelingsfor
Leia. Her determination, her strong, caring voice, and
her cool skill arebut afew of Leiasqualitieswhich Han
loves. He knows that no matter how much he tries, he
will never be ableto protect her from the dangers of the
galaxy. No matter how much he loves her, no matter
how much of himself hemight giveto her, shecan never
be content with that alone. Therewill always beaplace
in her heart for him, but her vision extends beyond
husband and wife, taking in all beingsin the galaxy. To
try to take that away from her would beto diminish the
soul he hasfalleninlovewith. Heonly wishesthey can
find some time for themselves in the middle of saving
the galaxy again.

Lately, Solo has been trying to convince his former
smuggling contactstoship cargofor theNew Republic.
Unfortunately, most of his old smuggling "associates’
feel that Solo has "gone legit" and is out of touch with
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theharshrealitiesof smuggling. To someextent, thisis
probably true, and Han (always the reckless, indepen-
dent type) on occasion seems to feel depressed and
irritabledueto hiscurrent responsibilities. Fortunately
Han's newfound "respectability” has not dulled his
sharp reflexes and keen instincts.

However "planet-bound” he may feel, he takes his
responsibilitiesvery seriously asthey directly concern
the safety of hiswifeand children. Solo has never been
oneto sit idly by and let others solve his problems, and
never has this been more apparent than in his actions
to protect his family. While he believes in theviability
of the New Republic in principle, Solo has never felt any
particular loyalty to any government — indeed Solo's
disrespect for authority of any kind is near-legendary.
Hisactions on behalf of the New Republic aretheresult
of his dedication to hiswife and children rather than
because he espouses aparticular political philosophy;
to Solo, the war against the Empire is a personal one.

» Han Solo (as of the Battle at Sluis Van

Shipyards)

Type Smuggler

DEXTERITY 3D+1

Blaster 8D+1, blaster: blaster rifle 5D+1, blaster: heavy blaster
pistol 10D+1, blaster artillery 6D+1, brawling parry 8D, dodge 8D,
dodge: energy weapons8D+2, grenade6D+1, mel eecombat 6D+1,
melee parry 5D+1, missile weapons 6D+1, pick pocket 5D+1,
running 4D+2, thrown weapons 5D, vehicle blasters6D+1
KNOWLEDGE 2D

Alien species 7D, bureaucracy 6D, business 6D, business: smug-
glers 7D, cultures 6D, intimidation 7D, languages 5D+2, law en-
forcement 6D, planetary systems 8D, streetwise 9D, streetwise:
Jabbathe Hutt's organization 10D+1, survival 8D, value 6D, will-
power 6D+2

MECHANICAL 3D+2

Astrogation 9D, beast riding 5D+2, beast riding: tauntaun 6D,
capital ship gunnery 6D+2, capital ship piloting 8D+2, capital ship
shields6D+2, communications5D, groundvehicleoperation5D+2,
repul sorliftoperation8D, sensors5D, spacetransports8D, space
transports: YT-1300 transports 12D, starfighter piloting 7D+2,
starship gunnery 9D, starship shields 7D+1, swoop operation
8D+2

PERCEPTION 3D

Bargain8D+1, command 7D+2, con 8D+1, forgery 5D, forgery: ship
I D§a7kD, gambling8D+1, hide8D+2, persuasion6D+1, search6D+1,
sneak6D

STRENGTH 3D

Brawling 7D+2, climbing/jumping 6D, lifting 5D+2, stamina 8D,
swimming 4D+2

TECHNICAL 2D+2

Blaster repair 4D+2, computer programming/repair 7D+1, demo-
litions6D+2,droid programming6D+1, droidrepair 6D+1, ground
vehicle repair 5D, repulsorlift repair 7D, security 7D+1, space
transports repair 6D+2, space transports repair: Y T-1300 trans-
ports 9D+2, starship weapons repair 5D

Force Points: 3

Character Points: 31

Move: 10

Equipment: Modified BiasTech DL-44 heavy blaster pistol (5D+1),
comlink, MillenniumFalcon (modified Corellian YT-1300 freighter)

* Han Solo (as of the Battle for the Katana

fleet)

Dodge: energy weapons 9D, pick pocket 5D+2, running 5D+2,
thrownweapons5D+1

Intimidation 8D, languages 6D
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Communications 5D+2, sensors 6D

Blaster repair 5D

First aid 3D+2, ground vehicle repair 5D+2, space transports
repair 7D+2

Force Paints 5

Character Points 40

* Han Solo (as of the Assault on Mount
Tantiss)
Blaster 8D+2, dodge 8D+2, dodge: energy weapons 9D+2
Bureaucracy 7D, business: smugglers 7D+2, cultures 6D+1
Command 8D
ForcePoints. 6
Character Points. 47

Chewbacca

Chewbaccastandsout in any crowd. Evenamongthe
giantsof hishomeworld, heisaWookieeto bereckoned
with. Chewbacca was born on the planet of Kashyyyk
over 200 years ago. Now in the middleyears of hislife,
Chewbaccahas shown nosignsof slowingdown. Infact,
somefed hemay actually be getting stronger. Inhistwo
centuries plus of life, the great Wookiee has been many
things, from daveto smuggler to Rebel hero. Now heis
avall(ljjed member of the New Republic, asis his entire
world.

Chewbaccarefusesto discuss hisownlife, especialy
thoselong years before heteamed upwith Han Solo. He
apparently demonstrated anatural talent for all things
mechanical at an early age. He especially loved totinker
with starship engines and bowcaster energy cores. He
gained ameasure of fame (or infamy) as Solo's partner
and the co-pilot of the Millennium Falcon. It isareputa-
tion he has tried to live down to this day.

Chewbacca practices the Wookiee form of hand-to-
hand combat, which makes him a ferocious opponent
in close battle. This self-defense technique makes full
use of aWookiee's great strength, to devastating effect
against the unfortunate opponent. It lacks style or
finesse, but it makes up for these deficiencies in raw
strength. HisfavoriteweaponistheWookieebowcaster.
This archaic explosive-projectile hurler is right out of
Kashyyyk history, but no matter where he wanders in
thhefar-reachi nggaaxy, it servesasalink to Chewbacca's

ome.

As ayoung Wookiee, Chewbacca explored the ga-
axy. For over one hundred years hetraveled, returning
home only rarely as he set out to learn about the worlds
beyond Kashyyyk's forest. With the rise of the Empire,
things changed. While there had adways been worlds
and races intolerant of those who were different, it
seemed that the fundamental philosophy of the Empire
wasto destroy or endavethosewho weren't human or
technol ogicaﬁ/y advanced. As things began to get bad
for the wandering Chewbacca, they got worse on his
homeworld. Wookiees, with their great strength and
size, were "enlisted” for the Imperial work camps. This
involved setting up garrisons on and around Kashyyyk
to ensure the planet's cooperation, as well as issuing
slaver bountiesfor any Wookiees off planet at thetime
of Kashyyyk's subjugation.
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One group of davers decided to make good on the
bounty by capturing Chewbacca. He killed five of the
daverswith hisbare handsbeforethey finally managed
to bring him down. Imperial forces in the Corellian
system were presented with the bound Wookiee, who
faced a short and painful life of heavy labor for his
troubles. If not for the intervention of ayoung officer
named Han Solo, Chewbacca might not have survived
to see the end of the Empire or the freedom of his
people.

Chewbacca's honor as aWookiee demanded that he
pledgeasacred "lifedebt" to hisrescuer. A Wookieelife
debt is an oath of allegiancethat morally bindsthe one
whose life has been saved to the onewho did the saving.
The life debt is freely taken; a persona act of honor to
repay that which is without measure. Of course, Han
Solo did not understand the Wookieee'sintentions. He
was caught up in his own problems at the time— court
martial, dishonorable discharge, charges of treason.
Chewbacca calmly followed Solo from world to world,
protecting him, assistinghim, becominghisfriend. The
friendship has only grown stronger asthe years go by.

Chewbacca has cultivated a reputation as a savage
killer—it paid to havethat kind of reputation intheline
of work he and Solo were in. In truth, heis alot less
bl oodthirsty than he acts, though he has been knownto
fly into a berserker rage when his friends are threat-
ened. Sincethe Battleof Yavin and he and Solo's subse-
quent partnershipwiththe Rebel Alliance, hehas added
Luke Skywalker, Princess Leia, and the droids R2-D2
and C-3PO to his "honor family," extending his life debt
toinclude all of them. He owesthat samelife debt, to a
lesser degree, to thewhole Alliance, for it wasthrough
their actions that Kashyyyk was able to throw off the
chains of davery.

The massive Wookiee cannot wait for Han and Leids
babies to be born. Solo kids him that he'll make an
awfully furry nanny, but the Corellian is pleased to have
guardians like Chewbacca and Jedi Knight Luke
Skywalker around to protect his children. Chewie is
protective, honorable, loyal, and has a remarkably
developed sense of humor to offset his violent temper
— atemper he works constantly to keep in check. He
considers the Facon his persona domain as far as
maintenance and repairs go, often using menacing
growls to keep New Republic technicians away. He
understands many galactic languages, including Basic
and a few droid dialects, but his Wookiee anatomy
dlows him to speak only his native tongue.

e Chewbacca (as of his return to Kashyyyk)
Type: Wookiee
DEXTERITY 2D+2
Blaster 7D, bowcaster 10D, brawling parry 8D+1, dodge 7D, gre-
nade 5D+1, melee combat 8D, melee parry 8D, vehicle blagters
6D+1
KNOWLEDGE 2D
Alien species 7D+1, bureaucracy 4D+1, business 5D, cultures
3D+2, intimidation 11D, languages 6D, planetary systems 8D,
streetwise 7D, survival 7D+2, value 8D
MECHANICAL 3D
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Chewbacca and the Life-Debt

From the datapadjournal of Voren Na'al, Director
of New Republic Council Research.

Oneof themoreinteresting characteristics of the
Heroes of Yavin is the web of circumstances that
bound this unique group of individual s together. In
studying these prominent warriorsand diplomats, |
am more concerned with their attitudes and history,
rather than their actions (even when their actions
are so spectacular). Chewbaccais no exception.

Catching up with Chewbacca the Wookiee is no
easy feat. The co-pilot of the Millennium Falcon has
travelled to Kashyyyk, and Honoghr, and, finally,
helped destroy the Imperial installation at Mount
Tantiss. Fortunately, Chewbaccawas able to spesk
with merecently, with the assistance of the protocol
droid C-3PO.

Most citizens of the New Republic areaware of the
deep connection between Chewbaccaand Han Solo.
What is not so readily apparent, however, iswhy the
Wookiee and Corellian have maintained such close
ties through the years.

"The concept of the Wookiee life-debt,” began
Threepio, translating the Wookiee's growls, grunts
and barks, "is one of the most sacred beliefsthat al
Wookiees hold dear, and no Wookiee truly knows
where the life-debt originated."

"There is, however, a legend that many of the
Elders tell, of ayoung Wookiee named Urothko and
an Elder named Stalpaac." Threepio paused, as
Chewbacca settled back in his seat, the Wookiee's
shaggy brow furrowing thoughtfully.

"Urothko was a brave warrior, often striking out
on hisown, doingthings hisownway, withlittleheed
for others' views or opinions. Kashyyyk, being the
hazardous placeit is, has dways bred strong com-
munity ties and interdependence, and Urothko's
individuality and pride were rare. And dangerous.

"Other Wookiee youths dared Urothko to de-
scend to the lowest, most dangerous (and feared)
levds of Kashyyyk. His peersclaimed that Urothko
was a coward if he wouldn't climb towards the
surface of Kashyyyk. Urothko, with the recklessness
of youth, agreed to descend the trunk of one of
Kashyyyk's huge trees, despite being cautioned by
Stapaac not to risk his life so foolishly.

"Well into hisjourney, disaster struck. Urothko
Was attacked by one of the Graaa'shad, a fierce
species of fire-spirits that the Wookiee people had

battled for centuries. Mesmerizing Urothko with
hypnotic, ghostly wisps of flamethat licked fromthe
creature's clawed fingertips, it lured theyouth down
further than any Wookiee had ever returned from.

"Urothko was near despair, terrified of the un-
known dangers of the surface, but unable to break
the influence of the Graaa'shad. The great beast
hovered over the young warrior, chuckling evilly.
With apowerful blast of flamethat belched from the
monster's foreclaws, Urothko was sent reeling.
Urothko feit his great Wookiee strength ebbing from
himwith each touch of thecreature'sflames, and he
knew then that he was doomed.

"'Foolish meat,’ the creature growled. 'Y our kind
is nothing but prey down here. Any from the high
branches are to be dain. That is the law of the
Lowland!" So saying, the creature beganto drainthe
strength from Urothko at a greater rate, forcing the
youth to his knees. His hair began to smolder,
blasted by the fierce heat that the Graaa'shad radi-
ated, and Urothko felt great pain.

"Suddenly, from above him, a blast from a
bowcaster crashed into the creature, knocking it
back, howling with fury. Stalpaac had followed the
youth and intervened intimeto save hislife. With a
fierceroar and renewed strength, Urothko attacked
the hovering monster. The two Wookiees waged a
terrible battle against the Graaa'shad, pitting their
great strength and fighting skills against the mon-
strous evil and cunning of thefire-spirit. Thejungle
around them began smoldering, as blasts from the
bowcaster and fiery tendrils of the Graaa'shad's
blasts pounded the landscape.

"Urothko and Stalpaac's furious assault managed
to stagger the Graadshad. Urothko charged the
beast, hopingtofinishit off onceand for al. Evading
the attack, the Graaa'shad retreated a few steps,
growling curses at the Wookiees, who were prepar-
ingtorenew their attack. With an oath, thefire-spirit
growled, '‘Another day, weak ones,' and vanished in
apillar of flame, retreating to whatever mysterious,
fiery realm from whence it came.

"Urothko and Stalpaac had won.

"Urothko sworethen and therethat since Stal paac
had risked dl to give him back his life, that his life
now belonged to the Elder. Soon, this story spread
among theWookieevillages, and thetradition of the
life-debt was born.

"Or so the legend claims.”

Astrogation8D+2, beast riding 4D, communications 5D, repul sorlift
operation 7D+2, sensors 7D, space transports 8D, space trans-
ports: YT-1300 transports 11D, starship gunnery 8D, starship
shields7D

PERCEPTION 2D
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Bargain 5D+1, command 5D+2, gambling 5D+1, hide4D+2, search
4D+1, sneak 4D+2

STRENGTH 5D

Brawling 11D, climbing/jumping 8D, lifting 11D, stamina 10D,
swimming 7D
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TECHNICAL 3D+1

Blaster repair 5D+1, bowcaster repair 6D, computer program-
ming/repair 9D, demolitions 6D, droid programming 8D, droid
repair 7D+2, first aid 5D+1, repulsorlift repair 6D+1, security 7D,
space transports repair 10D+2, space transports repair: YT-1300
transports 12D+2

Special Abilities:

Ber serker Rage: Chewbaccagains+2D toStrengthwhenbrawlingin
berserker rage. See page 84 of The Star Wars Sourcebook, Second
Edition for more information.

Climbing Claws: +20 to climbing.

Force Points. 3

Character Points. 6

Move: 13

Equipment: Bowcaster (4D), ammo bandolier, droid tool Kit,
starship tool kit, waist pouch

e Chewbacca (as of the Assault on Mount

Tantiss)

Bureaucracy 4D+2, business 5D+1

Communications5D+-1, spacetransports: Y T-1300 transports 11D+2
Brawling: Noghri martial arts6D

Blaster repair 5D+2, security 7D+2

Special Abilities:

Strength skills:

Brawling: Noghri Martial Arts: Chewbacca |learned the rudi ments of
theNoghri marital artsfighting style. Hereceives +2D to brawling:
Noghri martial arts when fighting someonewithout this specializa-
tion and causes Srength+\D+2 damage.

Force Points: 3

Character Points. 9

Artoo-Detoo

The engineers and design technicians a Industrial
Automaton would be surprised by (and probably very
proud of) R2-D2. Artoo has somehow managed to tran-
scend his design limitations and survive in situations
that would leave many other droids lying in their com-
ponent pieces. Perhaps the diminutive R2 unit's tena-
ciousness and— for lack of abetter term— spirit have
something to do with the company he keeps. Artoo is
the companion of Luke Skywalker.

Artoo was the storage unit and method of transpor-
tation for the plansto the original Death Star, and was
very nearly destroyed in the space battle over Yavin.
Thesmall astromechdroidissomething of aherointhe
New Republic — quite a feat for a droid. Skywalker,
insisting that the Rebel technicians repair Artoo, has
formed an odd friendship with the droid. Most beings
that own adroid treat it as atool; Skywalker treats his
droids with a respect that is usually reserved for or-
ganic individuals.

Artoo has logged an incredible number of flight
hours aboard Luke's X-wing, and has formed a "coun-
terpart” relationship with the starfighter's flight com-
puter. Thisisunusual sincemost astromech droidsare
regularly memory-wiped after long flights. Skywalker
refuses to allow the New Republic technicians to alter
Artoo's programming, claiming that the droid's "rela
tionship” with his X-wing's flight computer has in-
creased the vessdl's response time and efficiency.

Artoo is extremely loya to Luke and his friends, and
maintains a friendship with his companion C-3PO, de-
spite the pair's constant bickering.

32

» Artoo-Detoo (as of the Battle at Sluis Van

Shipyards)

Type Industrial Automaton R2 Astromech Droid

DEXTERITY 2D

Dodge 5D, electroshock prod 4D+2

KNOWLEDGE 2D

Planetary systems 9D, survival 6D+2, value 7D+2

MECHANICAL 4D

Astrogation 12D, communications 6D+1, repulsorlift operation
6D+2, sensors 7D+1, starfighter piloting 7D, starfighter piloting: X-
wing8D+l, starship gunnery 5D, starship shields5D+2
PERCEPTION 3D

Command 3D+2, con 4D+2, gambling 6D, search 4D, sneak 5D
STRENGTH 3D

Lifting 4D, swimming 3D+1

TECHNICAL 4D

Computer programming/repair 8D+2, droid programming SD-t-1,
droid repair 7D, machinery repair 5D+2, repulsorlift repair 4D,
security 6D, starfighter repair 6D+1, starfighter repair: X-wing
7D+2, spacetransportsrepair 5D+2, spacetransportsrepair: YT-
1300 transports 7D+1

Equipped With:

e Three wheeled legs (one retractable)

* Retractable heavy grasper arm (+1D to lifting)

* Retractable fine work grasper arm

« Extendable .3 meter long video sensor (360" rotation)

* Smdll electric arc welder (3D damage, .3 meter range)

* Small circular saw (4D damage, .3 meter range)

« Video display screen

» Holographic projector/recorder (one meter range)

* Fire extinguisher

* Small internal "cargo" area (20cm by 8cm)

* High pitch acoustic signaller

» Onelong range sensor array; includes radar, Geiger counter and
life form sensor, infrared receptors, electromagnetic field recep-
tor (+3D to search at range of up to 100 meters)

« Broad-band antenna receiver (can monitor all broadcast and
communication frequencies)

* Information storage/retrieval jack for computer link-up

» One compressed air launcher (used for Luke's lightsaber or for
flares)

Force Points. 2

Character Points: 22

Move:5

Size: 0.96 meterstall

Cod: Notforsale

e (as of the Assault on Mount Tantiss)
Communications7D, sensors8D+1, starfighter piloting: X-wing9D
Command 4D
droid programming 5D+2, starfighter repair 7D, starfighter repair:
X-wing 9D+2, spacetransportsrepair 7D, Spacetransportsrepair:
YT-1300transports9D+1
Force Points 1
Character Points: 8

See-Threepio

See-Threepio is one of Cybot Galactica's 3PO-series
protocol droids. Heisprogrammedfor social situations
and interspecies conversation. It isironic that adroid
designedfor such peaceful pursuitshasbeen enmeshed
in some of the fiercest, most important conflicts of the
war.

Ostensibly atranslator, Threepio is used occasion-
aly by the New Republic to translate Imperial codes
and communiques. More often than not, though, the
poor droid has wound up caught in the middle of
whatever conflict his friends have wandered into. Over
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the years, C-3PO has been blown apart by stormtroop-
ers, pressed into service by Jabba the Hutt, and wor-
shipped by Ewoks, among other things, al of which
have caused no end to the droid's discomfort and
humiliation. His situational-adaptivity programming
finds these situations very difficult to cope with.
Threepio was recently programmed to impersonate
Princess Leia, though it was "astrain on my capacitors,
| must say."

» See-Threepio (as of the Battle at Sluis Van

Shipyards)

Type Cybot Galactica 3PO human-Cyborg Relations Droid
DEXTERITY 2D

Dodge5D

KNOWLEDGE 5D+2

Alien species 8D, bureaucracy 8D+2, cultures 8D, languages 13D,
planetary systems 6D, survival 5D+2, value 5D+2

MECHANICAL 3D

Repul sorlift operation 5D+2, spacetransports3D, starship shields
3D

PERCEPTION 3D+1
Bargain 7D, con 6D, hide5D, sneak 5D
STRENGTH 2D
TECHNICAL 3D
First aid4D
Equipped With:
humanoid body (two arms, two legs, head)
Two visual and two auditory sensors— human range
Broad-band antenna receiver
AA-1Verbo-brain
TranLang |11 Communication module with over six million lan-
guages
« Vocabulator speech/sound system capable of providing an
extraordinarily wide range of sound effects and exact imperson-
ations of voices
ForcePoints. 1
Character Points: 17
Move: 8
Sze 167 meterstall
Cogt: not available for sale

 (as of the Assault on Mount Tantiss)
Dodge5D+1
Alien species8D+1, bureaucracy 9D
Con6D+l
ForcePoints. 1
Character Points: 8

Members of the New Republic
Military

Admiral Drayson

Admiral Draysonisoneof therare high-ranking New
Republic officers who did not come from the ranks of
either the Old Republic military or the Imperial fleet. He
attended the Academy, training to be an officer in the
galactic military, but hedid not completehis education.
Instead, hewascalled backto hishomeworld, Chandrila,
when hisfather becameill. Drayson had to take over the
family business, aspace barge fleet which ferried cargo
and passengersfrom outer-system docksto orbit-locked
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space ports or Chandrila'ssurface. Drayson missed his
chance to serve in the military, but he turned his
attention to his family's business and made it the most
profitable ferry company in the system.

After years of business success, Chandrila's ruling
council approached him and asked him to take com-
mand of the system's defenseforce. They believed that
his Academy training, minimal asit was, combined with
his pragmatic ability to make acompany successful no
matter what the circumstances, wasacombination that
would serve Chandrilawell. Drayson agreed.

It was in this capacity, as admiral of the Chandrila
Defense Fleet, that Drayson became acquainted with
Senator Mon Mothma. While hedidn't consider himsel f
a friend of the senator, he did admire her work and
positions in the Senate. She, in turn, was impressed
with the job he was doing with the star system's de-
fenses. She never realized how many holes existed in
the protection network, from customs inspections to
perimeter patrol ships. Drayson evaluated all of the
various elements, demonstrated where the problems
existed, then set out to restructure the entire network.
Within monthsof hisrestructuring program, smuggling
and piracy in the system dropped off dramatically.

Years later, when the Alliance was formed, Mon
M othmaasked Draysonto comeaboard. Sheput himin
charge of her command ship, and he set about design-
ing the defenses needed to keep it safe. Whenever the
command ship was in motion (and it was always in
motion), no less than a dozen smaller ships were in
picketlinepatrolsaroundthevessal. Asbefore, Drayson
did his job with quiet efficiency and dedication. He
demonstrated no ambitions and did not push for rank
or power. Hejust did hisjob, and for that Mon Mothma
was grateful.

When the New Republic was established, Drayson
was granted the rank of admiral. He was given com-
mand of the fleet attached to the Provisional Council
and the capital system, containing the planet of
Coruscant. Now he oversees the space port and fleet
facilities, making surethe system is secure from attack.
The vessdls under his command constantly patrol the
star system, and at least half of the defensive fleet isin
orbit or system space a all times. The rest can be
scrambled at a moment's nhotice.

* Admiral Drayson (as of the Battle for the

Katana fleet)

Type New Republic Admiral

DEXTERITY 3D+2

Blaster 4D+2, blaster: blaster rifle6D, blaster artillery 4D+2, dodge
5D+1

KNOWLEDGE 3D+1

Alienspecies4D+1, bureaucracy 6D+1, business5D+1, business
administration 7D+1, languages4D+1, planetary systems6D+1,

planetary systems. Chandrila8D+1, planetary systems: Coruscant

7D+2, survival 4D+1, tactics:. capital ships8D, tactics: fleets4D
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MECHANICAL 3D

Astrogation 6D, capital ship gunnery 4D+2, capital ship piloting
6D, capital ship shields 6D, communications 6D+1, repul sorlift
operation 5D, sensors 4D+2, space transports 6D+2, starh'ghter
piloting 3D+2, starship gunnery 4D, starship shields 4D
PERCEPTION 2D+2

Bargain 4D+2, command 7D+2, con 4D+2, gambling 3D+2, hide
3D+2, persuasion 5D+1, search 4D+2

STRENGTH 2D+1

Brawling3D+1, lifting 3D+1, stamina4D+1, swimming 3D+1
TECHNICAL 3D

Capital shiprepair 5D, capital shipweaponrepair4D+1,computer
programming/repair 5D, droid programming 4D+2, droid repair
3D+2, first ad 4D+2, security 5D, space transports repair 7D+2
ForcePoints 1

Character Points: 9

Equipment: New Republic admiral's uniform, comlink, datapad,
BlasTech DL-18 blaster pistol (4D)

General Crix Madine

Crix Madine joined the Alliance after the Battle of
Y avin, comingto the Rebellion from Imperial ranks. His
career with the Empire was distinguished by bravery
and aremarkabl e success record. Herosethrough the
ranks with valor and determination, finally receiving
command of the Imperial Storm Commandoes. Although
he has never spoken of it, rumors persist that his last
mission for the Empire — under orders which came
directly from the Emperor — was so criminal in nature
that Madine left in the middle of it. Whatever the
circumstances, Madine defected to the Alliance a a
timewhen his Imperial career was on the rise.

Other Imperials had defected before Madine, and it
was those men who vouched for his character and
brilliance. General Rieekanin particular, thecommander
of many Rebel basesincludingtheill-fated EchoBaseon
Hoth, convinced Mon Mothmathat Madine was a man
the Alliance desperately needed in its ranks. Mon
Mothma agreed and assigned Madine to the High Com-
mand Advisory Council. She wanted his fresh perspec-
tive and knowledge of Imperial ground tactics to help
develop strategies and battle plans best suited for the
Alliance's capabilities.

He quickly demonstrated his trustworthiness and
expertise, becoming one of Mon Mothma'smostimpor-
tant military advisors. While Admiral Ackbar plotted
the course of the space war, it fell to General Madine to
develop effective ground defenses and strike teams for
planetary assaults.

The Corellian-born Madine placed top priority on
getting things doneright, asopposed to making friends.
Because of his aggressive nature, he was considered
cocky and arrogant by some, but most respected his
confidenceinthose under hiscommand and in himself.

Madine's dedication to strict military discipline and
strong work ethic filtered down to his officers and
soldiers. Heformed the Alliance special forcesdivision,
establishing crack commando squads and striketeams
to take on the toughest assignments. He even per-
formed field work when he could get away with it (and
Mon Mothmawasn't around to forbid it).
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Madine's strategies have helped the Alliancewhen it
needed success above alt else. Before the Battle of
Endor, when the Alliance needed an Imperial shuttle,
Madine and his team went out and got one. He devised
the plans for the commando raid on the shield genera-
tors situated on the forest moon, putting together a
daring, almostreckless, assault scenario. If General Han
Solo hadn't volunteered to lead the command crew,
Madinewould have even goneonthemission. Asitwas,
Mon Mothmaasked him to remain at her sideto serve
as advisor during the massive battle to come.

General Madine still holds a high post in the New
Republic, but hedecided against acceptingapositionin
the Provisional Council. "I'mawarrior, not apolitician,"
hesaid. "Leavethat work tothosewith moreknowledge
and experience." Instead, he opted for the position of
field commander of New Republic forces, taking the
battle to the disintegrating Imperial forces. However,
even Madine's genius can accomplish only so much
when faced with such limited resources.

(For more information on General Madine, see page
128 of Movie Trilogy Sourcebook, and pages 33-34 of
Galaxy Guide 5: Return of the Jedi, Second Edition.)

* General Crix Madine fas of the Battle for

the Katana fleet)

Type New Republic General

DEXTERITY 2D+2

Blaster 6D+2, blaster artillery 5D+2, blaster artillery: anti-infantry
8D+2, blaster artillery: anti-vehicle 7D, brawling parry 4D+2, dodge
6D+2, grenade 5D+2, melee combat 4D+2, melee combat: force
pike 6D+2, melee parry 3D+2

KNOWLEDGE 3D

Alien species 4D, bureaucracy 6D, languages 4D, military history
11D+1, planetary systems 7D, streetwise 5D, survival 5D, tactics:
ground assault 10D+2, tactics: squads 13D+2, willpower 5D+1
MECHANICAL 3D+2

Beast riding 5D+2, beast riding: cracian thumper 6D+2, capital
ship gunnery 4D+2, ground vehicle operation 5D+2, powersuit
operation 5D, repulsorlift operation 4D+2, starship gunnery 4D+2
PERCEPTION 3D+1

Bargain5D+1, command 10D, hide6D+1, persuasion 5D, search
7D, sneak 6D+1, sneak: forest 6D+2

STRENGTH 2D+1

Brawling 6D, climbing/jumping 4D+1, stamina6D+1, swimming
3D+1

TECHNICAL 3D

Computer programming/repair 4D, demolition 6D, droid repair
4D+2, first aid 4D+1, ground vehicle repair 4D+2, security 7D+2,
space transports repair 6D, starfighter repair 4D+2

ForcePoints: 3

Character Points: 18

Move: 10

Equipment: New Republic generd's uniform, comlink, swagger
stick, blaster pistol (4D)

General Carlist Rieekan

Once an idedlistic young man, years of constant
warfare with the Empire have left Carlist Rieekan a
somber and grim man. In hisyouth, Rieekan was unlike
many of his contemporaries on Alderaan. The planet
Alderaan was renowned throughout the galaxy for its
peaceful attitude and non-aggressive stance in most
conflicts of galactic importance. For a young man to
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want to be asoldier was
virtually unknown on
Alderaan.

Rieekan joined the
Rebel Alliance after
Palpatine's New Order
began to make itself
known in galactic poli-
tics. Rieekan was firmly
opposed to the prin-
ciplesthat the Emperor
espoused, and was de-
termined to aggressively
combat the New Order.

Later, Rieekan was
Inspecting a new satel-
lite station near
Alderaan, and was awit-
ness to the planet's de-
struction by the Death
Star. This single event
scarred Rieekan more
deeply than most people
realize. Hisidealismand
energy slowly turned into constant worry and caution
for histroops. Rieekan once stated in private that he
"bleeds when they bleed, and dieswhen they die." Asa
soldier, Rieekan realizesthat sacrifices are often neces-
sary inwarfare, but that reali zation does not make him
likethe prospect of sending his soldierstotheir deaths.

That was never more true for Rieekan than on the
planet Hoth. Rieekan, who was the theater commander
of the Hoth system, was forced to plan and execute the
evacuation of Echo Base after an Imperial probe droid
located it. His plan madeit necessary to order aholding
action against the Imperial landing force, and many
good soldiers died in the fighting. For Rieekan thiswas
a tremendously difficult decision.

After the successful evacuation of Hoth, Rieekan was
placed in Alliance military administration, where he
was responsible for devising overall campaign strate-
gies against the Empire. In fact, he was one of the prime
planners of the "Core Campaign" that resulted in the
eventual captureof Coruscant and Imperial City. Rieekan
hasremained in an administrativerole and his disposi-
tion hasimproved considerably. According to acouncil
aide, "He'seven startingto relax abit. We haven't seen
him clench his teeth in aday or two." Asthe forces of
Grand Admiral Thrawn made more and more bold
assaults against the New Republic, General Carlist
Rieekan found himself in the thick of battle once again.

For more information on General Carlist Rieekan, see
The Movie Trilogy Sourcebook, page 68.

* General Carlist Rieekan (as of the Siege of

Coruscant)

Type Alliance General

DEXTERITY 2D+2

Blaster 6D+2, dodge 5D, melee combat 4D
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KNOWLEDGE 3D

Bureaucracy 6D, military history 6D, tactics: fleets 7D+2, tactics:
planetary defenses9D+2, tactics: sieges9D+2, tactics: starfighters
7D

MECHANICAL 3D+2

Repulsorlift operation 4D+2

PERCEPTION 3D+1

Bargain 5D, command 8D+2, command: Echo Base troops 9D+2,
command: New Republic ground troops 9D+2
STRENGTH 2D+1

Brawling 4D, stamina4D

TECHNICAL 3D

Demolitions 4D+2, repulsorlift repair 4D*2
Character Points: 19

Move: 10

Equipment: Blaster pistol (4D), comlink

Colonel Bren Derlin

Colonel Bren Derlinis one of themorefamous Repub-
lic officers. Derlin is currently part of the tactical de-
fense force on the planet Coruscant, partly because of
his ability and partly because of Leia Organa Solo's
insistencethat "Colonel Derlincan getthejob done." He
led the Rebel commandos in the assault on the Imperial
bunker on Endor, was an important part of the Echo
Base command structureon Hoth, and was responsible
for saving countlesscivilianlivesat the Battleof Nentan.
What few people know about Bren Derlin, however, is
that he is the son of Galen Derlin, one of the most
famous senators of the old Republic Senate. Bren has
never found it appropriateto discuss his family lineage,
instead relying on his own skills for his successes.

Senator Galen Derlinwas aclosefriend of Bail Organa
of Alderaan, and was determined, like Organa, to com-
bat the corruption rotting the Republic from within.
Eventually, both Organa and Derlin realized that the
Emperor was too powerful to defeat politically. Derlin
withdrew from politics atogether. Organa returned to
his homeworld of
Alderaan, which was
eventually destroyed by
the first Death Star.

Senator Derlin re-
turned to his home
planetof Tiisheraan, and
was murdered by an
Imperial assassin. His
family recognized thisas
the Emperor silencing
an outspoken opponent
and wisely refrained
from further inflamma-
tory statements. Bren
Derlin, incensed at the
political execution of his
father, joined the Rebel
Alliance and served as
an infantry soldier, ris
ing through the ranks
due to his tactical abil-

ity.
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Colonel Berlinisaquiet, unassumingmaninhisearly
fifties, who has earned the loyalty of every soldier who
has served under hiscommand. Derlinis determined to
safeguard thelives of those under his command and his
protection.

(For more information on Bren Derlin, refer to The
Movie Trilogy Sourcebook, pages 68, 69, 145 and 147.)

» Colonel Bren Derlin (as of the Siege of

Coruscant)

Type: New Republic Officer

DEXTERITY 3D

Blaster 8D+2, blaster artillery 7D, dodge 6D+2, vehicle blasters 6D
KNOWLEDGE 3D

Alien species 7D, bureaucracy: New Republic 9D+2, tactics: ground
assault 9D, tactics: squads: 10D+1, planetary systems 9D+2, sur-
vival 6D+2, value 5D

MECHANICAL 4D

Astrogation 5D+2, beast riding4D+2, ground vehicle operation 7D,
repul sorlift operation 7D

PERCEPTION 3D

Bargain 7D+2, command 8D+2, command: New Republic ground
forces/Coruscant 10D, persuasion 7D, search 7D, security 6D,
sneak 7D

STRENGTH 3D

Brawling 6D, climbing/jumping 3D+2, lifting 3D+2, stamina 6D,
swimming 5D

TECHNICAL 2D

Computer programming/repair 7D, demolition 7D, repulsorlift
repair 3D, security 5D+2

Character Points: 19

Move 11

Equipment: New Republicuniform, datapad (containingKlawthra's
Military Tactics Journal), encrypted comlink, heavy blaster pistol
(5D)

Colonel Jak Bremen

Jak Bremen grew up in asmall village on the planet
Shiffrin in the Outer Rim Territories. His father, Kallin
Bremen, was the chief constable of his village and
responsiblefor maintai ninglaw and order. Kallin Bremen
was agood and decent man who managed to makewhat
would be an otherwise drab and lawless border town
into aquiet, civilized, albeit somewhat primitive, com-
munity. Y oung Jak learned much about law and justice
from the father he adored.

As Jak approached his teens, alocal farmer discov-
ered asmall amount of hfredium, a semi-precious ore
that is used in modern weapons production. After
reporting his find to the authorities to "stake his claim,"
an Imperial garrison was established and the land was
confiscated. Soon, moreand moreof thelocal |andown-
ers had their land taken away as the "relatively minor"
hfrediumdeposit turned out to be much larger thanwas
previously believed. The countryside was slowly being
carved up to fuel the might of the Imperial war machine.

Kallin Bremen protested the land seizures, arguing
that this action violated the standard Imperial proce-
dure for the confiscation of property. His complaints
were ignored. Organizing the disgruntled landowners,
Kallin planned a peaceful demonstration to make the
sector Moff more aware of the concerns of the townsfol k.
The garrison commander immediately arrested the
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group, claiming they were "Rebel agitators.” The Moff
had the entire group of protesters executed. Thelocals
who survived were shocked by the atrocity, but were
sufficiently frightened by thethreat of mass executions
not to make any further trouble.

Jak fled the planet on a mining transport and wound
up wandering the Outer Rim Territories, eventually
settling on atiny planet named Coveway. Coveway was
the site of an earlier colonization expedition: the colo-
nistswere hardworking and determined, and managed
to sustain themselves despite harsh conditions. Jak
became the colonists' constable, though his duties
mainly consisted of helping them fend off dangerous
animals. Jak seemed to find a semblance of peacein his
life and eventually married a loca woman.

Returning from a hunting trip, he found that his
village had been destroyed and his wife and infant
daughter had been killed. He tracked the killers to a
hidden Imperial garrison that had been established for
a COMPNOR mission. Apparently, the garrison com-
mander had decided that eliminating the nativesin the
area would prove more expedient in achieving the
Empire's mission objective. Jak was enraged, but real-
ized that he couldn't defeat the Imperials on his own.

Fleeing yet another destroyed home, he eventually
arrived in another small village, and shortly thereafter
met aRebel Alliance operative. Jak was introduced to a
Rebel striketeamthat had just arrived ontheplanet and
was going to wipe out the garrison. Bremen offered to
lead the team through the garrison's defense network
on the condition that they take him off-planet with
them. Theteam agreed, and they succeeded in neutral -
izing the Imperial base.

Jak Bremen's first assignment was as a security
officer aboard the Sarveil, acruiser assigned to routine
hit-and-fade operations
near Wild Space. Dueto
hisability, Jak roserap-
idly through the ranks,
eventually becoming
security chief of the
Sarveil

After the Battle of
Endor, Jak was pro-
moted and transferred
to Palace Security on
Coruscant. He quickly
rose to the Director of
Security for the New
Republic Council, and
has since distinguished
himself (at least, until
the Imperial attack on
Solo's family). Bremen
isextremely angry at the
fact that security waslax
enough to alow an Im-
peria strike team into
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Imperial Paace, and asaresult, he hastightened secu-
rity considerably.

Colonel Jak Bremen is abit of amartinet; he aways
follows the rule book and is highly suspicious of the
unusual . Asaresult of Bremen'sinsistence on "going by
thebook," heis often at oddswiththe more unorthodox
strategies put forth by New Republic strategists. His
relationships with Han Solo and Garm Bd Iblis are
particularly strained. Bremen considers Solo and Bel
Iblis to be men who break the rules far too often.
Bremen is somewhat lacking in socid graces, and is
gruff even in his more sociable moments. He iswholly
dedicated to the New Republic, and quietly nurses a
deep hatred of the Empire and its remnants (which, in
part, explains his hostility towards Mara Jade).

Many troops and support personnel on Coruscant
are somewhat awestruck when they realize they are
working near such Republic heroes as L uke Skywalker,
Leia Organa Solo and Han Solo, but Bremen is unim-
pressed. "Everyone else has done more than their fair
share of fighting. And dying,” he grumbles. While he
concedes that Skywalker, Solo and company certainly
pull their own weight, he does not glorify them the way
many of his fellow officers do.

While Bremen is not the most original thinker in the
New Republic, heis still a dogged, stubborn and dedi-
cated security chief who manages to do his job with a
great deal of competence and efficiency.

e Colonel Jak Bremen (as of the Siege of

Coruscant)

Type New Republic Security Officer

DEXTERITY 3D+1

Blaster 7D+2, dodge 6D+2, melee combat 7D

KNOWLEDGE 2D

Bureaucracy: New Republic 6D+2, intimidation 6D+2, law enforce-
ment 9D, planetary systems5D+1, survival 6D

MECHANICAL 3D+2

Repulsorlift operation5D

PERCEPTION 3D

Bargain4D+2, command 7D+2, persuasion 4D+1, search 8D, sneak
5D+2

STRENGTH 4D

Brawling 7D, stamina6D+1

TECHNICAL 2D

Computer programming/repair 7D, security 9D

Character Points 11

Move 10

Equipment: New Republic security uniform, encoded datapad
(containing detailed information on security arrangements in
Imperial Palace on Coruscant), secure comlink, heavy blaster
pistol (5D)

Captain Afyon

Afyon was a young man during the Clone Wars,
answering the cdl to arms along with most of the able-
bodied men and women of his homeworld of Alderaan.
He followed the charismatic Bail Organa of Alderaan's
beloved Royal Family to war and back, never turning
away from theideals or principals he believed in. When
the wars finally ended, he came home and supported
Organas bid to turn Alderaan's war economy into a
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movement for peace. For many years, that movement
succeeded.

Unfortunately, by embracing peaceto such anextent
that the world was left defenseless, Alderaan was ill-
prepared when the Empire turned its foul attention
uponit. LikeLeiaOrgana, Afyonwas off-planet whenthe
Death Star moved into orbit. Hisfriends, hisfamily, and
his life all but ended the day Alderaan was shattered.
When helearned what happened, hewas devastated. If
not for Princess Leia, he might have rushed head long
into some foolhardy action or simply given up to his
anger and despair. But Leiarallied her people from the
far corners of the galaxy, calling for al Alderaanians
who were off-planet to join the Alliance. The Empire
must pay for its crimes, she urged over the holonet and
subspacetransmissionswhichtheAlliance had tapped.
Afyon heard the call of his Princess and responded.

From the beginning, the Alliance needed experi-
enced pilots and crewers to man everything from
starfighters to cruisers. Afyon found himself as first
officer aboard a Corellian gunship, eventualy earning
his own command and the accompanying rank of cap-
tain. Now, fiveyears after the birth of the New Republic,
he is at the helm of the escort frigate Larkhess.

Though he truly believes in the goals and ideals of
the New Republic, Afyon has grown bitter at hisrolein
theschemeof things. It seemsto himthat thereal work
is done by men and women likehimself, whilethe credit
goes to the hotshots who fly the A-wings and X-wings.
Just because he was commanding one of the bigrigs,
some of the younger pilots considered him past his
prime. Perhaps that was true, but if given half the
chance, he would show them that even past his prime
he was better than most of the hotshots who hitched
ridesin hisfrigate's hangar bays.

Maybe this planetary-mass-sized chip on his shoul-
der is aresult of his most-recent mission profile. His
beautiful war ship has been serving as acargo scow for
nearly ayear now. ToAfyon, it seemslike an eternity. In
that time he has played smiling host to more conde-
scending starfighter hotshots than any captain should
be subjected to. They lounge around on his ship for
most of the trip, acting like overpriced trampers while
heand his crew pilot thefrigate, then, whenthey reach
their destination, the hotshots fly around in guardian
patternswhile hetriesto dock abigshipinasmall port
with a handful of crewers.

He knew the mission was important in these forma-
tiveyears of the new government, but that didn't mean
he had to like it. Here he was, hauling cargo in an effort
to stimulate galactic trade, trying to cram container
shipments into every available space aboard a ship
never designed for thesekindsof hauls. Worse, to make
room for the cargo, he was forced to operate his nine
hundred and twenty-crew ship with just 15 men. It was
an exhausting, near-impossi bl e assignment, and he had
been pulling it off for aimost ayear.

Because of this, Afyon istired, frustrated, irritable,
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cranky, and more than entitled to be jealous of the
starfighter hotshots who sat around while he sweated
and strained. If he never had to see the Sluis Van
Shipyards again it would suit him just fine.

Still, when dl is said and done, Afyon is avery good
capital ship captain. Even with a skeleton crew, the
Larkhess had handled itself well in the attack on Sluis
Van. When the ship was finally boarded by stormtroop-
ers, he had been prepared to destroy the Larkhess and
everyone aboard rather than fal into Imperial hands.
Thankfully, due to the actions of a few starfighter
hotshots, and Han Solo and Luke Skywaker, he never
had to carry out that action.

» Captain Afyon (as of the Battle at Sluis Van

Shipyards)

Type New Republic Captain

DEXTERITY 2D+2

Blaster4D+2, brawlingparry 4D, dodge4D, grenade4D+1,vehicle

blasters 4D+2

KNOWLEDGE 3D

Alien species 5D, bureaucracy 5D+2, bureaucracy: New Republic

6D, languages4D, planetary systems6D, survival 4D, value5D

MECHANICAL 3D+2

Astrogation 6D+2, capital ship gunnery 5D+2, capital ship piloting

6D+2, capital ship shields 6D+1, repulsorlift operation 5D+2

PERCEPTION 3D+1

Bargain 4D+2, command 6D+1, con 4D+1, gambling 4D+1, search

5D+1

STRENGTH 2D+1

Brawling4D+1, lifting 3D+1, stamina4D+1

TECHNICAL 3D

Computer programming/repair (6D), droid programming 3D+1,

droid repair 3D+1, security 6D+1, starship repair 3D+2

Character Points 11

Move 10

Equipment: New Republic captain's uniform, datapad, comlink,

blaster pistol (4D)

Captain Virgilio

Captain Sarin Virgilio was a young Alliance officer
when the Bothan spiescarryingthe plansto the second
Death Star battle station came aboard his ship. Hewas
third officer on a beat-up old Corellian Gunship which
had seen alot of action since the Imperial push that
began with Hoth. He saw the ship the Bothans camein
on — aflaming wreck that was disintegrating around
their furry ears. In the last few moments before catas-
tracdalphe, his vessd picked up the Bothans' emergency
call.

Of alargeintelligenceteam that had beenworkingin
the outer regions, only the six standing on Virgilio's
bridgeremained. But they brought withthemthe plans
and location of the new Death Star, as well as the
Emperor's persona schedule for visiting the hidden
construction site. Virgiliowasimpressed with the brav-
ery these Bothans demonstrated, and over the years
that have passed since that fateful day, he has been a
staunch supporter of the Bothans and their appointed
leader, Borsk Fey'lya (though it should be noted that
Fey'lya was not among the handful of spies Virgilio's
ship picked up that day).

Two promotions and five years later, Virgilio is now
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captain of the escort frigate Quenfis, one of the ships of
the line in Admiral Drayson's Home Guard Fleet as
signed to protect Coruscant and the Provisional Coun-
cil. Virgilio has aprofound respect for Admiral Ackbar
and his ahilities, but until recently he found himself
siding with Fey'lya. The Bothan seemed more inter-
ested in the big picture, while Ackbar aways appeared
to be focused only on the task at hand. Fey'lya had
vision and respect for the average warrior — at least
that'swhat Virgilio believed. Add to that his memories
of those six Bothan spies fighting every parsec of the
way in order to get the knowledge they had to Alliance
High Command, and you can understand why he felt a
special kinship to Fey'lyaand his people.

All of that changed, however, as events unfolded
during the Quenfis most recent mission. Virgilio's ship
had been ordered to track down Han Solo and his party
and place them under arrest for disobeying orders.
Councilor Fey'lyawas aboard and in command of the
overal operation. Councilor Organa Solo was aso
aboard, and she was none too happy about the situa-
tion. Fey'lya even gave commands to Virgilio. Organa
Solo thought this strange, as most warship captains
would be highly annoyed at the prospect of taking line
orders from a civilian with negligible military experi-
ence. But she didn't know about Virgilio's past, or his
admiration for the Bothan people.

They found Captain Solo aboard a derelict
Dreadnaught which turned out to be the legendary
Kotana. After atense exchange, Virgilio had to pull rank
on Commander Wedge Antilles, whose X-wing squad-
ron was working with Solo. That's when the Star De-
stroyer showed up. Things may have gone terribly
wrong had Leia Organa Solo not been able to trick
Fey'lya into showing his true loyalties. When the cap-
tain discovered that he was being used as a pawn in
some game of politics, he quickly moved to rectify the
situation. No matter what he thinks of the Bothans,
Virgilio isaNew Republic officer — when the truth was
shown, his loyalty to the cause he has defended so long
was never in doubt.

e Captain Virgilio (as of the Battle for the

Katana fleet)

Type: New Republic Captain

DEXTERITY 2D+2

Blaster 5D+2, blaster artillery 5D+2, brawling parry 3D+2, dodge
5D+2, grenade 3D+2, melee combat 3D+2, mdee parry 3D+2,

running 3D+2

KNOWLEDGE 3D

Alien species 5D+1, bureaucracy 5D+1, intimidation 4D+1, plan-
etary systems 5D+2, tactics. capital ships 5D, streetwise 4D,

survival 5D, willpower 4D+2

MECHANICAL 3D+2

Astrogation 5D+2, capital ship gunnery 5D+2, capital ship piloting
5D+2, capital ship piloting: Corellian Gunship 6D+2, capital ship

piloting: escort frigate 7D+2, repulsorlift operation 5D+2, sensors
5D+2, space transports 4D+2

PERCEPTION 3D+1

Bargain 4D+1, command 6D+1, con 4D+2, gambling 4D+2, hide

4D+1, persuasion 5D+1, search 5D+1, sneek 4D+1

STRENGTH 2D+1
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Brawling 4D+1, brawling: boxing 5D+1, climbing/jumping 4D+1,
lifting 4D+2, stamina 5D+1

TECHNICAL 3D

Capital ship repair 5D, computer programming/repair 3D+2, first
aid 4D, security 4D+2

Character Points: 8

Move 10

Equipment: Comlink, datapad, blaster pistol (4D)

Wing Commander Diblen Harleys

Diblen Harleys was born on Coruscant during the
days of the Emperor's rise to power. As the child of a
privileged bureaucrat, he was well insulated from re-
portsof the atrocities committed by Imperial forces. As
ayouth, Harleys planned to enter the Imperial Survey
Corps and explore Wild Space and the Unexplored
Regions.

Shortly after Harleys' mother died, around Diblen's
15th birthday, hisfather told Diblen about theredlity of
lifein the scout service. Hisjob, said his father, would
consist of finding primitive, exploitable worlds for the
Emperor to conquer and grind under his heel. Diblen's
father told the youth of the realities of the Empire, and
that "it is better to stay quiet and protect yourself than
dieasadissident.” Diblen Harleyswas shocked: he had
been raised — he now caled it "brainwashed" — into
believing that the Empire was just and right, and that
only those who truly presented a threat to freedom
faced Imperial persecution. Diblen joined the Rebel
Alliance.

Diblen Harleys has served the Rebel Alliancewell, as
both a starfighter pilot, and later, as a starfighter tacti-
cian. His inspired tactics proved useful at the Battle of
Endor, and he has since been steadily promoted within
the New Republic. While his first love is flying, the
responsibility that has been placed upon him has kept
him out of the cockpit of late. Also, sinceheisrelatively
young, heis dtill treated as an inexperienced subordi-
nate by many of hisfellow officers, though he maintains
an easy friendship with Admiral Ackbar and Colonel
Derlin.

Diblen Harleys is a young, male human, approxi-
mately 1.6 meters tall. He has medium length blond
hair, blue eyes and a slender build. He is popular with
histroopsdueto hisoutrageoussenseof humor and his
dedication to protecting the lives of those under his
command. He wears a standard New Republic flight
uniform, glareshades and a blue gemstone earring.

«Wing Commander Diblen Harleys (as of the

Siege of Coruscant)

Type: New Republic Wing Commander

DEXTERITY 3D

Blagter 8D+2, dodge 6D+2

KNOWLEDGE 4D

Bureaucracy: New Republic 6D+2, intimidation 6D+2, persuasion
9D, planetary systems 9D+2, tactics: starfighters 9D+2
MECHANICAL 3D

Astrogation 7D+2, ground vehicle operation 7D, repulsorlift op-
eration 7D, sensors 7D, spacetransports 7D, starfighter piloting
9D

PERCEPTION 3D+2
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Command 6D+2, command: New Republic starfighter group/
Coruscant 10D, persuasion 6D

STRENGTH 2D+1

Brawling 6D, climbing/jumping 3D

TECHNICAL 3D

Starfighter repair 7D

Character Points 21

Move: 10

Equipment: New Republic uniform, glareshades, datapad (con-
taining various drafts of the tactics he is developing), comlink,
blaster pistol (4D)

Wedge Antilles

Wedge Antilles was a bright-faced young Corellian
when hejoinedtheAlliance. Now, after years of combat,
he has become a little older, and a little less excited
about jumping into an X-wing and roaring into battle.
This changein attitude has not made him aworse pilot.
In fact, he has become much better.

Wedgegrew upinaCorellian spaceport, dreaming of
the stars as he watched the ships come and go. His
parents managed one of the station's fueling depots,
and Wedge helped out from the time he was big enough
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to haul a power coupler. He learned his way around
repul sorlift and hyperdriveengines, and spent hisdays
in school imagining himself behind the controls of a
corvette or man-of-war. While hewas at school one day,
shortly before graduation and his eighteenth birthday,
tragedy struck.

A pirate vessal had docked at his parents' depot to
power up when it received word that the local authori-
ties were on their way. The vessdl attempted to flee
while gill hooked intotherecharge cdlls. Theresulting
backlash from, the sublight drive caused a terrible
explosion. Wedge lost his home and his family. He
ganed credits from insurance and through a Corellian
law about indirectly capturing or otherwise disposing
of wanted felons. The compensation did not make up
forhisloss.

Still, the credits allowed Wedge to fulfill his dream.
He purchased aused stock light freighter, modifieditto
suit his own needs, and made an attempt to run a
legitimate business in a system where smuggling was
the rule, not the exception. It wasn't long before his
money ran out. To avoidjoining upwith acrimeiord, he
becameaweaponsrunner for theRebel Alliance. Shortly
thereafter, hisAlliancecontactshintedthat they needed
experienced pilots to fly combat missions. Wedge
thought about it for only amoment before askingwhere
they wanted him to sign.

During the Battle of Yavin, an aready-seasoned
Wedge (he had survived three prior engagements) met
the young man named Luke Skywalker. At first, Wedge
scoffed at the farm boy from Tatooine who had never
flown anything faster than askyhopper. But some older
pilots spoke of a Skywalker who had fought during the
CloneWars. Hewasapilot, they said. Wedgewondered
if they were related. No matter, for his doubts about
young Skywalker's abilities were soon erased, as both
served in Red Squadron duringthe battleto destroy the
first Death Star.

Over the years, the two became fast friends, flying
their X-wings into the thickest flocks of TIE fighters,
making their kills, and flying out again with hardly a
singe to show for their troubles. Prior to the Battle of
Endor, as L uke devoted more and more of histimeto his
Jedi studies, Wedge received the promotion he had
been waiting for — and the only one he has accepted
since that day. Luke resigned his commission, urging
Wedge to accept the rank of Commander and to take
control of Rogue Squadron, the elite starfighter group
which he and L uke had built over the years. Wedge did.

Rogue Squadron was first attached to the Headquar-
ters Frigate before the Battle of Endor. At the time,
Wedge was given an opportunity to equip his group
with the Alliance's newest starfighters — the A- and B-
wings. Herefused. He and his pilots were comfortable
intheir battered old X-wings. "Let the newer pilotslearn
on the newer ships," he decided. "Rogue Squadron will
stick with the X-wings." Fiveyears later, Rogue Squad-
ronstill flies X-wings, and they'restill the elite starfighter
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group of the Fleet.

Of the original Red Group that fought a Y avin, only
Wedge still serves as afighter pilot. Of the team which
Luke put together, a few faces remain. Hobbie and
Janson, for example, continueto fly with Rogue Squad-
ron. Therest, whilenot new, wererecruited and trained
specifically by Wedge. He has rarely had to replace any
pilots over the five years of his command.

He has watched the Alliance grow and prosper. He
has witnessed the birth of the New Republic, a birth
which owes much to the contributions he has made. He
has turned down promotion after promotion, refusing
to give up the squadron he has made famous. He
doesn't want to give up his front row seet to the action,
taking on arank that would put him on the bridge of a
cargo hauler or acruiser — or worse, force him into a
political role like the one Ackbar has taken on. Wedge
Antilles prefers to be where the action is, handling the
missions no one else can do. Sometimesit bothershim
toseeyoung pilotspasshiminthehierarchy. But when
he rockets through space with his X-wing locked into
combat position, al his doubts and regrets fade away.
He especially enjoys missions which team him up with
Luke, Han Solo and Princess Leia, because the action
aways seems to center around that special group.

» Wedge Antilles (as of the Battle at Sluis

Van Shipyards)

Type: Brash pilot

DEXTERITY 3D

Blaster 5D+2, brawling parry 4D+1, dodge 6D+1, melee combat
4D+1, vehicleblasters3D+2

KNOWLEDGE 2D

Alien species 5D+2, bureaucracy 6D, cultures 3D+2, languages
4D+2, planetary systems 6D+2, streetwise 3D, survival 3D+2
MECHANICAL 4D

Astrogation 7D+2, repulsorlift operation 5D+2, space transports
5D+2, starfighter piloting: X-wing 7D, starship gunnery 7D+1,
starship shields6D

PERCEPTION 3D

Bargain 5D, command 6D+2, gambling 5D, hide 4D, search 5D,
sneak 4D

STRENGTH 3D

Brawling 4D, stamina 6D

TECHNICAL 3D

Computer programming/repair 6D, repulsorlift repair 4D, space
transportsrepair 5D+2, starfighter repair 4D+1, starfighter repair:
X-wing 6D+2

ForcePoints: 1

Character Points: 14

Move: 10

Equipment: Blaster pistol (4D), sealed flight suit, comlink, tool kit

 (as of the Battle for the Katana fleet)
Command: Rogue Squadron 8D, streetwise 3D+1

Lieutenant Derek "Hobbie" Klivian

Hobbie Klivian has led an activelife sincejoining the
Rebellion. After graduating from the Imperial Academy,
jumping ship with Biggs Darklighter and running guns
for the Alliance near Sullust, Hobbie's military career
took a sudden jump into high gear. Hobbie was Luke
Skywalker's wingman at Echo Base on Hoth. After Echo
Base fell to the Imperials, Hobbie flew regular missions
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with Wedge Antilles's

= '%?; 1 Rogue Squadron.
“gw@sl  Hobble is currently a
member of Rogue

Squadron, and is well
known for both his pi-
loting ability (which is
considerable) and for
his sarcasm and skepti-
cism (which isaso con-
siderable).

Hobbie is tall — just
shy of 2 meters — and
very slender. He has
dirty blond hair, brown
eyes, and a perpetually
bland expression on his
face. Heisknown for his
slightly negative atti-
tude("l don'tknowifwe
canhitatargetthat small
. andissecretly very
nervousforthesafety of
the other squadron

members during a mission.
(For moreinformation onLt. Klivian, seepages 79-80
of The Movie Trilogy Sourcebook.)

« Lieutenant Derek "Hobbie" Klivian (as of

the Siege of Coruscant;j

Type Brash Pilot !

DEXTERITY 3D

Blaster 5D+2, brawling parry 5D+2, dodge 5D, meleecombat 5D+2,
vehicleblasters6D

KNOWLEDGE 2D

Planetary systems 6D+2, streetwise 5D

MECHANICAL 4D

Astrogation 7D, repulsorlift operation: airspeeder 5D, sensors
6D+2, space transports 6D, starfighter piloting 8D+2, starship
gunnery 8D+2

PERCEPTION 3D

Con5D, hide5D+1, sneak4D+1

STRENGTH3D

Brawling 6D+2, stamina5D+2, swimming 5D

TECHNICAL 3D

Droid repair 5D+1, starfighter repair: X-wing 6D

Force Points. 2

Character Points. 17

Move: 10

Equipment: New Republic uniform, medpac, blaster pistol (4D),
flight suit, comlink, X-wing starfighter

Captain Wes Janson

Wes Janson has faithfully served the Rebel Alliance
andtheNew Republicwith honorand distinction. Shortly
after joining the Rebellion, Janson was stationed at the
Tierfon fighter base and served a major portion of his
career there. He was tail gunner for Wedge Antilleson
Hoth and is currently a"back seat" for a'Y-wing group
that flies missions with Antilles' Rogue Squadron.

"True Gunners" like Wes Janson are an interesting
breed. Some say that they are brave beyond belief,
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Rogue Squadron's Insignia

Rogue Squadron's colorful insigniais amost as
famous asthe men and women who serve beneath
WedgeAntilles, the squadron’'s Wing Commander.
Like dl unit insignias, the design is purely infor-
mal, but the colorful logo appears almost every-
where within the quarters of the squadron. Pilots
often have insignia patches sewn into their jack-
ets and other personal clothing — to wear the
insignia of Rogue Squadron is to wear a badge of
honor. Even their X-wings bear the special marks.

The insignias basis, like many of the New Re-
public seds, is the prominent and recognizable
symbol of the Alliance. The blue shield of the
Allianceformsthe center of ablazing red star. The
blue shield represents the ideals and commit-
ments of the original Alliance to Restore the Re-
public. The blazing red star signifies the speed
and far-reaching strength of Rogue Sguadron, a
starfighter wing that will go wherever it is needed
to protect the Republic from its enemies.

The red star has twelve points radiating out
from the blue shield. Each point is a blazing red
vapor trail ending in astylized X-wing starfighter
— one for each member of Rogue Squadron.

others say they are compl etely insane. Stationed inthe
least protected section of a starfighter and fending of f
attackers with a single weapon requires tremendous
skill and courage (and probably an unhealthy dose of
recklessness as well). Wes Janson possesses these
traitsin abundance.

Wes Janson is average in appearance — so average
that New RepublicIntelligencehasunsuccessfully tried
to recruit Janson for field duty. He has dark brown hair
and eyes, a medium build, and no distinguishing fea-
tures save his manic grin and propensity for starting
barroom brawls on his shore leaves. Janson is popul ar
with hisfellow squadron-mates, who respect his quirky
%ense of humor and his near legendary statusasaTrue

unner.
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(For moreinformation
on Wes Janson, see The
Movie Trilogy Source-
book, pages 77and 78.)

Captain Wes
Janson (as of the

Siege of Coruscant)
Type Brash Pilot
DEXTERITY 3D

Blaster 5D, dodge 5D, melee
combat 5D+2, missile weap-
ons 7D, vehicle blasters 7D+2
KNOWLEDGE 2D

Languages 4D, planetary sys
tems6D

MECHANICAL 4D
Astrogation 6D, repulsorlift
operation 6D, sensors 6D+2,
starfighter piloting 4D+2,
starship gunnery 9D+2,
starship shields 6D+2
PERCEPTION 3D

Command 5D, con 5D+2, gam-
bling 5D+2

STRENGTH 3D

Brawling 7D, stamina5D+2
TECHNICAL 3D

First aid 5D, starfighter repair 6D, starship weapons repair 9D+2
Character Points: 17

Move: 10

Equipment: Blaster pistol (4D), flight suit, comlink

Pash Cracken

Pash Cracken is the son of the legendary Alliance
commander General Airen Cracken. (For further infor-
mation on Airen Cracken, see Cracken's Rebel Field
Guide, Wanted By Cracken and Cracken's Rebel Opera-
tives.) Pashjoined the Rebellionin histeens, leaving his
home planet of Contruumtofollow hisfather. Theelder
Cracken taught Pash a good deal about life in the
Rebellion, not the least of which was a number of
lessons in the basics of starfighter combat. General
Cracken recognized that Pash had an above-average
aptitude for starfighter combat, and encouraged the
young Rebel to enroll at the Imperial Vensenor Sector
Naval Academy, a fertile recruiting ground for the Re-
bellion. Thiswas no easy feat: Pash had to enroll under
afalse identity to avoid capture — being the son of an
Alliance legend has its pitfalls, apparently.

At Vensenor, Pash excelled in hisstudies, especially
those that involved starfighter tactics. He constantly
astounded hisinstructorswith hisinnovative, unortho-
dox and often reckless approach to piloting. Gola Chall,
one of the oldest instructors on the Vensenor facility
(and ahighly successful Alliance mole) remarked about
the young pilot, "We taught these people the 'by-the-
book' method of starfighter combat. Y oung Pash read
our datamanual s, and then threw them away and wrote
his own."

All the while Pash was at V ensenor, he was assem-
bling a select group of pilots that he could trust, and
more importantly, who could trust him. Certainly, his
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flashy tactics and piloting ability attracted a lot of
attention among his fellow students, and his careful
attention to the safety of his squadron made him a
popular leader. Pash graduated from the Vensenor
Academy in the top one percent of his class, and was
immediately commissioned into the Imperial Navy.

Shortly after his
graduation, Pashand his
entire TIE wing (nearly \\\\\\‘
72 pilots and ships) de- >
fected to the Alliance.
While the particulars of
this incident remain
classified, it took on a
nearly mythic quality
withintheranks of both
the Empire and the Alli-
ance, and supposedly
this incident attracted
the attention of no less
thanLordVader himself,
who personally placed
a new commander
aboard the Star De
stroyer. Thegroup, now
known as the Cracken
Flight Group, was as
signed to the Alliance
baseintheXyquinesys
tem, where they distin-
guished themselves in
hit-and-fade runs against Imperial shipping.

Unfortunately, an Imperial probe droid located the
baseat Xyquinell and an I mperial attack wasimminent.
The attack coincided with a delicate covert Rebel op-
eration, and an unusually high number of important
Rebel operativeswereon X yquine. Thebasewasevacu-
ated, and Pash developed a unique code caled the
"Cracken Twist" to aid in their escape. The maneuver
was a success, and allowed the base to be evacuated
without Alliance losses.

After demonstrating his leadership, Pash and his
pilots were stationed on the planet Generis in the
Atrivis system, shortly after the Battle of Endor. The
Cracken Flight Group was added to Wing Commander
Varth'swingto augment the principal line of defensefor
the Outer Rim comm center. Then, it fell totheforces of
Grand Admiral Thrawn. The comm center was a huge
lossto the New Republic, asit was the communication
nexus to and from the Outer Rim Territories. Now that
it isunder Imperial control, the New Republic has lost
an important tactical asset.

Pash Cracken looks the part of the brash starfighter
pilot. He hasyouthful features, flame-red hair and green
eyes. He has ruggedly handsome features and amuscu-
lar build. He is somewhat sarcastic, particularly when
dealing with "superior officers who aren't as superior
as they believe themselvesto be" He is a determined
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supporter of the New Republic and ahighly competent
pilot and officer.

» Pash Cracken (as of the fall of Generis)
Type: Brash Pilot
DEXTERITY 3D
Blaster6D+1, brawlingparry4D+1, dodge6D, vehicleblasters4D
KNOWLEDGE 2D
Planetary systems 7D
MECHANICAL 4D
Astrogation 7D, communications 5D+2, sensors 6D, spacetrans-
ports 6D, starfighter piloting 9D+2, starship gunnery 6D
PERCEPTION 3D
Bargain 4D+2, command 7D+2
STRENGTH 3D
Brawling 7D
TECHNICAL 3D
Computer programming/repair 9D, repulsorlift repair 9D, secu-
rity 9D+1, starfighter repair 10D+2
Force Paoints: 3
Character Points: 22
Move: 10
Equipment: Flight suit, blaster pistol (4D), A-wingfighter, comlink,
datapad

Lieutenant Page

Lieutenant Page hails from Corulag, one of the Impe-
rial Core Worlds, where he grew up as the pampered
son of acorrupt Senator. He hated hisfather for selling
out, wishingtheman could bemorelikethe Jedi Knights
of legend that had so fascinated the young Page. He
decided to follow inthe footsteps of his heroes, even if
he could not sense the Force or feel its mystic call. He
used his father's wealth to train himself in al forms of
combat and defense techniques, unsure what hewould
do with the knowledge but feeling better for doing
something while the sons and daughters of the other
Core World Senators grew fat, lazy and devoid of any
redeeming qualities. His father indulged the youth,
thinking this phase of idealism would eventually come
to an end.

Years later, with Page's idealism and high moral
standards firmly entrenched as part of his character,
hisfather sent himtotheAcademy. "If youwanttotrain
likeasoldier," the Senator told him, "then you might as
well serve the right side.” Page hated him for sending
him away, but he later came to relish the avenues of
study opento him asthe son of aprominent Senator. He
was groomed to be an officer, learning the theories of
planetfall combat from the best teachersinthe Empire.
Hehated everythingthey represented, but he accepted
their teachings like a dry sponge accepts water.

After graduating from the Academy with honors,
Page was assigned to General Veers command in the
Imperial Army. It was about thistimethat hefirst heard
Senator Leia Organa of Alderaan speak. He was a few
years older than she, but her captivating beauty and
passionate demeanor attracted him. He decided to
hear her speech to the Council of Galactic Rightswhile
he was on leave at Coruscant. Unlike the speeches he
had grown up listening to, the sweet-coated ramblings
of corrupt Senators which went on forever and said
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nothing, her speech went straight to his heart. She
spoke of therights of all beings, humans or aliens, and
she condemned the position of Palpatine's New Order
concerning slavery and subjugation. As this was
Coruscant, many of those in attendance openly and
loudly rejected Senator Organds position. But a fair
number sat enraptured. Pagewas amongthem. Though
shecouched itin flowery language, he understood most
of her referencesto the growing Alliance to Restore the
Republic. That, herealized, was the dream he had been
following all aong. At his first opportunity, Page de-
serted and joined up with the Alliance.

At first, the Alliance had no specia forces or com-

mando brigades. If you had piloting skills, you were
given aspot on awarship or even your own starfighter.
If you could fight, you were given ablaster and aspot in
the army. Over the years of out-and-out war, that
changed. General Madine, who had led an elite com-
mando unit for the Empire before defecting, convinced
his fellow members of the Alliance High Command that
similar units would greatly improve the Alliance's
chances. One of thefirst units put together was charged
with protecting Hoth's Echo Base. It was commanded
by Major Derlin and featured a young recruit named
Page.
After the assignment to Endor as part of General Man
Solo's strike team, Derlin accepted a promotion and
went on to assume a more bureaucratic functionin the
New Republic. The commandos were offered to Lieu-
tenant Page. He accepted them, but refused a higher
rank. Two of the men he most admired in the New
Republic were Solo and L uke Skywalker, and neither of
them had any use for ranks. Page knew he did not have
theleisureto drop hisrank entirely, but he could avoid
the games of politics by refusing to move up the chain
of command.

Pageisof medium height, withamediumbuild. Heis
atotally nondescript-looking man, the kind that no one
notices, who blendsinvisibly into any surroundings. In
short, he is the perfect commando.

Now his special missionsteam handles avariety of
assignments geared toward rooting out the last Impe-
rial strongholds and restoring the justice of the Old
Republic. It isarole he gladly accepts, especially when
he gets to work beside Solo, Skywalker and Princess
Leia
e Lieutenant Page (as of the Battle at SJuis

Van Shipyards)

Type: New Republic Commando

DEXTERITY 3D+2

Blaster 7D+2, brawling parry 5D+2, dodge 5D, grenade4D+2, melee

combat 6D+2, melee parry 5D+2, missile weapons 5D+2, vehicle

blasters 5D+2

KNOWLEDGE 3D

Alien species4D, languages 5D, planetary systems5D, streetwise

6D, survival 6D

MECHANICAL 2D+1

Beast riding4D+1, repul sorlift operation 5D+1

PERCEPTION 3D+2

Command 6D+2, con 5D+1, hide 6D+2, search 6D, sneak 6D+2
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Katarn Commandos Insignia

Though many of their missions are conducted
in secret or undercover, Page's Katarn Comman-
dos do have regulation uniforms that they wear
occasionally. These uniforms bear theinsigniaof
theunit, aninsigniathat reflectsthe pride, dedica-
tion and unique character of the beings under
Page's command.

The insignia consists of the New Republic sea
— the blue Alliance shield set in a gold-trimmed
circle of stars — with a prominent addition. A
stylized creature springs across the blue shield,
stalking prey with the same precision and un-
swervingtenacity asthe unit which has adopted it
asitsmascot. Thecreatureisakatarn, apredator
from the Wookiee home world of Kashyyyk. The
katarn stalks the middle levels of the layered
ecology, leaping from tree branch to tree branch
asit hunts its chosen prey.

The story about the origin of the unit's name
and insigniarelatesthat Frorral the Wookiee com-
mented that the commandos were like the katarn
of herworld. The commandoswere invisible until
they wanted to be seen. They were silent until
they wanted to be heard. And they were deadly
when they had to be, striking like akatarn from the
shadows and disappearing again oncethejob was
done. When Page heard her description, he de-
cided that the katarn was indeed a kindred spirit
of his commando unit. He had the emblem made
and declared it the symbol of histeam of special
forces operatives.

STRENGTH 3D+1

Brawling5D+1, climbing/jumping5D+1, stamina6D+1, swimming

5D+1

TECHNICAL 2D

Demoalitions 4D, first aid 4D+1
Character Points: 18

Move 10

Equipment: Blaster pistol (4D, comlink, vibroknife (STR+1D),

blaster rifle (5D), comlink
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Page's Commandos

Lieutenant Page's special mission team, the Katarn
Commandos, consists of twelve of the best trained
soldiersinthe New Republic arsenal. Technically, itis
a Special Forces squad attached to the office of the
Commander-In-Chief, but it often operates indepen-
dently forweeksor monthsat atime. All of themen and
women under Page's command, whether they are hu-
man or alien, were selected for their level of morale,
courage, skill and devotion to the cause.

Once the unit was part of the SpecForces charged
with guarding the Alliance High Command. Now itisa
rogue team, similar in profile to Wedge Antilles' Rogue
Squadron, ready to take on any assignment in order to
promote the cause of the New Republic. The team
operates either as a unit or divided into smaller ele-
ments— formingtask forces of as many soldiersand as
much equipment as is necessary to get ajob done.

All of the members of Page's team are trained to
operate in any environment, learning avariety of skills
to assure that each soldier can finish the mission alone,
if necessary. Whileeachindividual isajack-of-all-trades,
eachisasoaspeciaist. Thecurrentteamconfiguration
includes one pathfinder, two urban combat specialists,
awilderness fighter, two techs, an infiltrator, a heavy
weapons specialist, a pilot/comm expert, a medical
tech, and a scrounger. While this can be atered or
augmented depending on the mission, the men and
women who match these profiles form the nucleus of
Page's commando unit.

Lilla Dade is the team's pathfinder, or scout. Sheis
trained to drop behind enemy lines without being de-
tected, then openup apathfor therest of theteam. She
travelslight, relying upon speed and surpriseto accom-
plish her missions. She carries a blaster rifle, a bando-
lier of grenades, acomlink, and survival gear.

Gottu and Idow arethe team's urban combat special-
ists. In addition to their other training, the pair are
experts in the art of streetfighting in an urban setting.
They can use streets, buildings and sewers to best
advantage, fighting hand-to-hand with whatever weap-
onsareavailable, settingtraps, and engagingin hit-and-
runtactics.

Frorral theWookiee serves astheteam'swilderness
fighter. She knows outdoor combat better than anyone
else in the squad, and her survival skills are second to
none. While she has been trained to userepul sorcraft to
best advantage, Frorral prefersto get around on her
own power — swinging on vines, climbing, or even
running full tilt through the wilderness. Nothing rattles
the enemy like seeing an angry female Waookiee charg-
ing out of the trees and roaring at the top of her lungs.
Though she excels in forest settings, Frorral has made
astudy of avariety of terrain types, including deserts
and frozen tundra.

Mian Hoob the Sullustan and Korren of Alderaan
serve astheteam's technicians. They can operate any
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equipment the team has or is assigned (after a brief

crash course), and are often called upon to build any-
thing they don't have from scratch. Don't think that
thesemechanical engineers can't handleafight, though.
When not patching acomm unit, building ahyperdrive
motivator, or unjamming a repeating blaster cannon,

the pair can be found in the thick of battle, fighting
beside the other commandos with equal amounts of
skill and courage.

TheBothan Kasck actsastheteam'sinfiltrator when
the need arises. He can dip into enemy installations,
blend into any crowded spaceport, or stealthily follow
a quarry without making a sound. He is an expert a
breakingintosecurity systemsandunravelingencrypted
codes. His weapon of choiceisthevibroknife.

If theteam needsto empl oy aheavy weapon, Vandro
comes to the forefront. He can handle everything from
ablaster cannon emplacement to a proton mortar to a
starship gunnery station. Hedso doubles astheteam's
repul sorcraft operator as he can drive most repul sor-
powered vehicles like Wedge Antilles flies an X-wing.

SylaTors, one-time Corellian pirate, performs duties
as both the team's pilot (on the rare occasion when
they get to take their own transportation) and comm
expert. Given time, there isn't a comm unit she can't
operate or a jamming frequency she can't punch a
signa through.

Rounding out theteam are Jortan and Bri'vin. Jortan,
theteam's medical technician, can patch most wounds
and keep injured soldiersaiveuntil they can reach afull
medical unit. He carries aspecialized medpac which he
guards with his life because he knows that it can mean
life or death for one of his fellow commandos. Bri'vin,
theteam’'ssupply specialist or "scrounger,” is charged
with procuring supplies while the team is in the field.
Supplies can range from food and water to ammo to
machinepartsandto anythinginbetweenthat theteam
needs to complete a mission.

With Page as their leader, this particular group of
commandos has been an oft-proven asset to the New
Republic—and athornto thosewho would opposeit.

Lt. Kylan DuPre

Kylan DuPreisAdmiral Drayson's most trusted aide.
DuPre originally served as quartermaster aboard the
Sormstrike, aCorellian CorvetteservingMon M othma's
homeworld of Chandrila. DuPre, an extremely efficient
officer, has been awarded numerous citations for com-
petency in the field, though he has never experienced
combat.

Kylan DuPre met Admiral Drayson while on avisit to
Mon Mothma's command ship to examine and inven-
tory some supplies that had been improperly deliv-
ered. A surprise ambush by a TIE squadron damaged
the ship, and apower conduit began overloading. Real-
izing that an explosion was imminent and that it would
spray shrapnel al around the bridge, DuPre threw
himself between the explosion and Drayson. Drayson,
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has since "pulled" DuPre with him, including to
Coruscant.

Lt. Kylan DuPre is ashort, stocky near-human, who
is highly ambitious (some would even say power hun-
gry). DuPrecraves promotion, and feelsthat Draysonis
his fast track to the New Republic Admiralty. DuPre
much prefers rear-echelon workto front-lineduty. Heis
courteousand obedient to thosewho outrank him, but
officious, arrogant and callous to those beneath him.
While DuPre is acompetent officer, heis loathed by the
lower ranking officers under his command.

 Lt. Kylan DuPre (as of the Siege of
Coruscant)
Type: Military Aide
DEXTERITY2D

Blaster2D+2

KNOWLEDGE 4D

Bureaucracy: New Republic 7D+2, intimidation6D+2, tactics. capi-
tal ships5D, tactics: sieges5D

MECHANICAL 3D

PERCEPTION 3D+2

Bargain 5D+2, command 6D+2, persuasion 7D

STRENGTH 2D+1

TECHNICAL 3D

Computer programming/repair 7D

Character Points 8

Move: 10

Equipment: New Republic uniform, datapad (containing Admiral
Drayson's itinerary, as well as current diplomatic information,
schedules and timetables), comlink

Lt. Machel Kendy

Lt. Machel Kendy is atypical New Republic security
man: strong, fast and ambitious. Kendy is oneof Colonel
Bremen's top young recruits and Kendy idolizes his
security chief.

Machel Kendy is fiercely competitive and aggres-
sive. HeistheNew Republic Armed Forceschampionin
unarmed combat and a Grand Master of K'thri martial
arts (his stepfather, a K'thri master as well, trained
Kendy in martial arts since he could walk).

Kendy is amost two meters tall and looks like he
could take on asguad of stormtroopers all by himself.
He is a blond human, and has his hair trimmed very
short, in military fashion. He carries his sidearm at all
times. On duty, Kendy demonstratesthe best qualities
of a security officer: patience, tenacity and efficiency.
Off duty, his fellow officers think of Kendy as abit of a
zealot. Kendy takesvirtually no downtime, and evenin
his off-duty hours he spends histime examining palace
security arrangements. This sense of duty iswhat has
led to his early promotion to lieutenant, and will almost
certainly lead to his promotion to captain before too
long.

e Lt. Machel Kendy (as of the Siege of

Coruscant)

Type New Republic Security Officer

DEXTERITY 3D+1

Blaster 5D, brawling parry 9D, brawling parry: vs. K'thri marital
arts9D+2, dodge5D, meleecombat4D+1, running: shortsprint 7D
KNOWLEDGE 2D
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Commando Mission

Page scanned the camp with his macrobinoculars,
taking in details others would miss on the first pass.
They were on the planet of Hettsk in the Borderland
Region. The planet had been the site of a massive
gpace and ground battle— abattlewhich the Empire
had won. Unfortunately, they had captured two X-
wing pilots in the process. Wing Commander Greni
and her wingman Bross, both of Gold Squadron, had
gone down as the battle drew to a dose, and the
Imperials were quick to grab them. Now it was up to
Page and his team to get them back.

He looked his team over, mentally assessing their
abilities and strengths. Lilla Dade was aong to forge
them atrail and keep the enemy in sight. Idow, Frorral
and Vandro were there to provide muscle and fire
power. Finaly, Jortan was along to to administer
medica caretothetwo pilotsif they needed it.

They werefar from the Imperial garrisonsthat had
been set up in Hettsk's popul ation center. The pilots
had gone down in the uninhabited jungles on the
planet'sfar side, and an I mperial recon team had been
sent to capture them. It had taken longer than antici-
pated to find them in the dense jungle, and now the
Imperialshad decided to stop for the night instead of
trying to make their way through the darkness.

Thelmperialshad aHAVr A9 transport— aFloating
Fortress. "Vandro, givemethespecsontheirvehicle,”
Page ordered quietly.

Vandro took aquick look through his own macros,
then began to rattle off details. "The 'tress needs a
crew of four, but it can be handled by just apilotin a
pinch. It usually carries ten additional troops, and
packs two heavy blaster cannons. My repeater may
bother it, but wedon't have anything el sewith usthat
will even scratch its armor.”

Tentroops. That was the number Page had identi-
fied while observing the target. He counted four
stormtroopers and six regular army.

As the Imperials bedded down for the night, he
noticed that two troopers were taking up guard sta
tions on the outside of the craft. The rest were safe
inside the armored hull.

"Frorral, Idow, comewith me," Page ordered as he
stripped out of his uniform and dropped his weapon
belt. Frorral growled a question, but dropped her
weapons as her commander did. "Were going to
surrender," Page answered.

"What?' Lillaasked. "That's crazy!"

"It's the only way to get into that repulsorcraft,"
Pagetold her. "Thethree of uscan handleourselvesin
hand-to-hand combat. Once the fighting starts, the
rest of you will come running to lend a hand."

"Right," Lillascowled, but she stood her ground as
Pageandtheothersstarted toward thelmperial camp.

"Save afew of them for me," Vandro called softly.

Moments later, Page and his two companions
walked into the clearing where the Floating Fortress
was parked. It hovered silently upon an invisible
repulsor field, looming like alarge armored slug over
the clearing. The two troopers were young and inex-
perienced — the cream of the Empire's newest crop.
Just what Page was counting on.

"Halt," the first one called, leveling his blaster rifle
a Frorra. "What areyou doingwith that . . . thing?"

"We're surrendering,” Page answered evenly. He
tried to add an edge of desperation to hisvoice. "We
don't carewhat you do, just get us off thisplanet. Wel'll
cooperate, just saveus. . "

The other trooper lifted his comlink to hislips and
spokequietly intoit. Page counted slowly, waiting for
the sound of the Fortress hatch disengaging. When he
heardit, heknewthey would only have afew seconds
before the stormtroopers filed out. Long seconds
passed, then thesound came. Frorral sprangforward,
uncoiling powerful muscles beforethe startled troop-
ers could fire. Both fell to the Wookieeg's pounding
fists.

As the hatch swung wide, Page moved with prac-
ticed speed. He produced a small grenade from a
hidden pocket and lobbed it at the door. The explo-
sion rocked the emerging stormtroopers and blewthe
hatch off its hinges. Idow claimed one of the fallen
trooper's blasters and brought down two other
stormtroopers. Frorral'srageand brutestrengthtook
down the other two.

The Floating Fortress started to spin away, hoping
to put enough distance between itself and the attack-
ersso that it could bring itstop-side blastersto bear.
Vandrowanted noneof that, however. Hecharged out
of thejungle, hisrepeating blaster blazing, scoring hit
after hit on the Fortresss repulsorlift engines. Lilla
charged from the underbrush, hoping to close in to
help her compani ons before the Fortress|eft the area.
Frorral saw that as her cue. She leaped through the
hatch with aferocious howl, intent on finishing the
battle beforeit could really begin. Pagesilently hoped
that theWookiee wouldn't leave that much of amess.

Afew seconds later, Vandro scored afatal hit onthe
engines, and theFortress smokinghull crashedtothe
ground. Frorral emerged, proudly holding aloft the
two helmets of the pilots. Page didn't look to see what
was inside the helmets.

Jortan examined thetwo Gold Squadron pilotsasPage
watched. The rest of the team was deding with the
mission clean-up. "They could be alot better, but they
coulddsobealotworse," themedicinformedhim. " They
need afull medical lab, but they should hanginthereuntil
we can reach aRepublic spaceport.”

"Then let'smoveout," Pagecalled. Then headded,
"Good work, team."
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Intimidation 4D

MECHANICAL 3D+2

Communications 4D, repulsorlift operation: landspeeders 5D+2
PERCEPTION 3D

Investigation: Coruscant 5D, search 6D, sneak 3D+2

STRENGTH 4D

Brawling: K'thri martial arts 10D+2, lifting 7D+2, stamina 6D+2
TECHNICAL 2D

First aid 4D, security 6D

ForcePoints. 1

Character Points. 4

Move: 11

Equipment: New Republic Security uniform, heavy blaster pistol
(5D), comlink, datapad, reinforced blaster helmet (+1D physical,
+1 energy), macrobinoculars (with matrix recording buffer)

Anselm

Anselm is an engineer working for the New Republic
military. His rank of lieutenant was not gained due to
combat heroics, but for his technical expertise. Even
before the famous Battle of Yavin, he had been a fleet
tech for the Alliance. He joined the Rebels after he saw
his homeworld ravaged by Imperial forces.

He had no military training or combat experience,
but hehad heart, courage, and askill with machinery of
all types, especially starships. Hisskillswereput to use
maintaining and repairing the starfightersand starships
intheAllianceHeet.

Even when assigned to bases where combat was
imminent, Anselm refused to carry a blaster unless
directly ordered to do so — and even then he often left
it lying in some forgotten corner while he worked. He
first met Luke Skywalker in the Yavin base, as he was
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assigned to prep Skywalker's X-wing for battle. He
remembers thinking that the kid was going to get him-
self killed, for it was obvious he had no more military
training than Anselm did. Of course, Skywalker soon
showed his natural abilities.

When Princess L eiaasked him to head atech team to
accompany Han Solo and Skywalker on a specid mis-
sion, he leapt a the chance. When Solo handed him a
blaster, he realized just what sort of mission thiswas
going to be. Still, he reluctantly strapped the weapon to
hiswaist, grabbed histool kit, and assembled ateam of
techswith starship repair skills. Hewas sureto include
someof hisnewest and brightest technicians, including
Tomrus, Shen and Kline—together, they were some of
the best in the New Republic!

When helearned that they were going to examinethe
Katana fleet, he forgot al about his nervousness and
the danger. Two decades of experience seemed to
disappear in asudden rush of excitement. To actually
bethefirst tech to step aboard one of those legendary
Dreadnaughts was an honor and opportunity he could

not passup.
* Anselm (as of the Battle for the Katana

fleet)

Type Engineer

DEXTERITY 2D+1

Brawlingparry3D+1,dodge3D+1

KNOWLEDGE 4D

Bureaucracy 5D, value 7D

MECHANICAL 2D+2

Repulsorlift operation 3D+2, capital ship piloting 3D+2, capital
ship shields 3D+2
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PERCEPTION 2D+1

Bargain3D+1, command3D+1,command: New Republicengineer
corps4D+2,search4D+1

STRENGTH 2D+2

Brawling 3D+2, climbing/jumping 3D+2, lifting 3D+2, stamina4D+2
TECHNICAL 4D

Capital shiprepair 10D+2, capital shipweapon repair 7D+1, com-
puter programming/repair 6D, repulsorlift repair 6D+1, space
transportsrepair 9D+1, starfighter repair 8D+2, starship weapon
repair 7D

Character Points: 3

Move: 10

Equipment: Toolkit, datapad, hold-out blaster (3D+2)

Tomrus

Tomruswas ayoung lad of sixteen when he saw the
Imperials come to Cloud City. His parents had been
citizens of thefl oating city for decades. Tomrus himself
had beenbornthere, and hegrew up learningtogambile,
to run a con, and to sneak around where he wasn't
supposed to be. He aso learned to tinker with comput-
ers and droids, and by the time he was fifteen he could
take a cloud car apart and put it back together again.
Thiswas anatural progression, as both of his parents
worked for Bespin Motors as engineers and designers.

His happy adolescence ended abruptly with the
arrival of Darth Vader and his stormtroopers. When he
saw those armor-clad soldiers marching through the
airy corridors he loved, he learned to hate them and
everythingthey stoodfor. Thingsturnedbad afew days
later, and Baron Administrator Calrissian ordered ev-
eryone to evacuate Cloud City. His mother died in that
frenzied escape, and he vowed to have his revenge on
the Empire no matter what happened.

While hisfather retired back to the Outer Rim colony
hewas born on, Tomrus sought out the Rebel Alliance.
Heoffered histechnical skillsto use against the Empire,
and he soon found a place as an Alliance tech.
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He has worked under the supervision of Lieutenant
Anselm for three years now, and heis still considered
"the kid." But Anselm respects his abilities, and often
assigns him to the head tech's own team. He was
selected to accompany Anselm to the Katana fleet,
which Anselm madeabigdea about. Tomruswasmore
excited to be working with Lando Calrissian, whom he
admired sincehis daysgrowingup in Cloud City. Hehad
never even heard of the Katana fleet, so he couldn't get
as worked up about it as Anselm. Still, there was some-
thing ... unusual about it— even askeptical young man
could sense the history and ghosts of that fleet.

« Tomrus (as of the Battle for the Katana

feet)

Type: Engineer

DEXTERITY 2D+1

Blaster 3D+1, dodge3D+1, meleecombat 4D+1, meleeparry 4D+1,
pickpocket4D+1

KNOWLEDGE 4D

Cultures4D+1, languages 5D, planetary systems4D+2, streetwise
5D, value 5D+2

MECHANICAL 2D+2

Capital ship shields 3D+2, repulsorlift operation 4D+2, sensors
3D+2, space transports 4D, starfighter piloting 4D+1, starship
shields 3D+2

PERCEPTION 2D+1

Bargain4D+1, con4D+1, gambling 5D+1, gambling: tregald 6D+1,
hide4D+1, search 3D+1, sneak 4D

STRENGTH 2D+2

Climbing/jumping 3D+2, stamina 4D+2

TECHNICAL 4D

Armor repair 4D+1, blaster repair 4D+1, capital ship repair 7D+2,
capital shipweapon repair 5D+2, computer programming/repair
5D, droid repair 6D, repulsorlift repair 5D, repulsorlift repair:
cloudcars 7D, security 6D, spacetransportsrepair 7D+2, starfighter
repair 6D+1, starshipweapon repair 5D

Character Points 2

Move 10

Equipment: Toolkit, blaster pistol (4D), datapad (with repair
schematics for dozens of New Republic and Imperial vessdls),
sabacc deck
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Chapter Three

The Force

From the Datapad of Voren Na'al, former Director of
NewRepublic Council Research (retired). Thisreportwas
prepared shortly after the destruction of Mount Taniss.

The Force binds the galaxy together, though therewas a
timenot solongagowhenitsbelief wasreducedtolegendand
half-remembered taes. The Force gives Jedi Knights their
power, but the mighty fire of justice that once burned so
brightlywasal but extinguished by theEmperor andhisNew
Order. Once the Force and those who wielded its light Sde
werethe protectors of the gaaxy.

Now, five years after the Battle of Endor, Luke
Skywalker has returned the Jedi Knightsto the galaxy.
Hehas already begun teaching his sister theways of the
Force, and soon others will come to him to learn.

Luke Skywalker

His part in the Rebellion against the Galactic Empire
began while he was afarm boy on the desert world of
Tatooine. Now, almost a decade later, he is afull Jedi
Knight and arespected member of the New Republic.
Heis ahero and an inspiration. He is Luke Skywalker,
first of anew line of Jedi destined to taketheir place as
guardians of the New Republic.

With the Emperor's death, the Alliance turned the
Battle of Endor into the last great victory of the Rebel-
lion, the decisive battle to eliminate the evil of the
Empire once and for all. The Alliance became a true
government after months of debate, and the New Re-

Luke Skywalker pulled ablack glove over hisright
hand — his biomechanical right hand. After five
years, he had gotten used to the idea of amechanical
hand. But therewere timeswhen it bothered him to
look at the artificial fingers flexing to his uncon-
scious commands. He aways wore the black glove
over the hand, asthough to hideit from himself and
others. Theway Darth Vader hid beneath acloak of
black.

L uke shook away the thought. It wasn't the same,
was it?

He still remembered the battle on Cloud City. He
had faced Vader with his new Force abilities and his
lightsaber. The battle was fierce, but when it ended
Luke had lost his hand, his saber, and much of his
innocence. Perhaps what Vader had told him had
hurt more than the slicing blade of the dark lord's
lightsaber. Vader informed himthat hewasthedark
lord's son — Darth Vader was Anakin Skywalker
once upon atime.

Biomechanical fingersflexed and clenched at the
memories, but Luke allowed them to flow. He re-
membered histime aboard the medical frigate. Too-
Onebee, the medical droid, had installed the pros-

The Reminder

thetic hand with skill and care. It was like he had
never lost his original, except this new one was
madeof circuitsand metal, not flesh and blood. Flex.
Clench. Memories.

When next they met, it was Luke's turn to slice
away a limb. Vader lost his right hand to Luke's
saber, but his hand was already a biomechanical
replacement. In fact, Vader was mostly mechanics
and life support equipment, hidden beneath ablack
armored shell. Was L uke destined to become more
machine than human? More Dark than Light? He
pushed away thethought, and another came unbid-
den from his memories.

Thistime, Lukewas inside the cave on Dagobah,
facinganightmareimageof DarthV ader. L ukeknew
that beneath the armor he would find his own face.
Thiswasawarning, tellinghimtohold ontohimself,
no matter how difficult the challenges he had to
face. Hecouldn't allow himself to giveintothedark
side. The death side. He had to always remain Luke
Skywalker.

That was the secret, he decided, flexing his hand
again. There was nothing wrong with replacement
limbs if he remembered to remain true to himself.
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public eventually emerged to guide the galaxy. How-
ever, the Republic faced anew kind of battle. First, the
New Republic had to defeat the remnants of the Empire,
which it has so far driven into aquarter of the systems
it once held. Second, it had to restore the galactic
government and reinstitute the laws of justice and
liberty to systems long under the tyrannical hedl of the
Empire. Luke Skywalker, asaJedi Knight, has become a
symbol of the New Republic and its lofty goals. Over the
years in which the new government has been in place,
Luke hastraveled far and wideto inspire hope and win
trust. And hedoes thiswithout rank or official standing
inthe New Republic hierarchy.

Though he believes himself to be atrue Jedi, thereis
still so very much that Luke does not know. Most Jedi
lore died with Obi-Wan and Y oda, and L uke constantly
worries that something he doesn't fully know or under-
stand will be hisundoing. Not that heisworried that he
will be drawn to the dark side, though sometimes he
wondersif aparticul ar use of the Force might push him
a little too close to the shadows. Mostly Luke is con-
cerned about trai ning other Jedi — which he knows he
must do, though the risks frighten him. He remembers
how Obi-Wan Kenobi explained his own great failure.
He began Anakin Skywalker'strainingintheways of the
Force, but was unable to keep the man from being
seduced by the dark side. Luke wonders if the same
terrible fate will befall his students.

Luke has so far only taken on one pupil. His sister
Leia, who demonstrates all of the latent talent Luke
possessed, has begun learning theways of the Jedi from
her brother. The process has been slow, however,
particularly due to Leias busy, hectic schedule as a
member of the New Republic's Provisional Council.
Still, she hascomealongway. She can handlealightsaber
well enough not to hurt herself, and she can use the
Force to sense feelings, moods, and emotions. When
her twins are born, Luke will become their teacher as
well, for they carry the Skywalker heritage within them
— they are strong with the Force, too.

Skywalker considered himself the last of the Jedi
after Yodaand Darth Vader died. Obi-Wan K enobi, who
appeared to Luke one last time in adream, assured his
former pupil that he wasn't the last of the old Jedi, but
thefirst of the new. "Y ou arestrong in the Force, Luke,"
thedream-imagetold him, "and with perseverance and
discipline you will grow stronger still. But you must
never relax your guard. The Emperor is gone, but the
dark side is still powerful." It was Ben's final lesson to
his beloved student and friend, alesson L uke promised
himself he would never forget.

Luke carries no weapon other than his lightsaber,
and hetravels the galaxy in his X-wing starfighter. His
right hand is a cybernetic replacement for the hand he
lost to Darth Vader's lightsaber on Cloud City. His
family consists of Leia Organa Solo and her husband
Han, the Wookiee Chewbacca, and the droids Artoo-
Detoo and See-Threepio. For these people, Lukewould
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risk any danger and face any foe.

Since the rise of the New Republic, Luke Skywalker
has become a symbol of all the new galactic union
standsf or. Oneof hisprincipal missionscallsforhimto
visit member worlds and thoseworlds being courted to
join the Republic. His role in the success of the Rebel-
lion has become legend and, along with his station as
Jedi Knight, make him a sought after guest and aliving
testament for the New Republic. Thistypeof attention
continues to make him uncomfortable, even after five
years as arecognized object of hero worship, but he
goes along with it for the good of the fledgling govern-
ment and because Mon Mothmarequestsit.

Thelast few weeks have been troublesome onesfor
Jedi Skywalker. It seemed that everywherel uketurned,
he found a new threat — to him, to his family and to the
New Republic. Even aJedi must be hard pressed tofend
off attacks from all fronts.

A key element of Skywalker's personality became
evident at this point. During thetrials and tribulations
the Jedi was forced to endure — being captured by
smugglers, deceived by a dark Jedi, rendered power-
less by ysalamiri — Skywalker never despaired. In-
stead, he triumphed.

Skywalker now intends to complete his sister's Jedi
instruction, and beginteaching his nieceand nephew in
the ways of the Jedi, atask that he seems to find quite
daunting.

* Luke Skywalker (as of the Battle at Sluis

Van shipyards)

Type: Jedi Knight

DEXTERITY 3D

Blaster 6D+2, brawling parry 6D+2, dodge 8D+2, lightsaber 10D+2.
melee combat 4D+2, melee parry 10D+2

KNOWLEDGE 2D

Alien species 5D, bureaucracy 5D+2, languages 4D, planetary
systems 5D, streetwise 6D+1, survival 7D+2, value4D
MECHANICAL 4D

Astrogation 7D, beast riding 5D+1, beast riding: tauntaun 6D+1,
repulsorlift operation 8D+1, repulsorlift operation: airspeeder
8D+1,sensors4D+1, starfighterpiloting8D+1,starfighterpiloting:
X-wing 10D+1, starship gunnery 8D+1, starship shields 7D+1
PERCEPTION 2D+1

Bargain 5D, command 8D, con 4D, hide 7D, search 6D, sneak 7D
STRENGTH 3D

Brawling 6D+2, climbing/jumping 7D+2, lifting 5D+2, stamina8D+2
TECHNICAL 3D

Computer programming/repair 5D+1, droid programming 6D+1,
droidrepair 6D+1, firstaid 5D+1, lightsaber repair 9D, repul sorlift
repair 7D+1, security 5D+1, starfighterrepair 6D+1

Spedial Abilities:

ForceKills: Control 13D, sense 11D, alter 10D

Control: Absorb/dissipate energy, accelerate healing, concentra-
tion*, control pain, detoxify poison, emptiness, enhanceattribute,
hibernation trance, reduce injury, remain conscious, resist stun
Sense: Combat sense, danger sense, instinctiveastrogation**, life
detection, life sense, magnify senses, receptive telepathy, sense
Force

Alter: Injure/kill, telekinesis

Control and Sense: Farseeing, lightsaber combat, projective te-
lepathy

Control and Alter: Inflict pain

Control, Sense and Alter: Affect mind
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There's Something Not Right Here ..."

With thosefateful words, Luke Skywalker sensed
the evil emanating from atiny portion of the Dagobah
swamp.

"| feel cold, death.”

Theterribl e sensations echoed out of the depths
of his memory, making him shudder. Dagobah had
been along time ago, in another star system. That
wasthen, and thiswas now. It was only natural that
the Imperial Palace would dredge up foul memories
like that one.

Luke tried to calm himself, going through a Jedi
relaxation technique as he wandered the empty
halls of the Imperial Palace. As he walked beneath
an ornately carved arch, the memory continued . ..

"That place ... is strong with the dark side of the
Force, "Master Yoda explained "A domain ofevil itis.
Inyou mustgo."

Inyou mustgo ...

Lukeshivered, tryingto concentrate on thejob at
hand. The Provisional Council asked him to check
out the palace after informing him of its decision to
move the New Republic government to Coruscant.
He had protested, of course, claiming the symbol-
ismwasall wrong. The Council convinced him of the
contrary, though. And when Leia explained it, he

understood exactly why the Republic had to lead
from Imperia City.

That didn't mean he had to like it.

Could aplacebecomeevil ? That cave on Dagobah
had certainly been so. Could the palace be imbued
with the dark side by virtue of the Emperor's long
association with the place? He had to admit it was
possible, but he felt no disturbances in the Force as
hewalked from chamber to chamber. All hefeltwere
memories, and most of thosewere hisown.

"What's in there?" he had asked Yoda innocently,
nodding toward the twisted tree which guarded the
dark cave. Yoda answered simply, "Only what you
takewithyou. "

Thepalacedidn't even seemto havethat muchin
it. He had to admit it — there seemed to be no
residual effects of the Emperor's stay in the palace.
Luke couldn't even sense his lingering presence
when he employed the sensing techniques Ben and
Y oda had taught him.

With afinal glance around the lofty entrance hall,
Luke left to give the Council his report and recom-
mend that the palace was safe to inhabit. He hoped
h_eﬁnew what he was doing. He hoped he had been
right.

* Thispower isdescribed in the5far WarsMovie Trilogy Sourcebook.
** This power is described in Galaxy Guide 9: Fragments fromthe
Rim..

This character is Force-sengitive

ForcePoints. 25

Character Points: 40

Move: 10

Equipment: Lightsaber (5D), comlink

Luke Skywalker (as of the Battle for the

Katana fleet)

Melee combat 5D+2

Scholar 4D+2, value 5D, willpower 8D
Communications3D+1

Persuasion 5D+1

Droid repair: astromech 7D+

Force Points 30

Character Points 65

Luke Skywalker (as of the Assault on Mount

Tantiss)

Lightsaber 11D

Intimidation4D+1,planetary systems5D+1, scholar5D
Communications4D

Command 8D+1, sneak 7D+1

LiftingéD,

Computer programming/repair 5D+2

Special Abilities:

Force Kills: Control 13D+1, sense 11D+1, alter 10D+2
Force Paints. 33

Character Points. 70
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Joruus C'baoth

Jedi Master Jorus C'baoth waswell known inthe Old
Republic. Henegotiated treati esbetweenwarringaliens,
fought the enemies of the Old Republic, and partici-
pated in the noble Outbound Flight project. C'baoth
was the epitome of a Jedi Master.

And then something changed.

At some point, and no one knows for sure exactly
when, Jorus C'baoth was cloned. Joruus C'baoth was
born.

Thrawn found Joruus C'baoth on a world called
Wayland, while searching for the Emperor's hidden
storehouse. Over the years, Joruus has become some-
what confused over who he was. He did not remember
that he was the Emperor's Guardian of the Mount
Tantiss facility. Instead, he believed that he killed the
guardian and then took control of both Mount Tantiss
and theworld of Wayland. To Joruus'stwisted thinking,
he served no Emperor. His power was hisalone, and it
served him well.

For al his confusion and shattered memories, Joruus
C'baoth was still aJedi Master. His powerswere drawn
from the dark side of the Force, and he used them to
corrupt and control. He controlled living beings, forc-
ing them to be puppets to his twisted will. He could
enhance coordination between people, even if those
people were light years apart. Realizing that C'baoth
could be a formidable weapon in his arsenal, Thrawn
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The Real Jorus

Jorus C'baoth was born of human parents on the planet
Bortras, inthe Reithcas Sector. When he was seventeen, he
began studies at Mirnic University. His interests and an
innateability inthe Forceled himtothe Jedi Training Center
on Kamparas after he graduated from Mirnic. Two years
later, he began private Jedi training with an unknown mas-
ter. Another two years passed, and Jorus was granted the
title of Jedi Knight. After twelve years of service to the
galaxy, he officially assumed the title of Jedi Master.

As a Jedi Knight, Jorus C'baoth participated in many
important happenings. He was part of the demilitarization
observation group that went to Ando on behalf of the Old
Republic. He served asamember of the Senate I nterspecies
Advisory Committee. Hewas eventhe personal Jedi advisor
to Senator Pal patine, although the detailsof that serviceare
no longer available in the Old Senate Library Records.

When aJedi task force was assembl ed to opposethe dark
Jedi insurrection on Bpfassh, Jorus C'baoth was apart of it.
He hel ped battle, hunt down, and eventual ly defeat the dark
Jedi who had wreaked havoc throughout the sector. When
Alderaan had an ascendancy contention, Jorus was among
the del egation sent toresolvethe problem. When Alderaan's
ruling council had deadlocked threetimestrying to decide
which family line should receive the Viceroy title, they
appealed to the Senate to mediate the contention. In less
than one month, Jorus C'baoth and his delegation decided
that the Organafamily had the proper claim.

Hisrecorddoesn'tendthere. Jorusassi sted theJedi Master
TrasM'insinthemediati on of theDuinuogwuin-Gotal conflict.
He was named ambassador-at-large to Xappyh Sector. And it
was his influence and convincing argument that alowed the
Senate to authorize and fund the Outbound Hight Project. The
project was an attempt by the Old Republic to search for life
outside the galaxy proper. Jorus was one of six Jedi Masters
attached to the project. The project launched from Yaga
Minor, but no further record exists of what it may havefound
—or evenif it ever returned.

persuaded the Jedi Master to assigt in the campaign
against the New Republic in exchange for new Jedi to
train— Leia, her children and Jedi Skywalker. C'baoth
believed that power is more personal than conquering
far-away worlds or destroying people from a distance.
OnWayland, Joruustook possession of theentire planet.
Its peoplewerehistoteach, to command and to punish
— or kill — at hiswhim. Their lives and deaths were,
quiteliterally, inthe palm of his hand. Hehad nodesire
to hold distant power over faceless lives.

C'baoth had hisown ideas on how the Empire should
be run. C'baoth apparently planned to rule the "new"
Empirethat Thrawnwas creating, exerting particularly
strong influence over the weaker-minded officers un-
der his command. Unconfirmed reports from within
Imperial circles claim that it was C'baoth's control of a
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well-known Imperial officer that led to the battle be-
tween Imperial factions during the assault on Mount
Tantiss. Since the majority of the clones at Mount
Tantiss were from approximately 20 basic genetic tem-
plates, C'baoth only needed tolearnto control those 20
minds to control all the clones.

According to Luke Skywalker, the duplicate C'bacth
was easily as formidable a foe as Darth Vader and
completely twisted to the dark side of the Force.

"Joruus C'baoth was ill, very ill. He claimed that
myself, Lelaand the twinswould knedl before him, and
he would 'heal the galaxy.' But he was no healer. He
tried to destroy Han, Leia, Mara ... dl of us."

Joruus attempted to subvert Skywalker, and when
that failed, "tested" L uke by pitting him against aclone
in combat — a clone of Skywalker himself. After the
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clonewaskilled by MaraJade, C'baoth lost control, and
itwasthis instability, combined with the Force powers
of Skywalker, Organa Solo and Jade herself, that even-
tually proved to be Joruus undoing. Mara struck him
down inside Mount Tantiss.

Joruus C'baoth was atall, lean and muscular human
male. He had unkempt gray hair and a beard which
reached almost to the middle of his chest. He wore
simple shin-laced sandals and an old brown robe. His
face was dark, deeply lined, and surprisingly regd,
despitethe arrogance and di sdai n that generally twisted
hisfeatures.

« Joruus C'baoth (as of the Battle at Sluis Van

Shipyards)

Type: Jedi Master

DEXTERITY 3D+2

Archaic guns5D+2, bows5D+2, Brawling parry 9D+2, dodge9D+2,
melee combat 8D+1, melee parry 8D+1, lightsaber 9D+2, thrown

weapons 6D+2,

KNOWLEDGE 2D+1

Alien species 4D+2, cultures 4D+1, intimidation 7D+1, languages
5D+2, streetwise 6D, survival 7D, willpower 7D+1

MECHANICAL 2D+2

Astrogation 4D+2, beast riding 4D+1, repulsorlift operation 5D+1
PERCEPTION 3D

Bargain 8D, command 11D, con 10D, hide 9D, persuasion 7D,
search 9D, sneak 9D

STRENGTH 3D

Brawling 6D, climbing/jumping 8D+2, stamina 8D

TECHNICAL 2D+1

Firstaid 5D+1, lightsaber repair 10D, security 5D+1

Special Abilities:

Force kills: Control 13D, sense 12D, alter 11D

Force powers (these are the powers which Joruus demonstrated, and
it believed he may have possessed others):

Control: Absorb/dissipateenergy, acceleratehealing, control pain,

detoxify poison*, emptiness, enhance attribute*, hibernation

trance, reduce injury, remain conscious, resist stun, short-term
memory enhancement*

Sense: Combat sense*, danger sense*, life detection, life sense,
magnify senses, receptive telepathy, sense Force

Alter: Injure/kill, telekinesis

IContLoI and Sense: Farseeing*, lightsaber combat, projective te-

epathy

Control and Alter: Force lightning*, inflict pain*

Control, Sense and Alter: Affect mind, control mind*, enhanced

coordination*, telekinetic kill*

Soecial: Force scream**

This character is Force-senstive

Force Points: 35

Dark Side Paoints: 21

Character Points: 17

Move 10

Equipment: Lightsaber (5D), robes

 (as of the Battle for the Katana fleet)
Force Points. 22
Dark Side Points. 25
Character Points. 21

* (as of the Assault on Mount Tantiss)
KNOWLEDGE 2D*
Alienspecies3D*, cultures2D+1* ,intimidation8D, languages4D*,
streetwise4D*, survival 6D*, willpower 5D*
PERCEPTION 2D*
Bargain 6D*. command 11D+1, con 8D*, hide 8D*, sneak 7D*
Brawling 6D+2
Special Abilities:
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Forceskills: Alter 12D

ForcePoints. 20

Dark Sde Paints: 35

Character Points: 19

Equipment: Lightsaber (5D), robes, remote detonator

Force Powers in the Roleplaying
Game

The following Force powers appeared in the Heir to
the Empire Sourcebook, Dark Force RisingSour cebook or
The Last Command Sourcebook. Note that these de-
scriptions are complete, but you needtherulesgivenin
the Sar Wars: The Roleplaying Game, Second Edition
rulebook to make full use of them.

If aForce-usingJedi hasapower notlisted here, it can
be found in the Force section of Sar Wars. The Roleplay-
ing Game, Second Edition.

Control Powers

Enhance Attribute

" And suddenly Luke wasgone, asingle leap taking him
to the top of the X-wing ..."

Contral Difficulty: Moderate.

Effect: A Jedi uses this power to increase a single
attribute for a limited amount of time. An increased
attribute can help a Jedi jump higher, dodge quicker,
see better, and run faster. All skills controlled by the
enhanced attribute are increased by the appropriate
amount for as long as the power is in effect.

An attribute increased by this power remains en-
hanced for the duration listed below. Duration and
attribute increase is determined by how much a
character's control skill roll beatsthe difficulty number.
Duration can be extended through the use of character
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points— for every character point aJedi spends after
Invoking this power, the duration is extended by one
combat round. The points can be spent a any time
before the power fades.

A Jedi can only increase one attribute a atime. If a
character invokes the power to enhance a second
attribute whilethe first attribute is still enhanced, then
the first enhancement fades and the second attribute
receives the benefit.

SKkill Roll Beats Attribute
Difficulty By Increase Duration
013 +1D 3 Rounds
14-25 +2D 2 Rounds
26+ +3D 1 Round

Short-Term Memory Enhancement

"Luke closed his eyes, reaching inward with the Force.
Short-term memory enhancement was one of the Jedi skills
he'd learned from Yoda. The pictures flowed swiftly back-
wardin time: hiswalk to the medical wing, hisconversation
with Wedge, his hunt for a public comm desk ..."

Control Difficulty: Difficult.

Required Powers Hibernation trance

Effect: When a Jedi uses this power, he or she can
replay recent eventsin order tomore carefully examine
images and peripheral occurrences. Usingthe power, a
Jedi can freeze images and even scan memory tracksto
recall details that were seen but did not register con-
scioudly at the time of observation.

In gameterms, this power can be used to alert aJedi
to information, items, other characters, or anything
else that passed before his or her senses within a
specific span of time. In addition, if a gamemaster
provided clues or leads to clues that the players origi-
nally missed or ignored, this power can be used to
recal them. When players get stuck on a puzzle or
mystery within an adventure, this power can alert them
to possible solutions, if those sol utions were observed
earlier in the adventure.

How far back aJedi can rememberwiththispoweris
determined by the success of his control skill roll.

Skill Roll Beats Memory
Difficulty By Extends Back ...
08 Through Current Episode
9-20 Through Last Episode
21+ Through Last Two Episodes

Sense Powers

Combat Sense

"Luke held his ground, feeling the Force flowing into
him and out through his arms, evoking an odd sort of
tunnel vision effect that turned mental spotlights on the
attack itselfand relative darkness on everything else ..."
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~ Sense Difficulty: Moderate for one opponent, modi-
fied by +3 for every additional opponent aJedi wantsto
defend against.

Required Powers Danger sense, life detection

Effect: Combat sense helps a Jedi focus on the battle
a hand. Everything el se becomes dulled and muted as
the Jedi's senses are all turned to the combat happen-
i_n% around him. All targets become mentally high-
lighted in the Jedi's mind, aiding him in attack and
defense. In gameterms, by focusinghisattentionon his
opponents, aJedi gains certain important advantages.

First, he gets to decide when he wants to act during
around—noinitiativerollsare needed whilethe power
isin effect. If more than one Jedi is using this power,
whichever Jedi rolled highest when invoking the power
gets tdo determine exactly when they are acting in the
round.

Second, hisattack and defenserollsareincreased by
+2D. Combat sense lasts for ten combat rounds and
doesn't count as a"skill use" for determining die code
penalties.

Danger Sense

"It came as a flicker of movement from one of the
doorways, and an abruFt ripple in theForce. 'Duck!’ Luke
barked, igniting his lightsaber. With a shap-hiss the
brilliant green-white blade appeared — and moved al-
most of its own accord to neatly block the blaster bolt that
shot toward them ..."

Sense Difficulty: Moderate or attacker's control roll.

Required Power: Life detection

This power can be kept up.

Effect: Danger sense alows a Jedi to extend his
senses around himself like protective sensors, creating
afr; early warning system for as long as the power isin
effect.

When thi Zpower isused, the Jedi detectsany attacks
the round before they are made. This givesthe Jedi a
round to decide how to react to the danger.

In game terms, if any character is going to attack a
Jedi on the next round, they must declare their action
theround before it happens. Characters who are going
to attack the Jedi may roll their control skill to increase
the difficulty of using the power.

Control and Sense Powers

Farseeing

"I wouldn't trust Jedi farseeing all that much iff were
you,' Mara retorted. 'The Emperor did a lot of that, too. It
didn't help him much in the end ..."

Contral Difficulty: Very Easy. Modified by proxim-
ity. Add +5to +20tothedifficultyif the character wishes
to see into the past. Add +10 to +30 or more if the
character wishes to see into the future.

Sense Difficulty: Very Easy if the target is friendly
anddoesn'tresist. If thetarget resists, makeacontrol or
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PrincessL eiaOrganaSol o can easily bedescribed
as a remarkable young woman. Anyone who has
seen and done as much as Leia has, and left such a
profound mark on the structure of the gaaxy, is
certainly worth noting from a historical standpoint.
But 1findthat PrincessLeiasmost significant contri-
bution to the state and future of the New Republic
might very well be the pair of infants she is holding
in her arms as | interview her.

"WEell, they definitely have some Solo in them,"
Leiaquipped, as Jacen squalled briefly (and loudly).
Blowing a stray lock of hair out of her face, she
seemed nonetheworsefor wear despitethetrauma
of recent events — the birth of her children, being
trapped during the Sege of Coruscant, and the
desperate battle at Mount Tantiss. "I could actually
communicate with them during the birth ... after a
fashion." She blinked away asudden tear in her eye
and smiled.

"Y ou see, using some of the Jedi skillsmy brother
taught me, | 'touched' their minds quite regularly
during my pregnancy, and though they never really

Jedi Twins

respondeddirectlytome, | couldsensetheir...well,
their emotions, their state of mind, | guess.”

"But it wasn't until delivery that they really un-
derstood what | was doing or who | was. | kept
'sending’ messages: 'I'myour mother and I'm here,’
forexample.

"And that'swhen one of the babies— I'm still not
surewhich— actually 'touched' back." Leiablinked
back some more tears, visibly moved.

"They have a bond between them, alink in the
Force that | can only begin to sense. They are 0
strong, so rich in the Force. They are completely
attunedtoeachother ... it'sbeautiful. They'll never
be alone. Even," she added softly, "when they're
apart.”

Leia smiled. "Luke seems to be eager to begin
their Jedi training,"

It isthen that | realized that | am witness to the
birth of the new generation of Jedi Knights. Judging
by the family history the Organa Solo twins have, it
isnearly impossibleto estimate the effect these two
infants will one day have on the gdaxy.

— Excerpt from Voren Na'al's personal data |og.

Perception total for the difficulty. Modified by relation-
ship.

Required Power: Life sense

TimeTo Use At least one minute

Effect: Theuser seestheperson or placehewishes
to seein hismind asthe situation currently exists. The
power can also be used to seethe past or thefuture. The
Jedi also seesthe immediate surroundings, and so can
know, for example, when afriend is in danger, or what
hashappenedto hishomeplanet in hisabsence.

Farseeing requires calm conditions and at least one
minute, but often takes afew minutes. Farseeing cannot
bedoneinthefaceof danger. The Jedi'svisions may not
beentirely accurate:

Power roll > Past/

Sense difficulty Present Future
010 50% 10%
11-20 5% 25%
21-30 90% 0%

31+ 100% 75%

Thepast and present areset anditismerely amatter
of the Jedi having correct perceptions. However, the
futureis aways fluid, aways in motion, never set until
it becomesthe present—thereforeitismuch harder to
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predict. The percentages on the chart are a rough
measure of how much correct information the charac-
ter receives in their vision.

For example, 10% means that the character will only
be ableto make out the most basic details of asituation,
such as "My friendsarein danger." 25% meansthat the
Jedi gets a somewhat accurate vision of what will
transpire, but most major details will be missing from
thevision. 50% meansthat thecharacter'svisionwas
about half right. 75% means that the character has an
understanding of the critical happenings, but the char-
acter still has missed a major detail or two, which, of
course, can complicate things. 90% means that the
character has avery accurate and very detailed vision
of what has or will transpired. 100% means that the
character's vision is even more accurate and detailed,
complete with minor, almost trivial details.

When a character farsees into the future, the game-
master has to make an honest effort to correctly repre-
sentwhat will happen: if thecharactersget a 75% resullt,
the gamemaster must try to predict what he thinks the
characters will do and what the outcome will be. Of
course, since the future is o fluid, things are dways
subject to change. Farseeingisagreat mechanic for the
gamemaster to revea part of the story — enough to
tantalize the players, without ruining the story.
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Control and Alter Powers

Force Lightning

Contral Difficulty: Difficult. Modified by proximity,
but limited to line of sight.

Alter Difficulty: Perception or control roll of target.

Required Power: Absorb/dissipate energy, injure/
kill, inflict pain

Warning: A Jedi who usesthis power for any reason
immediately gets adark side Point.

Effect: This power is a corruption of the Force,
harnessing pure hatred and evil from the user and the
dark side. When used, it producesboltsof whiteor blue
energy which fly from the user's fingertips, like sorcer-
ous lightning. These bolts tear through the target,
causing intense pain and injury.

The user must make a control roll to summon the
energy for these bolts. Theselightning bolts cannot be
parried or dodged. Once the lightning bolts are called
forth, the victim's only hope is to roll higher with his
Perception or contral. If the victim does roll higher, the
lightning bolts reach out toward the victim, but are
deflected or go around. A Jedi armed with alightsaber
can use the lightsaber combat power to block force
lightning by rolling a higher control total, but force
lightning cannot be deflected to other targets. This
power can be dissipated with the absorb/dissipate en-
ebrgiy power — the intended victim simply absorbs the

olts.

When someoneusesforcelightning, thedamageis 1D
for each 1D of alter the user has. The victim resists
damage with their Srength; armor is useless against
force lightning. Force lightning courses over and into its
target, convulsing him with pain, siphoning off his
energies and eventually killing him. If this power stuns,
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wounds or causes any other injury to acharacter, heis
30 convulsed with pain that he isincapable of perform-
ing any actions for the rest of the round and the next
round.

Inflict Pain

Contral Difficulty: Very Easy. Modified by proxim-
ity.
yAlter Difficulty: Target's control or Perception roll.
Modified by proximity.

Required Power: Control pain, life sense

Warning: A character who usesthis power immedi-
ately receives adark side Point.

Effect: Thetarget experiences great agony. Theuser
causes damage by rolling their alter skill, while the
target resists damage with their control, Perception or
willpower. Damage is figured as if the attack was astun
attack, although if the target suffers any damage a all,
they are so crippled by pain that they are incapable of
acting for the rest of the round and the next round.

Control, Sense and Alter Powers

Control Mind

Contral Difficulty: Easy for aJedi who hasturnedto
the dark side. Moderate for a Jedi who is of the Light
Side.

Sense Difficulty: Target's Perception or control roll.
Modified by relationship.

Alter Difficulty: Variable, depending upon number
of targets and whether the Jedi is of the dark side or
Light Side. See chart below. Modified by proximity.

Number of Dark Light
Targets: Side Side
1 Very Easy Moderate
2 Easy Difficult
3 Moderate  Very Difficult
4-5 Difficult Heroic
6-8 Very Difficult -
915 Heroic —

Required Power: Receptive telepathy, telekinesis,
affect mind

Warning: A Jedi who uses this power gains a dark
side Point. A Jedi who has not turned to the dark side
gains adark side Point for each evil action he forces a
person under his power to perform, but aJedi who has
turned to the dark side does not.

This power may be kept "up," but the Jedi must make
a new power roll whenever he adds or switches targets.

Effect: The use of this power alows Jedi to take
control of other people, turningtheminto puppetswho
must obey the Jedi'swill—they must servethe Jedi like
automatons. This power may not be used on droids or
computers.

Controlled characters may attempt a new roll to
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escape versus the Jedi's sense roll whenever the Jedi
adds new characters to his control.

Enhanced Coordination

Control Difficulty: Moder ate.

Sen=e Difficulty: Difficult.

Alter Difficulty: Variable, depending upon number
of targets. M odified by proximity.

Number of individuals

to be affected Difficulty
110 Very Easy
11-100 Easy
101-500 Moderate
501-5,000 Difficult
5,001-50,000 Very Difficult
51,000-500,000 Heroic

Required Power: Life sense, affect mind

This power may be kept "up,” but a new power roll
must be made whenever the Jedi wishes to coordinate
new troops or skills are to be changed.

Effect: The use of this power allows a Jedi to coordi-
nate the activities of a group in order to increase the
group's effectiveness at a given task. This power was
often used by Emperor Palpatine to increase the fight-
ing ability of histroops, mentally driving them on and
supplementing their will to fight; Joruus C'baoth cur-
rently uses the power to increase the abilities of Grand
Admiral Thrawn'stroops.

This power may only be used on targets who are in
agreement with the intent of the Jedi (such as, "to
defeat the Rebellion”). It does not grant the Jedi mental
control over the affected troops.

Instead, this power links all of the troops on a sub-
conscious level, allowing them to fight more profi-
ciently and with better organization. If the power is
successfully called upon, the Jedi picks three specific
Dexterity, Mechanical, or Srength skills. All troops re-
ceiveabonus of 1D for every 3D (rounded down) that
they have in the given skills.

Example: Joruusisusi ngenhancedcoor dination.
He picks capital ship gunnery, capital ship piloting,
and capital ship shields as the three ills. If the
troops have2D+2 or lessintheskill, they receiveno
bonus. If they have 3D to 5D+2 in the skill, they
receive+1Dtotheir skill whilethepower isineffect.
If they have6D to8D+2intheskill, they receive+2D
to the skill while it is in effect.

Telekinetic Kill
"Maraglared at him and lashed out again, this time with
the Force. Thrawn frowned dlightly, fingers moving across
his neck as iftrying to brush away an intangible cobweb.
Mara leaned into her tenuous grip on his throat; and he
brushed again at his neck before understanding came ..."
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Contral Difficulty: Easy. Modified by proximity.

Sense Difficulty: Easy. Modified by proximity.

I,IAIter Difficulty: The target's control or Perception
roll.

Required Power: Control pain, inflict pain, injure/
kill, life sense

War ning: A characterwhousesthi spower automati-
cally receives a dark side Point.

Effect: Thispower isusedtotelekinetically injureor
Kill atarget. When the user makes his alter roll against
the character's control or Perception total to determine
damage. The exact method used to kill thetarget varies:
collapse the trachea, stir the brain, squeeze the heart,
or any number of other methods.

Sense And Alter Powers

Dim Other's Senses

Snse Difficulty: Easy. Modified by proximity.

Alter Difficulty: Target's control or Perception roll.

The attribute and skills are reduced as long as the
power is kept "up.”

Effect: This power greatly reduces the Perception of
thetarget character. If successful, reducethecharacter's
Perception and all Perception skills, depending uponthe
result:

Alter roll > control or Reduce
Perception roll by Perception
05 -1pips
6-10 -2 pips
11-15 -1D
16-20 -2D
21+ -3D

The power may be used on more than one target at
atime, with anincrease of +3tothesensedifficulty for
each additional target; the target with the highest con-
trol or Perception rolls for the entire group.

Special Force Effects

Force Scream

Note: This is an involuntary power that may be
activated when the dark Jedi loses control of hisor her
temper.

Effect: Thedark side of the Forceis seductive, offer-
ing tremendous power to lure the weak-willed into its
grip. Fear, anger and jealousy aretheties that bind the
servants of the dark side, and by tapping into such
emotions, the dark Jedi are capable of unleashing un-
told devastation.

The power to destroy, however, does little to im-
prove control of these abilities. Dark Jedi who have
become angered sometimes lose control of their emo-
tions. This cantrigger shock wavesthat ripplethrough
the Force, devastating both thedark Jedi and thosewho
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The Teachings of Joruus Cbaoth

Joruus teachings are distinctly different than those
Luke received from Yoda, the Jedi Master. To the
youngJedi, Joruus beliefs are dangerously misguided.

"To be a Jedi is to be a servant of the Force. |
called you through the Force; and when the Force
calls, you must obey."

"Wearethetruejusticeof thegalaxy. Wetwo, and
the new legacy of Jedi that we will forgeto follow us.
L eavethe petty battlesto others, and prepareyour-
sdf for the future.”

"Droids are an abomination — creations that
reason, but yet are not genuinely part of the Force."

"Herequired alesson, and painisthe oneteacher
no one will ignore."

"If you alow your justice to be forgotten, you will
be forced to repeat the same lessons again and
again."

"Maturity is defined solely by the understanding
and use of the Force."

"A Jedi usestheForcef or knowledgeand defense,
never for attack?A platitudefor the simpleminded.
Or for those with insufficient wisdom to make their
own decisions. | am beyond such things."

The "Force scream,” as it is called, has been called "a
wave of hatred, amplified and fueled by the dark side,
that is capabl e of smashing through mental and physi-
cal defenseswith ease A number of referencesto dark
Jedi in Old Republic archives often mention the dark
Jedi losing control, violently, in the final moments of
battle with the Jedi affiliated with the light side of the
Force.

In game terms, a Force scream is a reflex, usually
occurringwhen dark Jedi areprovoked intolosingtheir
tempers. A dark Jedi must makeaDifficultwillpowerrall
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whenever angered to the point of rage; if thisroll falils,
the Jedi rel easesthe Force scream. A dark Jedi that fails
thisroll has all die codes reduced by -2D for one hour
and must rest for one hour, or suffer an additional
penalty of -2D until rested (penalties are cumulative).

The Force scream causes damage equal to the dark
Jedi's alter skill to al beingswithin 50 meters, including
thedark Jedi who unleashesthismental energy. Force-
sensitive characters roll their alter dice to resist dam-
age; those without the alter skill use Strength to resist
damage.
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Chapter Four: Remnants of the Empire

Chapter Four
Remnants of the

Empire

History Lesson

From the datapadjournal of Voren Na'al, Director of
New Republic Council Research (retired). This was re-
corded shortly after the Assault on Mount Tantiss.

For many long, bloody years, the Allianceto Restore
the Republic waged war against the Empire. It was
outmatched, outclassed, andoutnumbered, madeupof
aragtag collection of battered ships and desperate,
widely different people. It should never have stood a
chance. But against all odds, the Alliance stood its
ground, pushed forward, and eventually won. At the
decisive Battle of Endor, the Jedi returned to aid the
Alliance in the form of Luke Skywalker and his father
Anakin. The Emperor waskilled, his fleet scattered, and
hisdarkwillwhichheldtheEmpiretogether destroyed.
Without itsbinding, theEmpirebeganto unravel.

Duringthereign of the Emperor, themilitary might
and political power of the Empire dominated the gal-
axy. Policies of expansion and exploration that the Old
Republic had implemented had been subtly altered;
expansionwasfor conquest'ssake, instead of f or knowl-
edge. Newly discovered civilizationswere subjugated
and exploited; tax revenue and raw materials were
stripped from new worlds to fuel the Imperial war
machine.

In many cases, planets submitted to Imperial rule
and their planetary governments were altered only
slightly. Often, an Imperial governor was appointed to
oversee the interests of the Empire and he or shewas
given sufficient military resources to enforce those
interests. Fear of reprisals and knowledge that these
governors could call on help from sector Moffs kept
local populations sufficiently docile.

In recent days, however, the Empire has become a
much different entity. Loca Imperial governorsfound it
muchmoredifficulttomaintaincontrol of thecitizenry,
many of whomwereeagertothrow offthel mperial yoke
upon hearing of the Emperor's demise. Military might
wasall that kept the Empireeven marginally in control
of planetsin outlying systems.

Stormtroopers, the Empire's elitetroops, were once
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plentiful, but since the Battle of Endor they have been
scarce. Local governorswereforcedtorely on Imperial
Army troops and conscription at blaster-point. Coop-
eration and discipline between various Imperial com-
manders was lax, as many of these officers exploited
the vacuum created by Palpatine's death. A clear ruler
of the Empire was desperately needed, or a war be-
twee;w factions would shatter the Empire ... perma
nently.

For fiveyears, theNew Republichad steadily pushed
the Empire closer and closer to defeat, reducingittoa
guarter of its original size.

Then, Grand Admiral Thrawn returned from Wild
Space. Heassumed command of anumber of thesurviv-
ing Imperial fleets and systematically restored disci-
pline, fightingspiritandorderto hisbel eagueredtroops.
Before hisdeath, Thrawn waswell on hisway to reviv-
ing the Empire, with himself as the new Emperor.

Grand Admiral Thrawn

Once, a dozen Grand Admirals served as the
Emperor's military commanders. Five years after the
bitter defeat of the Fleet at Endor, only one of these
august geniuses remained — Grand Admiral Thrawn.
Thrawn was atal man of regal bearing, but his features
revealed that he was not entirely of human origin. He
had shimmering blue-black hair, pale blue skin and
glowingred eyesthat seemed as menacing, intheir own
way, astheinscrutabl e, emotionlessfacemask of Darth
Vader once did.

Thrawn had spent much of his career in the Un-
known Regions. Hewas charged with thetask of bring-
ing the barbaric worlds and systems under Imperial
control. Hisbrilliant successes eventually won himthe
titleof Warlordand theright towear thewhiteuniform
of aGrand Admiral. Knowing the Emperor's discrimina-
tion agai nst non-humans, thisappoi ntment wasdoubly
impressive. Thrawn becamethe only alien to be admit-
ted into the Grand Admiral brotherhood.

The Warlord was a military genius. He had a very
flexible mind, which allowed him to find correlationsin
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seemingly unconnected information, and respond ef-
fectively to rapidly changing situations. In addition,
Thrawn knew almost every tactic and response taught
either in the Imperial Academy or the Rebel training
centers. He had theability totwist this knowledgeto his
ownends, often pulling stunningvictoriesout of certain
defeat. He rarely took the most obvious approach to a
problem or situation, but instead relied upon his pow-
ers of observation, his remarkable intuition, and his
masterful powers of reasoning to find aweakness in an
opponent.

The Grand Admiral had a passion for art, and be-
lieved that by understanding a species art one gains
understanding of that species. Thrawn had the ship's
commander's luxury and entertainment suite turned
into his private meditation chamber and command
post. He often sa in his chamber, surrounded by holo-
graphic representations of the galaxy's greatest art
treasures. He studied these works, trying to find solu-
tions to the problems facing him and his command.
Though most of these pieces of art were merely holo-
gram copies, one piecewas real. The sculpture, sitting
alonein aglobe of light, writhed upon its pedestal like
awave in some bizarre alien ocean. It represented one
of the Warlord's few failures. He was unable to gain
understanding of its creators, a species living on a
Fringe world. They refused to respond the way he
expected them to. Because of this, he destroyed them.

Thrawn returned from the Unknown Regions to find
the Emperor dead, his New Order in ruins, and his
Empireonthevergeof total defeat. He used his consid-
erable skills and command ability to rally the remnants
and gather them back into a cohesive fighting unit. He
knew he needed two things to defeat the Rebellion and
restore the glory of the New Order, and once his Fleet
wasagainin shape, heset out to securethesethings. He
needed ships and soldiers in order to build a force
capable of beating the Rebel fleet.

Thrawn operated aboard the Star Destroyer Chi-
maera, from which he planned and launched his cam-
paignsagainst the New Republic. Hisability to outguess
his enemies was vital to his strategies and in that
respect Thrawn was uncannily accurate. Thrawn used
an astonishing number of diverse elements to create
hisbattleplan: theJedi Knights' historical avoidanceof
Myrkr, the Emperor's storehouse on Wayland, the dis-
covery of the Katana fleet, and the discovery of how to
usetheysalamiri to safely clone soldiersin amatter of
weeks. Certainly, the intelligence of Grand Admiral
Thrawn cannot be stressed enough; the man was a
genius.

Thrawn had inherited the services of the Emperor's
private Death Commandos, the Noghri. He sent teams
of thedeadly beings on strike missionswhich required
ruthlessness, skill, and stealth. TheNoghri, Rukh, served
as Thrawn's personal body guard.
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Perhaps Thrawn'smost i mportant contribution dur-
ing histenure asleader of the Empirewasthediscipline
he instilled in his troops. The Emperor was feared.
Thrawn was respected and trusted.

Thrawn used a small measure of fear, certainly: the
Grand Admiral realized that fear of failure was a power-
ful motivating forcein amilitary the size of the Empire.
But Thrawn's ability to invoke a sense of pride in his
troopswas his most powerful asset. Palpatineinspired
arrogance and callousnessin hisofficers; Thrawn made
his men proud to be Imperial soldiers. And a proud
soldier is difficult to defeat: Thrawn's officers would
have willingly died for the Grand Admiral.

The Mount Tantiss project was intended to bring the
New Republic to its knees. Combining the Katana fleet
with hordes of loyal, efficient clone soldiers was a
frighteningly effective strategy. Using the best and
brightest of the troops under his command, Thrawn
planned to make an unstoppable army to destroy his
enemies and restore order to the galaxy.

Forging an uneasy alliance with the mad Jedi Master
Joruus C'baoth, Thrawn could coordinate attacks with
aprecisionvirtually unheard of inthehistory of galactic
warfare. By cloaking asteroids and releasing them in
orbit over Coruscant, Thrawn managed to effectively
blockade the Republic's capital world. Coruscant was
unableto lower its defense screens for fear that one of
the asteroids would smash into the planet. It was effec-
tively cut off from outside help — a crippling blow to
morale throughout the Republic.

Fortunately, the actions of the Heroes of Y avin and
the unlikely help of the Noghri stopped Thrawn. For
once, Thrawn was not able to perceive that which was
going on around him, and it cost him his life and
destroyed his Empire.

* Grand Admiral Thrawn (as of the Battle at

Sluis Van Shipyards)

Type Imperial Grand Admiral

DEXTERITY 2D+1

Blaster 9D+1, blaster artillery 8D+ 1, bows5D+1, brawling parry 6D,
dodge 9D, grenade 7D+1, melee combat 8D+2, meleeparry 8D+1

KNOWLEDGE 3D+1

Alien species 11D+1, art 12D, bureaucracy 12D+1, business 11D+1,
cultures 11D+1, intimidation 10D, languages 12D, planetary sys

tems 11D, streetwise 8D, survival 8D, tactics: capital ships 11D,
tactics: fleets 12D+1, tactics: ground assault tactics 7D, tactics:

starfighters 8D+2, value 7D, willpower 8D+2

MECHANICAL 3D+2

Astrogation 7D+2, beast riding 7D+2, capital ship gunnery 9D+2,
capital ship piloting 10D+2, capital shipshields9D+1, communica-

tion 7D+2, repulsorlift operation 6D+2, sensors 8D+1, spacetrans-
ports6D, starfighter piloting 5D+2, starship gunnery 6D+2, starship
shields 5D+2

PERCEPTION 3D+1

Bargain 12D+1, command 12D+1, command: Imperial Navy offic-

ers 13D, con 10D+1, forgery 9D, gambling9D+l, hide 7D, investiga-
tion 9D, persuasion 8D+2, search 11D+1, sneak 7D

STRENGTH 2D+1

Brawling 6D+1, stamina9D+1, swimming 4D+2
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TheVictory-classstar Destroyerlron Fist orbited
high above the planet designated UR41-284. Like so
many of the worlds in the Unknown Regions, the
small red planet had no official name in the Imperial
charts. If theinhabitants of theworld had anamefor
their planet, it was not recorded on Captain Ferob's
datapad. In fact, little more than the raw planet
specifications appeared on the Captain's glowing
datapad screen. Heknew itsorbital path, itsgravity,
its atmosphere content. He knew where the primi-
tive centers of civilization were, what kind of tech-
nology level theinhabitants possessed. But heknew
nothing of apersonal nature. To him, theplanet was
just another sphereto be charted as his ship contin-
ued its mission through the Unknown Regions.

The comm unit beeped once, calling for Captain
Ferob's attention. It was the command frequency,
which meant that Grand Admiral Thrawn was call-
ing from the planet's surface. Ferob reached for the
toggle switch without hesitation. To delay, to keep
the Grand Admiral waiting, would be to risk the
Grand Admiral'swrath. After serving under Thrawn
for amost three years, he knew how terrible that
wrath could be.

"Ferob here, sir" the Captain said into the comm
unit, trying to keep his voice steady. He respected
Thrawn, he even feared him, but hestill had trouble
keeping his revulsion to himself. How could the
Emperor makethis...thisalien... aGrand Admiral ?

"The inhabitants of thisworld refuseto submit to
the Emperor'swill, Captain Ferob," Thrawn informed
him, his voice full of the calm ruthlessness the

In the Unknown Regions

Captain had cometo know sowell sinceheading into
the Unknown Regionswith Thrawn. "l am providing
you with the coordinates of a portion of the major
village cluster. Begin bombardments on my mark. |
want you to level everything within a seventy-kilo-
meter radius of those coordinateswithout touching
the coordinates themselves. | want that portion of
land to remain intact.”

"Understood, Grand Admiral," Ferob responded,
enteringthe ordersinto his datapad. He gjected the
data card and handed it to his first officer, who
would pass along the orders to the gunners and
make sure they were carried out to the letter.

"A question, Captain Ferob?' the Grand Admiral
asked through the still open comm channel.

Perceptive as aways, Ferob thought. "If | may,
sir," he started tentatively. "What's so important
about those coordinates?'

"Art, Captain,” Thrawn said, a touch of excite-
ment creeping through his command voice. "The
coordinates bound the village cluster's museum
district."

"Of course, sir," Ferob said, remembering the
Grand Admiral's peculiar obsession. "Should | pre-
pare your pick-up team?"

"In good time," Thrawn responded. "For now,
let's teach this world what it means to deny the
Empire. You may begin the bombardment, Captain
Ferob."

"Andthentheart, Sir?’

"And then the art.”

The bombardment began ...

TECHNICAL 3D

Computer programming/repair 8D, demolitions 6D+2, droid pro-
gramming 6D, first aid 5D, security 9D+1

ForcePoints 6

Dark Side Points: 20

Character Points: 52

Move:10

Equipment: Comlink, datapad

e (as of the Battle for the Katana Fleet)
Sneak 7D+1
Firstaid 7D
ForcePoints 5
Dark Side Points 21
Character Points 45

* (as of the Battle of Bilbringi)
Blaster artillery 9D, dodge 9D+1
Alien species 12D, art 12D+1, business 11D+2, cultures 11D+2,
planetary systems 11D+2, tactics: capital ships 11D+1, tactics:
fleets 13D, tactics: ground assault tactics 7D+2, tactics: sieges 12D,
tactics: starfighters9D, value 7D+1, will power 9D
Command: Chimaem crew 15D+2, con 11D
Security 9D+2
Force Points: 4
Dark Side Points: 25
Character Points: 35
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Captain Gilad Pellaeon

Among the key documents seized by the New Repub-
lic when Coruscant fell, the personnel records and
number of dossiers on Imperial officers were recov-
ered. According to these documents, Pellaeon is a
Corellian who lied about his age to enter the Imperial
Naval Academy, whereheperformedreliably. Hegradu-
ated from the Academy in thetop third of his class—a
respectable, if not noteworthy, accomplishment.

He did not distinguish himsdf until his first com-
mand: asquadron of transport vessels on convoy duty
to the planet Gavryn. During a pirate attack on the
convoy whileitwasentering Gavryn'sorbit, Pellacon—
amere ensign— managed to avoid capture by flying his
vessd into the magnetic pole of the planet, fouling the
enemy ship's sensors. As the pirate vessel moved to
board the other ships in the convoy, he attacked and
destroyed them.

Hewas immediately promoted to thecommand crew
of the Star Destroyer Chimaera, eventually working his
way up to second-in-command, the post he held until
the Battle of Endor. During the Rebel assault on the
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Imperial fleet over Endor, the commander of the Chi-
maera was killed and Pellacon assumed command.
Pellacon was one of the few Imperial commanders at
the Battle of Endor prudent enough to retreat rather
than be destroyed.

Captain Pellaeon never wanted to rule the Empire.
When he was forced to take command after the Em-
peror and many of the senior officers died in the Battle
of Endor, he saw himself as simply acaretaker. From the
bridge of the Star Destroyer Chimaera, he struggled for
five years to hold the shattered remnants of the once-
great Empire together. He ordered retreat after retreat
intheface of the Rebels, though it went against all of his
training and prideto do s0. He kept ambitious Moffs and
greedy officersinline. Though it was reduced to barely
afourthof itsoriginal size, at least the Empire survived.

After Endor, Pellaeon did his best to hold the rem-
nants together. Despite his best efforts, however, the
Empire could never regain the initiative against the
Rebels. He was forced to order retreat after retreat,
wincing as the Empire was pushed back to a mere
quarter of theterritory it once controlled. Worse, they
were forced to hold territory that was once considered
the backwater of the Empire. It was adisgraceto seethe
hmiggty Empire reduced to such a state, and Pellaeon

ated It.

Without the Academy to draw crew from, he had to
order his ships to raid worlds for conscripts. These
subjugated crewersandthenew volunteersthat comple-
ment them must train on the job, which is a situation
that Pellacon finds distasteful but necessary due to the
current situation.

Captain Pellaeson was more than happy to turn com-
mand of the Empire over to Grand Admiral Thrawn
when the Warlord returned from the Unknown Regions.
Of course, it took a bit of getting used to seeing a non-
human wearing the uniform of a Grand Admiral. After
working closely with Thrawn, Pellaeon learned to ad-
mire the Grand Admiral's tactical mind and complex
plans which unfolded with calculating precision. He
didn't always understand how the Grand Admiral came
to his conclusions, but he learned not to question
where they led.

After the death of Grand Admiral Thrawn, Intelli-
gence has lost sight of Captain Pellacon. There have
been no no further reports on Captain Pellaeon's activi-
ties, nor on those of the Chimaera.

e Captain Gilad Pellaeon (as of the Battle at

Sluis Van Shipyards)

Type: Imperial Captain

DEXTERITY 2D+2

Blaster 7D+2, blaster: blaster pistol 8D+2, dodge 7D+2, grenade
7D+2, melee 6D+2, melee parry 6D+2, missile weapons 6D+2
KNOWLEDGE 3D

Alien species 6D, bureaucracy 9D, business 5D, cultures 5D,
intimidation 6D, languages 6D, law enforcement 6D, law enforce-
ment: Imperial law 8D, planetary systems 10D, tactics. capita
ships9D, value6D+1, willpower 7D

MECHANICAL 3D+2

Astrogation 8D, capital ship gunnery 6D+2, capital ship gunnery:
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concussion missiles 7D+2, capital ship piloting 8D+2, capital ship
piloting: Imperial Star Destroyer 9D+2, capital ship shields 7D+2,
communications 6D+2, repulsorlift operation 6D+2, sensors 6D+2,
space transports 7D+2
PERCEPTION 3D+1
Bargain 7D+1, command 8D+1, command: Imperial Navy officers
9D+1,con7D+1,gambling6D+1,hide7D+1, search8D+1, sneak
7D+1
STRENGTH 2D+1
Brawling3D+1,stamina7D+1
TECHNICAL 3D
Capital shiprepair 6D+1, capital shipweaponrepair 5D, computer
programming/repair 6D, demoalitions5D, droid programming 5D,
droid repair 4D, first aid 6D, repulsorlift repair 5D, security 8D
ForcePoints. 4
Dark SidePaints 11
Character Points: 33
Move: 10
Equipment: Imperial M unitionsheavy blaster pistol (5D+1), Impe-
rial uniform, comlink, datapad

« (as of the Battle for the Katana Fleet)
Intimidation 7D, law enforcement: Imperial law 8D+1
Dark Side Points: 12
Character Points. 26

e (as of the Battle of Bilbringi)
Willpower 5D*
* Skill has been reduced due to the effects of Joruus C'baoth's
mind-tampering powers.

Captain Brandei

Excerpt from a New Republic Intelligence Report, pre-
paredjust after the Sege of Coruscant.

Captain Brandei commands the Imperial Star De-
stroyer Judicator, one of the ships in Grand Admiral
Thrawn's personal armada. Like Captain Pellaeon,
Brandei was a senior officer who survived the Battle of
Endor. His survival guaranteed his promotion, and the
Judicator has been his ever since.

Brandei has made a study of the Rebels and Rebel
tactics, working to understand the motivations and
possible responses of the enemy he has dedicated his
lifeto destroying. Perhapsthis obsession to bethe best
at what he does stemsfrom hisbackground, for Brandei
does not come from the Core Worlds like most of his
contemporaries. Hewas born in the Outer Rim colony
of Mantooine, and he had to fight to be accepted into
the Academy. Once there, he had to struggle past
prejudice and discrimination to advance, and hiswork
had to be exemplary to gain him even marginal notice
from professors and superior officers. Important posts
rarely went to aliens or humans from beyond the Core
Worlds while he was a student. Still, Brandei showed
that he was more than capable, and he made his mark
despite the discrimination facing him.

Some believe that his contempt for the Rebellion
relatesto the fact that most of its memberswere drawn
from thetype of world that spawned him. Herefusesto
say, for his past is something he wishes to put behind
him. Heis an Imperia officer now, and that is enough.
He has total faith in his ship, for he believes that the
Imperial-class Star Destroyer is the mightiest vessel
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Grand Admiral Thrawn's Armada

The first thing Grand Admiral Thrawn set out to
do when he took command of the remnants of the
Empire was to establish an armada. Around his
armada he would rebuild the Imperial Fleet, once
again making the Empire the masters of space.

The centerpieces of this armada were five Impe-
rial Star Destroyers. These massive, heavily-armed
and armored capital ships measure sixteen hun-
dred meters from bow to stern. Each is capable of
carrying six TIE fighter squadrons, but due to the
limitations placed upon the Empire since its defeat
at Endor, TIEfighter complementshavebeenspread
thin throughout the Fleet.

Chimaera was the flagship, an Imperial Il Star
Destroyer under the command of Captain Pellaeon.
This ship housed Grand Admiral Thrawn's com-
mand bridge and carried a full complement of TIE
fighters (the Grand Admiral required afully-stocked
and combat-ready vessal for his purposes).

The other Star Destroyersincluded Death 'sHead,
commanded by Captain Harbid; Judicator, com-
manded by Captain Brandei; and the Inexorable,

Sormhawk and Nemesis, whose captains remain
unknownto New RepublicIntelligence. Theseships
were incorporated into atask force coordinated by
the dark powers of the Jedi Master Joruus C'baoth.

Forthe major assault on SluisVan, Thrawn added
the following vessels to his armada: twelve Strike-
class cruisers, twenty-two Carrack-class light cruis-
ers, and thirty full squadrons of TIE fighters. The
entire armadawas assembled around a battered A-
class bulk freighter. That ancient ship seemed to
mock the elegance and authority of the fleet, but it
served as the key to the whole operation for the
freighter was equipped with the Empire's new cloak-
ing shield, hiding its hold full of TIE fighters and
stolen mole miners.

It wasan awesometask force, worthy of those put
together by the Empire before Palpatine's death.
However, Thrawn's carefully laid plans met with
failure. He wanted to capture and sted the star
cruisers waiting helplessly in the shipyards. He
wound up retreating without a single new ship to
cal his own.

currently flying the space lanes. And the Judicator, he
firmly believes, is among the best of that regal, unstop-
pable class.

Brandel knows that the Rebels have an uncommon
and unrealistic view of lifein all its forms. They will go
to great lengths — even so far as to endanger their
mission—to preservethelivesof their fellows, and that
can often be used against them in the thick of battle.
That is only one of the reasons that Imperials are far
superior to Rebels, for the Imperial will sacrifice any
number of lesser beings to ensure victory. What area
handful of deaths compared to the winning of a war?
The Rebels fight like crazed animals when they have
nothingto loseand their backs are againgt thewall, but
they grow soft after ataste of victory. Allow them time
to enjoy the spoils of success, and the Rebels lose the
will torisktheir lives. That, Brandei believes, iswhy the
Empire will ultimately defeat them.

e Captain Brandei
Type: Imperia Captain
DEXTERITY 2D+2
Blaster 4D+2, dodge4D+2, melee combat 3D+2, melee parry 5D+2,
thrown weapons 3D+2
KNOWLEDGE 3D
Alien species 4D, bureaucracy 5D, cultures 3D+2, intimidation
6D+1, languages4D, law enforcement 6D, law enforcement: Impe-
rial law 7D, planetary systems 6D, scholar 5D, streetwise 5D,
survival 5D, tactics: capital ships 7D, tactics: starfighters 6D,
willpower 5D+1
MECHANICAL 3D+2
Astrogation 7D+2, capital ship gunnery 4D+2, capital ship gun-
nery: turbolasers 5D+2, capital ship piloting 5D+2, capital ship
piloting: Imperid Star Destroyer 7D, capital ship shields 4D+2,
space transports 4D+2
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PERCEPTION 3D+1

Command 6D+1, command: Imperial Navy officers 8D+1, investi-
gation5D, persuasion6D+1,search5D+1

STRENGTH 2D+1

Stamina 5D+1

TECHNICAL 3D

Capital ship repair 4D+1, computer programming/repair €D, first
aid4D, security 5D

ForcePoints 1

Dark Side Points. 2

Character Points: 14

Move: 10

Equipment: Imperia Navy uniform, comlink, datapad, hold-out
blaster (3D+1), blaster pistol (4D)

Captain Dorja
Excerpt from a New Republic Intelligence Report, pre-
paredjust after the Sege of Coruscant.

Captain Dorjacommandsthelmperial Star Destroyer
Relentless. He has been in command of the Star De-
stroyer since before the Battle of Endor, and his ship
has the distinction of not suffering any casualties dur-
ingthat infamous conflict. Of course, somesay that his
cautious command style and reluctance to engage the
enemy in direct combat resulted in his ship being
somewhat removed from the main battle lines during
the Endor incident. He dismisses that notion with a
nervouswave of hishand, and records do indicatethat
his prudence is not misplaced. However, one wonders
if his hold-back tactics would be rewarded or even
tolerated by the Emperor or Lord Vader if they werestill
aive.

Dorjacomesfrom afamily that hasarich traditionin
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Grand Admiral Thrawn's Armada
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Imperial and Old Republic military life. His father, his
grandfather, and back four more generations were al
naval officers. Morethan one commanded aship of the
line, and at least one of his ancestors was an admiral.
Dorja has followed the family tradition, embracing the
call of space, the thrill of command, and the tenets of
theNew Order.

He almost refused to follow Captain Pellacon when
the junior officer announced that he was now in com-
mand of the Chimaera and was taking command of the
fleet. However, he could not disagree with Pellacon's
evaluation of the situation and orders to retreat. After
that, it became increasingly hard to wrest power from
theman, eventhough Dorjahad seniority over him. The
rest of the fleet officers respected him and believed he
wasworthfollowing. Morethan onceintheintervening
fiveyears, though, Captain Dorjahas comevery closeto
taking command of the Empire himself. In fact, he was
about to make his move when Grand Admiral Thrawn
returned.

Captain Dorja does not like the Grand Admiral. His
return marked an end to Dorja’s plots to take power for
himself. When the Relentless was left out of Thrawn's
personal armada, Dorja saw the oversight as a slight
against him. What's worse, Thrawn is obviously not
human. To have a non-human in charge of the Empire
seems unthinkableto Dorja, who holdsthetenets of the
New Order firmlyinhisheart. Hedoeshisbest not tol et
his dislike of the Grand Admiral show, for Thrawn has
shown himself to be as unforgiving as either the Em-
peror or Lord Vader ever were. And Dorjas recent
failure to capture Han Solo and Luke Skywalker at New
Cov hasnot goneunnoticed. Sothecaptain keepshis
head low and his opinions to himself, waiting for an
opportunity to make his own move. On that day, he
promises, theNew Order —inall its undiluted glory —
will be reinstated, and Dorjawill replace Pellacon and
Thrawn as the head of the Empire.

Itis, Dorjabelieves, theway the Emperor would have
wanted it.

» Captain Dorja
DEXTERITY 2D+2
Blaster 5D+2, blaster artillery 3D*2, blaster artillery: surface to
space 4D+2, brawling parry 4D+2, dodge 3D+2, vehicle blasters
3D+2
KNOWLEDGE 3D
Bureaucracy 4D+2, intimidation 5D, law enforcement 3D+1, law
enforcement:Imperiallaw4D+1,planetary systems5D+1,scholar
3D+1, survival 4D, tactics: capital ships7D+2, willpower 4D+2
MECHANICAL 3D+2
Astrogation 5D+2, capital ship gunnery 6D+2, capital ship gun-
nery: tractor beams 6D+2, capital ship piloting 5D+2, capital ship
piloting: Imperial Star Destroyer 8D+2, capital ship shields 5D+2
PERCEPTION 3D+1
Command 7D+1, gambling 5D+1, hide 4D+2, persuasion 4D+1,
search 4D+1, sneak 4D+1
STRENGTH 2D+1
Brawling 4D+1, lifting 3D+1, stamina6D+1
TECHNICAL 3D
Demolitions4D, droid programming4D+1, security 4D
Force Points. 2
Dark Side Points 5
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Character Points: 11

Move 10

Equipment: Blaster pistol (4D), Imperial Navy uniform, comlink,
datapad

Imperial Forces

Stormtroopers

At the height of the Empire, elite shock troops called
Stormtroopers enforced the will of the Emperor. They
were created to serve as the Emperor's army, aforce
separate from the Imperial military establishment which
was loyal only to him and his New Order. Since the
death of the Emperor a Endor, Stormtroopers have
been in short supply. But those which still wear the
distinctive armor of that eliteforceremain strict enforc-
ers of the principles and ideals of the New Order.

Once they were feared throughout the galaxy, en-
cased in protective armor and armed with the most
powerful personal weapons available. They were used
as support forces for the two arms of the military, but
they remai ned separate, with their own command struc-
ture and support facilities. Stormtroopers were aloof
and apart fromtheaverage soldiers and crew members.
They remain s0 even in this time of retreat.

Stormtroopers live in atotally disciplined military
environment. They are fanatically loyal to the New
Order. There has never been adocumented account of
a stormtrooper being bribed, seduced or blackmailed
into betraying the ideals which they serve. Obedience
is paramount to these troops, and the will of theEmpire
isnever questioned.

AttheEmpire'sheight,thecorestormtrooperforces
were said to outnumber the regular army. In addition,
severd specidized divisons were established to re-
spond to particular environments and situations. Of
these, the New Republic has only seen scout troopers
and Stormtroopersintheyearsfollowingthe Emperor's
defeat a Endor. If the other specialized divisions still
existor canberecreated, they haveyettobeusedinthe
currentwar.

It should also be noted that those Stormtroopers
which survived to the current day have demonstrated
somewhat better skills and abilities than their pre-
Endor counterparts. This can possibly be explained by
their dwindling numbers. As the €lite troops are no
longer as expendable asin the past, they areonly being
used for themost important missions. Therest of the
timethey spend improvingtheir effectivenessthrough
training and study.

e Standard Stormtrooper

Type Stormtrooper

DEXTERITY 3D

Blaster 5D, brawling parry 5D, dodge5D, grenade5D

KNOWLEDGE 2D+1

Surviva 3D+1

MECHANICAL 2D+2

Repulsorlift operation 4D+2

PERCEPTION 2D+2
Search 4D+2
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STRENGTH 3D

Brawling 4D, stamina4D

TECHNICAL2D+1

Demolitions3D+1

Move 10

Character Points Varies, typically 0-5

Equipment; Stormtrooper armor (+2D physical, + 1D energy, -1D
to Dexterity and related skills), blaster pistol (4D), blaster rifle
(5D)

Zero-G Assault Troopers

When the Empire needed soldierstrainedto operate
in deep space, it produced zero-g assault troopers.
Sometimes called " spacetroopers,” these specialized
stormtrooperswere fitted with armor capable of pro-
viding much morethanthelimited environmental pro-
tection offered by the standard Stormtrooper armor.
They are deadly commandos, second only to the Impe-
rial Royal Guard (who have disappeared from the ga-
axy) intraining and destructive capability.

A spacetrooper is awalking arsenal. He wears a
standard Stormtrooper shell, but then plugs into an
armored suit which serves as a personal space assault
vehicle. The fearsome yet bulky outfit only works well
in zero-gravity environments, such as deep space. An
energy-powered exoskel eton gives these commandos
the strength necessary to perform actions within grav-
ity, but they are most efficient outside of a planet's
confining pull.

In full gear, azero-g assault trooper stands over two
meters tall and is twice as wide as an unarmored man.
The gear has its own artificial environment controls,
built-in sensors, magnetic couplers for docking and
walking across craft hulls, repul sorlift propul sion units,

and awide assortment of armor-deployed weapons.
rooperswere an integral part of the Empire's
attack plan on the Sluis Van Shipyards.

e Zero-G Assault Stormtrooper
Type: Spacetrooper
DEXTERITY 3D
Blaster 5D, brawling parry 5D, dodge 4D, grenade 5D, missile
weapons 5D+1
KNOWLEDGE 2D+1
Survival 5D+1
MECHANICAL 3D+2
Astrogation 4D+2, powersuit operation: spacetrooper armor 6D,
repul sorlift operation 5D+2, spacetransports 5D+2, starship gun-
nery 5D+2, starship gunnery: proton torpedo launcher 5D+2
PERCEPTION 2D+2
Search 5D+2
STRENGTH 3D
Brawling 4D, stamina5D
TECHNICAL 2D+1
Demolitions 3D+1, capital shiprepair 3D+1, security 4D+1.
powersuitrepair4D+1
Equipment: Spacetrooper suit (see below).
Note: At the battle of Sluis Van, the zero-g stormtroopers had
additional mini-proton torpedo launchers mounted to the back of
their armored suits.

e Spacetrooper Armor
Model: Imperial Zero-G Assault Stormtrooper Armor Mark |
Type: Personal battlesuit
Scale: Character
Skill: Powersuit operation: spacetrooper armor
Cod: Notavailablefor sde
Availability: X
Game Notes:
BasicQuit: Provides+4D physica, +3Denergy,-IDtoDexterity and
related skills. Hasfour hoursof power and 10 hoursof oxygen. Has
a Space Move of 1; in normal gravity, Move is only 8. Magnetic
couplersallow spacetroopersto attach themselvesto any ferrous
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metal surface.

Grenade Launcher: Uses missile weapons skill, ranges: 5-50/100/
200 (inspace: 0/1/2).

Concussion Grenades. Ammo: 30, 5D/4D/3D/2D (stun), blast ra-
dius: 0-2/4/6/8.

Mini-Proton Torpedo Launcher: Uses starship gunnery skill, 6D
damage, ammo: 6, ranges 25-100/300/700 (1/3/7 in space).
Blaster Cannon: 6D damage, uses blaster skill, ranges 1Q-50/100/
150.

Laser Cutters: 0.3-meter range, 3D damage (starfighter scae).

Scout Troopers

Unlike other stormtroopers, scout troopers are not
deployed for front-line battle. They are trained and
equipped for reconnai ssance and patrol missions, usu-
ally deployed atop fast-moving speeder bikes. The ve-
hicle of choice is the explosively fast Aratech 74-Z
speeder bike. The scoutswear highly-specialized light-
weight armor which aidsthem in their mission profile.

Scout armor ismore comfortableand maneuverable
than the bulkier standard-issue stormtrooper shell.
White body armor still covers a black body glove, but
some of the heavier armor plating has been replaced
with lighter, moreflexible padding.

The specialized scout helmet features a
macrobinocul ar viewpl ate and sensor array which con-
stantly scans a 180-degree area around the trooper.
When speeding along atop a speeder bike, the sensor
data is fed into a built-in computer. The computer
analyzesthedataquickly and relaystheinformation to
the scout across the top of the inner viewplate. The
analysis allows biker scouts to maneuver through for-
ests, canyons and other terrain at top speeds while
recording a continuous record of the mission.

Scouts carry blaster rifles and pistols, as well as
flares and stun grenades. They areusually under orders
notto engagein combat, however. They aretolocatean
enemy for heavier-armed troops, not engage it. Scout
troopers still seem somewhat plentiful in the Empire.
Thrawndepl oyed scout troopersinasearchand rescue
mission on the planet Myrkr.

e Scout Stormtrooper
Type Scout trooper
DEXTERITY 3D
Blaster 4D, brawling parry 4D, dodge 4D+2, grenade 4D
KNOWLEDGE 2D+1
Survival 5D+1
MECHANICAL 3D+1
Repulsorlift operation: speeder bike 4D+2
PERCEPTION 2D+2
Hide 5D+2, search 5D+2, sneak 5D+2
STRENGTH 2D
Brawling3D* 1,stamina4D+1
TECHNICAL 2D+1
Repulsorlift repair 4D+2, security 5D+1
Equipment: Scout trooper uniform (+32 physical and energy),
blaster pistol (4D), blaster rifle (5D), hold-out blaster (3D+1),
concussion grenades (5D/4D/3D/2D), stun grenades (5D stun
damage)

Naval Personnel

Naval personnel man the ships which make up the
Imperial fleet. Perhapsthe most important of these are
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6. Main sensor unit.

@) Stormtrooper Recognition

Stormtrooper
(Standard Shock
Trooper)

1. 18-piece anti-blaster

2.

6. Heavy blaster rifle.

. Energy source and

. Utility belt with

. Black, two-piece

Guide

cocoon shell.
Helmet with automatic

polarized lenses and
communication unit.

portable environment
unit (on back).

specialized survival
equipment,
concentrated rations,
emergency power cells,
and spare comlink.

temperature-control
body glove.
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glove.
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Zero-G 3 9 viewplate and sensor
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10. Main repulsorlift 5
propulsion unit (RPU).

11. Mini proton torpedo
backpack.
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thepilots, for they fly everything from the huge capital
shipstothesmall starfighters. At onetime, almost all of

thetop pilots in the galaxy were found in the Imperial

Navy. Evenin this period of decline, the Empirestill has
enough good pilots to give the New Republic trouble,

and Grand Admiral Thrawn did his best to reinstate a
training programfor the new pilots he has orderedto be
conscripted into service.

TIE pilots still form an elite corps within the navy,
thoughtheir currenttrainingismuch lessrigorousthan
before the Battle of Endor. The best ship pilots were
reassigned to the Chimaera, Thrawn's personal Star
Destroyer. He demanded that the best pilots serve on
his ship, and on the other ships in his hand-picked
armada. New pilots are often teamed with older pilots
and officerswho had at least some Academy training,
though this must have become harder to do as time

Shipswhich have morethan asingle pilot dso carry
gunners. These weapons masters aretrained to usethe
high-tech armament found in capital ships. In perfect
times, gunners must have keen eyes, superior reflexes,
and a rapport with specialized equipment. More and
more, however, gunners are culled from conscripts
who cannot be used in other posts. Thus, fireaccuracy
isnot asgreat asit wasintheEmpire'sglory days, when
gunnerswere considered abreed apart. True, some of
the old-timers are still serving, but increasingly the
ranks are being filled with those who do not have the
dedication or ability of old-stylelmperial gunnery crews.
Some of these inadequacies can be compensated for by
thegunner'sspecialized computer helmets-which are
filled with sensor arrays, fast-target compensators and
macrobinocular viewplates— but not all.

Naval troopers protect capital ships, serving as
onboard guards and soldiers. Once naval troopers
wore the distinct uniform and helmet of the legendary
Death Star troopers, but now they wear outfits similar
to ground troops except they are black in color as
opposed to gray. Those troopers assigned to special
details or to the Grand Admira personaly continue to
wear the Death Star uniforms. Other naval troopers
serve as military police, hangar traffic controllers, and
(ta)ve(rj\ sensor array monitors when not needed for com-

at duties.

» Standard Imperial Pilot
Type: Imperial Pilot
DEXTERITY 2D+1
Blaster3D+1,dodge3D+1
KNOWLEDGE 1D+1
Planetarysystems2D+1,survival 2D+1,value2D+1
MECHANICAL 3D
Astrogation 4D, capital shipgunnery 4D, capital shippiloting 5D,
capital ship shields 4D, communications 3D+1, sensors 3D*1,
spacetransports 4D
PERCEPTION 2D
Hide 3D, investigation 3D, sneak 3D
STRENGTH 2D
Climbing/jumping 3D, stamina3D+1
TECHNICAL 1D+1
Capital ship repair 3D+1, capital ship weapon repair 2D+1, com-
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puter programming/repair 2D+1

Character Points: Varies, typically 0-3

Move: 10

Equipment: Blaster pistol (4D), flight suit, navigational computer
linkup helmet (internal comlink, +1D to sensors), survival gear

e Standard TIE Fighter Pilot

Type: TIE Fighter Filot

DEXTERITY 3D+1

Blaster 4D+1, dodge 4D+1

KNOWLEDGE 2D

Planetary systems 3D, survival 3D, value 3D

MECHANICAL 4D

Communications4D+1, starfighter piloting 6D, starship gunnery
5D

PERCEPTION 3D

Command 4D, hide4D, search 4D, sneak 3D+2

STRENGTH 3D

Climbing/jumping 4D, stamina4D

TECHNICAL 2D

Computer programming/repair 3D+1, starfighter repair 5D
Character Points. Varies, typically 0-4

Move 10

Equipment: Navigational computer linkup helmet (internal
comlink, 1D to sensors), high gravity stress flight suit with life
support equipment, one week emergency rations, blaster pistol
(4D), survival gear

» Standard Imperial Gunner

Type: Imperial Gunner

Blaster 3D+2, blaster artillery 4D+2, dodge 3D+2, thrown weapons
3D+2, vehicle blasters 4D+2

KNOWLEDGE 1D+1

Vaue2D+1

MECHANICAL3D

Capital shipgunnery 5D, capital ship shields4D, communications
4D, sensors 4D, starship gunnery 4D, starship shields3D+2
PERCEPTION 1D+1

Bargain 2D+1, con 2D+2

STRENGTH 1D+1

Climbing/jumping2D+1, lifting3D+1, stamina2D+1

TECHNICAL 2D+1

Capital starship weapon repair 4D+1, computer programming/
repair 3D+1, starshipweaponrepair 4D+1

Character Points. Varies, typically 0-2

Move: 10

Equipment: Blaster pistol (4D), computerized gunnery helmet
(+1D to capital ship gunnery or starship gunnery; tongue operated
comlink, +1D to sensors), protective armor (+2 physical and
energy) . S

Note: Some gunners receive more specialized training, account-
ing for varying skill levels. Until well into Thrawn's campaign,
conscripted troopsreceived lesstrai ningand had lower diecodes
asaconsequence. Conversely, veteran gunnerswho had survived
Endor would have correspondingly higher ability levels.

e Standard Imperial Navy Trooper

Type Imperial Navy Trooper

DEXTERITY 2D+1

Blaster 3D+1, blaster: blaster rifle 4D+2, brawling parry 3D+1,
dodge3D+1, grenade3D+1, meleecombat 3D+1, meleeparry 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

Command4D, search4D

STRENGTH 2D+2

Brawling 4D+2, stamina 3D+2

TECHNICALID

Security 2D

73



Chapter Four: Remnants of the Empire

Character Points Varies, typically 0-3

Move: 10

Equipment: Blast helmet (+1D physical, +1 energy), blaster pistol
(4D), comlink

Army Personnel

The Imperial army lost much of its prestige after the
Battleof Endor. Thereasonwassimple: withthe Empire
retreating from the forces of the New Republic, there
was little use for ground troops. All of the rigorous
training and high-profile recruitment programs were
forgotten as the Empire gave up system after systemto
the advancing forces of the New Republic. The army
units which had been mated to naval vessels after the
Battle of Yavin in order to form more complete combat
units remained in place, but they found littleto doin the
remnant fleet.

Grand Admiral Thrawn changed al that when he
returned to take command of the Empire, instituting a
revitalization program aimed at getting the army back
infighting shape. Commanderswere ordered torecruit
whole battalions of troopers in anticipation of anew,
aggressive campaign against the New Republic. Totake
back planets, Thrawn required awell-trained and well-
armed assault force.

Army troopersmakeupthevast majority of theEmpire's
ground soldiers, especialy inlight of the dwindling num-
ber of stormtroopers. Army trooperswear gray uniforms,
protective helmets and partial body armor. They are
drilled in a number of combat techniques, including
blaster weapons, grenades, hand-to-hand combat, heavy
weapons and even melee weapons.
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In addition, the army employs many specialized
units and soldiers. Assault troopers, for example, are
trained to work in tandem with assault vehicles such as
walkers and hover craft. Like the vehicles they fight
with, these troopers are heavily-armed and armored,
carrying maximum fire power into battle with them.
Many aso train to handle the controls of the support
vehicles, doublingaspilots, gunnersand crewwhenthe
need arises.

e Standard Imperial Army Trooper
Type: Imperial Army Trooper
DEXTERITY 3D
Blaster 4D+1, blaster: heavy blaster pistol 5D+1, blaster artillery
3D+2, brawling parry 3D+1, dodge4D, grenade 3D+2, melee com-
bat 4D, melee parry 3D+2, missileweapons 4D
KNOWLEDGE 1D+1
Intimidation 2D+1, law enforcement 2D+1, law enforcement: Impe-
rial law 3D+2, streetwise 2D+1
MECHANICAL 1D+1
Ground vehicle operation 2D+1, hover vehicle operation 2D+1,
repulsorlift operation 2D+1
PERCEPTION 2D
Command 3D, hide 2D+2, search 3D, sneak 2D+2
STRENGTH 3D+1
Brawling4D+1,stamina4D+1
TECHNICAL 1D
Blaster repair 2D, first aid 2D
Character Points Varies, typicaly 0-3
Move: 10
Equipment: Blaster rifle (5D), field armor and helmet (+1D physi-
cal, +2 energy), grenades (5D), helmet comlink, survival gear,
utility belt with supplies

e Standard Imperial Assault Trooper
Type Imperial Army Assault Trooper
DEXTERITY 2D+2
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Blaster 5D+2, blaster: blaster rifle 7D+1, blaster: repeating blaster
6D+2, blaster artillery 4D+2, brawling parry 3D+2, dodge 4D+2,
grenade 4D+2, melee combat 3D+2, melee parry 3D+2, running
3D+2, vehicle blasters 5D+2

KNOWLEDGE ID

Intimidation 3D, streetwise 2D, survival 3D

MECHANICAL 3D+2

Communications 4D+2, ground vehicle operation 5D+2, hover
vehicle operation 4D+2, repulsorlift operation 4D+2
PERCEPTION 2D+1

Command 3D+1, hide 3D+1, search 3D+1, sneak 3D+1

STRENGTH 1D+1

Brawling 3D* 1, climbing/jumping 2D+1, stamina3D+1
TECHNICAL 1D

Armor repair 2D, blaster repair 2D, first aid 2D+2, ground vehicle
repair 2D, hover vehiclerepair 2D, repulsorlift repair 2D
Character Points Varies, typically 05

Move 10

Equipment: Blaster pistol (4D+2), helmet comlink, shock suit and
helmet (+1D physical, +1 energy), survival gear, utility belt with
supplies

Imperial Intelligence

Imperial Intelligence is an integral portion of the
Imperial military; its civilian counterpart is the Imperial
Security Bureau (ISB). While ISB's activities remain
shadowy, Imperial Intelligence rallied to the cause of
Grand Admiral Thrawn due to his background as a
career military man.

Imperial Intelligence is made up of four distinct divi-
sions, each of which has specific functions to handle.
These functions have been greatly reduced in light of the
limited resources availableto the remnants of theEmpire,
but each division remains among the best trained and
professional portions of the Empire to survive.

Ubiqtorate

The Ubigtorate is considered the true center of
Imperial Intelligence by many of its agents. This divi-
sion oversees al of the activities of Imperia Intelli-
genceat the highest levels. It formulates strategies and
presentsthe other divisions with goals and very broad
grand strategies. Ubigtorate members are anonymous,
often unknown to their subordinates. During the Grand
Admiral's campaign, they undoubtedly dealt directly
with Grand Admiral Thrawn and his selected agents,
although they probably undertook clandestine activi-
ties beyond the scope of the Grand Admiral's plans.

Internal Organization Bureau

The Internal Organization Bureau, or IntOrg, pro-
tects Imperial Intelligence from all threats — both
internal and external in nature. These agents are re-
sponsible for policing other intelligence agencies to
verify loyalty and reliability. The agents, rather than
relying upon secrecy, appear highly civilized and have
anair of political etiquetteabout them. However, they
can becompl etely ruthlesswhenthesituation callsfor
it. Therearealsoasmaller number of covert agentswho
operate in anonymity. This bureau is divided into two
distinct divisions, Internal Security (IntSec) and Inter-
nal Counterintelligence(IntCon).
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IntSec providesfor the physical safety of Intelligence
personnel, material and facilities. They regularly en-
gagein bold attacks against the New Republic, seeking
to identify and neutralize trouble before it becomes a
problem.

IntCon searches out enemy agents operating within
the Empire. This division aso works to root out en-
emies of the Empire who pretend to be loya to the
Imperial way. Moffs who seek to take control of the
remnant worlds or captains who go rogue have been a
particular problem since the fall of the Emperor.

Analysis Bureau

Analysis Bureau handles the data gathered by the
other bureaus and sifts through it to detect patterns
and other relevant information. At one time this divi-
sionalso examinedtrendsinsocial data, buttheEmpire
hasturned away from such mundanetasks. It continues
to sampleand check carrierwave codesto seeif hidden
messages are bei ng sent between comm broadcasts. In
thisway, it looks at communicationsthe New Republic
doesn't want anyone else to know about. It aso regu-
larly decrypts coded communi cations.

Bureau of Operations

TheBureau of Operationshandlesthe covert opera-
tions which are beyond the scope or resources of the
other bureaus. It participates in surveillance and infil-
tration operations, Counterintelligence, and na-
tion missions.

Other Operations

No matter how dedicated the personnel of Imperial
Intelligence, the fact remains that the organization
can't handle every conceivable task. The chaos and
instability of the past five years have dedt Imperial
Intelligence many striking blows, greatly diminishing
the quality of information from various agents.

One of the most important intelligence operations
currently in progress is a program codenamed "Delta
Source." Delta Source was not handled by Imperial Intel-
ligence, however, and it bothers the organization to no
end, to this day. Dedlta Source operated within the New
Republic'sInner Council, providing Grand Admira Thrawn
with sengitive and highly-classified information.

Major Molo Himron

Type Imperial Intelligence Unit Commander

DEXTERITY 3D+1

Archaic guns4D+2, blaster 9D+2, blaster artillery 6D+1, brawling
parry 8D+1, brawling parry: vs. martial arts 9D, dodge 8D+1,
firearms6D+1, grenade 7D+1, meleecombat 8D+1, meleeparry
8D+1, missileweapons 7D+1, pick pocket 5D+2, thrown weapons
6D, thrown weapons: knife 7D, vehicle blasters 6D+2
KNOWLEDGE 3D

Alien species 5D, bureaucracy: Empire 6D, business 5D+2, cul-
tures 9D*, intimidation 6D+2, intimidation: interrogation 7D+2,
languages 9D*, law enforcement 6D, law enforcement: Empire 9D,
law enforcement: New Republic 8D+2, planetary systems 9D*,
streetwise 8D+2, survival 10D*
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Imperial Intel igence Agents

Imperial Intelligence agents are the shadow war-
riors of the Empire: behind-the-scenes fighterswith
a reputation for doing the impossible. Every day.
Before breakfast.

Intel agents are the special operatives that the
Emperor used for whatever clandestine "dirty work™
he needed done, without having to go to the bother
of activating one of his Hands (which could possibly
expose their identities). Espionage, covert intelli-
gencegathering, extraction or execution of possible
security risks, procuring needed technology —
whatever tasks the Emperor laid before them, Intel
agents got the job done.

Intel agents are organized into two distinct op-
erational groups: solo operatives and Intel teams.
Solo operatives are the lone wolves who can be
trusted to operate effectively, even when they are
completely cut of f from contact with higher authori-
ties. Highly trained and dedicated, these operatives
are considered to be "super agents’ by COMPNOR
and the other arms of Imperial Intelligence. Often,
solo Intel agents were recruited by the Emperor to
serve as his "hands." Solo operatives were answer-
able only to the Emperor and a few of his top
advisors.

» Typical Imperial Intelligence Solo Agent
Type: Intel Solo Agent
DEXTERITY 3D+1
Archaic guns 4D+2, blaster 6D+2, blaster artillery 5D+1,
brawlingparry6D+1,dodge7D+1,firearms6D+1, grenade
5D+1, meleecombat 6D+1, meleeparry 6D+1, missil eweap-
ons 5D+2, pick pocket 5D+2, thrown weapons 6D, vehicle
blasters 5D+2
KNOWLEDGE 3D
Alien species 5D, bureaucracy 6D, business5D+2, cultures
6D*, intimidation 5D+2, languages 7D*, law enforcement
6D, planetary systems 7D*, streetwise 6D+2, survival 6D+2*
MECHANICAL 3D
Archaic starship piloting 3D+1, astrogation 5D+2, beast
riding 6D, communications 5D, ground vehicle operation
4D+2, hover vehicle operation 4D+2, repul sorlift operation
7D, spacetransports 5D+2, starfighter piloting 3D+2, swoop
operation 5D, walker operation 6D+2
PERCEPTION 4D
Bargain 4D+2, command 5D, con 5D, forgery 5D, hide 6D+2,
persuasion6D+1, search6D, sneak 6D
STRENGTH 3D+2
Brawling 5D, climbing/jumping 4D+2, lifting 4D+2, stamina
6D, swimming 4D
TECHNICAL 3D
Computer programming/repair 6D, first aid 6D, ground
vehicle repair 6D, hover vehicle repair 6D, security 7D*,
walker repair 5D
* Someskillshave beenartificially enhanced by specialized
training and mnemiotic drugs.
Force Points Varies, typically 1-5
CharacterPoints: Varies, typicaly 515
Move: 10
Equipment: Blaster pistol (4D+1), encrypted comlink, fake
IDs

Imperial Intelligence Teams

Imperial Intel teams are as dangerous as solo
operatives. They are conditioned to function in
units ranging in size from three to 16 agents. Intel
teams are often used to soften up hard targets to
pave theway for impending invasion forces, aswell
asfor standard intelligence duties.

Most Intel team members are recruited from elite
commando unitsand are used for combat-oriented
missions rather than standard espionage duties.
They operate in much the same manner as Rebel
Specia Operations Teams (see Galaxy Guide 9: frag-
ments from the Rim, pages 14-21 for more informa-
tion). These teams travel "light" between assign-
ments; whatever equipment they may requirefor a
particular mission is requisitioned from Imperial
stores near the actual mission site, or stolen from
the nearest enemy depot. Whenever they are not
assigned a mission, they often create their own
(often leading to considerable enemy losses). They
are implacable, incorruptible enemies.

Intel teamsusually consist of at |east one commu-
nications specialist with communications skill of 9D;
one heavy weapons specialist, with blaster: heavy
blaster 10D, blaster: blaster rifle 10D, blaster artillery
10D, and missileweapons 9D; and one scout special-
ist with search 10D, search: tracking 10D+1, and
sneak 10D.

» Typical Intelligence Team Member
Type: Intel Team Member
DEXTERITY 3D+1
Archaicguns3D+2, blaster 5D+2, blaster artillery 5D, brawl-
ingparry 6D, dodge6D, firearms6D+1, grenade5D, melee
combat 5D, melee parry 5D, missile weapons 5D, thrown
weapons 6D, vehicle blasters 5D+2
KNOWLEDGE 3D
Alien species 5D, intimidation 5D+2, languages 6D+1*, law
enforcement 6D, planetary systems 6D*, streetwise 6D+2,
survival 6D+2*
MECHANICAL 3D
Astrogation 4D+2, beast riding 5D, communications 4D,
repul sorlift operation 6D, spacetransports5D, starfighter
piloting 4D, swoop operation 5D, walker operation 5D
PERCEPTION 4D
Bargain 4D +2, command 5D, con 5D, forgery 4D+1, search
6D, sneak 6D
STRENGTH 3D+2
Brawling 5D, climbing/jumping 4D+2, lifting 4D+2, stamina
6D, swimming 4D
TECHNICAL 3D
Computer programming/repair 5D, first aid 5D, security
7D*,walker repair 5D
* Someskillshavebeenartificially enhanced by specialized
training and mnemiotic drugs.
Force Points. Varies, typically 1-5
Character Points: Varies, typically 515
Move: 10
Equipment: Blaster pistol (4D+ 1), encrypted comlink, fake
IDs
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MECHANICAL 3D
Archaicstarship piloting 3D+1, astrogation 6D+2, beast riding 7D,
communications 7D, ground vehicle operation 7D+2, hover ve-
hicle operation 7D+2, repulsorlift operation 9D, space transports
6D+2, starfighter piloting 3D+2, swoop operation 6D, waker op-
eration: AT-ST 6D+2, walker operation: AT-PT 7D+2

PERCEPTION 4D

Bargain 4D+2, command 5D, command: Imperia Intel troops
10D*, con6D, forgery 8D, hide9D+2, persuasion8D+1, search 7D,
search: tracking 8D, sneak 10D

STRENGTH 3D+2

Brawling 5D, brawling: martial arts8D+2, climbing/jumping 6D+2,
lifting 6D+2, stamina 7D, swimming 6D

TECHNICAL 3D

Blaster repair 7D, computer programming/repair 8D, first aid 6D,
groundvehiclerepair 6D, hover vehiclerepair 6D, security 10D*,
walker repair 5D

* Some skills have been artificially enhanced by specialized
training and mnemiotic drugs.

Force Points: 2

Dark Side Points: 2
Character Points: 19
Move: 12

Equipment: Blaster pistol
(4D+1), encrypted comlink,
fake IDs

Capsule Major Molo
Himron is one of the
Empire's top intelli-
gence  operatives.
Himron was hand-
picked by Emperor
Palpatine to enter Intel-
ligence training, a gru-
eling marathon se
quence of memory-en-
hancingdrugs, sublimi-
nal re-education and
physical conditioning.

Himron is an ideal
Intel operative; he has
no recognizabl e traits,
and can blend into vir-
tually any social situa-
tion. He has survived
more combat and "hard
target" situations than
any other active Intelli-
gence operative and is totally loyal to the Empire, no
matter who is in charge.

Himron is approximately 1.6 meterstall, with adlightly
heavy build and alazy manner that belies the businessiike
efficiency of the mind behind it. Completely ruthless, and
able to caculate the variables of virtually any tactical
situation, Himron is an extremely dangerous opponent.

Fingal

Fingal is the personal aide to Governor Staffa of
Berchest. He has a fairly influential position on the
planet. Fingal's duties are outwardly administrative,
but behindthescenesheisanintelligence operativefor
theEmpire.

Fingal was an idea agent because of one particular
talent: the ability to appear to be completely devoid of
ambition, imagination and talent. This bland human,
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whilecompetent at his"cover" job, isnotinspired. This
lack of drive masks a sharp mind, honed by years of
training.

Fingal served on Berchest for nearly adecade. After
Endor, with the Emperor dead, he believed that his
espionage career was over. He was recently "re-acti-
vated" as an agent by Grand Admiral Thrawn, who
ordered Fingal to keep a close eye on Governor Staffa
and look out for any contact with Luke Skywalker or
Taon Karrde. Finga gladly resumed his intelligence
duties, and looks forward to a chance to fully "rejoin"
the ranks of the Empire.

Finga is short and chubby, with broad shoulders
and a barrel chest. He is balding, with athick graying
mustache. Fingal usually wears his Berchestian Civil
Service uniform.

* Fingal
Type Imperial Agent
DEXTERITY 2D+1
Blaster 3D, blaster: hold-out blaster 5D, brawling parry 4D+2,
dodge4D
KNOWLEDGE 2D
Bureaucracy 2D+2, bureaucracy: Berchestian government 5D
MECHANICAL 4D
Communications 4D+2, repulsorlift operation 5D
PERCEPTION 2D
Con6D, forgery 6D, hide5D, investigation 5D, sneak 6D
STRENGTH 3D
Brawling3D+2
TECHNICAL 3D+2
Computer programming/repair 5D
Character Points: 4
Move 9
Equipment: Berchestian civil servant's uniform, hold-out blaster
pistol (3D), comlink, datapad.

General Freja Covell

Genera Freja Covell was one of the more promising
officersin Thrawn's Empire. Formerly ajunior officer in
General Veerss regiment, Covell learned the basics of
ground combat and picked up the fine points of AT-AT
operation and strategy from Veers, one of the recog-
nized authorities on the huge war machines.

After Endor, Covell was promoted to major general,
in charge of the Chimaera's ground forces. General
Covdll relished this assignment, teaching all he had
learned from the Academy, from Veers and from the
field. Whilehistroopswerestill very "green," lackingall
but the most rudimentary field experience, they had
tremendous potential, especially under such askilled
commander.

Covell thought that his troops reflected the "new"
Empire: capable, skilled and daring. He sincerely be-
lieved that the Republic was corrupt and weak and
destined tofall. Covell particularly looked forward to an
attack on Coruscant and the Core.

Covell was assigned to take command of the Mount
Tantiss project, and was en route to Wayland when
Joruus C'baoth took over the general's mind. Jedi have
often demonstrated the ability to plant "suggestions' in
atarget's mind, but few Jedi have ever attempted to
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totally supplant a
person's mind. C'baoth
effectively addicted
Covell to the touch of
the dark Jedi's mind.

Unfortunately for
Covell, when their
shuttle entered the in-
fluence of the ysalamiri
a Mount Tantiss, the
loss of mental contact
with C'baoth wiped out
the young General's
mind completely. While
the General's systemic
functions—respiration,
heartbeat and s0 on -
continued, the Genera
himself was rendered
almost catatonic.
C'baoth managed to
plant one last series of
"suggestions" in the
Genera's mind.

Covell was "instructed" by C'baoth to order his
troopsto disperse outside the mountai n after stripping
one of the supply rooms of field gear and explosives.
C'baoth planned to use these troops in a battle to
"liberate" himself from the influence of the ysalamiri.
OnceCovell carried out theseinstructions, thetissue of
his brain, traumatized by the Jedi Master's influence,
simply shut down and the promisingyoung officer died.

» General Freja Covell (prior to his death at

Mount Tantiss)

Type: Y oung Imperial General

DEXTERITY 2D

Blaster 5D, blaster: repeating blaster 5D+1, blaster artillery 3D* 2,
blaster artillery: anti-vehicle 5D+2, brawling parry 4D, dodge 5D,
grenade 4D, vehicle blasters 5D, vehicle blasters. heavy laser
cannon8D+1

KNOWLEDGE 3D+1

Bureaucracy 6D+1, intimidation 5D+2, languages 4D+1, law en-
forcement4D+1, law enforcement: Imperial law 6D+1, streetwise
5D+1,survival 6D+1,tactics: groundassault 10D +1, tactics: squads
7D+2,value4D+1, willpower 5D+1

MECHANICAL 3D+2

Ground vehicle operation 4D+2, hover vehicle operation 5D+2,
repulsorlift operation4D+2, sensors4D+2, walker operation 6D+2,
walker operation: AT-AT 9D+1

PERCEPTION 3D

Bargain 5D, command 7D, con 4D, investigation 5D, persuasion
4D+2, search 6D

STRENGTH 3D

Brawling 5D, stamina 5D

TECHNICAL 3D

Armor repair 4D, demolitions 4D, hover vehicle repair 4D+1,
security 4D, walker repair 5D

ForcePoints: 1

Dark Sde Paints. 2

Character Points: 17

Move: 10

Equipment: Imperial Army uniform, heavy blaster pistol (5D),
comlink
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General Drost

General Drost is a sound tactical thinker, particu-
larly in matters involving the security of space installa-
tions. After serving for nearly a decade as the com-
mander of a number of space station garrisons, anmo
dumps and fueling centers, Drost was promoted to
security chief at the Bilbringi shipyards.

A recent attack by Talon Karrde's smuggler group
left the shipyards a shambles and cost the Empire a
nearly-completed Star Destroyer. Drost's career de-
pended upon the redesign of shipyard security. His
attempts failed miserably, as shown by the Republic's
final attack on Bilbringi.

General Drost is short and stocky, reminding fellow
officers of acommando rather than a security special-
ist. Barrel chested, thick-armed and bulky, the General
is a formidable looking individual.

* General Theol Drost
Type Young Imperia Genera
DEXTERITY 2D
Blaster 4D, brawling parry 5D+2, dodge 5D
KNOWLEDGE 3D+1
Bureaucracy 5D, tactics: ground assault 7D, tactics: space perim-
eter security 6D+1
MECHANICAL 3D+2
Beast riding 5D, walker operation 4D
PERCEPTION 3D
Command 5D, investigation 5D
STRENGTH 3D
Brawling 4D+2
TECHNICAL 3D
First aid, 3D+2, security 6D
Character Paints: 2
Move: 10
Equipment: Imperial Army uniform, heavy blaster pistol (5D).
comlink

Colond Kleyn Sdlid

Colonel Sdlid isyoung for an Imperial Army Colonel,
though he has earned his rank. His assgnment as
temporary commander of the Emperor's hidden store-
house at Mount Tantiss frustrated Sdlid because he
wanted to lead troops on the field rather than from
behind a desk. Since Grand Admiral Thrawn seized
control of various fragments of the Empire, Selid wanted
to lead ground forces into battle rather than be a
glorified "baby-sitter.” When Joruus C'baoth returned
to Wayland, Selid believed that action was unlikely. He
was wrong.

Selid is professional in al his activities ("1 regret to
inform you, Admiral, of the sudden death of General
Covdl."). Hetakesvirtually noleisuretime: whenheis
awake, heis on duty. He disbelieves what he has heard
about the Jedi and the Force. To him, it is all so much
mystical claptrap. He is also very skeptical of Grand
Admiral Thrawn's claimsthat theysalamiri wereneces-
sary to the cloning process. He ignored C'baoth when
theJedi was brought to Mount Tantiss, consideringthe
old man to be the lowest form of life: a civilian with no
respect for military men.
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Not What He Expected ...

The shuttle landed with precision as it halted in
its docking slot in the hangar bay of M ount Tantiss.
"Attention," announced Colonel Selid. Hisvoicewas
not loud, but it was determined and confident. He
knew his orders would reach the legion of troops
assembled in formation at the foot of the shuttle's
landing ramp. With a clank of metal-heeled boots,
the line of troops stiffened in unison.

Sdlid alowed himself a moment of pride in his
troops, pleased that they displayed such profes-
sionalism, particularly givenwhotheirvisitorwas. It
wasn't often that such a noteworthy officer, espe-
cially one who had served under the legendary
General Veers, came to visit. Serving under Covell
would be awelcome change of pace from the rela-
tive boredom inherent in commanding such a re-
motegarrison. Remotewas avery apt description of
the Tantiss installation. Backwater, useless assign-
ment, thought Selid.

Selid felt asmall, illogical kinship to Covell. Both
officers were young and known for their preference
to lead troops at the front lines rather than from a
safe command bunker. A pity that this C'bacth ...
person is accompanying the General, thought Sdlid.
Civilians have no place here.

Selid snapped to attention as the shuttle's ramp
lowered and the vessel's occupants began to exit.
Selid noted with disdain the unkempt hair and beard
of the robed figure who emerged first. That must be
C'baoth, he thought.

C'baoth was followed by General Covell.

"General Covell," Selid announced, saluting. "I
stand down as base commander and relinquish
authority toyou by order of Grand Admiral Thrawn."

Covell smiled vacantly, and returned the salute
clumsily, as if he had never performed the motion
before. "Er ... yes...um... Colonel, isit? Not just yet.
1 will assume command ... in the morning."

"General," Selid began warily, thoroughly sur-
prised. "I respectfully request that you assumecom-
mand now. My orders state that you are to be

granted command immediately upon your arrival.
Sir."

C'baoth muttered something into the General's
ear. Covell stared blankly ahead. After abrief pause,
Covell turned his vacant stare on Selid again and
said, "Colonel, your security is... lax. | needtospeak
tomytroops. Whereisthemesshall ?' TheGeneral's
Voice was monotone, mechanical.

Oh, well, thought Selid. An officer with Covell's
reputation can probably get away with being eccen-
tric. Sighing, the Colonel led the General to the mess
hall. Maybe he'sjust hungry.

"Begging the General's pardon, but may | ask
what iswrong with the mountain's security?" asked
Selid, hoping that getting the General to discuss
tactical matters might help him find some common
ground with this unusual officer.

C'baoth murmured something again. What in the
suns is that man doing? wondered Selid.

"My orders ... come from the Grand Admiral
himself. | will ... notify you very soon as to what
changes you will implement in ... your security
procedures. Youwill leaveus." General Covell spoke
slowly, and seemed to be staring at something past
Selid's ear.

"Yes, sir," Selid said. "Would you like meto order
thegarrisontroopsto attendthismeeting?Ifyouare
discussing security measures, I'm sure you will
want the rest of the baseto hear it."

"No," said Covell, pausing. "Just thetroopsthat |
brought aboard theDraklor will be ... sufficient. You
may go."

"Sir?' Sdid was thoroughly confused by the
General's attitude and the abrupt dismissal.
"Shouldn't | be present for your discussion of secu-
rity arrangements? Asyour second in command ..."

"You," General Covell, afaint, empty smile play-
ing across his lips, "may ... go."

The door tothe mess hall dlid shut, leaving avery
puzzled Colone Sdlid standing on the other side,
listeningto Joruus C'baoth'smockinglaughter. Selid
wondered precisely what was so amusing.

Colonel Sdlidisafit, healthy human, with amuscul ar
build. His close cropped brown hair, blue eyes and
handsome features often remind fellow Imperials of the
recruiting holos that festoon the major military recruit-
ment offices of the Empire. His good looks are offset by
his steely determination and professionalism and his
often arrogant manner of speech.

* Colonel Kleyn Selid
Type: Imperial Army Colonel
DEXTERITY 3D
Blaster 5D+2, blaster artillery: anti-infantry 5D+2, dodge 4D+2,
vehicleblasters 4D

The Thrawn Trilogy Sourcebook

KNOWLEDGE 2D
Bureaucracy: Empire 4D+2, survival 4D
MECHANICAL 3D+2

Ground vehicle operation 5D+2, hover vehicle operation 5D+2,

repulsorlift operation 6D+2
PERCEPTION 2D
Command 5D+2
STRENGTH 4D

Brawling 4D+2, stamina 4D
TECHNICAL 2D

Character Points: 2

Move 10

Equipment: Imperial Army uniform, heavy blaster pistol (5D),
comlink
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The Covert Shroud Gambit

Excerpt from a captured Imperial Communique

To: Grand Admira Thrawn
From: Lieutenant Rejlii Mithel
Re: The Covert Shroud Gambit

Grand Admiral Thrawn:

As per your request, sir, | have studied the so-
called "covert shroud gambit" that has been suc-
cessfully utilized by the Rebellion in the past.

This particular maneuver, historically afavorite
of smugglers and pirates, consists of three phases:
acquisition, shroud (or blinding) and escape.

The acquisition phase occurs when the target
vessdl is acquired or nearly acquired by a tractor
beam. At this point, the target vessel has three
options: surrender, suicide, or shroud.

The shroud phase consists of the expulsion of
some form of sensor-confusing countermeasures.
Trac-reflective particles are the mogt effective, as
they foul the targeting lock on a tractor beam's
control computer. Treated dust that emits hard
radiation is also effective, though it also damages
the target vessd. It is dso known that the covert
shroud sensor blinding phase was once accom-
plished against a Corporate Sector Authority
Dreadnaught when thetarget vessel dumped alarge
quantity of grain into the tractor beam. Since the
tractor beam attempts to lock onto thousands —
even millions— of particles at onetime, thehold on
the larger massis lost.

The escape phase is simply what the name im-
plies: the target vessel takes advantage of the dis-
traction and makes a jump to lightspeed. When
employed properly, the target vessd's pilots can
often program the jump on-site rather than activate
pre-programmed jump coordinates, as the tractor
beams cannot re-acquire until the dust cloud dis-
perses.

A number of suggestions have been forwarded
regarding methods of thwarting this tactic, with
little or no success. Repositioning of the chase ves-
sdl to avoid the shroud is the most common, though

askilled pilot can keep the dust cloud between his
ship and the pursuing vessel.

A moreradical strategy that has been employed
inthe past istheintroduction of a"charged particle
missile." The missile could conceivably pass an
opposed charge through the particle cloud and
force the particles to cluster. Then, the tractor
beam operator could fire his weapon around the
"particle clusters' and capture thetarget. Unfortu-
nately, inactual combat operationsthis method has
proven less than successful. The missile pod re-
quires precise calibration, and can be knocked out
of alignment by simplestorageand handling. Inone
field test, the polarity of the chargewas reversed by
mishandling and actually expanded the shroud,
rather than contracting it.

Current Imperial doctrine suggests blanket firing
of turbolasers in the general vicinity of the target
vessdl, in hopes of obtaining a"lucky shot.” Thisls
of no value in a situation where a target must be
captured alive.

Admiral, atyour encouragement, | haveattempted
to employ the tractor beam itself to disperse the
blinding dust cloud. By switching over to "shear-
plane mode" (see datapage 87,126 of the Imperial
Tractor Beam Primer) it should be possible to artifi-
cidly "move’ the cloud out of the way. Unfortu-
nately, the control computer module of a standard
tractor beam emplacement cannot handl e the con-
flicting sensor signals of trac-reflective particles
andentersashutdowncycle, or "loopsnarl." Asl do
not have the technical expertise to reprogram the
control-computer, | formally request a level-three
computer technician be assigned to the task, as
outlined in my accompanying report. If the repro-
grammingissuccessful, | believewe may havefound
away to thwart the "covert shroud gambit.”

Respectfully,

o

Lt. Rejlii Mithel

Lieutenant Reynol Kosk

Lieutenant Reynol Kosk was a minor Imperial Army
officer stationed in the Imperial garrison on the planet
Trogan. Kosk was bribed by starship thief Niles Ferrier
to launch an attack on a congregation of smugglers
assembled by Talon Karrde. Ferrier, hoping the staged
attack would help him gainthesmugglers trust, miscal-
culated Kosk's actual ability. Kosk and the majority of
the squad he led into battle were killed.

Kosk was the kind of soldier that Thrawn hoped to
eliminate from the Empire's ranks. He was more inter-
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ested in personal wealth and power than the greater
good of the Empire. Hewasaliability to Thrawn and his
plans. Kosk's actions gave Karrde a perfect excuseto
firm up the smuggler coalition, which eventually led to
Thrawn's downfall.

e Lt. Reynol Kosk
Type Imperial Army Officer
DEXTERITY 3D
Blaster 5D, dodge 5D, grenade 4D
KNOWLEDGE 2D
Bureaucracy 4D
MECHANICAL 2D
Repulsorlift operation 4D

The Thrawn Trilogy Sourcebook




PERCEPTION 2D

STRENGTH 3D+1

Brawling 4D+1

TECHNICAL 2D

Move:10

Equipment: Imperial Army uniform, blaster pistol (4D), comlink,
datapad, survival pack

Lt. Mithel

Ensign Rejlii Mithel isthe son of the infamous "Mauler”
Mithel one of Vader's wingmen, killed at the Battle of
Yavin.

Rejlii Mithel was ayoung officer serving aboard the
Star Destroyer Chimaera as aweapons technician, spe-
cidizing in the vessel's tractor beam systems. During
an encounter with aNew Republicvessd, hegainedthe
notice of Grand Admiral Thrawn. The Ghtroc freighter
the Chimaera was pursuing disintegrated into a bunch
of highly reflective particles, fouling the targeting sen-
sors, and freeing the X-wing starfighter hidden inside: a
textbook covert shroud gambit. Since Mithel knew that
the starfighter would be out of range of the tractor
beam before the reflective particles dispersed, Mithel
attempted to shift them himself. Switching the tractor
beam unit over to "shear-plane mode," he locked onto
the cloud of fragments and activated the beam.

The unit immediately froze up, its control computer
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unable to handle the myriad of constantly changing
variables it was forced to compensate for. The X-wing
escaped. Thrawn, recognizing that Ensign Mithel had
devised an innovativetactic, promoted him to therank
of lieutenant and ordered him to find a workable solu-
tion to the covert shroud gambit.

Mithel isyoung, energetic and dedicated to the Em-
pire. He is typical of the courageous, talented breed
that Admiral Thrawn intended to mold into the back-
bone of a new Empire. Time will only tell if Mithel's
future contributions to the Imperial war effort are as
considerable as his potential indicates.

e Lt. Rejlii Mithel
Type: Imperial Gunnery Officer
DEXTERITY 2D+1
Blaster 5D
KNOWLEDGE 2D
Bureaucracy 2D+2, bureaucracy: Imperial Navy 4D
MECHANICAL 4D
Capital shipgunnery 6D, capital shipgunnery: tractor beams 7D+2
PERCEPTION 3D+1
STRENGTH 3D+2
Brawling: martial arts4D
TECHNICAL 3D+2
Capital starship weapon repair 5D, capital starship weapon re-
pair: tractor beam 6D
Move: 10
Equipment: Imperial Navy uniform, blaster pistol (4D), comlink,
datapad
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Chapter Five
The Fringe

In the Galactic Cracks

Excerpt from a report prepared by Polio Tipn for Voren
Na'al, former head of New Republic Council research
(retired). This report was prepared roughly nine years
after the destruction of Mount Taniss.

Thereismoretothegalaxy thanjust the New Repub-
lic and the Empire. For every person completely dedi-
catedtothecauseof theRepublic, thereisapersonwho
couldn't care less about the political situation as long
asthere is money to be made. These people are part of
"the fringe."

Thefringeisaseparate society withitsownrulesand
hierarchy of authority. It existswithin society's cracks,
in the shadowy places, outside the scope of law and
order. All manner of loners, individualists, criminals,
rebels, scoundrels, free agents and galactic scum in-
habitthisfringesociety. Smugglers, crimelords, rogues,
bounty hunters, pirates and black marketeers claim it
asthelr domain.

Not everyone occupying the fringe is a criminal,
however. Some choose to operate outside the more
conventional channels of authority for their own rea-
sons. These can be as varied as the individual's them-
selves, rangingfromdistrust of established authorityto
aneed to provide an alternative to societal norms. At
onetime, the Alliance was considered afringe group,
becausethe Empirewastheonly mainstream authority
in place— as is usually the case with tyrannical dicta-
torships. Some other fringe operatives come close to
joining the establishment, such as Lando Calrissan.
Othersfighttokeeptheirautonomy, likeTalonKarrde.

Thefringewill alwaysexist, forit providesaplacefor
society's rejects and castaways. It provides an alterna-
tive to established practices, a method for making
quick credits without using proper channels. It has
always played an important role in the course of galac-
tic events, and thiswill continue as wdl. The formation
of theso-called "Smugglers Alliance" during Thrawn's
campaignisindicativeof exactly what kind of forcethe
fringe can be.
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The following report has been prepared from ex-
cerptsfrompublicdocuments. Unlessotherwisestated,
these documents were written shortly after the de-
struction of Mount Taniss.

Lando Calrissian

LandoCalrissianlikestobeinchargealmostasmuch
ashelikesto design profitabl e operationsinregionsof
the galaxy otherswouldjust assoonavoid. Earlyinhis
life, Calrissian was awanderer. Hetraveled from system
to system, earning aliving asagambler, rogue, smug-
gler, mercenary, interstellar adventurer and con artist
a various points in his career. Sometimes the lines
between these occupations blurred, and Calrissian
found himself plying his varied skills across a number
of differentjob profiles. Asthe Empiretook moreand
more notice of people in Lando's line of work, he
decidedtosettledown. Hefigured hewouldhaveanice,
comfortable life as Baron Administrator of Cloud City,
but his past and the Empire caught up to him.

Calrissian keepshispast amystery, as do so many of
the people who have come out of — or still operate
within — the fringe. It seems obvious that he received
some formal space combat pilot training, though he
won't say if this training came from the Imperial Acad-
emy, a pirate ship, or some other source. He aso
developed personal combat skills, awry sense of hu-
mor, and an aptitude for gambling. It doesn't matter
what the game is, be it Territory Roulette, flying the
Kessdl Run or starting abusiness on the dark side of a
sun-bakedworld, L andolovesthechallengeandrisk of
gambling. Thebiggerthestakes, thebetter helikesit. Of
all themany gamesof chance he has mastered, perhaps
he is best at the game of sabacc.

To everyone's surprise, Lando Calrissian found he
had aknack for running an operation like Cloud City. He
turneditintoafreecity, far fromthepryingeyesof the
Empire. He grew accustomed to Cloud City's good life.
Fine clothes, expensive food and drink, elegant sur-
roundings, and even more elegant women all appealed
to his own sense of style. He should have known the
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deal was too sweet to last forever.

The Empire pushed himinto adeal hedidn't want to
make, then they reneged on it. They took over his city,
drove off his people, and wrecked hislife. Lando did the
only thing he could in the face of such audacity. He
declared war. His first battle in that war was helping
Luke Skywalker and Princess Leiarescue Han Solo. His
second battle came when he volunteered to lead the
assault on the second Death Star.

After the Battle of Endor, Lando Calrissian resigned
his commission as general and bid farewell to the
emerging New Republic — at least in his capacity as a
participating member of itsinner workings. Of course,
he was thankful when the New Republic offered to
finance his new operation in the Athega system, and he
gladly accepted the low-interest loans. After al, he was
now an upstanding citizen, aformer war hero, and an
honest businessman. He had become responsible, and
he found he liked the new him. He s&t up a mining
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operation on the planet Nkllon, sending asteady flow of
raw materials to one of his principal clients, the New
Republic.

Life has been challenging, exciting, and profitable
after Endor. Thenthe Empirereared its ugly head again,
this time stealing fifty-one of Lando's mole miners to
use in its attack on the Sluis Van Shipyards. Weren't
they ever going to learn to leave him and his friends
aone, Landowondered? Hedecided to leaveNkllon for
awhileto assist Han, Leiaand L uke against the newest
Imperial operation.

Han Solotold him hecouldleavefor Nkllonwhenever
he wanted, but if he hung around and helped for alittle
longer, Han would help him swing a dea to unload a
stockpile of hfredium. "All you haveto dois listen and
digout alead or two, then we'll never bother youagain,”
Han declared. Lando Calrissian had heard that one
before, but he also decided to lend a hand.

After receiving some light wounds on Myrkr and
participating in the defense of the Sluis Van shipyards
(some say he and Han Solo saved the day), Calrissian
was set to return to Nkllon. He had abusinessto repair,
especialy since the Empire had stolen his mole miners
to use in the Sluis attack. But his competitive nature
would not let him out of the struggle against Thrawn so
easily. "l just hateto see brutal clods like the Imperials
pick up too many winning hands," he admitted. "These
clowns just have no finesse.”

When the possibility of finding the Katana fleet sur-
faced, Lando knew hewasinthis gameto stay. He once
searched for the legendary Dark Force himself, but he
couldn't find so much as aseat cushion from one of the
Dreadnaughts. From New Cov, to the casino ship Coral
Vanda, to the bridge of the Katana, to the Emperor's
storehouse on Wayland, Lando Calrissian has been of
incalculable value to the New Republic.

e Lando Calrissian (as of the Battle at Sluis

Van)

Type Gambler

DEXTERITY 3D+2

Blaster 8D+2, blaster: hold-out blaster 7D+2, brawling parry 6D+1,
dodge 7D, grenade 5D, melee combat 5D+1, melee parry 5D+2
KNOWLEDGE 3D

Alien species 5D+1, bureaucracy 8D, business 8D+1, business:
mining 11D+2, business administration 8D, languages 6D, plan-
etary systems 5D+2, streetwise 9D, survival 6D, value 7D, will-
power 6D

MECHANICAL 2D+1

Archaic starship piloting 5D+1, astrogation 7D, communications
5D+1, ground vehicle operation 5D+1, hover vehicle operation
5D+1, repulsorlift operation 5D+1, sensors5D+1, spacetransports
9D, starfighter piloting 9D, starship gunnery 8D, starship shields
8D+1, swoop operation 5D+1

PERCEPTION 4D

Bargain 9D, bargain: minerals 10D+2, bargain: tibannagas 11D+2,
command 8D, con 10D, forgery 7D, gambling 10D+1, hide 7D+2,
persuasion 7D+1, search 5D, sneak 7D+2

STRENGTH 2D+2

Brawling 6D+2, climbing/jumping 5D+2, lifting4D+2, stamina6D+2,
swimming 4D+2

TECHNICAL 2D+1

Computer programming/repair 5D+1, demolitions 3D+1, droid
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A Game of Sabacc. Anyone?

The game of sabacc has been played for thou-
sandsof years, dating back totheancient daysof the
Old Republic. Sabacc tables can be found in the
most expensive luxury casinos, or dangerous hole-
in-the-wall establishments, and anywhere else.

Sabacc is played with a deck of 76 card-chips.
Through the use of micro-circuitry in the card-
chips, card values change randomly, triggered by
electronic impulses sent out by the dealer.

There are four suits in the deck: sabers, staves,
flasks and coins. Each suit consists of eleven num-
bered cards (marked oneto eleven) and four ranked
cards: the Commander, the Mistress, the Master
and the Ace (numbered 12 to 15).

There are also sixteen face cards (two each of
eight different cards), with special names, symbols
and values. They are the Idiot (0), the Queen of Air
and Darkness (-2), Endurance (-8), Balance (-11),
Demise (-13), Moderation (-14), the Evil One (-15),
and the Star (-17).

When ahand isdealt, the deder pushes abutton
on the table which sends out a series of random
electronic pulses, which shift the values of the
cards. Card values can change at any time and this
wild randomness has been credited with making
sabacc so popular.

Through severa rounds of bluffing and betting,
players watch and wait for their card-chipsto shift.
They canlock any or al of their card-chip values by
placing them in the table's interference field (lo-
cated at the center of the playing surface) — the
card is "frozen" at that value.

Sabacc is played in both hands and games (a

game can have many hands). Theobject of sabaccis
to have the highest card total which is lessthan or
equal to twenty-three. A total which is more than
twenty-three, less than negative twenty-three, or
equal to zero is abomb out. Each player isdealt two
card-chips to start and must always have at least
two card-chipsin his hand.

Sabacc hastwo different pots. Thefirst pot, called
the hand pot, is given to whoever wins a particular
hand. The second pot is the sabacc pot, which can
only be won one of two ways.

With sabacc hands, aplayer winsif everyoneelse
foldsorif helocksinthe highest card total lessthan
twenty-three. If twoor moreplayerstie, they partici-
pate in asudden demise —each player is dealt one
card-chip from the deck which must be added to
their locked-in hand. The best hand after this deal
tall<_esthe hand pot. If there is still atie, the pot is
split.

There are two ways to win the sabacc pot. The
first, when aplayer hasatota of exactly 23, iscdled
apure sabacc. The second is an idiot's array, which
meansthe player hasanldiot facecard (0), and atwo
value card and athreevalue card—aliteral twenty-
three! At most tables, an idiot's array beats a pure
sabacc. The game is over when the sabacc pot has
been won.

Some players havefound away to cheat at sabacc
by using arigged card-chip caled askifter. A skifter
alows the player to change its value by tapping the
corner of thecard. Theplayerwaitsuntil it produces
the exact value he desires. Of course, being caught
using a skifter is agood way to end up on the wrong
end of ablaster ...

/_

MODERATIO
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programming4D+1, droidrepair 4D+1, firstaid 4D+1, repul sorlift
repair 5D+1, security 7D+1, spacetransportsrepair 7D+1, starship
weapon repair 6D+1

Force Points. 4

Character Points: 42

Move: 10

Equipment: Comlink, hold-out blaster (3D+1), sabacc card deck

« (as of Battle for the Katana Fleet)
Force Paints: 5
Character Points: 34

 (as of the Assault on Mount Tantiss)
Blaster 9D, dodge 7D+1, thrown weapons 4D, thrown weapons:
knives 6D
Bureaucracy: Imperial Navy procedures 9D, cultures 7D+1, sur-

vival 6D+2, survival: urban 8D, tactics: capital ships 5D, tactics:

starfighters 5D, willpower 6D+1

Communications5D+2, repul sorlift operation 5D+2, sensors 5D+2
Bargain 9D, command 8D+2, con 10D+1

Repulsorlift repair 5D+2, space transports repair 7D+2, starship
weapon repair 6D+2

Force Points: 6

Character Points: 24

Move 10

Talon Karrde

Talon Karrde has become a
prominent "underworld figure"
inthegalaxy. Evennow, years
after Jabba the Hutt made the
final jump, he likesto keep the
fact that his group is on top a
secret. Unlike Jabba, Karrde
doesn't like to flaunt his
power or influence. Petty
displays are bad for busi-
ness, and Karrde doesn't
engage in anything that
will hurt his businessif he
canat al helpit. If some-
one else thinks or knows
you're on top, Karrde fig-
ures, then they'll try to
knockyouoffyourperch.
Karrde has no intention
of giving up the mountain
now that he has the sum-
mit—helikestheviewfrom
on topjust fine.

Karrde is a smuggler and
information agent, rather
than aloathsome gangster. He
hasalwaysconducted hisbusi-
ness with a strong sense of
personal honor and treats his
employeesasassociates, rather
than subordinates.

Karrde and his group have
operated successfully in both
Imperial and New Republic
space, quietly earning
profit without drawing too
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much attention to themselves. Karrde has always ex-
pressed adesire to avoid any involvement in political
matters, but recent eventsforced himto makeachoice.
After Grand Admiral Thrawn determined that Karrde
hid Han Solo and Luke Skywalker from investigating
Imperial forces, Thrawn levied asubstantial bounty on
Karrde's head. Naturally, Karrde decided to side with
the Republic.

Karrde has mobilized prominent smugglers of the
fringe, creating avery effective intelligence gathering
network. Sinceinformation exchangeisone of Karrde's
more profitable sidelines, the future activities of the
group should prove most interesting.

Karrde has proven auseful (albeit unofficial) aly of
the New Republic. Lately, the data he sdlls seems to
arrive at exactly the right moment to stave of f disaster,
and itisof top quality. Rumors abound that Karrdewas
trained by New Republic Intelligence. It isarumor that
he flatly denies. "I would be nowhere near as effective
if I had been trained by New Republic agents," he says
with ady smirk.

Karrde has struck an uneasy alliance with Luke
Skywalker. It was Skywalker's promises of payment
from the New Republic that initially prompted Karrde
to help search for Grand Admiral Thrawn'stroop clon-
ing facility.

Karrde obtained a macrobinocular recording of the
bombardment of Ukio, providing the information that
conclusively proved that the Empire's " super weapon”
was acleverly constructed hoax. Karrde also provided
detailed sensor accounts indicating that the Imperial
blockade of Coruscant was over. His data from the
Bilbringi shipyards showed that the Empire had been
somehow modifying 22 otherwise ordinary asteroids.
OnceKarrdelearned of the Empire's " cloaked asteroid”
assault on Coruscant, he divulged that the New Repub-
lic had indeed destroyed al of Thrawn's asteroids.

Karrdeisapragmatic businessman, but hehasstrong
feelings about thewelfare of his people. Believing Mara
Jade was imprisoned on Coruscant, he offered the
sensor data about Ukio as payment for simply being
allowed to speak to her. Princess LeiaOrgana Solo was
forced to lie to the smuggler because Marawas already
off-planet with Han Solo, Luke Skywalker, Chewbacca
and Lando Calrissian. The group had located the clon-
ing facility and was en route to the planet Wayland to
destroy it. While heisloath to be drawn into thewar by
choosing sides, he has realized that he is doing what
must be done, even if he hates being a the mercy of
forces beyond his control.

"Volunteering” to accompany Princess Leia to
Wayland (for a mere 70,000 credits, paid by agitated
Bothan diplomats), Karrde showed a more "hands-on"
approach to smuggling. Only rarely does Karrde take
part in such a violent operation — his involvement
keenly illustrates the concern Karrde has for his crew.

It is unusual to see such loyalty in a smuggler; per-
haps the New Republic will be forced to dea with the
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fringe in atotaly different manner from now on. After
dl, Karrdeisan honorable man ... in his ownway. From
al reports, Karrde is still upset about being dragged
into the political arena. His past jests about Han Solo's
entanglement with the New Republic aren't quite as
amusing to him as they once were.

He can be charming, hospitable, and even friendly to
enemies and friends alike. He believes that an enemy
today can be afriend tomorrow, and there's no reason
to ruin that over something as trivial as bad manners.
Heis considered honest in histrade dealings by other
members of the fringe society, though looked upon as
something of a cold fish. He has areputation for being
calculating and highly mercenary.

The smuggler chief does not show his passions,
though there are things he feels strongly about. His
associates, for one thing. Their debts are his
organization's debts, as are their credits. And anyone
who comes to him on business or as a guest comes
under the protection of hisorganization— at least until
they leave. If you sit a his table and eat his food, you
deserve his protection, whether he likes granting it or
not. He understands the requirements and duties of a
host. The other subject that will draw his anger is
slavery and kidnapping. He does not deal in either
business, and never has.

Karrde is a human male, with thinning black hair, a
goatee and mustache. He usually dressesin simplebut
elegant tunics, baggy dacks, and a padded vest and
greatcoat that he has owned for many years. Karrdeis
faultlessly polite and calm, even in desperate situa-
tions. It is this even temperament that has saved him
from certain death a number of times.

» Talon Karrde (as of the Battle at Sluis Van)
Type Smuggler
DEXTERITY 3D+1
Blaster 5D+1, brawling parry 5D+1, dodge 6D+1, melee combat
4D+1,meleeparry4D+1, pickpocket6D+1,running5D+1
KNOWLEDGE 2D+1
Alien species 7D+1, bureaucracy 7D+2, business 8D+1, cultures
7D+1,intimidation6D+1,languages7D+1,lawenforcement7D+1,
planetary systems 5D+2, streetwise 8D+1, survival 4D+1, value
5D+1, willpower 6D+1
MECHANICAL 3D+2
Astrogation 7D+2, beast riding 4D+2, communications 6D+2,
repul sorlift operation 5D+1, sensors 7D+2, spacetransports8D+2,
starship gunnery 5D+2, starship shields 6D
PERCEPTION 3D
Bargain 8D, command 9D, con 7D+1, forgery 6D, gambling 6D+2,
hide 6D+2, investigation 8D, persuasion 7D, sneak 6D+2
STRENGTH 3D
Brawling 4D+2, stamina 6D
TECHNICAL 2D+2
Computer programming/repair 4D+2, security 6D+2
Force Points. 2
Dark Sde Points. 2
Character Points: 31
Move: 10
Equipment: Blaster pistol (4D), datapad (scomp-linked into Wild
Karrde's computer system), Wild Karrde

« (as of the Battle for the Katana fleet)
First aid 4D+2
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Force Points 2
Dark Sde Points. 2
Character Points: 26

e (as of the Battle of Bilbringi)
Blaster 5D+2
Business 9D, cultures 8D+1, planetary systems 6D, streetwise
8D+2
Bargain 8D+2, command 9D+1, con 8D, investigation 8D+1, persua-
son 7D+1
ForcePoints 3
Dark SidePoints. 1
Character Points. 17
Move: 10

Mara Jade

From the personal journal of Voren Na'al, Director of
New Republic Council Research. This is a confidential
document, not for public dissemination.

MaraJade is aslim, athletic young woman, possess-
ing the grace of a Galloan Wind Dancer and the fighting
prowess of a cornered Tusken Raider. This ferocious
young smuggler often radiates sheer bitterness, hatred
and loss, marring her beauty.

A black, bitter hatred fills Mara's soul. It is directed
a Luke Skywalker, the man she credits with destroying

her life. Behind the anger rests a
deep, lingeringpain. Bothheran-
ger and her pain stem from the
samesource—theday in Jabba
theHutt's palacewhen she stood
silently and watched as Luke
Skywalker destroyed her life.
For Mara Jade once served
Emperor Palpatine, and her
failure to her master led to
his destruction.
At the height of her ca
reer, Luke Skywalker emerged
from a grubby, sixth-rate farm
on a tenth-rate planet to de-
stroy her life. The Emperor had
sent herto Tatooine, for heknew
that Skywalker would attempt
to rescue Han Solo from Jabba
the Hutt. Marawent undercover
as a dancer in the crime lord's
court and waited. If shehad been
allowed to go on the sail barge
with the rest of Jabba's court,
Luke's vision would have been
history instead of one possible
past. But Jabbahad refused totake
her, and no amount of begging,
cgjoling or bargaining on her part
would change his mind.

MaraJadehad beenthe Emperor's
Hand. That was her code namein

his inner court. She served him

throughout the galaxy as an
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extension of his own dark will. She took on thejobs the
Imperial Fleet and stormtroopers could not handle. Her
onegreat tal ent was that she could hear the Emperor's
call no matter where shewas, and shecould report back
tohiminthesameway. She exposed traitors, brought
down enemies, and helped control the mindless bu-
reaucraciesthrough subterfugeandviolence. Jadeeven

had rudimentary Force abilities, taught to her by the
Emperor. Mara had prestige, power, respect and pur-

pose. Shelostit all whenthe Emperor died. For that, she
has vowed to kill Luke Skywalker.

For the first year after the Emperor's demise, Mara
dreamed of Luke's death almost every night. She
dreamed about it, plotted ways to accomplish it. She
outlined a thousand different scenarios, looking for a
method that would bring her the most satisfaction —
andhimthemost pain. Thisobsessionhasbeentheone
cloud on her judgment, her only permanent compan-
ion. She knows his death won't bring her old life back,
but shefedlsit is something she hasto do— for herself,
andforthememory of her master.

After Endor, Maracould not go to the remnants of the
Imperial forces. First, the Empire was dying, and she
wanted no part of that particular funeral. Second, none
of those who remained knew her, a least not as the
Emperor's Hand. She had been a shadow, working
outside the normal lines of command and protocol.
Therewere no records kept of her activitiesand norank
insignia she could show. Those few who had been
introduced to her saw her as a minor bit of mobile
decoration kept around the palace to amuse the Em-
peror. She had no contacts, no resources and no iden-
tity. So she spent four-and-a-half years sloshing around
therotten under side of the galaxy, doing whatever she
could tosurvive. She eventuallyjoined Karrde, working
hard to get to her current station. But the bitterness and
hatred remains.

The Empire had placed a bounty on Karrde's head
because he helped Luke Skywalker escape on Myrkr.
The bounty extended to the other key members of
Karrde's organization, including Mara.

In the face of imminent capture by an Imperial Star
Destroyer, she decided to play an old card. She sent a
message to Grand Admiral Thrawn. It was the old
recognition codethat shehad carried in her memory—
Hapspir, Barrini, Corbolan, Triaxis; the Emperor'sHand
has returned. She quickly told Thrawn that they had
met at his secret promotionto Grand Admiral . She had
been introduced as the Emperor's favorite dancer,
Lianna. She explained that she stayed away for five
years because there was nothing in the Empire for her
— at least not until the return of a Grand Admiral. She
made adeal to havethe Empirelift Karrde's death mark
in exchange for the Katana fleet.

Thrawn, of course, decided to changethedeal to his
own advantage. Hefollowed her back to Karrde's base
and captured the smuggler chief. Now came the hard
part for Mara, for she wasn't the kind who gave her
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loyalty easily. And her loyalty, for thetimebeing, wasto
Talon Karrde. She even tried to use the Force to kill
Thrawn, but her powerswere not that great, her control
not that complete. For her trouble, he promised to
deliver her to Joruus C'baoth for proper training. This
only served to enforce her previous conclusion: the
Empire she had once served proudly was gone forever.

Mara Jade had other resources to cal upon. As
Emperor's Hand, she knew about the private back door
the Emperor had installed in the main computers of
every Star Destroyer in the fleet. She could not be
locked out of one of the Emperor's ships. She discov-
ered the location of Karrde's cell aboard the Chimaera,
then went in search of Luke Skywalker. She would ask
the man she hated above all else to help her, because
only he could. What surprised her was that he readily
agreed, without threat or force or coercion.

Marawas injured in the battle to possess the Katana
fleet. It was only the actions of Jedi Skywalker that
saved her from death. Judging from her comments, she
considered death infinitely preferable to being saved
by Luke. Despite Skywalker's efforts, Maraspent nearly
amonth unconscious and in recovery in the medical
wing of the Imperial Palace. Welcomed intothe Imperial
Palace because of her actionsin the battle, Marabegan
plotting her return to Talon Karrde's organization d-
most immediately.

Unfortunately, her reunion with the smuggler was
delayed: an Imperial Intelligence team had infiltrated
the Palace and was attempting to kidnap Han Solo and
Princess LeiaOrganaSolo's children. It was duringthis
attack that some of Mara's peculiar Force skillsbecame
evident. She was able to detect the attack before it
happened, and was able to "mentally project” her
thoughts to Organa Solo. Mards actions apparently
saved the day, and the Intelligence team was stopped.

Unfortunately for Jade, the team leader, an Imperial
major named Himron, identified Mara as their contact
inside the Palace. While this accusation was false —
Himron was simply planting disinformation to confuse
the New Republic — Palace Security felt that there was
no choice except to confine Mara until a full inquiry
could be carried out.

Realizingfinallythat "her" Empirewasdead, and that
Thrawn's Empire was not the Empire she desired to
serve. Jadewas rescued from confinement by Han Solo
and Lando Calrissian after she offered to help them find
Thrawn's hidden cloning facility. While Mara did not
know the exact location, she had previoudy visited the
Emperor's storehouse and eventually led the New
Republic's heroes to the Mount Tantiss installation.

At Mount Tantiss, Jade and Skywalker confronted
the menace of Joruus C'baoth, who claimed that both
Maraand Luke would kneel before him. A fierce battle
ensued, and with the combined efforts of Luke, Lea
Han, Karrdeand Mara, C'baothwasslain. MaraJadehas
since decided totraininthe Force under thetutel age of
Luke Skywalker, though sheis still troubled by visions
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of the Emperor. After the battle a8 Mount Tantiss,
Skywalker gave Marahis father's lightsaber, recovered
from the rubble of the storehouse.

* Mara Jade (as of the battle at Sluis Van)
Type Merc
DEXTERITY 3D+2
Blaster 9D+1, blaster: hold-out blaster 10D+2, brawling parry
7D+2, dodge8D+2, melee combat 8D+1, meleeparry 7D+2, missile
weapons 6D+2, pick pocket 8D+2, running 6D+2, thrown weapons
6D+2
KNOWLEDGE 2D+2
Alien species 8D+2, bureaucracy 7D+2, business 5D+2, intimida-
tion 7D+2, languages 8D+2, planetary systems 5D+2, streetwise
6D, streetwise: Talon Karrde's organization 7D+2, survival 7D,
value 4D+2, willpower 6D+2
MECHANICAL 2D+2
Astrogation8D+2, beast riding5D+2, communications6D+2, ground
vehicleoperation 6D+2, repul sorlift operation 5D+2, sensors5D+2,
space transports 9D+2, starfighter piloting 9D+2, starship gun-
nery 9D+2, starship shields 8D, swoop operation 7D+2
PERCEPTION 2D+1
Bargain 5D+1, command 7D+1, con 6D+1, gambling4D+1, hide
8D+1,investigation4D+1,persuasion5D+1, search7D+1, sneak
8D+1
STRENGTH 3D+2
Brawling 6D+2, climbing/jumping 7D+2, lifting 5D+2, stamina8D+2,
swimming 6D+2
TECHNICAL 3D
Blaster repair 6D, computer programming/repair 7D, demolitions
4D, droid programming 3D+2, droid repair 3D+2, first aid 5D,
ground vehicle repair 6D, repulsorlift repair 5D, security 8D,
starshiprepair 6D+1, starshipweaponrepair 5D+1
Special Abilities:
Forceskills: Control 2D, sense2D+2, alter 1D+1
Force powers (these are only powers which Mara has demonstrated
to this point):
Control: Absorb/dissipateenergy, accel erate healing, control pain,
emptiness, enhance attribute, hibernation trance, remain con-
scious, resist stun
Sens= Danger sense, life detection, life sense, magnify senses,
receptivetelepathy, sense Force
Alter: Injure/kill, telekinesis
Control and Sense: Projective telepathy
Control and Alter: Inflict pain
Control, Sense ondAlter: Telekinetic kill
This character is Force-sengtive.
Force Points: 4
Dark Side Points: 5
Character Points 37
Equipment: Hold-out blaster (3D), comlink

« (as of the battle for the Katana fleet)
Force Points. 4
Dark Side Points 5
Character Points 21

* Mara Jade (as of the attack on Mount

Tantiss)

Lightsaber 4D+2

Willpower 7D

Persuasion 5D+2

Special Abilities:

Force Sills: Control 2D+2, sense 2D+2, alter 1D+2
ForcePoints 4

Dark Side Points. 4

Character Points: 20

Equipment: Hold-out blaster (3D), comlink, lightsaber (5D)
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Karrde's Organization

Karrde'ssmugglingoperationextendsi ntobothNew
Republic and Imperial territory. He deals in whatever
contraband goods a planet needs, from cargo to infor-
mation. Infact, his operatives have standing ordersto
bringback any rumorsthey hear sothat Karrdecan add
to his growing store of knowledge. Most recently, he
shipped food and medical supplies to the Abregado
system.

Besides smuggler chief Talon Karrde and his newest
operative, Mara Jade, Karrde's ranking associates in-
clude Aves, Dankin, Chin, Fynn Torve, Wadewarn and
Ghent. Aves has served with Karrde since the earliest
days of his operation. He normally stays closetothe
smuggling chief, serving as advisor and comm officer,
Aves job is to coordinate the activities of field opera-
tives, serving as a kind of ship dispatcher for the
smugglers.

Chin, a middie-aged man with a Froffli-style haircut,
hails from the planet Myrkr. His knowledge of the
planet's indigenous life has served Karrde well. Chin
trains and handles Karrde's pet vornskrs, domesticat-
ing the wild creatures while training them to serve as
guards. Hea so understandsthe mysteriousysalamiri,
and has perfected techniques for removing them from
their tree branches without killing them. His other
duties in the organization include maintaining base
security and overseeing base operations.

Dankin, Fynn Torve and Wadewarn are among the
best of Karrde's freighter pilots. They may not be as
flashy as Han Solo or as sophisticated as Lando
Calrissian, but they can do their jobs well. They handle
the most important and difficult runs for Karrde.

Ghent is ayoung human male and probably one of
thebest "dicers’ inthegalaxy. Theyoung man haslong
relied upon an uncanny knack to dlice into computer
code and make amachine ailmost totally do hisbidding.
Heisahighly prized member of Talon Karrde's organi-
zation. Ghent was instrumental in locating the hidden
transmitter in the Imperial Palace: Delta Source.

Ghent isalmost completely uninterested in anything
besides acomputer terminal. He spends amost every
waking moment glued to a compad, exploring the vast
datahighwaysthat the modern galaxy's computer and
communication networks rely upon. Currently, heis
hel ping the cryptography division of the New Republic
to find new ways of deciphering Imperial battle codes.

Ghent, while adept at operating computers, is some-
thing of a socia misfit. He has difficulty relating with
peoplewhodonot sharehisinterestincomputers, and
hegenerally spendsmoretimewith machinesthanwith
people.

Ghent isashort, almond-skinned human male, about
15 meterstall. Heis slender, but not very athletic. He
has a poor complexion, and a bizarre sense of humor.
Despite his lack of social graces, Ghent is a likable
enough young man, though he still tends to throw
people of f balance with his strange sense of humor.
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The Empire's Locate and Detain List

Thestreetswerecrowded astheattractiveyoung
woman with red-gold hair stepped out of a nonde-
script building into the busy Rishi traffic. Moving
purposefully through the crowd, utilizing anumber
of techniques for evading pursuers, she made her
way as casually as possible across town.

And was followed every step of theway.

Her shadow was, quite simply, intergalactic riff-
raff. Gunner Groth was a two-bit bounty hunter,
more suited to being a bodyguard for low-level
crime bosses and shaking down debt defaulters
than hunting criminals on the Empire's infamous
Locate and Detain List, a copy of which was stored
neatly in the datapad at Groth's waist.

The Locate and Detain List was ingtituted by
Emperor Palpatine as yet another of his"temporary
security measures.” It kept COMPNOR that much
busier by respondingto "loya citizens' whoturned
in their neighbors for being "suspected Rebel sym-
pathizers." Rather than having these well-meaning
but amateur operatives inadvertently tripping up
one of the Palpatine's carefully planned intrigues,
they could be diverted to less sensitive tasks. The
climate of suspicion and fear that the Emperor care-
fully maintained was aways an important tool.

Inrecent years, theLocateand Detain list became
a"checklist" of sortsfor bounty huntersand gun-
men. The Rebels on the List were worth a small
fortune (in some cases, a large fortune) to the
bounty hunter lucky or skilled enough to catch
them.

An " thisparticular redheaded fortune doesn 't even
know I'm here, thought Groth. Thisll be too easy.
She'll lead me to Karrde's whole nest o' gundarks
besides.

Chuckling to himself, the filthy, scarred bounty
tiunter checked hisweapon's charge and made sure
his"Dengar" ID was in place. After all, it never hurts
to use a known hunter's name to scare the target, or
score a higher bounty from thelmperials, hethought.
Hewas already mentally counting the pile of credits
he was certain he would get for capturing the red-
haired firebrand.

He sat off into the nearest aley, planning the
snare that would net him Mara Jade, the latest
addition to the Empire's Locate and Detain List.
Passershy ignored the muffled blaster shots that
rang out from a nearby aley afew minutes later. It
was severa hours before anybody noticed Gunner
Groth's body.

The extent of Karrde's operation is unknown, but
many in fringe society believe his group is now on top.
Hisbest shipsincludethe Etherway, theSarrylce, and
Karrde'sown ship, WildKarrde. The group had madeits
private base of operations on the planet Myrkr. The
planet had suited them well, for it had been out of the
major trade paths, but was still close to the Borderland
Regions. It was a refuge for smugglers, malcontents,
and others for along time. Then the Empire happened
by, and Karrde has been forced to pack up hisoperation
and flee.

¢ Aves
Type: Smuggler
DEXTERTTY 3D+1
Blaster 5D+1, brawling parry 5D+1, dodge 6D, melee combat 4D+1,
melee parry 4D+1
KNOWLEDGE 2D+1
Alien gpecies3D+2, bureaucracy 4D+1, languages4D+1, planetary
systems6D+1, streetwise 7D, survival 4D+1, value 3D+1
MECHAMCAL 3D+2
Astrogation 7D+2, repulsorlift operation 5D+2, starship gunnery
5D+2, starship piloting 5D+2, starship shields 5D+2
PERCEPTION 3D
Bargain 6D, command 5D, con 5D+2, gambling 6D, hide4D, search
4D, sneak 4D
STRENGTH 3D
Brawling 5D, climbing/jumping 4D, lifting 5D, samina5D
TECHNICAL 2D+2
Security 5D+2, starship repair 4D+2
Move: 10
Character Points: 12
Equipment: Blaster pistol (4D), forged ID, sabacc deck
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* Fynn Torve
Type Smuggler
DEXTERITY 3D+1
Blaster 4D+2, brawling parry 4D+1, dodge 4D+2, grenade 4D+1,
meleecombat5D+1, meleeparry 5D+1
KNOWLEDGE 2D+1
Alienspecies6D+1, bureaucracy4D+1,languages5D+1, planetary
systems 6D, streetwise 6D+2, survival 5D+1, value 3D
MECHANICAL 3D+2
Astrogation 6D+2, repulsorlift operation 4D+2, space transports
6D+2, starship gunnery 4D+2, starship shields 5D+2
PERCEPTION 3D
Bargain 5D, command 4D, con 6D, gambling 7D, hide 5D, search
3D+2, sneak 5D
STRENGTH 3D
Brawling 4D, lifting 4D, stamina5D, swimming 4D
TECHNICAL 2D+2
Computer programming/repair 3D+2, demolitions 5D+2, space
transports repair 5D+2
Move: 10
Character Points 8
Equipment: Heavy blaster pistol (5D), datapad, comlink

* Ghent fas of the battle for the Katana fleet)
Type Slicer
DEXTERITY 2D+2
Blaster 3D, dodge 4D+2
KNOWLEDGE 3D+1
Alienspecies5D+1, bureaucracy4D+1,languages5D+1, planetary
systems 5D+1, technology 7D+1
MECHANICAL 4D
Repulsorlift operation 5D, starship shields 60
PERCEPTION 2D
Bargain 4D, con 4D, command 4D, gambling 4D, hide 4D, snesk
4D+2
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STRENGTH 2D

Climbing/jumping3D, stamina4D, swimming3D

TECHNICAL 4D

Computer programming/repair 8D, droid programming 8D, droid
repair 8D, encryption 7D, repul sorlift repair 4D+1, security 9D
Move: 10

Character Points 8

Equipment: Datapad (containing a number of code-bresking pro-
grams), hold-out blaster (3D)

* (as of the Siege of Coruscant)
Computer programming/repair 9D>1, encryption 7D+1, security
9D+1
Move: 10
Character Points. 6

Brasck

Excerpted from Alliance I ntelligence documents, pre-
pared shortly after the Battle for the Katana fleet.

One of the major smuggling chiefs operating in the
Borderland Regions is Brasck. Brasck isaBrubb from
theplanet Baros. Likeall Brubbs, heisabipedal reptiloid
withaknobby, grayish-green hide. Heleft hishomeworld
when he was recruited by Jabba the Hutt as a merce-
nary. With the crime lord's demise, Brasck grabbed
whatever followers he could and set up his own smug-
gling operation.

Brasck deals in anything, including kidnapping and
daves. As such, his major clients are the Empire and
other crime organizations. He travels the starsin his
command ship Green Palace, preferring deep space
and constant motion to a permanent base of opera
tions. After all, he witnessed first hand what happened
to Jabbathe Hutt — evenwith all of the precautionsthe
crime lord installed in his fortress headquarters.

TheBrubb surrounds himself with hired thugs, men
and women he feels confident he can purchase loyalty
from. He doesn't trust anyone whose motives can't be
boiled down to the accumulation of credits.

Even if dl of his guards wereto turn on him, Brasck
would not be helpless. As a former mercenary, he
knows how to defend himself. He normally wears body
armor and carries a number of concealed and obvious
weapons on his person.

Brasck is afraid of the Empire. He does his best to
keep his operation on the good side of the Imperials,
paying morethan his share of tariffsand bribes, offering
them the best choice of hisgoods, and jumpingto their
service whenever he can. He especidly fears Grand
Admiral Thrawn. He remembersstories of the man from
when he was a boy on Baros. Then, the planet was
considered part of the Unknown Regions instead of the
Outer Rim Territories. Thrawn found his world, and
taught it to respect and fear the might of the Empire.

Recently, Brasck has taken on the bounty for Luke
Skywalker. He knows his organization can handle a
simple kidnapping. That's what they do best, after all.
Some of his men have hesitated, though. They remem-
ber what Skywalker did on Tatooine. All the more
reason, Brasck believes, that they should bethe onesto
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bring the Jedi to Grand Admiral Thrawn. Still, Brasck
feels acertain debt to the Jedi. Without his actions, the
Brubb would not now be asmuggler chief. For that, he
has ordered his operatives not to hurt Skywalker when
they capture him — at least not too much.

* Brasck (as of the Battle for the Katana fleet)
Type Brubb Merc
DEXTERITY 3D
Blaster 6D, blaster: blaster rifle 8D+1, brawling parry 6D, dodge
6D, melee combat 6D, melee parry 6D
KNOWLEDGE 2D
Business5D, business: slavery 8D, business: smuggling8D, intimi-
dation 6D+2, languages 4D, planetary systems 4D+1, streetwise
6D, survival 5D
MECHANICAL 3D+1
Astrogation5D+1, beastriding5D+1, repul sorliftoperation6D+1,
spacetransports5D
PERCEPTION 2D+1
Bargain5D+1,command5D+1,con4D+2, hide4D+1, search4D+1,
sneak 4D+1
STRENGTH 4D+1
Brawling7D+1, climbing/jumping5D+1,lifting6D+1, stamina7D* 1
TECHNICAL 2D+2
Demolitions 3D+2, first aid 3D+2
Special Abilities:
Natural Body Armor: +2D against physical attacks.
Color Change: Brubbs can change color to match their surround-
ings. Add +1D to any sneak attempts.
Move: 10
ForcePoints 1
Dark Side Points: 1
Character Points: 13
Equipment: Blaster pistol (4D), hold-out blaster (3D+1), knife
(STR+1D), comlink

* (as of the Imperial ambush on Trogan)
Blaster 6D+2, dodge6D+1
Sneak 4D+2
Dark Side Points: 3
Character Points: 9
Move: 9
Equipment: Heavy blaster pistol (5D), vibroknife (STR+2D),
comlink, concealed body armor (+2D physical, +1D energy)

Partah

Par'tah controls one of the major smuggling groups
operatingintheBorderland Regions. Most of her group's
apparent wealth is nothing more than illusion, how-
ever. In truth, hersis amarginal operation living well
above its means in the hopes of gaining prestige and
power. The recent bounty offered by the Empire on the
Jedi Knight Luke Skywalker has caused her to divert
ships and ignore schedules to hunt him down. If her
group can earn the bounty, the credits would go along
way toward making her organization solvent again.

Par'tah isaHo'Din, anative of the planet Moltok. She
stands almost three meterstall, and her skin color and
slender shape make her appear like ablade of swaying
wuppa grass. Her two dark, bulging eyes and wide,
liplessmouth makes her very attractiveto other Ho'Din.

Par'tah's base of operations remains hidden on a
hot, jungle planet off the crowded space lanes. Like all
Ho'Din, she has an instinctive love for nature. Unlike
most Ho'Din, she aso understands the benefits of tech-
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nology. In fact, whenever possible she likes to deal
exclusively intechnol ogical items. She examines every
itemn her organization accumulates, aways looking for
some new trinket or wonder to add to her own collec-
tion.

Par'tah dislikes Brasck and his operatives with a
passion. Not only is herepugnant and apoor business-
man, but his operation constantly beats hersfor con-
tracts. Talon Karrde, on the other hand, has always
treated her fairly. They engage in a healthy, friendly
competition which she rather enjoys. He knows of her
love for technology, and often steers her toward some
overlooked treasure.

Whilethe Ho'Din smuggling chief prefersto deal with
the New Republic, she needs the credits the Empire
offers. One may be more trustworthy than the other,
but she certainly doesn't think she'll get rich carrying
cargo for the Republic.

Shefeelsthat appearances arevery important in her
lineof business. Aslong as shelookslikesheisrich and
prospering, then her business will prosper as well. So
far, thistheory hasnot held true. Sheknowsthat better
days are just around the corner — if she can keep the
business together long enough to turn it.

She has dways maintained a friendly sparring rela
tionship with Talon Karrde, a mutual respect that has
turned into an odd sort of friendship. Karrde realizes
that Par'tah has spent far more than she can afford to
and has offered her a place among the smuggler codli-
tion, partly to help float the Ho'Din some money and
partly because he respects her abilities.

Currently, Par'tah is considering some contracts to
run construction materials and computer components
tothe Empire, arun she desperately needsto help keep
her business solvent, although the cut of the funds
Talon Karrde obtained from the Bothans has helped
considerably. Still, there are schedules to keep, and
goods to haul, and Par'tah will carry any cargo for the
highest bidder.

Par'tah is still in mourning over the loss of her friend
and fellow smuggler, Lishma. The death of the Gotal at
the hands of the Empire has helped cement her desire
to pay back the Empire for its actions.

« Par'tah (as of the Battle for the Katana

fleet)

Type Ho'Din Smuggler

DEXTERITY 3D

Blaster4D, brawling parry 4D, dodge5D, meleecombat 4D, melee
parry 4D

KNOWLEDGE 3D+2

Alien species 5D+2, bureaucracy 4D, cultures 5D+2, languages
4D+2, planetary systems 4D+2, streetwise 5D+2, survival 4D+2
MECHANICAL 3D

Astrogation5D+1, repul sorlift operation 6D, starshipgunnery 5D,
starship piloting 5D, starship shields 4D+2

PERCEPTION 2D+1

Bargain 6D+1, command 5D+1, con 4D+1, gambling4D+1, hide/
sneak 5D+1, search 4D+1

STRENGTH 3D

Brawling 5D, lifting 5D, stamina 6D

TECHNICAL 3D

92

Computer programming/repair 5D, droid programming5D+1, first
aid 6D+2, repulsorlift repair 4D+1, spacetransports repair 5D
Character Points. 6

Move: 10

Equipment: Hold-out blaster (3D+2), comlink

* (as of the Imperial ambush on Trogan)
Astrogation 5D+2
Droid repair 5D+1, first aid 6D+2

Niles Ferrier

Niles Ferrier wasalarge human, big and thickly built.
Hehad dark hair, abeard, dressedinornatetunics, and
always smoked a long thin cigarra whose distinctive
aroma of carababba tabac and armudu spice followed
himwherever hewent. Hewas aconsidered oneof the
best spaceship thievesinthegadaxy. Itissaid that Niles
Ferrier could "pam a Corellian Gunship while the
Corellians are still aboard".

Ferrier'stypica method of operationinvolved break-
ing into aspace station's computer and comm systems
to monitor security and look for shipsripeto pluck from
desolate hangar areas. Using hiscomputer hook-up, he
altered work orders to route everyone out of the area.
Then he picked up the ship and lifted off at his leisure,
one ship richer, and ready to move on to his next
conquest.

Ferrier becameinvolved in the current struggle be-
tween the Empire and the New Republic when Grand
Admiral Thrawn put out a call for capital ships. The
bounty of twenty percent above market valuefor any
ship over one hundred thousand tons that could fight
was 100 good to pass up. He assembled his usual gang
of assistants — five humans, aVerpine and a Defel.

His first attempt to acquire ships— at the SluisVan
shipyards after the Imperial attack — was spoiled by
the untimely arrival of
Luke Skywalker and
Lando Cdlrissian. The
Jedi, his reputation for
eliminating Jabba the
Hutt preceding him, con-
vincedFerrier'smennot
to fight. Ferrier himself
knew Calrissian from the
failed Phraetiss opera-
tion abouttenyearsago.
He also knew of
Cadlrissian's reputation,
which had grown much
greater in the interven-
ingyears, sohedecided
tocut hislossesand fold
to the gambler and the
Jedi — thistime.

As a businessman,
Ferrier preferred not to
fight if he could a all
avoid it. He defined ev-
erything in terms of
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Populating the Fringe

Who operates within the shadowy cracks of ga-
lactic society? What type of peoplerefuseto takethe
safe, legitimate path in favor of quick credits and
excitement? The profiles of the people who popu-
late fringe society are as varied and as different as
the people themselves, but a number of patterns
have emerged. These patterns give us a better pic-
ture of life in the fringe.

The crime lord is one of the more powerful and
visible features of fringe society, but they are un-
common. In fact, the number of true crime lords is
quite small. True, there ssemsto be no limit to the
number of petty crime bosses and gang leaders, but
crime lords with operations which span large por-
tionsof thegalaxy are extremely rare. Jabbathe Hutt
was perhaps the most well known and powerful
crimelordto ever carve out aterritory—and alarge
territory it was. What made Jabbaa crime lord and
not just a smuggling chief was the fact that his
organization was intimately involved in amost any
illegal operation that can be imagined, including
vice, cons, murder, theft, davery, and kidnapping. If
an operation was going down, Jabbawas probably
getting a cut.

Today's top figures in the fringe have specialized
their operations. Karrde, Brasck and Par'tah, for
example, deal almost exclusivelyinsmuggling, while
that particular tradewas just asmall part of Jabba's
overall operation. Those crime lords that still exist
have moved to more stable parts of the galaxy. As
long as the Republic and Empire are going to fight
over the Borderland Regions, the crime lords will
stay out of their way.

Smugglers are a flamboyant and colorful group,
best exemplified by Han Solo. Profits and excite-
ment motivate them. Their ships are their homes
and wanderlust their only guide, letting it move
them where it may. Smugglers deal in contraband,
though what may be illegal in one sector might be
perfectly legal in another. A smuggler has to know
the ins and cuts of both the official and unofficial
spacelanes, becausethe safest, shortest route means
money in his pocket. Smugglers enjoy making deals,
outsmarting pickets, and making quickcredits. They
seem to be always on the outlook for a sweet ded
that will earn them enough to give up the business
once and for al. Most smugglers are in debt to one
or more crime bosses, crime lords, or smuggler
chiefs at any given time. A few work exclusively for
one organization, but most are free-traders, selling
their ships to the highest bidder.

Mercenaries, or meres, are the hired soldiers of
the fringe. Mercs are trained warriors — fighting
machinesthat haveno causeor loyalty except tothe
bottom line. The job doesn't matter, nor do the

reasons behind thejob. All the mere wants arethe
credits coming his way. Mercs tend to be cynical.
They believe that causes come and go, but the war
rages on. Actually, they count on that, for war is
their office and battle their stock-in-trade. Mercs
operate alone or in unitsthat have served together
for years. They hire themselves out to crime lords
who need protection, to planetary governments
that need armies, and sometimes evento the Repub-
lic or Empire when the credits are right and there's
little chance they'll be conscripted into a more
permanent relationship.

A mere has to watch out for himself. The galaxy
knowsthat meresare expendable. They'rehired for
a battle or a war, with a contract that ends with
either a cease fire or a fata wound. Mercs are
usually sent into thethickest frays and most danger-
ous situations. In such circumstances, the only
person amere can count on is himself, and some-
times the mere fighting at his side.

Pirates come in a number of varieties. Some
pirates form swoop gangs, using the high-powered
repulsorlift vehicles as their raiding craft. They
strike quickly from their base ship, engaging in
robbery, murder and plunder. Othersoperateout of
huge cruisers or with fleets of smaller ships, attack-
ing and boarding passing craft that are too weak to
stop such assaults. Pirates raid the space lanes,
looking for ships to steal and treasure to plunder.
Unlike smugglers, pirates do not attempt to engage
inany type of legitimate or semi-legitimate occupa-
tion, but simply steal goods for their own use,
maraudingand pillaging anything and anyoneweaker
than they are, whether they find them in space or on
an undefended world.

Perhapsthe most feared personality operatingin
thefringeisthe bounty hunter. Bounty hunterstend
to be well-trained, capable warriors and trackers.
They accept credits in exchange for locating spe-
cificindividuals. Depending on the bounty, ahunter
will either bring his quarry in dead or aive. Bounty
hunters are cold and ruthless. They display little
evidence of mercy or compassion. They are like
predatory animals, searching out the scent of prey
and hunting it down. As bounty hunting tendsto be
adangerous business, those who practiceit dress
for the occasion. Bounty hunters wear as much
armor asthey can afford, carry as many weapons as
they can handle, and prepare for any contingency.
The good ones charge exorbitant rates. The bad
ones don't live to collect their credits. Both legiti-
mate law enforcement agencies and fringe organiza-
tions employ bounty hunters. Whoever needs to
find or catch amissing individual will seek out their
talents.
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credits, but he didn't take well to threats or others
trying to cut into his territory. While he preferred to
ded in ships, he aso dabbled in other trade when
necessaxy. While watching for ship opportunities or
planning for ajob, Ferrier took on shipping contracts.

While Ferrier tended to stay out of the galactic
struggle, he was known to take on Imperial jobs from
time to time. He smuggled contraband from the New
Republicinto Imperia territory onmorethan one occar
sion, and he delivered three Sienar patrol shipsto the
Empire. The patrol ships were part of his deal with
Cdrissian for leaving the Republic ships at Sluis Van
done. Calrissian gave him atip on wherethe Cavrilhu
pirate gang was storing them, and Ferrier and his team
didtherest.

Dealing with the Empire, especially with the Grand
Admiral himself, does not waysgo as planned. Ferrier
was contracted to locate the preciselocation of agroup
of old Rendili StarDrive Dreadnaughts that had at-
tacked Imperial ships over the planet New Cov. The
contract gave Ferrier threestandard monthsto deliver.
In case Ferrier felt compelled to abandon the assign-
ment and run, his freighter had been equipped with an
unbreakable doomsday mechanism set to detonate in
exactly three monthstime. Ferrier was unhappy about
the arrangement, but he couldn't directly challengethe
might of Grand Admiral Thrawn's armada.

In the course of his search for the Dreadnaughts,
Ferrier realized thetrue nature of the prize hewas after.
Thrawnwanted nothing lessthan theKatana fleet. With
only anameto go on, aCaptain Hoffner, Ferrier decided
to go to Lando Calrissian for some more "help." His
scam dlipped slightly when he revealed Thrawn's name
to Calrissian and Han Solo, but two homing beacons he
planted on Calrissian's Lady Luck made their coopera-
tion inevitable. The fortune the Empire offered was one
prize; taking out the smart-mouthed gambler could be
an added bonus.

Ferrier and his gang trailed Calrissian to the Coral
Vanda, then he called in Imperial support to make sure
Hoffner was going to fall into his hands and not the
gambler's. It was a simple matter to find Hoffner and
lock him in a suite until after the shooting was done.
Although he was not ableto eliminate the troublesome
Cdlrissian, he did manage to give the Grand Admiral
what he wanted — the location of the legendary Dark
Force.

Ferrier becameembroiledin adi sputebetween Talon
Karrde and the Empire, and was forced to perform
some espionage activities for Grand Admiral Thrawn
(on pain of death, naturally). Ferrier orchestrated the
ambush on the smuggler meeting on Trogan, which
resulted in the death of the Gotal smuggler, Lishma.

Thrawn, angry that his schemeto prevent the forma-
tion of aunified smuggler codlition had been snapped
by the dull-witted ambush staged by Ferrier, brought
the ship-thief to the Chimaera and let him know in no
uncertaintermsthat hisrather largedebt totheEmpire
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would be paid in full.

Planting some damaging evidence on Talon Karrde
during another meeting of smugglers, Ferrier hoped
that the smuggling codition would fall apart— thereby
saving his own neck from the wrath of Grand Admiral
Thrawn. Unfortunately, a dip of the tongue revealed
that Ferrier was the traitor after all, and Karrde was
exonerated in the eyes of his fellow smugglers. Ferrier
was killed in his efforts to evade the wrath of the so-
called "smugglers Alliance."

< Niles Ferrier (shortly after the Battle at Sluis
Van Shipyards)
Type Spaceship Thief
DEXTERITY 3D
Blaster 5D, blaster: hold-out blaster 6D, brawling parry 6D, dodge
7D, melee combat 5D, melee parry 5D+2, pick pocket 7D, running
6D, thrownweaponssD+1
KNOWLEDGE 2D+1
Alien species 4D+1, bureaucracy 4D+1, business 5D+1, intimida-
tion 5D+1, languages 5D+1, law enforcement 6D+2, planetary
systems 5D+1, streetwise 7D+1, survival 4D+1, value 5D+1, value:
starships 10D+2
MECHANICAL 3D+2
Astrogation 4D+2, capital ship piloting 6D+2, communications
6D+2, ground vehicle operation 5D+2, hover vehicle operation
5D+2, repul sorlift operation5D+2, sensors4D+2, spacetransports
7D+2, starfighter piloting 6D+2, starship gunnery 6D+2, starship
shields 4D+2, swoop operation 4D+2
PERCEPTION 2D+l
Bargain 7D+1, command 4D+1, con 7D+1, gambling 6D+1, hide
6D+1, investigation 7D+1, persuasion 5D+1, search 6D+1, sneak
6D+2
STRENGTH 3D
Brawling 6D, climbing/jumping 5D, lifting 5D, stamina 6D
TECHNICAL 3D+2
Capital starship repair 6D+2, computer programming/repair 7D+2,
computer programming/repair: spaceportsecurity systems10D,
demoalitions 4D+2, droid programming 5D+2, droid repair 4D+2,
first aid 4D+2, repulsorlift repair 5D+2, security 8D+2, starship
repair 7D+2
ForcePoints 1
Dark Sde Points 4
Character Points 15
Move 10
Equipment: Datapad, comlink, blaster pistol (4D), cigarillos

e (As of the ambush at Trogan)
Planetary systems 5D+2, streetwise 7D+2
Character Points: 11
Equipment: Blaster pistol (4D), datapad, cigarra, blastvest (+1D
physical, +2 energy)

General Garm Bel Iblls

Senator Garm Bd Iblis of the Corellian system was
part of thefaction that gave birth to the Rebellion. But
hedid not join the Alliance when it emerged to fight the
gdactic civil war. Instead, Bel Iblis decided to fight his
own war. It was asecret war against the Empire, fought
with aprivate army and dreams of triumph. Y earsafter
the civil war had ended, Bel Iblisand hisarmy remained
in hiding, waitingfor athreat that would never surface.

Few Cordlians could ever forget the famous Senator
Bel Iblis who disappeared long ago. So great is the
respect and admiration of the Corellian people that
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The Cavrilhu Pirates

Captain Zothip stood beforethefull-wall viewport
in his private quarters aboard the gunship Void
Cutter. Anger shimmered around him like heat and
light around asun. Hewas the captain of the Cavrilhu
Pirates, the scourge of the Amorris star system.
Passing frei ghters cowered beforehim. Supply ships
went out of their way to avoid him. Even military
shipswere loath to get in hisway. It had been that
way for almost ten years, and Zothip was not going
to let anything change that.

"We plunder, weraid, wetake," Zothip growled,
staring past hisownreflection to the stars and blue-
black space beyond. "We do not get taken!"

Thedoor chime sounded, daring to interrupt the
pirate captain's brooding. Without turning away
from the viewport, Zothip called, "Come, and you
better have the information | requested.”

The first mate entered, carrying a datapad. She
was aTogorian, atall feline biped covered with soft
fur. Her powerful muscles flexed as she padded
toward Captain Zothip, displaying both fearless-
ness and respect to her superior. With a flick of
clawed fingers, she handed the datapad to Zothip.

He glanced at the report with cold, hard eyes.
They werethe eyes of vacuum, the eyes of atwisted
leader, the eyes of akiller. Thefirst mateliked those
eyes. "l know what we lost, Keta," Zothip growled.
"What | want to know is who took our three patrol
ships!"

Keta nodded her head slightly, never taking her
cat eyesoff her master. "Keepreading, Captain. The
datayou seek isthere.”

He scanned the rest of the textdoc, then let his
anger explode. Terrier? Niles Ferrier was a our
base? Why wasn't | informed?”

"We wereraiding a New Republic convoy at the
time," Keta said evenly. "The patrol ships were
beingrefurbished at our baseon Morr Three. Ferrier
arrived with ashipment of power convertersthat he
claimed you requested. Fudot had no reason to
doubt him, as he had asked for the partsto finish the

refurbishing work."

"Ferrier is nothing more than a common thief!"
Zothip shouted. "Common thievesdo not steal from
the Cavrilhu Pirates! He knowsthat, but it seems he
has forgotten. We must remind him, Keta. We must
make an example of the foolish Niles Ferrier."

"l understand, sir," thefirstmatepurred. "I'll have
the scoutswatch for him."

"And hiscrew," Zothip added. "Henormally trav-
elswithawraithand aVerpine. | wantthemal.” With
his orders made clear, Captain Zothip turned back
to the viewport and the stars, contemplating the
punishments he would inflict upon the wayward
starship thief that had dared steal from him.

» Captain Zothip
Type Pirate
DEXTERITY 3D+2
Blaster 7D+2, brawling parry 7D+2, dodge 7D+2, melee combat
6D+2, melee parry 6D+2, missileweapons6D+2, pick pocket 6D+2,
thrown weapons 5D+2
KNOWLEDGE 2D
Alien species 4D, business 6D, cultures 3D+1, intimidation 8D,
languages4D, planetary systems 6D, planetary systems: Amorris
7D, streetwise 7D, survival 6D, value5D, willpower 5D
MECHANICAL 3D+2
Astrogation 8D+2, capital ship gunnery 6D+2, capital ship piloting
6D+2, capital ship piloting: Corellian Gunship 7D+2, capital ship
shields 6D+2, communications 5D+2, sensors 5D+2, space trans-
ports 6D+2, starfighter piloting 4D+2, starship gunnery 5D+2,
starship shields 4D+2
PERCEPTION 3D
Bargain 6D, command 6D, command: Cavrilhu Pirates8D, con 7D,
gambling 7D, hide 6D, persuasion 6D, search 7D, sneak 8D
STRENGTH 2D+2
Brawling 8D+2, climbing/jumping 4D+2, lifting 5D+2, stamina 6D+2
TECHNICAL 3D
Blaster repair 4D, capital ship repair 5D, capital ship weapon
repair 5D, computer programming/repair 4D, security 6D, starship
repair4D
Force Points; 1
Dark Side Points: 4
Character Points: 14
Move: 10
Equipment: Blaster pistol (4D), hold-out blaster (3D+1), comlink,
datapad

even Han Solo callshim"sir," atitle hereservesfor only
ahandful of individuals. It is commonly believed that
Bel Iblis died on Anchoron, but the Empirefailed. It did
take everything else from the Senator — his family, his
profession, and his contactswith mainstream Corellian
society. It forced Bel Iblis to become arebel.

Some members of the New Republic's political hier-
archy have questioned Bel Ibliss motives — he has
been a "loose cannon," after al — but if one examines
his history, Bel Iblis's motives become apparent. The
Corellian Senator is not interested in strengthening his
own personal power; rather, hehasadeepdesireto see
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thewar against the Empire "doneright.” Itisthisstrong
desirethat led to theoriginal split between Bel Iblisand
Mon Mothma.

Hefirst met Han Solowhen Solowas 11 yearsold. The
Senator was visiting Solo's school, and the lad asked
two irreverently phrased yet highly pointed questions.
The first concerned the ethics of the anti-alien bias
creeping into the Republic's legal structure. The sec-
ond involved some very specific instances of corrup-
tion in the Senate. Bel Iblis made a note of the young
man's name, and watched him from time to time as he
grew into adulthood. The Senator was extremely disap-
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pointed when Solo was dismissed from the Imperial
Academy, and even moreso when hewasthrown out of

the Navy itself. The Senator felt that aloya officer corps

was the best defense against the emerging intolerance

of the Empire, but in retrospect he believes it was
fortunate Solo left when he did. Those with an obvious
disdain for authority were quietly eliminated in the

Emperor's purges.

Garm Bdl |bliswas among thefirst to suspect Pal patine

was a force for destruction and evil, and not the unify-
ing, benevolent ruler he painted himself to be in the
early days of his rule. Subsequently, Bel Iblis began
working to undermine Palpatine's support in the Sen-
ate. Hehad someminor success: Bel 1blis, likePal patine,
was a charismatic and popular figure. Unfortunately,
these successes only focused Pal patine's wrath on the
Corellian, and Bdl Iblis began to lose influence in the
Senate. Shortly after declaring himself Emperor,
Palpatine had Bel Iblis, his wife, and his two children
rounded up and arrested. Bdl Ibliswas forced to watch
Imperial soldiers execute hisfamily, but he managed to
escape (although he still refuses to discuss how he
accomplished this).

The death of Bd Iblis's family forced a great change

in the Senator. In the past, Garm Bel Iblis had areputa-
tion for being something of a political maverick, and
quick with ajoke or sarcastic remark. After his family
was murdered, Bel |blis became s

withdrawn, sullen, andthought-
ful. While the passage of time
has eased the pain, his serious
natureremains. Bel Iblistendsto
come across as stuffy, though
thosewhoknow himrecognize
his wry sense of humor that
still peeks through now and
again.

Garm Be Iblis led his
ownprivaterebel army and
launched a number of at-
tacks against the Empire
with repeated (if minor)
success. Bel Iblis crowning
achievement since forming
his private army was the in-
cident at Tangrene. They had
been sniping at the Imperials
for three years, hitting small
bases and military supply ship-
ments, but the Empire had not
been paying much attention to
them. At Tangrene, thewarriorsof
Peregrine's Nest blasted a major
Ubigtorate center into fine dust,
even though three Star Destroyers
were in orbit guarding the facility.
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After that mission, mobility became atop priority.

Bel Iblis participated in the battle for the Katana
fleet, andwasofficially invitedto participateintheNew
Republic. His relationship with Mon Mothma has im-
proved considerably in the short time since he has
arrived on Coruscant. After yearsof believingthat Mon
Mothma was interested in consolidating her power
simplyforpower'ssake, hehasfinallyrealizedthat M on
Mothma is terrified of trusting the lives under her
command to anyone else. Mon Mothma, realizing that
she could trust General Bel Iblis, requested hishelpin
the Siege of Coruscant. It was under hisleadership that
a bad situation was prevented from becoming a com-
plete rout.

Bd Iblisis a cultured, handsome, older gentleman,
and ashrewd, charismatic leader. His troopsfrom his
old base, Peregrine'sNest, arestill at hiscommand, and
have actively fought on behalf of the New Republic.

« Garm Bel Iblis (as of the Battle for the

Katana fleet)

Type: Old Senatorial

DEXTERITY 3D

Blaster 8D, blaster artillery 7D, brawling parry 6D, dodge 71),
grenade 5D, melee combat 5D, melee parry 5D, missile weapons
5D+2, thrown weapons 4D+2, vehicle blasters 6D
KNOWLEDGE 4D

Alien species 8D, bureaucracy 8D, business 8D, cultures 7D+2,
intimidation 6D+2, languages 7D, law enforcement 6D, law en-
forcement: Old Republiclaw 7D+2, planetary systems 7D, streetwise
6D, survival 6D, tactics: ground assault 9D, tactics: capital ship
8D+2, tactics: starfighters8D+1, value 5D, willpower 7D
MECHANICAL 3D

Astrogation 5D, beast riding 5D, capital ship gunnery 5D+1, capital
ship piloting 7D, capital ship shields 5D+2, communications 50,
ground vehicle operation 6D, repulsorlifl operation 6D, sensors
5D+2, space transports 5D+1, starfighter piloting 6D, starship
gunnery 6D, starship shields6D

PERCEPTION 4D

Bargain9D,command9D,command: Peregrine'sNesttroopsHID.
con 6D, gambling 7D, hide 7D, investigation 6D, persuasion 70
persuasion: debate 8D+1, persuasion: oration 8D+1, search5D,
sneak 7D

STRENGTH 2D

Brawling 6D, climbing/jumping 3D, lifting 3D, stamina 5D, swim-
ming 4D

TECHNICAL 2D

Capital ship repair 3D+2, capital ship weapon repair 3D+2, com
puter programming/repair 3D, demolition 3D, droid programming
3D, droid repair 3D, first aid 5D, ground vehicle repair 4D,
repulsorlift repair 4D, security 5D, starship repair 4D

Force Points: 3

Character Points: 32

Move: 10

Equipment: Sporting blaster (3D+2), comlink, datapad

» (as of the Siege of Coruscant)
Planetary systems 7D+2, streetwise 7D, tactics. ground assauli
9D+1, tactics: capital ship 9D, tactics: starfighters8D+2
Capital ship gunnery 5D+2, sensors 6D
Command: Peregrine'sNest troops 11D
Climbing/jumping 3D+1, stamina5D+1
Character Points: 38
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Differences of Opinion

Garm Bel |blisglared acrossthe conferencetable
inthedimly lit room. He was angrier than he had
ever been. And the woman he was angry with was
once one of his closest associates; Mon Mothma,
former Senator of Chandrila.

"Mon Mothma," growled the Corellian Senator,
barely containing his temper, "I am forced to dis-
agree. The course you are embarking on is fool-
hardy. | request that you postpone — and recon-
sider — the attack on Milvayne."

Mon Mothma held her composure. As always.
"Senator Bel Iblis," she began, "you are more than
welcometo your opinion, but in this case, you are
overruled."

"Overruled! You must be joking," the Senator
exploded, his fists slamming down on the table.
"There is more to this a stake than your personal
grabfor power! Livesareat stake! My troops' lived"
Theregal Corellian was livid with barely contained
rage.

For once, Mon Mothma seemed to lose her tem-
per aswell. "My 'grab for power' asyou cdl it, isan
attempt to save those samelives. Look past theend
of your own nose, Garm. There's agreat deal more
a stake than your pride." She calmly turned to a
young Mon Calamari, preparing to order the attack.

Bel Iblis hated it when she was convinced shewas
right: there'swas no talking to her. "My troops will
not participate in such afoolish maneuver. | have
lost enough friends," he said softly, gesturing at a
third, empty chair, adding, "and so haveyou, | would
think."

Mon Mothma glared angrily at the Corellian.
"That's cheap, Garm. Bail would have approved of
what |I'm trying to do."

"Would he? Would he really? Bail was as opposed
tomilitary action asyouwereinthebeginning. The
two of you outvoted my every suggestion concern-
ing military matters from day one." He shook his
head in disgust. "With Bail gone, you're proceeding
with military actions against my recommendations?
It sounds to me like you are just solidifying your
power base. | doubt very much that Bail would
approve." He crossed hisarms and stared defiantly
across the table at Mon Mothma.

Mon Mothmastood up angrily. "I am not setting

myself upinPal patine'splace! TheattackonMilvayne
is necessary, and it will go ahead as planned. The
vote was cast, and Bail approved of the attack
before ..." she paused, blinking back suddentearsat
the thought of the destruction of Alderaan. "...
before it happened,” she concluded. "Bail Organa
agreed that the attack was required to shut down
Imperial control in Gyrica system." She glared at
Garm Bd Iblis. "I would have thought, with your
'man-of-action’ mentality, you would have jumped
at the chance to attack an Imperial garrison."

"It's not an Imperial garrison. My sources indi-
catethat MilvayneisanUbiqtoratebase," hepaused,
hoping he could make the stubborn diplomat see
somereason. "AnUbigtoratebaseisnot something
my troops are prepared to deal with. And neither
areyours."

"Our I ntelligencesourcesdonot agreewithyours,”
Mon Mothmasaid simply.

"l don't care," the Corellian yelled, pounding the
conferencetableemphatically. "Doyouunderstand
me? | will not send my troops on a suicide attack.
And | do not recognizeyour authority to order them
to. | did not vote to place you in charge of the
Alliance, and if Bail did, then he was gravely mis-
taken." Bel Iblis was shaking with frustration.

"Senator Bel Iblis," Mon Mothma said quietly,
after abrief pause, "I sincerely hopethat was not an
ultimatum."

Momentarily taken aback, Garm Bel |blis bowed
hishead. "Yes" he said quietly. "l guessitis. This
attack plan is fundamentally flawed, and you just
don't have the expertise to know it."

Mon Mothmastood abruptly and said, "1 will not
have ultimatums put to me, Senator. The Rebel
Alliancewill no longer require your services."

Garm Bel |blismet her gaze evenly. "Asyouwish."

Heturned to leave, and pausing, added, "I'm not
your enemy ... the Empire will defeat us all if we
cannot rely on each other." Storming away, he left
the room behind, wondering if the Rebel |leader
inside the conference chamber would be abletolive
with the mistake she was making. Bel Iblis knew he
couldn't.

And Mon Mothmahad yet to learn if she could.

Peregrine's Nest

Thistextdoc describes specific areas shown on the Nest
map. Note that all buildings are covered in camo-netting
andsensor-diffusingmaterials. Thewholebaseisconsid-
ered to have a sensor mask of +2D (increases difficulty to
detect with sensors).
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Living Quarters. Between 12 and 24 soldiers share
each standard cabin. Whilefurnishingsare spartanand
functional, the soldiers often add touches to give the
space a comfortable feeling. Every spare locker and
openspaceisfilledwithemergency supplies—medpacs,
food and water, glowrods, comlinks and weaponry.
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Officer Quarters. Six to 10 officers share the "de-
luxe' cabins. Whilethey have alittle more privacy and
alittle more room than the soldier cabins, these quar-
ters also stockpile more equipment and supplies for
emergency situations.

Admin Buildings. Thedaily workingsof thebaseand
its personnel occur in these offices. The Nest's intelli-
gence units, long-range planning teams, supply and
procurement details, and other vital services are per-
formed here.

Supply Sheds. Supplies, parts and equipment fill
these designated storage areas. Specia vaults keep
perishables at a constant temperature, pressure and
humidity. Only supply officers or the command person-
nel can open supply sheds.

Maintenance Buildings. Each of these areas are
designed to handle a variety of tasks, from keeping
shuttles and other small starships in top shape to
repairingground and repul sorlift vehicles. Maintenance
teams serve as jacks-of-all-trades, learning to service
vehicles and starships as well as droids, weapons,
computers and other vital gesr.

Tool Storage Sheds. Extra tools for the base are
stored here, including power tools such as cutters,
shovels and drivers.

Refurbishing Hangars. The reinforced hangars can
shelter small transports and shuttles, and contain every-
thing needed to strip and rebuild damaged ships. The
hangars include computer and navigation links, cold
enginestarters, external power sources, overheadwinches
and lifts, repul sor tractors, and emergency crash wagons.
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Anti-Infantry Batteries. Perimeter defense towers
provide protection against approaching ground as-
sault troops. Each hasitsown crew, power source, and
ammunition supply. Thetowersare constantly crewed.

Anti-Vehicle Cannons Perimeter defense towers
provide protection against approaching ground as-
sault vehicles. Each has its own crew, power source,
and ammunition supply. Thetowersare crewed around
the chrono.

Anti-Orbit Cannons. Twotypesof anti-orbit weapon
towers protect the Nest: capital ship defenders and
anti-starfighter turbolasers. Each has its own crew,
power source, and ammunition supply, and all are
crewed around the chrono.

Vehicle Garages Camo-net protected and sensor
defusing jammers hide these garages from prying eyes.
Each can store a number of vehicles, depending upon
what typeof vehiclesareparkedwithin. Variousground,
hover and repulsorlift vehicles are stored here, from
unarmed transportsto heavily-armed combat vehicles.
Each is equipped with cold engine starters, external
power sources, and maintenance lifts.

Armory. Weaponsand ammunition arestored inthis
heavily-armored vault. Everything from personal weap-
ons and grenades, to blaster artillery, to ship and
vehiclesweapons can befound here, dependingonthe
supply status of the Nest.

Medical Building. This field-tested medical facility
can treat up to one hundred wounded a a time. It
features a full range of diagnostic sensors, medical
computers, two surgical theaters, and twelve bacta
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tanks. Six doctors, twelve medical aides, and six medi-
cal droids crew thisfacility.

Command Center. Duty officers constantly monitor
communications and sensor readings from this build-
ing. A variety of sensors, including the Nest's above
ground array, secret remote units, and ship board
arraysfeedintothe command center for evaluation. All
missions are monitored from here, and Bel Iblis main-
tains an office here and in the main administration
building. All primary base systems are controlled from
here.

Galley/MessM eeting Hall. The galley features afull
kitchen, walk-in freezers, and dry-food lockers. The
adjoining room serves as a mess hall and meeting hall,
asit is large enough to handle a quarter of the Nest's
personnel at one time.

Sentry Towers. These concealed and open towers
are crewed around the chrono to watch for approach-
ingtargets. Thesentriesuse macrobinocul arsand por-
table sensor arrays, and they stay in constant contact
with roving patrols, the command center, and other
sentries.

Fuel Storage. High energy capacitors store power
forrechargingvehicleand shippower cells. TheNest's
hidden generators constantly chargethese cellssothat
power isavailable whenever needed. These capacitors
can aso be routed to provide energy to vital base
systems and even the protective shields should the
main generators fail.

Sena Leikvold Midanyl

SenalLeikvold Midanyl isatall woman with an unmis-
takable air of authority about her. She serves as chief
advisor to Garm Bd Iblis and unofficial ambassador-at-
large for Peregrine's Nest.

She first went to work for Bel Iblis while he was a
Senator of Corellia, rising through the ranks until she
became his chief aide. Senaworked beside the Senator
as he battled the Emperor's policies on the floor of the
Senate. She helped him draft bills and proclamations
that were either ignored or buried by the corrupt
members of the Imperial Senate. She was at his side
when he met with Mon M othmaand Bail Organato plan
theRebellion.

She was also with him when the Corellian Treaty
meeting became Mon M othma's show. The Senator had
been so proud of hiswork to bring the members of that
gathering together. A part of him died when attention
turned from him to the charismatic woman from
Chﬁncrj]rila When Bel Iblis decided to leave, Senawent
with him,

In the early years of the fledgling Alliance, Sena
helped Bel Iblis plan his own war against the Empire.
Shelistened to his fears concerning Mon Mothmaand
believed them, as she believed everythingthe man said.
After the failed assassination attempt at Anchoron,
Sena helped the Senator get over hisloss and his grief.
Then she helped him put his plan into action, and
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Peregrine's Nest was born.

Though there were victories at first, Bel Iblis was
more interested in protecting the galaxy from the imag-
ined threat of Mon Mothma. When the Empirelost the
Battle of Endor, Peregrine'sNest dugintowait for Mon
Mothma's move to declare herself dictator. When Han
Solo stumbled upon Peregrine's Nest during amission
on New Cov, he found that Bd Iblis was still waiting.

Sena had come to realize that Bel Iblis was wrong
about Mon Mothma. But shehasgreat love and respect
for the man, and she will do everything in her power to
help him keep his pride and honor. Still, she was not
blind to the fact that Peregrine's Nest had to join up
with the New Republic or dieonits own. It was her idea
to have Han Solo invite Bel Iblis back into thefold of the
Republic. Itwasanideathat Hanwhol eheartedly agreed
with.

* Sena Leikvold Midanyl
Type Chief Advisor
DEXTERITY 2D+2
Blaster 6D+2, blaster artillery 5D, brawling parry 5D, dodge 6D+2,
grenade 5D, melee combat 4D, melee parry 4D, missileweapons
4D, thrown weapons 4D, vehicle blasters 5D+2
KNOWLEDGE 4D
Alien species 6D, bureaucracy 6D+2, business 6D+2, cultures 6D,
intimidation 5D, languages 8D, planetary systems5D, streetwise
7D, survival 6D+2, value 7D, willpower 6D
MECHANICAL 3D
Astrogation 7D, beast riding 4D, capital ship gunnery 6D, capital
ship piloting 6D, capita ship shields 6D, communications 7D,
ground vehicle operation 6D, hover vehicle operation 4D,
repulsorlift operation 5D, sensors 7D, space transports 6D,
starfighter piloting 4D, starship gunnery 4D, starship shields 4D
PERCEPTION 4D
Bargain8D, command 7D, command: Peregrine'sNest 8D, con6D,
gambling5D, hide6D, investigation 7D, persuasion 6D, search6D,
sneak 6D
STRENGTH 2D+1
Brawling4D+1, climbing/jumping 3D* 1, lifting3D+1, stamina4D+1,
swimming4D+1
TECHNICAL 2D
Capital ship repair 4D, capital ship weapon repair 4D, computer
programming/repair 6D, demolition 3D, droid programming 6D,
droid repair 5D, first aid 6D, ground vehiclerepair 3D, repul sorlift
repair 3D, security 7D, starship repair 4D
ForcePoints: 1
Character Points: 11
Move: 10
Equipment: Blaster pistol (4D), hold-out blaster (3D+1), comlink,
datapad

Irenez

Irenez is Senator Garm Bl Iblis' chief of security.
Physically, sheis short and slender. She has close-cut
graying hair and athin, friendly face. Sheisin excellent
shape, afully-trained and battle-hardened warrior of
the finest degree. When the circumstances allow, she
can be cheerful and full of humor. When she is working,
sheis all business— and her business is deadly.

Her activities as chief of security keep her busy at al
times. She sometimes undertakes missions of extreme
delicacy and importance. She received her initial train-
ing in the Old Republic Military Academy on Corellia,
but lost her commission as the Empire gained more
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Irenez

Type PrivateMercenary
DEXTERITY 3D+2
Blaster 7D+2, blaster:
blaster pistol 8D+2,
blaster artillery 5D*2,
brawling parry 6D*2,
dodge 7D+2, grenade
6D +2, melee combat
6D+2, melee parry 6D+2,
missile wegpons 5D+2,
pick pocket 5D+2, run-
ning5D+2, thrown weap-
ons 5D+2, vehicle blast-
ers 6D+2
KNOWLEDGE 2D+2
Alien species 3D+2, bu-
reaucracy4D+2, cultures
3D+2, intimidation 7D+2,
languages 5D+2, plan-
etary systems 5D+2,
streetwise6D+2, surviva
7D+2, tactics: groundas-
sault 6D+2, tactics:
starfighters 5D+2, value

influence. Her tendency to question authority raised
the hackles of her immediate superiors, and with the
change in power, they had the perfect opportunity to
remove the troublemaker from the military.

Sheworked as amercenary and soldier-for-hirefor a
few years, eventually formingher own platoonfor hire.
Irenez and her soldiers were extremely successful and
in high demand among the tradeworlds a ong the edge
of the Core, asImperial protection against crime lords
and pirates was not always available. Her association
with Senator Garm Bel Iblis went back to her adoles-
cence, and it was the Senator who sponsored her
admission to the Academy. When he quietly put out a
call for soldiers, she did not hesitate to answer it. She
brought her platoon with her, and soon Irenez proved
her worth to Peregrine's Nest.

Irenez longed to prove herself against the Empire
and its combat forces. As a commander in Bel 1bliss
army, she has been given that chance on morethan one
occasion. For example, sheplayed apivotal partinthe
raids on Tangrene and Gestron, using her commando
skills for one and her piloting skills for the other. When
Peregrine's Nest settled in to wait for Mon Mothma's
long-anticipated and feared move, Irenez was assigned
to Chief Advisor SenaMidanyl's staff. There she served
as chief of security, intelligence coordinator, pilot and
body guard for Senaand Bdl Iblis.

Now that Peregrine's Nest hasjoined the New Repub-
lic, Irenez longsfor onelast campaign against the hated
Empire. The battlefor theKatana fleet has simply made
her anxious for the battles ahead. With a full army to
back them up, Irenez and the soldiers of Peregrine's
Nest know they can deal a deadly blow against the
Imperials.
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4D+2, willpower 5D+2
MECHANICAL 2D+2
Astrogation 6D+2, beast riding 5D+2, capital ship gunnery 6D+2,
capital ship piloting 5D+2, capital ship shields5D+2, communica-
tions 6D+2, ground vehicle operation 6D+2, hover vehicle opera
tion 5D+2, repul sorlift operation 7D+2, sensors 6D+2, spacetrans-
ports 7D+2, starfighter piloting 8D+2, starship gunnery 6D*2,
starship shields 6D+2
PERCEPTION 2D+1
Bargain 5D+1, command 6D+1, con 7D+1, gambling 5D+1, hide
6D+1, investigation 6D+1, persuasion 5D+1, search 7D+1, sneak
8D+1
STRENGTH 3D+2
Brawling 7D+2, climbing/jumping 5D+2, lifting4D+2, staminaD+2,
swimming 4D+2
TECHNICAL 3D
Armor repair 5D, blaster repair 6D, capital shiprepair 4D, capita
ship weapon repair 4D, computer programming/repair 5D, demo-
lition 7D, droid programming 4D, droid repair 4D, first aid 6D,
ground vehicle repair 5D, hover vehicle repair 5D, repulsorlift
repair 6D, security 8D, starship repair 6D
Character Points: 11
Move: 10
Equilpmkent: Heavy blaster pistol (5D), comlink, knife (STR+1D),
comlin

Samuel Tomas Gillespee

Samuel Tomas Gillespee is arelatively well known
smuggler; the phrase "less-than-honorable" is usually
tagged onto his description by his fellow smugglers,
though usually with affection rather than genuine dis-
trust.

Gillespee made quiteanamefor himself in hisyouth
with his spectacular exploits during Kessel runs. Mot
people don't know that these maneuvers succeeded
largely because Gillespee himself never touched his
freighter's controls. He made an even bigger namefor
himself by skipping thesystemwith his partner'scut of
the profit. Gillespee says the situation was "a simple
dispute that has since been rectified.” Since then,
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Gillespee handles administrative duties, rather than
hands-on smuggling runs, mostly because hisis a spec-
tacularly unlucky (not to mention unskilled) pilot.

Gillespee commands agreat deal of respect among
the smuggling community; despite his reputation as a
conartist, healwaystreatshiscrewwell. Asaresult, a
largenumber of competent pil ots and techs haveflocked
tohim. Todate, hisgroup consistsof over 20 ships.

Gillespeeis middle-aged, paunchy and tired-looking.
Hehas spent nearly three decades flying his ship, the
Kern's Pride, through several dicey raids, smuggling
runs, and assorted misadventures.

Hehad decidedto retireto an out-of -theway farming
planet. Unfortunately, that planet was Ukio, and when
the Imperials arrived and subjugated the planet,
Gillespee found himself caught in the middle of the
ongoing civil war. Gillespee's smuggler mentality con-
cerning politics ("Business is business, and politicsis
politics. I'm a businessman.”) was shaken by the
Empire's subjugation of Ukio, and the presence of clones
severely unnerved him. ("1 don't happentothink people
ought to come off an assembly line, thanks. And if they
did, | sure as mynocks wouldn't put the Empire in
charge of the factory.") For the first time, he decided to
take a stand, and decided to join up with Karrde's
smuggler coalition. While hewas angered by the | oss of
hisland and retirement days, Gillespee was still intimi-
dated by the might of the Empire. Still, he felt that this
wasabattleworthfighting.

« Samuel Tomas Gillespee
Type: Retired Smuggler
DEXTERITY 2D+2
Blaster 5D
KNOWLEDGE 2D+2
Bureaucracy 4D+2, streetwise 6D
MECHANICAL 4D
Astrogation 5D, capital ship gunnery 6D, capital ship gunnery:
tractor beams 6D+2, space transports4D+2, starship gunnery 6D
PERCEPTION 2D
STRENGTH3D
Brawling 4D
TECHNICAL 3D+2
Capital starship weapon repair 5D, capita starship weapon re-
pair: tractor beam 6D
Force Points: 1
Character Paints 4
Move: 10
Equipment: Blaster pistol (4D), comlink, datapad, Kern's Pride
(modified freighter)

Shirlee Faughn

Shirlee Faughn has been a friend and assistant to
Samuel Gillespee since she was a teenager. Faughn,
several yearsyounger than her captain, signed aboard
the Kern's Pride as a communications apprentice. She
quickly learned the ropes of both space communica-
tions and the smuggling trade.

Gillespee took a liking to the young Corellian, par-
ticularly her polite nature and sense of humor, which
neatly complemented the smuggler-captain's jovia
nature. Realizing that Faughn would be agreat asset to
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his command abilities, he promoted Faughn to his
second-in-command.

Faughn is at heart avery serious woman; she con-
stantly analyzes her surroundings and situation, and
almost never smiles or jokes on duty — though her off-
duty hours are spent spinning hilarious yarns in the
Kern's Pride galley. She is faultlessly polite, and de-
spises physical violence, which she deems uncultured
(though she has been known to man a quad-mount and
blow Imperial ships to pieces when the situation was
justified).

Faughn is in her forties, a slender Corellian with
short, dark hair and piercing black eyes. Shedressesin
gray steelcloth trousers, awhite tunic and ablue flight
jacket.

e Shirlee Faughn
Type: CommunicationsSpecialist
DEXTERITY 2D+2
Blaster 4Dtl, brawling parry 5D+2, dodge 6D
KNOWLEDGE 4D
Alien species 5D+2, languages 8D, planetary systems 6D
MECHANICAL 4D
Astrogation 6D, communications 8D+2, sensors 7D, starship gun-
nery 6D+2
PERCEPTION 2D
STRENGTH 2D+2
TECHNICAL 2D+2
Capital starship weapon repair 5D+2, computer programming/
repair 6D
Character Points 7
Move 10
Equipment: Hold-out blaster (3D+2), comlink, datapad (contains
a number of encrypting programs for communications comput-
ers)

Rappapor

Rappapor the Bith isaclosefriend of Samuel Gillespee,
and though they have never "officially" worked to-
gether, the pair has seemed amost inseparable since
they began operating as smugglers. Both deny that this
is because they have a close friendship; rather, they
claim that they happen to be "passing by" when they
bail each other out of bad situations.

Rappapor began his smuggling career young in life.
Hisfather, aso asmuggler, taught Rappapor thebasics
of smuggling, ship repair and piloting, as well as the
valueof smuggled commaodities. Rappapor, who adored
hisfather, absorbed theselessons, and they now serve
himwell since hefollowed hisfather into the smuggling
profession.

Rappapor is a competent pilot, a born haggler, con
artist, and a horrible practical joker (usually at
Gillespee's expense). Since the Bith as a species are
normally much more intellectually inclined than
Rappapor tends to be, he is something of an outcast,
calling his fellow Bith "a bunch of stuffed shirts who
wouldn't know a good time if it jumped up and com-
puted non-linear equations on their backsides!"

Rappapor is afairly typical-looking Bith, slightly built,
with abulbous, hairless cranium. Hewears baggy, loose-
fitting red trousers, ablack tunic, and awhite flight vest.
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e Rappapor the Bith
Type Bith Smuggler
DEXTERITY 2D+2
Blaster 5D, blaster: heavy blaster pistol 6D+2, dodge5D+2, vehicle
blasters5D
KNOWLEDGE 3D
Alienspecies6D, business4D, business: smuggling6D+2, cultures
4D+2, languages 5D+1, streetwise 6D*1, value 6D
MECHANICAL 4D
Astrogation 5D+2, communications 5D+2, repulsorlift operation
5D+1, spacetransports6D+1, starshipshields6D+2
PERCEPTION 2D
Bargain 5D, bargain: smuggled goods 7D, con 6D, forgery 6D+2,
STRENGTH 2D
TECHNICAL 3D+2
Computer programming/repair 6D+1, first aid 5D, security 5D
Soecial Abilities:
Vision: Biths havevery poor vision, sufferingapenalty of -1D for
any visual-based action more than 20 meters away, and they
cannot see more than 40 meters.
Scent: Bithshavewell-devel oped sensesof smell, givingthem +1D
to al Perception skills when pertaining to actions and people
within three meters.
Character Points: 18
Move: 8

Equipment: Heavy blaster pistol (5D), comlink, knife (STR+1D)

Ellor

Ellor left his home planet, Duro, shortly after gradu-
ating from a planetary university. He was looking for
excitement (asis often thecasewith Duros). Early in his
wanderings, Ellor encountered athen-quite-young Taon
Karrde, who convinced the naive young Duro to help
him with a smuggling job.

Ellor's first smuggling adventure ailmost became his
last, as an Interdictor cruiser appeared on their
freighter's scopes shortly after picking up their load of
Gy'lan spice. Realizing that they faced the death pen-
aty, Karrde piloted the tiny freighter through a series
of near-suicidal maneuversthat managed to shake of f
the startled pursuers long enough for a hasty micro-
jumpinto hyperspace. Ellor, whileterrified by the near-
disastrous ending to the smuggling venture, was none-
theless exhilarated by the action and excitement. He
has remained a smuggler to this day.

Ellor istall and thin, with large eyes, no nose, and a
thin slit of a mouth. He tends to wear green, padded
tunics and baggy black trousers. He is extremely reck-
less, though his experiences with Karrde have helped
temper his rashnesswith alittlethoughtful ness. He still
tends to jump into situations without knowing quite
what is going on; it's just that he is much better at
figuring out when things are beginning to go against him
and then finding a way out of the situation. Karrde
worries that Ellor's impulsiveness will someday cost
the Duro his life.

e Ellor
Type Duro Smuggler
DEXTERITY 2D+2
Blaster 6D+2, brawling parry 6D+1, dodge 5D+2
KNOWLEDGE 2D
Alienspecies5D, business5D, business: smuggling8D+2, streetwise
6D
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MECHANICAL 4D

Astrogation 6D+2, spacetransports 6D+2, starship shields 7D
PERCEPTION 2D+2

Bargain 5D, command 5D+1, con 6D, sneak 4D
STRENGTH 3D

Brawling 6D+2, lifting 6D+2, stamina5D+1
TECHNICAL 3D+2

Space transports repair 5D+2

Character Points. 2

Move: 9

Equipment: Blaster pistol (4D)

Billey

Billey is something of a legend in the smuggling
community. He is one of the oldest active smugglers:
Billey has been a smuggler for nearly 60 years, afac
made even more impressive by the spectacular suc-
cesses he has had. Billey's runs tend to make more
profit than most independent shippersusually sseina
year. Billey was thought to be aliving good luck charm:
a being who could work miraclesin his freighter.

At least, he could, until abotched spice run crippled
the grizzled smuggler. His ship's control systemswere
shot out by an Imperial customs vessdl, and Billey's
ship careened out of control into a cliff wall. Billey
managed to gect — barely. The landing, however,
caused severe internal injuries, including a broken
spine.

Medical droids in the prison ward of the Goshyn
Detention Center determined that the only way to hed
Billey was to cyberneticaly implant a new spine and
lung system. Billey, whose hatred of cybernetics was
well known, categorically refused the treatment. Serv-
ing out his term on the penal asteroid, Billey grew
increasingly frail.

Fortunately for his smuggling crew, his witswereas
sharp asever, and sincehisreleasefrom prison, hehas
been carefully planning and executing daring smug-
gling runs that have maintained his reputation, even
though "he doesn't get around as well anymore."

Billey is an aging human, possibly of Corellian de-
scent, though it is hard to tell. Hisfaceis deeply lined,
and hisgray hair sticks out wildly in severa directions.
He has a thick gray beard, a prominent nose, and
piercingbrown eyes. Heisknown asastern shipmaster,
tolerating no disrespect or incompetence. He isadw
known to be very grumpy.

Billey is physically weak and has can manage only
minor movements with his arms and legs. He usesan
old-fashioned wheeled chair to move around, refusing
to utilize a more modern repulsorchair.

- Billey
Type Smuggler
DEXTERITY ID-
KNOWLEDGE 3D+2
Alienspecies6D+2, bureaucracy 7D, business6D, business: smug-
gling 9D, intimidation 8D+2, streetwise 9D+2
MECHANICAL 1D*
PERCEPTION 4D
Bargain 8D, command 8D, con 9D
STRENGTH ID*
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TECHNICAL 1D*

Computer programming/repair 4D

* Duetoinjuries

Character Points. 5

Move 5 (in chair)

Equipment: Rolling chair, datapad, comlink

Dravis

Dravisistypical of many modern smugglers: young,
ambitious and talented. While he is still somewhat
reckless (and a bit less streetwise than many of his
older smuggling compatriots), heis avaluable asset to
Billey's smuggling crew.

Dravis began his career as astarfighter pilot, gradu-
ating from the Imperial Academy with honors. His
father, adecorated fighter pilot himself, expected Dravis
to join the Imperial Navy, hoping that his son would
become a member of the infamous Scimitar Wing as-
sault group.

Dravis had other plans. Somehow, and he refuses to
reveal exactly how, he wound up stealing a Lambda-
class shuttle from the Academy and fled to the Outer
Rim Territories. A persistent rumor citesaCorellian
female, an irate father and something called "DL-44
nuptials" as the major causes of Dravissflight. Eventu-
dly, Dravis met and was hired by Billey, who recog-
nized the youngster's piloting ability and enthusiasm.

Dravisisof medium height, withamuscular build. He
has short brown hair. He isfairly nondescript, which is
an asset when he needs to blend into acrowd to avoid
Imperid "entanglements.” He tends to wear brown
flight fatigues (similar to those favored by New Repub-
lic pilots), and a bantha-hide flight jacket. He is quick
with a joke, hot-tempered and energetic, though his
gan%rgy does not quite make up for his lack of experi-

* Dravis
Type: Smuggler
DEXTERITY 3D+1
Blaster 5D, dodge 5D+2
KNOWLEDGE 2D+1
Streetwise 3D+2
MECHANICAL 3D+2
Astrogation6D, hovervehicleoperation6D, repul sorliftoperation
6D, spacetransports 7D, starfighter piloting 5D, starfighter pilot-
ing: TIE9D+1, starship gunnery 6D+1, starship shields6D+2
PERCEPTION 3D
Hide 5D, sneak 5D
STRENGTH 3D
Brawling 6D
TECHNICAL 2D+2
Space transports repair 6D+2
Character Points:. 12
Move: 10
Equipment: Blaster pistol (4D), macrobinoculars, medpac, false
IDs

Mazzic

Very little is known about the smuggler Mazzic, and
that appearsto bejust theway helikesit. Mazzic iswell
known for his suspicious nature and distrust of anyone
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outside his organization. He has managed to cover his
tracks very well in the past.

Lately, he has becomemorereckless. After thedeath
of his friend — the Gotal smuggler Lishma — at the
hands of the Empire, Mazzic has become very deter-
mined to makethe Empirethink twice about interfering
with him or his friends. This anger prompted Mazzic
and some other members of the smuggling community
to stage an assault on the Bilbringi shipyards. They
managed to destroy an I mperial Star Destroyer that was
under construction.

While Mazzic is avery good smuggler, an excellent
pilot and arespected leader, heisstill, at heart, a poor
strategist. This newfound dislike of the Empire has not
sharpened M azzic'stactical edge, though. If not forthe
timely intervention of Talon Karrde, Mazzic could well
have died at Bilbringi.

Mazzic's background is something of amystery. He
readily admitsthat heisaCorellian, though he refuses
to elaborate upon the reasons for his departure from
his homeworld. It is known that at onetime Mazzic was
an "honest" businessman, running regular, official cargo
for the Empire. At some point, the Empire double-
crossed him, and afriend of hiswasmurdered. Thereis
somespecul ation that themurdered “friend” wasreally
Mazzic's wife.

He began running legitimate cargo in the Corporate
Sector, hoping to escape the influence of the Empire.
Unfortunately, the Corporate Sector Authority was not
much better than the Empire. In time, Mazzic began
running "unofficial" cargo. At one point, Mazzic appar-
ently ran guns to contract laborers and even helped to
extract these contract workers from their work camps,
barely escaping pursuing Authority cruisers. Hedenies
all of this, however, preferringto shroud hismurky past
in acloud of rumor, conjecture and mystery.

Shortly after discovering the profits to be had in
smuggling, he migrated back to Imperial space and
beganillegally shippinggoodsinearnest. Hissuccessat
evading Imperial customs officials and other official
"entanglements” is near legendary, and is one of the
reasonsthat Talon Karrde contacted Mazzictojointhe
anti-Imperial group he was forming.

Mazzic is atall, muscular Corellian, with long black
hair that falls to his shoulders. He usually wears a
skintight black flight suit, a heavy blaster pistol on his
right hip, and ashort black cloak. Heis ano-nonsense,
forthright individual, who has no tolerance for decep-
tion. Heis deeply suspicious of the Empire, though he
is not aboverunning goodsfor it: theideaof collecting
money from the Empire he so despises appeals to
Mazzic.

* Mazzic
Type Smuggler
DEXTERITY 3D+1
Blaster 6D+1, dodge 6D+2, melee combat 6D+2, running 5D+2
KNOWLEDGE 2D+1
Alienspecies3D+1, bureaucracy: Imperial Navy 4D, languages4D,
planetary systems 6D+2, streetwise 8D, value 8D
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MECHANICAL 3D+2

Astrogation 7D, sensors 6D+2, space transports 7D+2, starship
gunnery 6D+2, starship shields 6D+2

PERCEPTION 3D

Bargain 5D*2, con 6D, forgery 6D+2, gambling 4D+2, persuasion
5D, search 5D, sneak 5D+2

STRENGTH 3D

Brawling 6D, stamina 6D+2

TECHNICAL 2D+2

First aid 5D+2, repulsorlift repair 6D+2, space transports repair
6D+, starship weapon repair 5D+2

ForcePoints 1

Character Points: 4

Move: 10

Equdpment Heavy blaster pistol (5D), comlink, Distant Rainbow
fied space yacht), Raptor and Skyclaw (modn‘led fighters)

Shada

Shadais an extremely attractive human female that
many people believe is Mazzic's current love interest.
Shada is constantly on hand, even during business
meetings. Most smugglers perceive her as little more
than a vacuous and decorative trinket the smuggler
enjoys having on hand.

Shada is, in fact, Mazzic's bodyguard. The young
womanishighly trained in avariety of martial arts and
has repeatedly proven her worth. Mazzic hired her for
reasons known only to himself and Shada.

Shadaisamember of amysterioussect, the"Mistryl
shadow guards." She refuses to acknowledge her affili-
ation with the group. She does not discuss the matter
even with Mazzic, claiming that to reveal too much
about the Mistryl would break an oath of secrecy. The
Mistryls are considered little more than myth, and
there are quite afew wild speculations about the group
of female warriors.

The Mistryls are an enigmatic group of women war-
riors from an unknown planet, a world stamped into
submission under the heel of the Empire. The Mistryls
banded together to force the Empire to deal with their
planet fairly, in the name of justice. Unfortunately, the
group — indeed their entire planet — has insufficient
resourcesto combat the Empire. Asaresult, theMistryls
have begun hiringthemselves out as mercenaries. They
arerumored to take any job they are offered, no matter
how distasteful, as long as that job does not serve the
Empire'sinterests in any way.

Shada enjoys her position as Mazzic's bodyguard.
Initially, many of Mazzic's crew members didn't take
her seriously. She once made an example of one of
Mazzic's outlaw-techs when he pinched her: the tech
was in a neural reconstruction facility for nearly a
month. Ever since the incident, there have been no
further "indiscretions' on the part of Mazzic's crew.

Itisunknownwhether Shadais still aMistryl hired to
guard Mazzic, or if she deserted the group for her own
reasons. It is possible that one of Mazzic's shipswas a
Mistryl warship that Shada stole, but no one really
knowsfor sure.

Shada is a strikingly beautiful human female, with
long black hair that she usually wears pulled up and
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held in place with anumber of lacquered zenji needles.
Theneedles are not merely for hair-styling purposes;in
combat Shadacanhurlthesewithdeadlyaccuracy,and
with sufficient force to crack even some forms of battle
armor.

e Shada
Type: Mistryl Shadow Guard
DEXTERITY 4D
Blaster 5D+2, dodge 6D, dodge 6D+2, melee combat 8D+2, melee
parry 7D, thrown weapons: zenji needles 9D+2
KNOWLEDGE 3D
Alien species 6D, languages 6D, streetwise 9D, survival 5D+2
MECHANICAL 2D+2
Beast riding 5D+2, space transports 5D+2, starship gunnery 7D
PERCEPTION 4D
Hide 7D, search 7D, sneak 7D
STRENGTH 3D
Brawling 6D, brawling: martial arts 7D+2
TECHNICAL 3D+2
Computer programming/repair 6D+2, first aid 5D+2
Force Points: 2
Dark SidePoints 1
Character Points: 14
Move 12
Equipment: Selection of false IDs, hold-out blaster (3D), 15 i
needles (STR+3D+1 when used with the thrown weapons: zenji
needles specialization, otherwise STR+1D)

Clyngunn the ZeHethbra

Clyngunn the ZeHethbrais well known in smuggling
circles. Heoperates asmall freighter in the Outer Rim
Territories. Heisunusual for asmugglerinthat hisship
iscompletely paid for and heconsistently makes money.
Clyngunnhasbeenaprofitabl eoperator for almosttwo
decades, mainly because he maintains a low profile.
Smugglerswho advertise their good fortuneloseit,in
hisview. He prefersto operate alone, ostensibly to cut
down on overhead, though privately he admits that he
generally does not like other smugglers. Trustworthi-
nessisatraitthat most ZeHethbravalueand smugglers
are, at best, an untrustworthy lot.

Clyngunn tendsto shy away from all matterspolitical
and prefersto keep hiscontact with other smugglersto
anabsolute minimum. That hehasjoined TdonKarrde's
group underscores the menace the Empire represents
to the smuggling community.

Clyngunn began his career as an athlete, oddly
enough. Clyngunn was the chief competitor for the
ZeHethbrateam in the much-publicized Stratis Games
of Hallrin 1V. Clyngunn's particul ar event was the Multi-
Sentient Unarmed Combat Rounds, aregulated form of
multi-species combat. Clyngunnwon the highest hon-
ors in his class, and still holds the record for most
sentients defeated in a single round.

Clyngunn was somewhat disenchanted after leaving
athletic competition, and with alarge amount of ready
cash at his disposal, was willing to try just about
anything to stave off boredom. A friend suggested that
he buy a ship, and travel the galaxy a while to "find
himself." Clyngunn purchased a star yacht and visited
several tourist planets. However, hewas steadily grow-
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ingmoreand morebored. Onawhim, hetraveledtothe
Outer Rim Territories, and that was where he met his
first smuggler, Billey. Clyngunn realized that smuggling
might help keep him busy enough to cure his malaise.

Trading in his star yacht for afreighter, he spent a
sizableamount of his sportsgratuitiesto customizethe
ship. He augmented the ship's speed and armament
and added sensor shielding for anumber of compart-
ments. His career as a smuggler had begun.

Initially, Clyngunn ran spice and guns for Billey, but
eventuallytired of working for someone elseand began
to operate as an independent. His reputation as a
combat champion has helped dissuade the "unethical"
members of the smuggling profession from interfering
with him. One of the more interesting anecdotes con-
cerning the effects of Clyngunn's fame involved a cus-
toms boarding party. The squad leader, an amateur
athlete himself, recognized Clyngunn and was so hon-
ored to receive Clyngunn's autograph that he "over-
looked" the smuggled chav wine on board. Clyngunn's
fame in sporting circles has diminished, as he has not
competed for nearly adecade, though heis surprised at
how many peoplestill remember him. Whileheisgood-
natured about his "fame," he realizes that it is a detri-
ment to his smuggling activities.

Clyngunn isaZeHethbra, aspecies of furred, muscu-
lar humanoids. His main coloring is black and he has a
wide stripe of white fur-beginning a the bridge of his
noseand running down his back. He has large fangs and
claws, and can exude apowerful pheromone capable of
rendering those around him unconscious. He wears
blue cloaks and tunics, and black bantha-hide slacks.
Clyngunnis quick to anger, capable of wreaking consid-
erable havoc on his opponents.

¢ Clyngunn the ZeHethbra
Type: ZeHethbra Smuggler
DEXTERITY 2D+2
Blaster 5D+2, brawling parry 10D+2
KNOWLEDGE 2D+1
Alien species 4D, business 6D+2, intimidation 6D+2, streetwise
6D+1,willpower5D+2
MECHANICAL 3D+1
Astrogation 7D+2, communications 4D+1, repulsorlift operation
6D+2, sensors 6D+1, space transports 6D, spacetransports: Lady
Sunfire8D, starship shields6D+1
PERCEPTION 2D
Con 5D, persuasion 6D+1
STRENGTH 4D
Brawling 9D, climbing/jumping 7D, lifting 8D, stamina 6D+1
TECHNICAL 3D+2
Security 5D+2, space transports repair 6D+1
Specia Abilities:
Sray: ZeHethbra can project a stinging spray that can blind and
stun those within athree-meter radius. All characters within the
rangemust makeaDifficultwillpower roleor take 5D stun damage;
if theresultiswounded orworse, thecharacter isovercomeby the
spray and collapses to the ground for one minute.
Character Points: 11
Move: 11
Equipment: Heavy blaster pistol (5D), forged personal IDs, forged
ship IDs, datapad, Lady Sunfire (modified freighter)
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Balig

Type: Smuggler

DEXTERITY 3D+1

Blaster 5D, dodge5D+1, vehicleblasters 7D

KNOWLEDGE 2D+1

Streetwise 5D+1

MECHANICAL 3D+2

Sensors 5D+2, spacetransports4D, starship gunnery 8D+1
PERCEPTION 3D

STRENGTH 3D

TECHNICAL 2D+2

Starship weapons repair 7D+2

Move: 10

Equipment: Blaster pistol (4D), comlink, datapad, weaponsrepair
tool kit

Capaule Balig joined Talon Karrde's crew as a gunner
aboard the Wild Karrde. While he is still rather young, he
exhibits great skill with the ship's weapons. He is ex-
tremely verbose, aways telling amusing anecdotes to
anyone and everyone who will listen, even during heated
combat (though Karrde often rebukes him for it).

Balig is short, blond and slender. He wears standard
flight coveralls and high spacers' boots. He usually wears
ablaster pistol in a cross-draw holster.

Griv

Type Rodian Smuggler

DEXTERITY 4D+1

Blaster 5D+2, blaster: heavy blaster pistol 6D, blaster: blaster rifle

6D+2, dodge6D+1

KNOWLEDGE 2D+1

Law enforcement 6D, strestwise 6D+2

MECHANICAL 2D+2

Beast riding 5D, hover vehicleoperation 6D, repul sorlift operation

5D+2

PERCEPTION 3D

Con5D+2, forgery 6D, hide6D+1, investigation6D+1, search 5D+2,

sneak 6D

STRENGTH 3D+1

Brawling5D+1

TECHNICAL 2D+1

First aid 5D+2

Move: 10

Equipment: Hold-out blaster (3D), blaster pistol (4D), blaster rifle

(6D), comlink, datapad, 4 medpacs

Capsaule Griv is a Rodian and a former law enforcement

officer on aRodian colony world. He is currently a "weap-

onsman" for TdlonKarrde. Karrde, recognizingthat he can

not out-think al opposition, hired Griv because of his

ability with blasters and uses him in conjunction with Fein

as long distance weapons cover in suspicious situations.
Griv wears alight brown tunic and black spacer's vest,

with dark brown slacks and boots. He always carries two

blasters, and hisrifleis seldom out of reach. Heis also well-

versed in human first aid, and has proven a useful medic.

Fein

Type Merc

DEXTERITY 3D+2

Blaster 7D+2, blaster: blaster rifle 9D, dodge 4D+1, melee combat
5D+1, meleeparry 5D

KNOWLEDGE 2D+2

Alienspecies7D, bureaucracy 5D+1, business6D, i ntimidation5D,
streetwise 5D+1

MECHANICAL 2D+2

Astrogation 6D+2, repulsorlift operation 7D+2, space transports
7D, starship gunnery 6D+2, starship shields 6D+1

PERCEPTION 2D+1
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Egrgzajn 5D, command 6D, con 7D+2, forgery 6D+1, persuasion
+

STRENGTH 3D+2

Brawling 7D

TECHNICAL 3D

Move: 10

Equipment: Blaster rifle (6D), heavy blaster pistol (5D),
macrobinoculars, comlink

Capaule Fein is another of Karrde's weapons specialists.
Recruited by Karrde from a swoop gang in the Outer Rim
Territories, Fein has since grown into aval ued member of
Karrde's crew. His skill with arifle has saved the smugglers
from death on a number of occasions, including the Impe-
rial attack on the Whistler's Whirlpool on Trogan.

Fein is extremely dangerous; he is efficient and deadly
with his weapon. He is not very popular with his fellow
smugglers because of his cold, aimost clinical, detach-
ment. Herarely speaks, and when he doesiit is because he
has something rather nasty to say. Despite his abrasive
nature, he is well respected and appreciated.

e Lishma the Gotal

Type Gotal Smuggler

DEXTERITY 2D+2

Blaster 3D+2, dodge4D+1, melee combat 5D+1, melee parry 5D
KNOWLEDGE 2D+2

Alien species 7D, bureaucracy 5D+1, business6D, streetwise5D+1
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MECHANICAL 2D

Astrogation 6D+2, repulsorlift operation 7D+2, space trangports
7D, starship gunnery 6D+2, starship shields 601
PERCEPTION 4D

Bargain 6D, command 6D, con 7D+2, forgery 6D+1, persuasion
4D+2

STRENGTH 3D+2

Brawling 5D

TECHNICAL 3D

Special Abilities:

EnergySensitivity: Gotalsreceive +3D to search in wideopen aress.
Mood Detection: Gotals can read the moods of others.

Fast Initiative: Gotals who are not suffering from radiation static
receive a +1D bonus when rolling initiative against non-Gotel
opponents.

Move 10

Equipment: Blaster pistol (4D), comlink, datapad

Capaule: Lishmathe Gotal made a reputation for himself]
by his sheer single-minded determination. Anyone who
disputed him was stepped on as quickly as possible, as
hard as possible. Whilehewas morethan alittlecantanker-
ous, hisinsight into most matters concerned with smug-
gling was quite keen.

Lishmawaskilled in an Imperial ambush during thefirgt
meeting of what would become Talon Karrde's smuggler
coalition. It isironic that the Gotal was killed; he did not
think opposing the Empire was awise idea
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Chapter Six

Planets

Defining the Galaxy

From the datapad journal of Voren Naal, former
Director of New Republic Council Research (retired). This
report was prepared shortly after the destruction of Mount
Tantiss.

The galaxy contains hundreds of billions of stars,
and countless millions of inhabited worlds. At the height
of itspower, theOld Republicgovernedamillionworlds,
yetmillionsof systemsremained unclaimed, unmapped
and unknown. The Empire expanded that territory,
pushing relentlessly into the unknown portions of the
galaxy.

During Thrawn's campaign, three-quarters of the
known systemswerealigned, however marginally, with
theNew Republic. The Empire controlled barely one-
quarter of its origina territory. Beyond these regions,
the unknown waited patiently to be discovered and
drawn into one of the galactic unions.

For amore preciseorganizational structure, theOld
Republic created "sectors.”" Originally a sector was an
area of space with approximately 50 settled systems,
but now, asthe galactic population hasincreased and
more settlements have been established over the cen-
turies, a sector rarely resembles the standard textfile
definition.

The regions described below have figured promi-
nently in gal actic events sincethefall of the Emperor. It
isby nomeansan exhaustivelist of every regionwithin
the Republic or the Empire.

The Core

The most-densely populated region of the Known
Gaaxy is the Core. From the Core systems, the first
gaactic government spread outward, and the Core
grew. Like the hub of awheel, the Core was the center
fromwhich its inhabitants spiraled into more and more
of the galaxy, opening new trade routes, discovering
new intelligent species, and colonizing new worlds.
Today, most of the Core systemsfall under thejurisdic-
tion of the New Republic. The Core contains Coruscant,
which has served as the center of government for
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countlesscenturies. It wasthe capital of the Old Repub-
lic and of the Emperor's New Order. Now the planet is
the seat of government for the New Republic.

The Outer Rim Territories

The Outer Rim Territories is one of many regions
surrounding the Core region. This area has been con-
sidered the galaxy'sfrontier sinceit wasfirst opened to
settlers during the days of the Old Republic. At the
height of theEmpire, itwasabackwater region, goodfor
nothingbut exploitation. Today, theTerritoriesarestill
wilder and lesstamed than the Core systems, but few of
them can truly be considered frontier anymore.

TheTerritoriesarestill recoveringfromtheEmpire's
pillaging: worldswerestrip-plundered, civilizationswere
ransacked for technological secrets, and species were
endaved. Most of the Rebellion's support came from
this and other outlying portions of the galaxy, where
Palpatine's atrocities could be conducted in relative
secrecy and at almost no risk of raising the ire of the
Core systems.

Wild Space

Wild Space istoday'strue frontier. Previously con-
sidered part of the Unknown Regions, Wild Space had
been opened to exploration as one of Emperor
Palpatine'slast acts. Grand Admiral Thrawnwascharged
with taming the wilderness. Wild Space nominally falls
under the current Empire's command, but much of it
remainswild and free— and the Empireistoo busy at
thistimeto force its subjugation.

The Unknown Regions

TheUnknown Regions are beyond even Wild Space,
and is a general term that refers to the areas of the
gaaxy that remain unexplored. Few haveventured into
this unknown area. Both the Old Republic and the
Empire have made attempts to explore these vast re-
gions, but neither met with more than marginal suc-
Cess.

There are also unknown regions within the borders
of theNew RepublicandtheEmpire. A fewareknownto
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fringe society groups, the Republic and even the Em-
pire, but for whatever reason they remain hidden from
the general populace and appear in no official logs or
astrogation charts.

Borderland Regions

One final region deserves mentioning, though it is
not an "officia" areacf thegalaxy. It appearson no star
maps, but the areaexists nonethel ess. The Borderland
Regionsisamilitarized zone separatingthe New Repub-
lic from the Empire. It isadisputed area, controlled by
neither the Republic nor the Empire, but strongly influ-
enced by both. The Borderland Regions cover a huge
volumeof space. Most of thesystemswithinthisregion
have decided to stay neutral until one of the forces
takes permanent control. The day-to-day battles of the
continuing Galactic Civil War are fought here.

Abregado-rae

Abregado system sitsalong the Republic side of the
Borderland Regions. A complicated manufacturing in-
frastructure links the entire system. This manufactur-
ing center is of paramount importance to the New
Republic.

The Gados mai ntai n anumber of space ports, includ-
ing the one at Abregado-rae. During the height of the
Empire, Abregado-rae Spaceport had aterrible reputa-
tion for afacility in the Core, and was often compared
to primitivefacilities in the Outer Rim Territory ports
like Tatooine's Mos Eisley. Today, smugglers from the
old days would hardly recognizethe place, for civiliza-
tion has come to Abregado.

Abregado-rae, for instance, has a bright, painfully
clean cityscaperising over thelanding pits of its space-
port. But no amount of cleanliness or polished metal
can eliminate the wild air which hangs over every
spaceport. It isthe air of mixed cultures and species
coming together in one place before moving back into
thegtars.

For all its new look, Abregado-rae still has anumber
of its old smuggler stomping grounds. The LoBueisone
such establishment. A small, windowless building
snuggled between two older structures, only a single
wooden plank with theword "LoBue" written uponiitin
Basic announces the place to potential customers. Its
clientele usually comes from the fringe groups, who
come for companionship, drink, and gambling on the
sabacc tables.

Just prior to Thrawn's campaign, smugglers brought
food and medicineto aclan of people living in the hills
beyond the spaceport. They have refused to join the
system's new government, stating they only want to be
left alone to continue their way of life. The government,
anxious to solidify its hold on the system, decided to
makean exampleof theclan. It has cut off tradewiththe
hill people, including trade of such necessary items as
food and medical supplies, until they agreeto fall into
line.
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Amongthesmugglerswhoprovidedrelieftotheclan
was Taon Karrdeand hisorganization. On atriptothe
planet, Karrde's associate Fynn Torve had hisship, the
Etherway, impoundedfor suspected smuggling (hehad
fortunately, already delivered his cargo). Han Solo
agreed to use his New Republic connectionsto get te
ship released as soon as possible.

e Abregado-rae
Type Terrestrial
Temperature Temperate
Atmosphere Typel (Breathable)
Hydrosphere: Moderate
Gravity: Standard
Terrain: Hills
Length of Day: 23 Standard Hours
Length of Year 349 Local Days
Sapient Species Gados, humans
Starport: Standard Class
Population: 40 million
Planet Function: M anufacturing, trade
Government: Repressive Bureaucracy (New Republic Allied)
Tech Levd: Space
Major Exports High tech, mid tech
Major Imports Foodstuffs, high tech, medicinal goods, mid tech

Berchest

Berchest is one of the larger trade worlds in Anthos
sector. Anthos sector is situated well behind Imperia
lines, and despite its proximity to Imperia rule, a
thriving illicit smuggling trade has flourished there.
Rather thantravel from remote basesinthe Outer Rim
Territories, many smugglers and other dubious "mer-
chants" find it useful to have a staging area near their
prospective markets.

Anthossector containsanumber of systemsideal for
smugglers, as a planetary collision thousands of years
ago has left an unusually high frequency of radioactive
and sensor-fouling material on or near many of the
maj or trade routes. Whilethese routes are by no means
easy to navigate, they are preferable to dealing with
Imperial customs and military vessels. As a result,
many of the more adept (or foolhardy) smugglers ply
their trade in the Anthos sector.

Sincethevery early daysof theOld Republic, Berchest
has been hailed as a planet of extraordinary beauty.
Berchest's seas, in particular the magnificent red-or-
ange sprawl of the Leefari Sea, are composed of a
particularly strong salinesol ution, and powered by the
strongtidescreated by Terhaari (Berchest'ssolemaoon),
the seas have had aprofound effect on the rocky planet,
creating huge crystal deposits on Berchest's shores.
These crystals— sometimes several kilometersindi-
ameter — have been painstakingly carved into actual
citiesbytheBerchestianartisans. Infact, " cityscul pting"
is a highly respected and cherished Berchestian art
form.

Unfortunately, the Clone Wars and the rise of the
Empire severely cut into Berchest's tourist trade. The
Berchestians have been forced to find alternative
sources of income to fuel their economy. Fortunately,
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thetourist trade hel ped establish anumber of lucrative
trade routesthat passed near the planet. While Berchest
isfarfrombeingthelargesttrade nexusinthegaaxy, it
isbusy enough to foster excellent economic growth.

Currently, Berchest is under the rule of Imperial
Governor Staffa, aformer smuggler who has somehow
conned his way into a position of power in the
Berchestian government. A large amount of off-world
traffic passes through Berchest, though it is monitored
by the Empire. The Imperial presence has made itself
felt more recently, duringthe New Republic's searchfor
Imperial clone traffic; Berchest was one of the many
false shipping routes Thrawn used to keep his enemies
occupied.

» Berchest
Type: Terrestrial
Temperature: Temperate
Atmosphere: Type| (breathable)
Hydrosphere: Moist
Gravity: Standard
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Terrain: Crystal coasts, plains, mountains, forests

Length of Day: 21 standard hours

Length of Year: 381 local days

Sapient Species: Berchestians (N), Bimmisaari, humans, Gotals,
Rodians, wide variety of other aiens

Sarport: Stellar class

Population: 3 billion

Planet Function: Trade

Government: Imperial Governor

Tech Leve: Space

Major Exports High technology, mid technology, warehoused
cargoes, native crystalline art

Major Imports Shipped cargoes, tourism

Calius Saj Leeloo

Calius Sg) Ledloo, the City of Glowing Crystal, is the
premier tourist attraction of the planet Berchest. Care-
fully carved from the planet's largest crystal deposit,
Cdlius is breathtaking in its beauty. At sunset, the
crystal city seems to shine with otherworldly bril-
liance, radiating a deep red hue that is renowned
throughout the galaxy.

Perhaps the most famous structure in Calius is the
Sanctum Arcti, the gathering housefor the Berchestian
world-religion. The Berchestians value the art of
citysculpting above any other skill, and the Sanctum
Arcti has become a huge conclave of the planet's best
sculptors and artisans. The Sanctum houses over 2,000
scholars and artisanswho are constantly planning and
overseeing the creation of new architectural sculpture
designs.

The Sanctum Arcti stands almost afull kilometer tall
and covers nearly three square kilometers. Virtually
every centimeter on the building's surface is elegantly
sculpted. Positioned for maximum sun exposure, and
specialy tinted to subtly alter coloration, the building
shines brighter and more stunningly than any other
structure on Berchest.

Currently, Imperial troops patrol the city regularly.
The Berchestians themselves espouse no particular
political view and tend to keep to themselves, avoiding
attracting Imperial attention. Still the Berchestians pre-
fer peaceand freetrade aboveall elsg; after all, many of
their best customers are not Imperials

Governor Raccyx Staffa

Governor Raccyx Staffa is rather unusual for an
Imperial governor: he used to be afair smuggler. While
he was never a great success, Staffa was a shrewd
businessman, and when he"retired," hestill had wealth,
property and friends — arare commodity for a smug-
gler.

Staffa had often visited Berchest and was aways
struck by the planet's scenic beauty. In fact, he would
often joke with his fellow smugglers that someday he
would retire and enter Berchestian politics.

The specifics of Staffa’s installment as Imperial Gov-
ernor of Berchest are murky at best. Many suspect he
bribed his way into power, while others believe he
applied for the position and simply murdered the other
candidates.
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In truth, Staffa himself is a bit surprised about his
current position. After retiring to Berchest, he redized
that he truly loved the planet and its people, and he
legitimately desired to make their lives better. He en-
tered into politics, and was elected as amember of the
Berchestian Council.

Then hediscovered the Imperial governor's habit of
taking kickbacks from wanted smugglers passing
through Berchest. Gathering evidenceofthegovernor's
impropriety, Staffa blackmailed him into "early retire-
ment," and forced the Imperial to recommend him for
the governorship. To his amazement, his plan actually
seemed to work.

Falling back into his smuggling habits, Staffa realized
that the governorship was an effective position from
which to embezzle and blackmail, and dl opposition to
his rule soon faded. He contacted anumber of his smug-
gler acquaintances, including Talon Karrde, and set up an
"informal taxation system" whereby Staffa alowed the
smugglersto operate on Berchest — for acut.

Staffabelievesthat hisillegd activities have escaped
Imperial notice. He is mistaken, and the main reason
that heisallowed to operate (other than thefact that he
isasurprisingly good administrator) isthat histiesto
the smuggling community may help Imperid Intelli-
genceroot out someof themoretroubl esome members
of the fringe.

Staffa is a short, overweight human, with thinning
brown hair and a handlebar mustache. He generally
wears|oose-fitting tunicsand robes of good quality. He
rarely carriesasidearmthesedays; hispersonal guards
are Imperial stormtroopers.

* Governor Raccyx Staffa
Type: Imperial Governor
DEXTERITY 2D+2
Blaster 4D, brawling parry 5D+2, dodge 5D
KNOWLEDGE 3D+2
Alien species 5D+2, bureaucracy 6D, business 4D+2, business:
exports 7D+2, business: smuggling 6D+1, streetwise 5D
MECHANICAL 2D+1
Astrogation 4D+1, groundvehicleoperation 3D+1, hover vehicle
operation3D+1, repul sorliftoperation4D+\, spacetransports4D
PERCEPTION 4D
Bargain, 6D, command 8D, con 7D, forgery 7D+2, investigation 5D
STRENGTH 2D+2
Stamina 4D+2
TECHNICAL 2D+2

Character Paints: 8
Move: 10
Equipment: Comlink, Imperial ID, pouch, 5,000 credits

Bespin

The Bespin system is located near the Corellian
TradeSpine, a thehead of thelson Corridor. TheTrade
Spine draws a great dea of traffic to the system, in
particular to the Cloud City mining colony.

Bespin itself is a gas giant, with three layers. one of
clouds, oneof liquid meta rethen, andametal core. The
spectacular colors of the planet make it a beautiful
place to visit.
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Bespinis predominantly amining colony. Cloud City,
a monument to repulsorlift technology, maintains a
position over the gas giant, and mines the Tibannagas
from the atmosphere of Bespin. While a significant
portion of Bespin's atmosphere would be considered
harmful to most life-forms, there is a "Life Zone" that
existsroughly 150kilometersbel ow theouter border of
the atmosphere.

Bespin has, of late, been under Imperial control since
the departure of Lando Calrissian, For a brief period,
Imperial occupation of Cloud City ended, and the garri-
son that Darth Vader had ordered in place had been
recalled. Onthe ordersof Grand Admiral Thrawn, anew
garrison has been installed, and the Empire has raided
thesuppliesof Tibannagasthat werestored aboardthe
floating city.

* Bespin
Type Gas Giant
Temperature: Temperate (in the Life Zone)
Atmosphere: Typel (breathable) in the Life Zone
Hydrosphere Moist (in the Life Zone)
Gravity: Standard (in the Life Zone)
Terrain: Gas Giant
Length of Day: 12 standard hours
Length of Year: 14 standard years
Sapient Spedes Humans, Ugnaughts
Sarports Imperial Class (restricted to military use only)
Population: 4 billion
Planet Function: Tibanna gas mining, former gambling resort
Government: Imperial Governor
Tech Leve: Space
Major Exports Spin-sealed Tibannagas
Major Imports Foodstuffs, mid tech, high tech

Bilbringi

The Bilbringi system is devoid of life, consisting of
rocky worlds rich with heavy metals. The Bilbringi
system has little of interest in it save the Bilbringi
shipyards, alarge, heavily defendedfacility usedforthe
construction of Imperial warships. The shipyards were
created at Bilbringi because of the system's proximity
to Imperial convoy routes and the preponderance of
available metals and ores. The shipyard's main control
facility was constructed on Bilbringi VII, a medium
sized planetoid that maintains amonotonously regular
orbit around its sun.

The shipyard facilities themselves are orbital plat-
forms that circle the planetoid, and are constantly
monitored by the installation's security systems. The
orbital platforms are used for virtually every stage of
starshipconstruction: thereareopendry-docksforthe
overhaul of hyperdrive engines, heavy lifting platforms,
awork areafor the construction of spacevessdl super-
structures, and even afiring platformto fine-tuneanew
ship'sweaponry, Overall, theBilbringi shipyardsarean
impressive and efficient facility for the Imperial Navy.

Unfortunately, the very size of the shipyards makes
them vulnerabl e to attack. In recent weeks, successful
attacks against the Empire have been made by boththe
New Republic and members of Talon Karrde'ssmuggler
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coalition. The smugglers Mazzic and Ellor were suc-
cessful in destroying a nearly completed Imperial Star
Destroyer, an act of revenge for the slaying of the Gotal

smuggler Lishma. Within a matter of days, the New
Republic launched an attack on the shipyardsin hopes
of procuring a Crystal Gravfield Trap array. A sizable
portion of the installation was destroyed during the
attacks.

General Drost, the Imperial officer in charge of
Bilbringi's security, has been removed from command.
Shortly after the smuggler attack on Bilbringi, Admiral
Thrawn alegedly gave the beleaguered officer a last
chance to improve security procedures for the ship-
yards. As the New Republic attack indicated, Drost's
revisions to security procedures were, to be polite,
ineffective.

Currently, the defenses of the Bilbringi shipyards
have been effectively removed. The Golan Il battle
platformsand shield generatorsthat protected Bil bringi
weredamaged beyondrepair. The shipyardshavesince
been abandoned. The New Republic, realizing that the
shipyards were too exposed to continue as a military
dockyard, simply scavenged what equipment and ma-
terial remained. The loss of Bilbringi isamajor blow to
the Imperial shipbuilding effort.

* Bilbringi

Type: Asteroid Belt

Temperature: Frigid

Atmosphere: None

Hydrosphere: Arid

Gravity: None

Terrain: Asteroids, shipyards

Length of Year: 830 standard days

Sapient Species Humans, wide variety of other species

Starports: Imperial Class (restricted to Imperial military use)

Population: 12 million

Planet Function: Shipbuilding

Government: Imperial Moff

Tech Leve: Space

Major Exports: Imperial warships

Major Imports: Foodstuffs, mid tech, high tech, raw materials

Bimmisaari

It hasbeen said that theworld of Bimmisaari special-
izesin "fur and moving plants.” Waving trees cover the
world'ssurface, constantly swaying even when nowind
blows. In fact, these asaari trees can move their leafy
branches of their own accord, though their roots are
firmly anchored in the planet's soil.

The planet'sintelligent inhabitants, beingswho call
themselves Bimms, are governed by a planetary coun-
cil. Members of the council are referred to as Law
Elders. The planetary council meets in the Tower of
Law, afairly modest building connected to asomewhat
taller marketplace. The Tower of Law was built on its
spot because the area was already a common cross-
road. The tower rooms are filled with wall-size tapes-
tries decorated with scenes from the Bimms' favorite
stories. Theupper levels of thetower have beenturned
into a museum of sorts, and items dating back to the
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middle era of the Old Republic can be found there.

The marketplaceisathree-level domewithout sides
and just ahint of aroof. The design reflects the Bimms
preference to be in the open air as much as possible.
The roof can be extended to cover the dome framework
when the weather turns bad. The marketplace has
existed in one form or another for more than two
hundred years.

Bimmsloveto shop and haggle, and the marketplace
is aways crowded with a sea of yellow-clad beings.
Sincethe Battle of Endor, the planet has a'so becomea
favorite stopover for shoppersfrom all over the galaxy.
Now that it hasbecomeamajor center of trade, theNew
Republic is determined to set up relations and even an
alliance with the world. The council of Bimmisaari is
just now opening negotiationstojoin the New Republic.
The planet had been a nominal member of the Old
Republic, but it withdrew when the galactic govern-
ment became too corrupt for the Bimms' tastes. L uck-
ily, the planet was far fromthe Core and its peoplewere
considered mostly useless, and therefore left alone by
the Empire. Except for a few occasions, the Bimms
escaped the horrorsand tyranny inflicted ontherest of
the galaxy.

During adiplomatic missionto Bimmisaari, Princess
Leia Organa Solo and her party were ambushed by an
unknown species of attackerswhowerelater identified
as the Noghri.

e Bimmisaari
Type Terrestrial
Temperature: Temperate
Atmosphere: Type | (Breathable)
Hydrosphere: Moderate
Gravity: Standard
Terrain: Forests, plains
Length of Day: 26 Hours
Length of Year: 302 Local Days
Sapient Species Bimms (N)
Starport: Standard Class
Population: 28 million
Planet Function: Homeworld, trade
Government: Planetary Council Ondependent)
Tech Leve: Space
Major Exports. Luxury Goods
Major Imports: High tech items

Bpfassh

Bpfassh system, amember of the New Republic, was
the target of a three-pronged Imperial attack shortly
beforetheincident at Sluis Van. In fact, the multi-edged
attack into New Republic territory was asetup for the
real raid in nearby Sluis Van. The Imperials attacked
with afive-ship task force— five Imperial Star Destroy-
ers under the command of Grand Admiral Thrawn. The
mission was a simple hit-and-fade using Star Destroy-
ers. Such a tactic was both highly unexpected and
highly successful. It was atactic Thrawn had practiced
afew months past in Draukyze system.

The Imperials attacked only to frighten and hurt, not
toobliterate. They hitthreesystemsat thesametime—
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Bpfassh and its two neighboring systems (both have
names unpronounceabl e to humans). Besides the sys-
tems' proximity, they were all part of the Sluis sector.
They wanted Bpfassh to call for help from the nearby
Sluis Van Shipyards. Help which would provide the
Empire with an opportunity to steal a fresh supply of
badly-needed starships.

The main body in the system is a double planet
orbited inturn by acomplicated system of moons. The
twin planets take the name of the star (as is often the
casethroughout thegaaxy), callingthemsel vesBpfassh.
The planet and its moons were badly trashed by the
Imperial attack, as were those locations hit in the
neighboring systems. The attack caused alot of dam-
age, but surprisingly few deaths. A recovery program,
sponsored by the Republic, is currently underway.

Bpfasshi do not like Jedi. During the Clone Wars, a
group of Bpfasshi dark Jedi wreaked havoc before being
stopped. Some of these dark Jedi escaped, however,
spreadingterror throughout Sluis sector. Onesuch Jedi
got as far as Dagobah before being put down. Rumors
that a new dark Jedi has surfaced on the side of the
Empire has Bpfasshi representatives petitioning the
New Republicfor protectionincasethat Jedi decidesto
visit their system.

» Bpfassh
Type: Double planet
Temperature: Temperate
Atmosphere: Type |l (Breath Mask Suggested)
Hydrosphere: Dry
Gravity: Standard
Terrain: Barren desert
Length of Day: Variable due to double planet
Sapient Species Bpfasshi
Sarport: Standard Class
Population: 50 million
Planet Function: Homeworld, mining, natural resources
Government: Representative Council (New Republic Adminis-
tered)
Tech Level: Space
Major Exports Metals, natural resources
Major Imports High tech, mid tech

Chazwa

During Thrawn's campaign, the Chazwa system fell
back under restrictive Imperial control. While a garri-
son has been in place on the planet Chazwa for years,
Imperial efforts a controlling the system have been
half-hearted at best. After Grand Admiral Thrawn as-
sumed control over the Empire, discipline was rein-
forced, even for rear echelon troops like those on
Chazwa.

Chazwahas recently been used as acentral shipping
point for Imperial war supplies, troops and informa-
tion. Whileanumber of smuggling and legitimate freight
shipping operations run through Chazwa, the Imperial
presence has forced these operators to move very
carefully becauselmperial smuggling pendtiesarequite
severe.

The Imperial garrison on Chazwa was upgraded to
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full operational status, receiving a new complement of
troops, including somecloned stormtroopers, andthe
Interdictor cruiser Rampart has been assigned to the
system to reduce smuggling in the area.

The planet is medium-sized and orbits asmall white-
dwarf star. It is habitable for humans and anumber of
other alien species, with a mild climate and weather
and amoderate amount of natural resources.

* Chazwa
Type Terrestria
Temperature: Temperate
Atmosphere: Type1 (breathable)
Hydrosphere: Moderate
Gravity: Standard
Terrain: Plains
Length of Day: 26 standard hours
Length of Year: 369 local days
Sapient Species Humans
Sarports Stellar Class
Population: 3.5 billion
Planet Function: Trade, manufacturing
Government: Imperial Governor
Tech Levd: Space ) ) )
Major Exports Information, agriculture products, mid technol-

Wonr Imports Foodstuffs, medicine

Coruscant

Coruscant, the jewel of the Core worlds, has served
as the seat of gdactic government since the very first
union of stars. The leaders have changed and the forms
of government shifted from one extreme to the other,
but one constant always remained — the beautiful
world of Coruscant. When the Old Republic established
the Senate, they built agreat meeting hall on Coruscant.
Representatives from the member worlds traveled from
al corners of the galaxy to take their place withinthe
hallowed meeting hall. When Palpatine declared his
New Order, he completely refurbished and addedtothe
existing Presidential Palace. When construction was
complete, Imperial Paace loomed over the adjacent
SenateHall. And most recently, when the New Republic
needed acentral location for their Provisional Council,
they chose Coruscant so that the gadaxy would know
that the tyranny of the Empire had been put down and
freedom would spread from the home of the Old Repub-
lic.

An entire continent on the planet has been set aside
as a separate world upon the world which rules the
stars. Here, all representatives are equal, and the galac-
tic government has jurisdiction instead of the local
system government. All member worlds contributeto
the defense and upkeep of the continent. In the center
of the continent sitsthe galactic capital. In the days of
the Old Republic, it was called Galactic City. The Em-
peror changed it to Imperial City when he rose to
power, and the name stuck. Today, even with the New
Republic in power, the name remains unchanged.

The Coruscant system has been said to set the tone
of the entire gaaxy. Styles, culture, fads — the most
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important ones start on Coruscant and slowly spread
throughout the Coreand the outer regions. Thecultural
level Ts unsurpassed: there are more museums, the-
aters, libraries, and centers of learning in the system
than anywhere else in the galaxy. Even galactic
timekeeping conventions, such as"standard" minutes,
hours, weeks, months and years have their originsin
the units of measurement used on Coruscant.

~ Except for afew isolated skirmishes, Coruscant and
its portion of the Corewere spared the terrible battles
that marked the Galactic Civil War. Mot of its citizens
(administrative personnel or low-level bureaucrats
never felt particularly threatened by far-away wars an
rumors of wars. They remained comfortable through-
out the collapse of the Old Republic and therise of the
Empire. They see the newest shift in power as just
another turn of the season. What mattersif Imperial or
Republican sits on the seat of power? Coruscant is
eternal; it has always existed and it always will. How-
ever, thosetruly loyal to the Empire, especially the mid-
and high-level bureaucrats, fled to the regions of space
still held by the Empire; few Imperial sympathizers
dared to stay behind on the planet. In addition, the
chaos that ensued during the initial New Republic
occupation of Coruscant sparked further emigration;
sincethe New Republic took Coruscant, the population
of the planet has dropped drastically.

+ Coruscant
Type Terrestrial
Temperature: Temperate
Atmosphere: Typel (Breathable)
Hydrosphere: Moderate
Gravity: Standard
Terrain: Urban, Plains, Mountains
Length of Day: 24 Standard Hours
Length of Yean 368 Local Days

Sapient Species Humans (N)

Starport: Imperial Class

Population: 5 billion prior to New Republic takeover

Planet Function: Government, administrative

Government: Representative Democracy (New Republic Capital)
Tech Levd: Space

Major Exports: None

Major Imports: Foodstuffs, medicinal goods

Crondre

Crondreisasmall, icy world that the New Republic
has converted into asupply depot for perishable medi-
ca supplies. The frigid planet facilitates flash-freezing
andstorageof many time-sensitivemedical compounds.
The storage facility on Crondre has been hollowed out
of the planet's immense glaciers, in much the same
manner astheA|liance'sEcho Baseon Hoth. A seriesof
Fabritech matrix shield generators protects the stor-
age facility, as does a huge ion cannon battery and a
Golan Il space defense platform.

Unfortunately, due to the inhospitable nature of the
planet's environment, only a small number of troops
can bestationed on Crondreat agiventime. The bulk of
theNew Republicpersonnel inthesystemarestationed
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Imperial City

The galactic capital, Imperial City is a true
cosmopolitan center of the grandest magnitude.
At any given time, crowds full of a people move
purposely alongits busy streets. Thecrowds con-
Sist of a multitude of different species, from hu-
mans to Wookiees, from Abyssins to Xi'Dec, and
every known race in between. During Palpatine's
reign, alienswereoff-limitsinthe city unlessthey
were with their masters. With the rise of the New
Re?ubllc, the city is once again opento all.

he ancient Senate Hall fills a huge portion of

the city, with its carved stone pillars and endless
tiers of seats formed into a massive work of art.
Dwarfing even this august structure, the Imperial
Palacerises over the Senate Hall, casting aperma-
nent shadow over the seat of government.
Palpatine had most areas of the palace refur-
bished to hisown exactingspecifications, although
he did leave portions of the ancient and honored
buildingintact. Tapered spiresandfragile-looking
towers rise high into the sky, jutting from every
conceivable surface of the palace.

Some saw the recent decisiononthe part of the
New Republic government to move their head-
quarters to Coruscant, to actually st up in the
Imperial Palace, as asI%o against everything they
oncefoughttouphold. ButtheNew Republic sees
thedecision as an affirmation of their idealsand a
final victory over the Empire. As the New Order
took control of thecity that once stood for liberty
and justice on agalactic scale, the New Republic
hastaken it back and once again madeit asymbol
of unity and trust.

~ Thecity never deeps. _ThrOl_Jl%hout theday and
night, it bustles with activity. The lighted towers
and glowing spires on the palace blend into the
those of the other buildings, forming an architec-
tural work of art as endless as the city itself. To
vist Imperial City isto visit the galaxy, one histo-
rian noted. Never a any time sincethe days of the
Old Republic hasthat statement been moretrue.

aboardtheGolan I1. Sincethereisan overflow of troops
aboard the station, it has been modified and acts as a
traffic flow control into and out of the system.

Crondreitself consists of largefields of glaciersthat
areslowly grinding their way acrossthe planet. Asyet,
no indigenous life has been discovered.

« Crondre
Type: Terrestrial
Temperature: Frigid
Atmosphere: Type |1 (breath mask suggested due to numbing
temperatures)
Hydrosphere: Moist (mostly in form of glaciers and snow)
Gravity: Standard
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Scouting Report SS-176.01, Imperial Year One ...

"... Keog Boorn recording,” the old scout said
intohislogpad, casually checking hiswordsasthey
scrawled across the pad screen. "My survey of the
uninhabited regions of Sluis sector continues, as
per the details of my scouting contract with the new
Imperial government. I'm investigating a regular
signal which my sensors picked up on the second
orbit of the planet Dagobah. It could be a beckon
call, but the atmosphere's masking and distorting
properties made a conclusiveidentification impos-
sble from orbit. So here | am, dogging through
\évlz_ai st-deep water as | try to follow aphantom sensor

ip."

The scout paused, taking another reading from
the portabl e sensor array strapped to his back. The
signal he had been tracing faded in a shower of
static. He made an adjustment, cursed loudly, then
made another adjustment. The static cleared. He
got hisbearings, notingwith amoan that the path of
the signal cut right through athick patch of bushes
andvines. "Thisswamp world isadismal place, I'll
say that much for it," Boorn said, continuing his
report. "Looks like I'll need both hands to clear a
path through the undergrowth. This log will con-
tinue when | reach the source of the signal."

Boorn clicked off the log pad's recorder and
shoved the small device into one of his many pock-
ets. Hehadn't really wanted to land on this forsaken
mud hole, but his contract with the Empire called
for him to investigate the sort of signal his ship's
sensors had received. What the new government
wanted with detailed surveysof uninhabited worlds
was beyond him, but the pay was better than any-
thing the Republic had ever offered him. Funny, the
Empire was barely ayear old and already people
around the galaxy were referring to the previous
government as the "Old" Republic. He laughed out
loud at thethought. Old indeed! Look at thisswamp,
theseancienttrees. Thisplacewasold. By theGreat
Spiral, did everything in this big galaxy need some
kind of label? Sincethat waswhat hewas paid to do,

put labels on the unknown, then maybe everything
did — at least the people in charge thought so.

The scout felt the change in the swamp before he
saw the cave. The mist was alittlethicker, theair a
little more foul, the shadows a little deeper. There
was an evil aura to the area, and Boorn felt his skin
grow cold in response. He suddenly remembered
the stories he had heard about Dagobah. Wasn't this
the planet that the Bpfasshi Jedi fled to? The Bpfasshi
dark Jedi? He shivered, gulped, and instinctively
placed his hand on the butt of his blaster. Another
reading of his sensor pack confirmed his worst
fears. The beckon signal which kept fading in and
out of focus was coming from the malformed cave.

The tree straddling the cave was adark, twisted
plant, its roots spaced like broken teeth over the
mouth of the cave. He saw dark shapes moving
between the roots, slithering and crawling over the
tangled, moss-dripping tendrils. He took astep to-
ward it, drawing his blaster. He took a second step,
then athird.

Then he heard the loud, terrifying howl.

It echoed out of the swamp, intensified by thefog
and his own growing uneasiness. It was an angry,
hungry howl. It was familiar, yet otherworldly, and
Boorn suddenly had no desire to enter that dank
cave or meet the owner of that fearsome howl. He
stepped back, snapping open hislog pad ashis eyes
darted back and forth. He spoke quickly, trying to
keep hisvoicelevel. He didn't think he quite pulled
it off.

"Boorn reporting,” he stammered, "there's noth-
ing here. Nothing but mud and fog and insects. The
sgna was a phantom — probably nothing more
than an atmospheric disturbance or asensor glitch.
Dagobah's empty ..." He glanced at the dark cave.
"... completely empty." He snapped the log pad
closed. The howl sounded again, and this time its
echo lasted until he was safely back on his ship and
lifting into space.

Terrain: Glacier

Length of Day; 23 standard hours

Length of Year: 392 local days

Sapient Species Humans, wide variety of other species
Sarport: Limited Services

Population: 2,000 (on surface), 800 (Golan Il platform)
Planet Function: New Republic supply depot
Government: New Republic

Tech Levd: Space

Major Exports None

Major Imports. None
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Dagobah

Dagobahistheprincipal planetinastar systemofthe
same hame. It appears on star charts and astrogation
logs, but few people intentionally decide to visit it.
Therearenocivilized space portsinthe system and no
conveniences of modern technology. To the neighbor-
ing star systems of the S uis sector, Dagobah is consid-
ered ahaunted, forsaken part of thegalaxy for it wason
Dagobah that the terrible events connected with the
dark Jedi of Bpfassh finally cameto an end. For that they
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arethankful, butfewtakethechancethat any bit of the
evil of thosedark Jedi might remain, sothey avoid the
system like it was infected with some galactic plague.

Thecloud-shrouded planetisteemingwithall kinds
of animal,insectandplantlife. And,knowntoonlyafew,
Dagobah served ashometo Y oda, the Jedi M aster, for
years. From his tiny hut in the middle of the great
swamp, Y oda remained hidden, watching the terrible
events of the galaxy unfold while doing little. In ages
past, hehadtrained moreJedi thanhecouldremember.
Hislast student, L uke Skywalker, cameto him at the
chosen time — the time Y oda had waited for.

Precious little remains as evidence that Y oda once
lived in the Dagobah swamps. His hut has been re-
claimed by thevegetation, practically covered over by
mossandvinesand sproutingroots. Hisfew metal pots
cannot rot away, but afine moss has grown upon them,
hiding them from all but the most determined search-
ers. He left no records or data pads full of Jedi knowl-
edge. The only thing he left behind was the training he
gave to Luke Skywalker.

IntheyearssinceY oda'sdeath, L uke Skywalker has
had much timeto contemplatethe Jedi Master. Since
hearing the stories of the dark Jedi of Bpfassh, he has
learned that Dagobah has been credited asthelast stop
inthemost powerful dark Jedi'sreignofterrorthrough
the Suis sysems. However, no records exist of what
ended that terror — the records state only that the
terror ended. L uke has speculated that Y oda confronted
thedark Jedi. Heshudderstryingtoimagineanall-out
confrontation between masters of both sides of the
Force. Healsobelievesthat Dagobah'sdark sidecaveis
probably someaftereffect of thedark Jedi'spresence.
This seems to be supported by the object he found in
the cave on his trip back to the planet. The object was
asmall, flat cylinder with five triangular keys on one
side and flowing dien script on the other. Lando
Calrissian identified the object as an Old Republic-era
beckon call.

Luke has dso given some thought as to how Y oda
stayed hidden from the Emperor and Vader all those
years. Hethinks he has found the answer in that same
dark side cave. Thecave shielded him, Lukebelieves.
Like a pair of positive and negative charges, Yoda's
good Forcewas cancelled by thecave'sevil. They were
s0 closetogether that from adistancethey looked like
no charge a al.

« Dagobah
Type Terrestria
Temperature: Hot
Atmosphere: Typel (Breathable)
Hydrosphere: Moist
Gravity: Standard
Terrain: Swamp
Length of Day: 23 Standard Hours
Length of Year: 341 Local Days
Sapient Species: None
Starport: None
Population: None
Planet Function: Unexplored
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Government: None
Tech Level: None
Major Exports None
Major Imports None

Dolomar

Dolomaristheonly planet orbitingitsstar. Dolomar
was originally acolony world of the Republic, and it was
settled after arich discovery of ores and various spe-
cialized minerals and crystals. After the Battle of Endor,
Dolomar quickly allied with the New Republic, but
Grand Admiral Thrawn's campaign of conquest sub-
jected theworld to bitter and desperate fighting.

Dolomarisaworldof extremecold, blizzards, andice.
Thecolonistsliveundergroundinimmensecavernsand
tunnel sthat protect them from both the cold and orbital
bombardments. Thecolonistsarean extremely resilient
and stubborn group of people. When the Empire at-
tacked, it learned how stubborn they can be: theinitial
Imperial invasion fleet was ambushed and wiped out.

Currently, Imperial warships are attempting to gain
a permanent foothold in the system, but Dolomar's
defense fleet is holding its own (thanks to support from
the New Republic). The Empire has been ableto con-
ductverylimited groundattacksand orbital bombard-
ments, in hopes of penetrating the planetary shield
generators and taking over the surface of the planet.
Dolomar'sgunnershaveshotdownmostof theEmpire's
landing transports, so the Empire has been unableto
land any heavy vehicles or artillery pieces, and only a
small number of transportswith troops havebeen able
to land. Those ground forces that do make it to the
underground cities are eliminated by the colonistsin
fierceroundsof street fighting. Thelocal inhabitants
know the streets and aleyways of Dolomar infinitely
better than Imperial Army troops, and use this for a
decided tactical advantage.

The surface of the planet consists of nothing more
thanglaciers, snowdriftsandice-shroudedmountains.
The northernmost mountain chain, the L'tiri Peaks,
housesthelargest of the underground complexes, Diflu.
Hidden amongst the caverns and tunnels, Diflu hosts a
large number of shops, space vessel repair facilities,
andcantinas.

e Dolomar
Type Terrestrial
Temperature: Frigid
Atmosphere: Type| (breathable)
Hydrosphere: Moist (mostly solidified as glaciers and snow)
Gravity: Standard
Terrain: Glaciers, snowfields, mountains
Length of Day: 45 standard hours
Length of Year: 224 |ocal days
Sapient Species. Humans
Sarports Stellar Class
Population: 1.5 billion
Planet Function: Colony
Government: Participatory Democracy
Tech Leve: Space
Major Exports Minerals, Dolomar spicewine
Major Imports: Mid technology, high technology, foodstuffs
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Elom

Elom, like the world of Calamari, joined the Rebel
Allianceto combat the tyranny of the Empireand to free
itsdlf from endavement. Also likethe Mon Cd's, Elomin
tend to servein units of their own species. Whol e ships
are often crewed and captained by nothing but Elomin.

Elomisacold, barren world, asort of frozen desert
far from its system's sun. Rich in mineral resources,
especially an orecalled lommite, the planet'sdiscovery
was hailed as a major find by the Senate's exploration
council back inthe daysof theOld Republic. TheElomin
have been busy rebuilding their economy and culture
since casting of f the Empire, and their proximity to the
Borderland Regions leavesthem fearful that they again
will face oppression and enslavement. The planet has
been engaged in a massive armament program since
gaining freedom.

e Elom
Type: Terrestrial
Temperature: Cool
Atmosphere: Typel (Breathable)
Hydrosphere: Dry
Gravity: Standard
Terrain: Frozen desert plains
Length of Day: 26 Standard Hours
Length of Year: 406 Local Days
Sapient Species Elom (N)
Starport: Standard Class
Population: 150 million
Planet Function: Homeworld, mining
Government: Family-Controlled Professional Guilds (New Repub-
lic Allied)

Tech Levd; Space
Major Exports. Lommite

Major Imports. Foodstuffs, weapons, starships

Endor

The Endor system was nothing morethan afootnote
in the Old Republic astrogation logs before it became
the site of one of the most famous battlesin history. It
was an insignificant, out-of-the-way system, with few
planets and only one sphere capable of supporting life.
AnlImperial outpost had been established onthe sphere,
and from there the necessary preparations were begun
<0 that the second Death Star battle station could be
constructed in the sphere's protective orbit.

Endor is appropriately labeled "the forest moon."
Vast forests cover most of the moon, full of trees that
reach over three hundred meters into the air. The
trunks are covered with shaggy, rust-colored bark.
They riseas straight as columns, some extremely wide,
others seemingly impossibly thin. Spindly foliage of
lush colorsfill the upper branches of theselivinggiants,
scattering the bright sunlight in delicate blue-green
patterns across the forest floor.

The day on Endor's moon belongs to the Ewoks, a
small, furred hunter/gatherer species that lives in the
giant trees. They build villages in thetrees, and live in
close-knit tribal units.

The night, however, belongs to athousand different
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predators. While Ewoks are certainly the most intelli-
gent species native to Endor, the cunning and physical
strength of many less-intelligent predators forces the
Ewoks into their elevated villages at night.

A curiosity over Endor isa"psychic bloodstain” of
sorts. This spot is dark and brooding and marks the
areawherethesecond Death Star burstinto athousand
colors and then cooled to unrecognizable wreckage.
Here is where the Emperor died, and those who are
sensitive to the Force can feel his presence when they
pass through the spot. It isamalign, hateful presence,
chilling to al Force-wielders who pass through it.

Bright Tree Village

Built among the wide trunks of the tall trees of
Endor's moon, Bright Tree Village is a typical Ewok
settlement, located near the ruins of the Imperial out-
post. Named for the tall central tree that catches the
rays of the sun throughout most of the day, Bright Tree
houses nearly two hundred of the Ewoks. The healthy
cluster of treesinwhichtheylive, thegood hunting, and
the abundant supplies of food and fresh water make
these Ewoks feel particularly blessed among the chil-
dren of the trees.

Thevillagehangs50 metersover theforest floor. The
main platform features awide, open work and meeting
areabuilt around acentral hunters' hall. Other, smaller
platformsrise aboveand hang belowthemainplatform.

The lowest levels of the village feature the sentry
posts. Here the most experienced Ewok warriors team
with young novicesto guard the approach to the village
and teach the novices what they know. Sentries watch
for approaching dangers, greet and announcevisitors,
and raise and lower the climbing vines needed to reach
the forest floor. Sentry posts, like al of the lower
portions of the village, are camouflaged to hide the
platforms above from unwanted guests.

The main platform features the chief's hut, the
shaman'’s hut, the hall of elders, and the hunters' meet-
ing place. Other huts on this platform and the smaller
platformsthat cling to the trees above include storage
aress, family dwellings, huts for unmated females and
unmated males, visitor huts, and the place of sickness
where ills and wounds are treated.

The highest platforms house additional sentries.
These watchers constantly observe the horizon, look-
ing for anything which might threaten the safety of the
village or the hunters and gatherersintheforest below.
Additionally, specia platformsserveaslaunching pads
for Ewok gliders. Gliders are used as both offensive
weapons and to quickly get news to those outsidethe
village.

Salfur's Trading Post

The New Republic has set up a number of semi-
permanent trading posts and landing platforms near
the Ewok villages. One of these is Salfur's Trading Post,
taking up asignificant portion of aclearing near Bright
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Tree Village. Following the pattern established by the
Ewoks, Salfur's Post rises above the forest floor on ten
meter columns. These columns serve the same func-
tion as the Ewoks' trees (which the Republic decided
not to use for fear of offending the religious Ewoks),
holdingthe post up abovethereach of most predators.
Four of the columns contain lift tubes to ferry people
and supplies from the post to ground level.

When night falls, the darkness activates the bound-
ary field which surrounds the post and its nearby
landing platform. Theforcefield serves as an additional
level of protection during the hostile nights of Endor's
moon. Of course, this field can be raised and lowered
manually when the need arises.

The landing platform can accommodate shuttles and
small freighters, but maintai nsfew other services. There
are no maintenance hangars, no refitting stations, and
no cargo handlers. There is only a landing beacon,
directional lights, a flat place to touch down, and a
power recharging hook-up.

The post itself contains aliving area, storage rooms,
and a limited entertainment center — all that a few
traders and perhaps a diplomat, medic and teacher
need for ashort stay on Endor's forest moon. The post
isnot staffed throughout theyear. Instead, it serves as
abase of operationswhen Salfur and his New Republic
associates come for one of their periodic visits.

« Endor's Moon
Type: Terrestria
Temperature: Temperate
Atmosphere: Typel (Breathable)
Hydrosphere: Moderate
Gravity: Standard
Terrain: Forest
Length of Day: 18 Standard Hours
Length of Year: 402 Loca Days
Sapient Species Ewoks
Sarport: Limited services (landing port; seasonadlly staffed)
Population: 10 million
Planet Function: Homeworld, trade
Government: Tribal (New Republic alied; non-participating mem-
ber)
Tech Leve: Stone
Major Exports. Foodstuffs, medicinal goods
Major Imports None

Farrfin

The planet Farrfin was apopular refuge of smugglers
and pirates in the days of the Old Republic. Its remote
location made it ideal for hiding from pursuers, and
eventually the Rebel Alliance made use of the planet as
well. The planet's inhabitants, the Farghul, a species
easily given to smuggling and con artistry, freely wel-
comed all newcomersto Farrfin— if only for the chance
to bilk the unwary out of every credit they could.

Recently, Imperial forces havetried to dominate the
Farrfin system, and have met with stern resistance. The
craggy, fog-choked planet makes ground operations
difficult, and the local inhabitants, used to operating in
these difficult conditions, have managed to stall Impe-
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rial takeover. The Republic is aso supplying weapons,
food and medicine so that the Farghul can continue
their resistance effort.

Farrfinisamedium sized planet, with high mountain
peaks, deep valleys, some tectonic instability, and a
number of underground streams. These streams (and,
in some cases, larger bodies of water) meet with the
lavajust beneath the surface of the planet, causing huge
fissures of steam to explode from the ground. These
"steam storms' are what makes the planet difficult for
the Empireto cope with: the damp weather, low visibil-
ity, and theunfamiliar and treacherousterrain haveal
contributed to make Imperial occupation extremely
difficult.

Farrfin has three major cities: Farlhu, Jahhnu and
Geltyu. A strong "criminal" element thrives in these
cities, with con-artists running sabacc scams on every
street corner, and pockets being picked left and right.
The famed Jahhnu betting houses rake in incredible
sums of currency, as gullible off-worlders and bored
smugglers gamble away their earnings. That this haven
for bored criminals has managed to repulse Imperial
attacks is bewildering to the Empire.

e Farrfin
Type Terrestrial
Temperature Temperate
Atmosphere: Type| (breathable)
Hydrogohere Moist
Gravity: Light (0.9 Standard)
Terrain: Mountains, oceans
Length of Day: 29 standard hours
Length of Year: 388 local days
Sapient Species. Farghul (N)
Sar-ports Stellar Class
Population: 6 billion
Planet Function: Entertainment, homeworld, smuggling haven
Government: Criminal hierarchy
Tech Leve: Space

Major Exports Information, smuggled goods
Major Imports Liquor, holos, spice, other contraband items

Filve

The planet Filve has become a huge service station
for passing starships. An Imperial class starport ser-
vicesvirtually any vessel (though smaller shipstendto
be put of f by Filve starport'sinflated docking fees). The
Filvians, noted for their mechanical aptitude, have
turned a hot, uncomfortable planet into a major trade
and information nexus.

A large number of ships pass through the Dulfilvian
systemn, mostly restocking a Filve. A number of the
galaxy's wealthiest corporations, such as Sienar and
BlasTech, have opened branch offices on Filve. Filvian
computers and computer operators are highly sought
after by many corporations, due to the large amount of
computerized recordkeeping that is part of the daily
operation of such an organization.

The planet itself is hot, dry and uncomfortable. The
climateisa most monotonous: constant sunshine, oven-
hot winds and a complete lack of vegetation make Filve

117



Chapter Six: Planets

an inhospitable desert planet.

The Filvians have created gigantic, self-contained
cities to house themselves and the off-worlders that
live on the planet. These cities are completely climate
controlled and are protected from the uncomfortable
outside environment. These huge mega-citiesareinter-
locked, and it is possibleto visit each city without ever

walking outdoors.

* Filve
Type: Terrestrial
Temperature: Hot
Atmosphere: Type| (breathable)
Hydrosphere: Dry
Gravity: Standard
Terrain: Urban
Length of Day: 14 standard hours
Length of Year: 110 local days
Sapient Spedies Filvians (N)
Starporte: Imperial Class
Population: 6 billion
Planet Function: Service, homeworld
Government:Alliance/Federation
Tech Leve: Space
Major Exports High technology, computers, droids
Magjor Imports: Food, medicine

Generis

Generis, in the Atrivis system, was the prime New
Republic communications nexus inthe Outer Rim Ter-
ritories until it fell to the forces of Grand Admiral
Thrawn. Only the actions of Pash Cracken managed to
savethelives of many members of the Atrivis Commu-
nications Group.

Generisisaplanet of startlingnatural beauty: alush
jungle planet that displays a number of indigenous
creaturesand plants. Theterrainishilly and rocky, with
choking jungle foliage clogging the few pathways that
have been forged through the rugged terrain. The na
ture of the terrain convinced the Rebel Alliance to
install acommunications array there; even if the Em-
pire managed to locate the comm center, an extended
ground campaign would be required to take or disable
the center.

There are no major cities on Generis, nor are there
any survivingindigenous sapient species. Theruins of
a number of temples of decidedly non-human origin
have been discovered, but thereisno cluewhat became
of thetemples builders.

The comm center that is now firmly under Imperial
control is located on the southern pole of the planet,
near alarge deposit of hiridiu crystals. These crystals
have been used in old-style communications systems
sincethe days of the Old Republic; the proximity of the
crystals helps boost modern communications signal
strength by dmost 30 percent. Theloss of thisunique
broadcast center will be difficult for the New Republic
to recover from.

* Generis

Type Terrestrial
Temperature Hot
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Atmosphere: Type| (breathable)
Hydrosphere: Moist

Gravity: Heavy (1.1 of Standard)

Terrain: Jungle, mountains

Length of Day: 42 standard hours
Length of Year: 234 local days

Sapient Spedies Humans, wide variety of other species
Sarports Limited Services

Population: 2,000

Planet Function: Communi cations center
Government: Imperia Governor

Tech Level: Space

Major Exports None

Major Imports None

Hijarna

Hijarna has a mystery to xenoarcheologists galaxy-
wide since its discovery during the Fifth Alderaanian
Expedition. The planet is dmost totaly devoid of life,
and, if all thedataonthestructureand compositionof
the planet is accurate, Hijarnawas destroyed by war-
fare. One of the few major structures still standing on
the planet is the so-called Fortress of Hijarna, abrood-
ing, massve edifice of blackened stonethat is perched
high atop a bluff overlooking a battle-scarred plain.

Hijarna shows evidence that it once was a lush,
beautiful world. Foss| records indicate an abundance
of animal |ife—at onetime. No traceremains, however,
of the sapi ent gpeci es responsi blefor the destructionof
the planet. The cause of Hijarna's downfall has re-
mained a topic of speculation for researchers and
scientists for decades. Some fedl that the fortresswas
created as a last ditch defense against whatever de-
stroyed the planet, while others feel that the fortress
may have been a stronghold for the invaders or con-
querors. Some of the wilder speculations concerning
Hijarna (popularized by less reputabl e " scientific" jour-
nals and pop-media news networks) have included
theories that the planet was destroyed by aliens from
another galaxy, that a super-virus created by the na-
tives devoured al life, and even that a huge temporal
rift sucked al life from the planet's surface. It is likely
that the cause of Hijarna's destruction will remain a
mystery for quite some time.

Thefortress is occasionaly used by smuggler Talon
Karrde as a meeting place far from the prying eyes of
Imperial Intelligence. Karrde chose Hijarnaas arendez-
vous point for avital meeting of thesmugglers aliance.
e Hijarna

Type Terrestrial

Temperature Moderate

Atmosphere Type |1 (breath mask suggested due to bacterial

contaminants)

Hydrosphere: Dry

Gravity: Standard

Terrain: Barren wastdland

Length of Day: 22 standard hours

Length of Year: 363 local days

Sapient Spedies None

Starports: Limited Services

Population: None

Planet Function: Smuggler hideout
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Government: None

Tech Leve: Space (smuggler camp only)
Major Exports None

Major Imports None

Jomark

The planet Jomark is the second of six worlds orbit-
ing a medium-sized sun. It is the only world in the
system capable of supporting life, and the only planet
which has been colonized. Thereis not even somuch as
atransmission relay station on any of the other worlds.

Jomark is a colony world that has not had much
contact with the galaxy (evenitslast star chart update,
over 15 years ago, was little more than a cursory fact
check). Itwastheperfect placefor Joruus C'baothto set
histrapfor LukeSkywalker, foritisjustthesort of world
aJedi Master would choose to hide on. The planet is
mostly ocean, with one small continent and an endless
number of smaller islands.

The Jedi Master ruled the world from the "High
Castle," though he did not believeit deserved its name.
It was a short, dirty castle, as alien as the long-gone
speciesthat had built it before the human colonists had
arrived; its intended purpose remains a mystery. The
castlewas nestled uneasily between two large cragson
an ancient volcanic rim. He appreciated the location,
for the rim provided a good view of the brilliant blue
waters of the Rim Lake four hundred meters below. He
moved into the castle because the colonists held the
placein awe. Thedarkisland in the center of the crater
also made a well-hidden landing site for the Imperial
shuttles continuously sent by Grand Admiral Thrawn.

The bulk of Jomark's land area is taken up by the
small continent of Kalish. There are thousands of even
smaller idands scattered in clusters around the ocean
world. Most of the population of the main continent
livesalongthe coast, but there are afew smaller settle-
ments in the interior. One such settlement lies on the
southern shoreof thealmost perfectly ring-shaped Rim
Lake. Thelake itself had formed inside the remains of a
cone-shaped volcano, and a smaller cone formed an
island inits center. This wilderness region, thick with
mountains, provided isolation and secrecy for Joruus.

The colonists came to Jomark during one of the Old
Republic expansions a few thousand years ago. Like
many colonies of the period, it was quickly forgotten,
precipitating theslideinto astate of primitivetechnol-
ogy and superstition. The human colonists found arich
world full of paradise islands and crystal water. The
colonists stay away from those relics the aliens left
behind; they consider these places haunted, and do not
wish to disturb whatever aien spirits may ill reside
within the strange constructs.

The colonists have had only minor contact with the
galactic community, but that suitsthem fine. Even after
al these generations, they still call themselves colo-
nists, though few understand exactly what the term
means. Tothem, itidentifieswhotheyare—thesecond
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intelligent species to make its home on Jomark. They
have anindustrial leve of technology, and many turnto
the seafor sustenance. The Jomark colonists are excel-
lent fishermen, seafarmers, and sailors. They have no
spaceport facilities other than the temporary one set
up in the Rim Lake for Joruus C'baoth. Few visitors
cometo their world, and most colonists do not believe
in starships and other worlds (though all of their leg-
ends and histories tell them they came from space
sometimein the past).

The Jomark colonists are content with their world.
They care nothing about the far-away events of the
galaxy, for the concerns of their island paradises are
enough for them. They lack the knowledge to develop
beyond their current tech level, looking upon the magi-
cal wondersof Joruusand hisImperial visitorswithawe
and fear. They are a superstitious lot, eager to explore
theislands that dot their seas but afraid to sail toofar
into unknown waters. To date, they have settled only a
quarter of the world's land mass, and only those areas
closest to the continent of Kalish.

After a short visit to the world, Luke Skywalker left
Joruus C'baoth to accompany Mara Jade on a rescue
mission. Now Joruus has also abandoned the world,
leaving it theway he found it so that he can set his own
plans into motion — whether the Grand Admiral ap-
proves of them or not. The colonists were more than
glad to see him leave.

e« Jomark

Type Terrestrial

Temperature: Temperate
Atmosphere Typel (Breathable)
Hydrosphere: Moist

Gravity: Standard

Terrain: Ocean, idand (varied terrain)
Length of Day: 23 Standard Hours
Length of Year: 312 Local Days
Sapient Species Humans

Sarport: Limited Services

Population: 2.8 million

Planet Function: Colony, subsistence
Government: Cooperativecommunities
Tech Leve: Industrial

Major Exports None

Major Imports None

Kashyyyk

Kashyyykisaj ungleplanet of unmatched beauty and
endless danger. Massive trees cover its surface, their
branches intertwining to form an almost continuous
forest from the base of the hugetrunkstothetopsof the
highest branches. Life developed throughout this sky-
ward jungle, pushing ever upward from the dark sur-
face toward the glowing sun. The planet's ecosystemis
divided into several horizontal levels, one above the
other. The world's intelligent species, the fur-covered
giants called Wookiees, sharethe uppermost level with
avariety of flying and tree-dwelling creatures.

The natural environment becomes increasingly more
hostile and uninviting as onetravels down through the
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ecosystem levels. Theecol ogy can best bedescribed as
alayered death trap, with the lowest levels reportedly
serving asthe domain of fearsome predators and other
lethal hazards which even Wookieestend to avoid. The
jungle is dso home to many beneficial plants and
animals, and many birds fill the sky between the trees,
such asthedelicious kroyie, which are hunted for food.

Wookiees live in the highest branches of Kashyyyk's
mighty trees, hundreds of meters above the ground.
They build massivecitieswithinthetrees, with asmooth
integration of practical technology and the amazing
natural beauty of theworld. Thecitiescombinethebest
of nature with the conveniences of modern technology.

Duringtheheight of the Empire, Kashyyyk was under
martial law. Imperial garrisons dotted the planet and
Imperial ships maintained a constant orbit to ensure
that the mighty Wookiees could not rebel againg the
New Order. Wookiees were enslaved and forced to
work in Imperial slave camps because of their great
strength and natural mechanical talents. They were
kept in line by the threat of violence against their
families on Kashyyyk. Imperial law made free Wookiees
illegal. Any Wookiees found outside of Kashyyyk or
Imperial work camps were considered outlaws.
Chewbacca fell into this category, and was constantly
on the lookout for bounty hunters until he fell under
Jabba the Hutt's nominal protection as a free-contract
employee of the crime lord.

Today Kashyyyk is once again afreeworld, thanksto
the efforts of the Alliance and the New Republic. The
Wookiees have even begun to allow non-Wookiee trad-
ers to visit again, as their natural friendliness steadily
overcomes their fear of enslavement. But an undercur-
rent of resentment toward humans lingers, as the
memory of the treatment they received at the hands of
the Imperials remains strong.

« Kashyyyk
Type: Terrestrial
Temperature: Temperate
Atmosphere: Type 1 (Breathable)
Hydrosphere: Moderate
Gravity: Standard
Terrain: Jungle
Length of Day: 26 Hours
Length of Year: 381 Loca Days
Sapient SpeciesWookiees (N)
Starport: Standard Class
Population: 45 million
Planet Function: Homeworld
Government: Representative Tribal (New Republic Allied)
Tech Leve: Space
Major Exports. Mid Tech
Maor Imports. Medicines

Rwookrrorro

Nestled atop atight ring of wroshyr trees, theWookiee
city of Rwookrrorro stands as one of Kashyyyk's most
beautiful metropolitan centers. Dropping through the
planet's billowing cloud cover, the first view visitors
have of the city leaves even the most well-traveled
among them breathless. It hangs as though suspended
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in mid-air, filling the gaps between the massive trees.

Rwookrrorro is a true city, covering more than a
square kilometer of territory. Its multi-leveled build-
ings are large and complex, laid out in wide, straight
avenues. The combination of architecture and planning
demonstrates aloving sense of artistry in the creators,
beings who many consider to be nothing more than
brutal, primitive savages.

Thetrunksof thehugetreesare used to enhancethe
beauty. They form giant brown columns around and
within the city, reaching up to support the ceiling of
white clouds overhead. The whole effect is further
enhanced by sweeping lights which lance out to sur-
round the city in brilliant colored beams.

Unlike Cloud City, which is held aloft by repulsorlift
generators, Rwookrrorro is held up only by incredibly
strong branchesof Kashyyyk'strees. Likeagreet spider
web, the branches grow together to form the founda-
tion of the city. Wroshyr tree branches have a unique
property. When separate branches meet, they grow
together to form one interlocked branch. The new
branch then sprouts new branches of its own which
reach out inall directionsto find other branchestojoin
with. Through their own growth, they form aunity. In
fact, all of thewroshyr treesin the Rwookrrorro group-
ing are a single giant plant, with aunified, intermixed
root system. Inthat unity, the plant growsstronger and
stronger.

Landing platforms for speeders and even medium-
sized cruisers are formed by remnants of huge tree
limbs which have been cut horizontally close to the
trunk. Many houses, shopsand other buildingsarebuilt
directly into the tree, their entrances open to nothing
but empty space. Only the natural climbing clawsof the
Wookiees allow them to live among the trees and get
into places non-Waookiees would find impossible to
reach. Liftcars are employed to move cargo and trans-
port the ill, but most Wookiees prefer to get around
naturally, climbing among the trees they love. Dark
greenkshyy vines, stronger than composite cablesand
self-repairing, ferry the liftcars up and down around the
city. Intheunlikely event akshyy vine does break, the
liftcars are equipped with emergency repulsor units.

The lights around the city do more than guide ships
orilluminatetheclouds. They attract creaturessuch as
thekroyiebirds sothat the city hunters can catch them.
In thisway, the birds make up alarge portion of the
Wookieediet.

Mrisst

Mrisst is asmall planet in the GaTir system and a
member of the New Republic. The Mrissi were subju-
gated by the Empire for decades, many were con-
scripted into military service. After the Battle of Endor,
the Mrissi were more than willing to throw off the
Imperial yoke and support the New Republic.

Theplanet isavery mild, terrestrial world, and quite
hospitableto humans and similar life-forms. Small lakes
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and rivers dot the four major continents. Theterrain is
predominantly jungle, consisting of varied forms of
vegetation such as the tiny "spinetrees’ and the sen-
der, thousand-meter-tall " spirepines.”

Planetary weather is extremely mild, and the Mrissi
have flourished on this world. Mrisst is fairly sdf suffi-
cient, and imports|little more than high technology and
high energy fuel sources. Mogt of the planet's popula-
tion relies on efficient solar, hydro and thermal heating
sources, but there are some cases where advanced
energy souces are still necessary. Mrisst does have one
major commodity to sell: education.

Mrisst has become a center of higher learning for
many of the economically disadvantaged students of
the galaxy. The Mrisst Trade and Science Academy
(MTSA, often pronounced as "MiTSA") provides a high
guality educational program to studentswho may have
been unable to attend the Imperial Academy or other
large and expensive universities. While the prestige
level of a Mrisst education is lower than that of the
larger, wealthier institutions, Mrisst graduates tend to
get a better education, which is borne out once the
graduates get into the work force.

During Thrawn's campaign, Mrisst was recaptured
by theEmpire. Thrawn used Mrisst asastaging areafor
hisfinal assaults leading into the attack on Coruscant.

* Mrisst
Type: Terrestrial
Temperature: Temperate
Atmosphere: Typel (breathable)
Hydrosphere: Moderate
Gravity: Light (0.8 of Standard)
Terrain: Forests, mountains
Length of Day: 20 standard hours
Length of Year 278 local days
Sapient Spedes Mrissi (N), wide variety of other
ies
Sarports: Stellar
Population: 35 billion Mrissi, 6 billion (students of various spe-
cies)
Planet Function: Educational center
Government: Representative democracy
Tech Leve: Space
Magjor Exports: None
Major Imports. Educational material, computers

Myrkr

Few galactic citizens, evenwell-traveled ones, have
ever heard of the planet called Myrkr. Most that do
know of it fall into the category of useless dregs of the
galaxy — smugglers, malcontents, pirates and other
members of the fringe. The planet has been populated
for nearly threehundred years, but inthat span of time
the Old Republic, the Jedi, and even the Empire have
left it strictly alone. The world can be found on only a
handful of astrogation charts.

Thisisolation would be understandableif the planet
was located somewhere in one of thefrontiers, far from
the galactic Core. It is, however, not far from civilized
space, near the border separating the Imperial rem-
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nants from the New Republic. It has finally come under
Imperial notice — Grand Admiral Thrawn's personal
notice, in fact — due to one of its indigenous life forms.

The planet served as the private base of operations
for Talon Karrde's smuggling ring until hewas forced to
abandon it after an unfortunate incident concerningthe
Empire and Republic hero Luke Skywalker. Karrde had
chosen the world because of its proximity to major
population centers coupled with its relative obscurity.
He aso loved the world's untamed beauty and its tall
trees. Thesetreesprovided himwithanadded bonus—
their high metal content effectively blocks sensor
sweeps, shielding both ships and buildings hidden
beneath or near the wide, embracing branches.

Grand Admiral Thrawn was drawn to Myrkr by an
obscure reference he found years ago. Subsequent
investigations turned up information regarding the
uniquecreaturescalledysalamiri that livewithinMyrkr's
trees. With Karrde's cooperation (which he gave in-
stead of having it taken by force), the Grand Admiral
acquired the knowledge to safely remove the ysalamiri
from their tree-branch perches. Later, when the Impe-
ridsreturned, Karrde'sorgani zationwound up hel ping
Luke Skywalker and Han Solo escape by thwarting a
small Imperial ground force.

Karrde's base was dominated by a large central
building. A large, spacious meeting chamber was lo-
cated at the building's center, with a high translucent
ceiling and awebwork of carved, crisscrossing rafters.
Walls of dark brown wood, carved with an elaborate
open-mesh design, glowed with recessed deep blue
light. The arrangement of furniture into separate con-
versation circles gave the chamber arelaxed, informal
air. But the crowning feature of the chamber was ahuge,
meter-wide tree growing through the center of the
room. It reached up from acircle of dirt floor to extend
through the ceiling and far beyond, covering the build-
ing with sensor-blocking, |eaf-covered branches.

e Myrkr

Type Terrestrial

Temperature: Temperate

Atmosphere: Type | (Breathable)

Hydrosphere: M oderate

Gravity: Standard

Terrain: Forest, plains

Length of Day: 24 Hours

Length of Year: 324 Local Days

Sapient Species Humans

Starport: Standard Class

Population: 100,000

Planet Function: Subsistence, trading

Government: |ndependent Communities

Tech Levd: Space

Major Exports. None

Maor Imports. None

Hyllyard City
The closest Myrkr getsto atrue population center is
Hyllyard City, alittle pieceof civilization onthe edge of
agreat forest. Like Mos Eidey on Tatooine and other
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frontier towns, Hyllyard City consists of a few space
shiplanding pitsand aclose-packed collection of make-
shift structures. The small houses and commercial

buildings are crammed tightly together, built in afamil-
iar wheel pattern around a large open square. Narrow
streets run between the buildings, and a few wide
avenues radiate like spokes from the center of town.
Before arecent battl e between Imperial stormtroopers,
Luke Skywalker, Han Solo and Karrde's men, a free-
standing archway roseten metershigh from the edge of

the open square. Now the square is littered with the
remains of the battle, including the collapsed arch and
the wreckage of a crushed Chariot repul sorcraft. Wit-
nesses reported that Skywalker used a lightsaber to
topple the massive structure.

Hyllyard City is populated by a few settlers, but
mostly the town serves as ahaven for free-lance smug-
glers, rogues, and fugitives from galactic justice. Some
of Karrde's peopleoncelivedthere aswell, maintaining
aconstant link between Karrde's isolated base and the
freelance "businessmen" who frequent the city.

New Cov

The great walled city of Ilic is but one of eight that
have been built in thejungles of New Cov. Thetops of
thecities pokethrough the clutchingtrees of thetight-
pressed jungle, looking likethesilver-skinned domes of
droids that have been dropped into green quicksand,
Visiting ships must enter the citiesthrough vents near
thetop, which arelarge enough to admit anything up to
the size of aW-class space barge.

New Cov isaplanet wherethedangersof theenviron-
ment are the source of its economic value. New Cov is
home to numerous sentient exotic plants that produce
biomolecules. However, the plants seem to take great
exception to the harvesting of the molecules — they
have been known to eat the occasional careless mol-
ecule harvester, and the reason the cities are armored
and domed isto prevent the plants from infiltrating or
casting spores into the cities. However, despite the
danger, economics rule out, and the Covies are even
building two more cities to increase living space and
processing facilities.

Biomolecul es cannot be synthesized, so sources of
theseimportant manufacturing componentsare highly
sought after and jeal ously guarded; they are needed for
synthesized medicines and some partially organic in-
dustrial processes. Harvested biomolecules are pro-
cessed fortheir variety of uses(many of them military),
and prepared for shipment to heavy-industry planets.

While the dangers of New Cov are numerous, the
residents, all employees of the New Cov Biomolecule
Company, earn high pay for their efforts. All manner of
alien species can befound inthe armored cities, though
the majority of citizensare of human origin. The planet
is allied with the New Republic, but the cities make
periodic tributes to the Empire in the form of sanc-
tioned Imperial raids. The Empire takes whatever re-
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fined biomolecules it needs, leaves, and New Cov re-
mains in the good graces of both governments.

Ships enter the cities through the top vents, follow-
ing the curved pipes down and inward to a bright
landing area beneath a transparisteel dome. Inbound
customs are a mere formality, for the inhabitants de-
pend on these same shipsto export their goods. Out-
bound scrutiny, of course, is much tighter.

Professional greeters welcome visitors, providing
data card maps of the city and surrounding area. From
there, visitors are free to go to the market, administra-
tive, living and processing areas of the city.

= New Cov
Type Terrestrial
Temperature: Hot
Atmosphere Typel (Breathable)
Hydrosphere: Moist
Gravity: Standard
Terrain: Jungle
Length of Day; 27 Standard Hours
Length of Year: 301 Loca Days
Sapient Spedes Humans, assorted diens
Sarport: Imperial Class
Population: 90 million
Planet Function: Natural resources, biomolecul e harvesting
Government: Corporate Owned (New Republic allied)
Tech Leve:
Major Exports Biomolecules
Major Imports: High tech, workers

Nkllon

Thesuper-hot planet Nkllonorbitstheintensesunof
Athega. Once it was thought the rich raw materials
locked within the planet would never be freed. Nkllon
orbits very close to its sun. Any normal ship which
approachesthe planet has its hull quickly peeled avay
by the intense heat. Only through the use of specially-
designed shieldshipscananormal shipreachtheplanet.

Thesideof theplanetindirect sunlightisoff limitsto
even Lando's well-prepared operation. However, with
the use of Nomad City and NKkllon's very dlow rotation,
the scoundrel-gone-businessman has been ableto pry
ores of tremendous value from the planet becausethe
dark sideremainscool enoughtowork on. Thelightsof
moleminers can be seen shiningout of the darknesslike
closestarsastheradio-controlled vehiclesdigupthe
surface. The view on approach to Nomad City, how-
ever, is absolutely stunning. Its sweeping lights and
lumbering form fills the darkside night with a spectacu-
lar glow.

e Nkllon
Type: Small rock
Temperature: Searing
Atmosphere: None
Hydrosphere: Arid
Gravity: Light
Terrain: Crater fields, volcanic
Lengt)h of Day: 3527 Standard Hours (approximately 90 Standard
Days)
Length of Year: 5 Local Days
Sapient Species: Humans
Sarport: Standard (uses shieldshi psfrom outside system)
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Population: 5,000 (Nomad City)

Planet Function: Mining

Government: Corporate (New Republic Allied)
Tech Leve: Space

Major Exports: Metals, minerals

Major Imports Foodstuffs, high tech, mid tech

Nomad City

Nomad City is a huge, humpbacked structure that
constantly moves across Nkllon's surface. By being
mobile, thecity aways stayswithintheplanet's protec-
tive shadow and out of the super hot light of the sun.
Thousands of lights blaze over the mining complex's
surface. It lumbers along like some exoatic living crea
ture, scanning the ground around it with sweeping
searchlights as it moves over the craters and rough
terrain of theworld. Wherever it goes, ahandful of tiny
support shipsgowithit, flyingaround it or rolling over
theground beneath it like sand bugs swarming around
abantha.

Lando had the city constructed out of castaway
vehicles destined for scrap. The largest portion of the
city is an old Dreadnaught-c\ass cruiser the Alliance had
captured after the Battle of Endor. Hefitted theold ship
on top of 40 captured Imperial AT-AT Walkers. These
made the city mobile, and athough it has alumbering
gait, it is still fast enough to stay within the shadow at
al times. Thetiny escort shipsareavariety of shuttles
and pilot craft which help direct the city's trek across
thecraggy terrain.

The brainchild of Lando Calrissian, he had the origi-
nal ideawhile serving as Baron Administrator of Cloud
City. In the personal logs of Cloud City's founder and
builder, Lord Ecclessis Figg, Lando found plans for a
rolling mining center that Figg wanted to build on
Bespin'sinner planet, Miser. Miser'sterrain proved too
difficult for awheeled vehicle, and Figg had abandoned
theidea Lando, however, embraced it. By using legs
instead of wheels, he would be able to get a raw
materials others could not reach while staying out of
the deadly rays from the sun.

So far, Nomad City and the whole Athega system
operation has been a huge success. Lando is making
money, theNew Republicisreceivingaconstant supply
of rare ores, and everybody's happy. Or at least they
were until the Empire stole 51 of the operation's mole
miners for use in their Sluis Van campaign. Lando has
left Nomad City, at least for the time being, to extract
revenge upon the Empire for its recent actions.

Obroa-skai

Obroa-skai, astar systemintheBorderland Regions,
occupies a strategic position between the remnants of
the Empire and the holdings of the New Republic. Both
it and the neighboring Paonid system have thus far
remained neutral in the current struggle, but have
shown signs of leaning toward the New Republic. In
fact, the system usually contains at least one armed
emissary force as the New Republic is making astrong
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bid for the system's membership and support.

The system is best known for its massive library,
which is said to contain the gathered knowledge of the
galaxy — if one knows whereto look for it.

* Obroa-skai

Type: Terrestrial

Temperature: Cool

Atmosphere Typel (Breathable)

Hydrosphere Dry

Gravity: Standard

Terrain: Frozen desert, mountains, frozen oceans
Length of Day: 26 Hours

Length of Year: 456 Loca Days

Sapient Species humans, Obroans (N)

Starport: Standard Class

Population: 73 million

Planet Function: Administrative, service (library), manufactur-
ing

Government: Representative Council (Independent)
TechLeve: Information/Space

Magjor Exports. Mid-tech

Major Imports. High-tech, luxury goods

Ord Mantell

Most peopleknow Ord Mantell asagamblingreserve
and seedy spacer and smuggler conclave. However,
there's a lot more to this outlying world that once
served as aprime military base for the Old Republic.

Ord Mantell isaworld of contrasts. It was originally
founded by Corellian colonists 12,000 years ago as an
advance Republic military and scout base. As the Re-
public expanded to new trade routes, Ord Mantell lost
its strategic significance, but the presence of full mili-
tary-quality starship yards and docks encouraged a
thriving civilian cargo trade.

In the intervening years, Ord Mantell has become
something of a"freeport": dl manner of legitimate and
illegal cargoespassthroughthesystem. Smugglersand
legal free traders often dock on the planet, confident
that thereisaminimal risk of "Imperial entanglements."”

Ord Mantell hasalso givenrisetoathrivinggambling
and entertainment industry. Along the southern coast
of the continent of Worlport, asprawl of cities provide
gambling and all manner of vices, no questions asked.
Thecitiesaremoderninal respects, and Ord Mantell's
countless billions of tourists ayear can expect to find
any convenience they are accustomed to in the Core.

Beyond the teeming bustle of the cities, much of Ord
Mantell remains primitive and rural. Ord Mantell's ter-
rainis dominated by wide plains, large salt water lakes
and forests. A number of small townsand cities dot the
planet, ranging from farming to fishing communities.
The majority of the inhabitants of the rural communi-
ties shy away from contact with out-worlders, prefer-
ring to stay away from thevisitors who seem to consis-
tently bring so much trouble to their lives. Therearea
small number of cities that cater to the needs of smug-
glers and spacers, giving these individual s even more
privacy than the gambling cities can. Unfortunately,
these rural spacer cities are little more than "outlaw
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settlements,” much like MosEisley, wherevisitors must
be willing to dispense "justice" through athreatening
word and ablaster. The general leve of technology in
rural Ord Mantell is low; droids and computers are
oddities to most residents.

Shortly before Grand Admiral Thrawn's campaign,
the New Republic added Ord Mantell to its member-
ship. While the Republic has made extensive efforts to
"civilize" the planet, old habits die hard and the planet
remains a center of illicit activities. At one point, the
Republic deployed an X-wing fighter wing to the planet
to assist in the ongoing skirmishesin the sector. Origi-
nally housed in the remains of an Old Republic space
defense base in the planet's southern hemisphere, the
Ord Mantell Fighter Wing has become an essential part
of the New Republic's defensein the sector.

e Ord Mantell
Type: Terrestrial
Temperature: Temperate
Atmosphere Typel (breathable)
Hydrosphere: Moist
Gravity: Standard
Terrain: Plains, jungles
Length of Day: 26 standard hours
Length of Year: 334 local days
Sapient Species Humans, Trandoshans, wide variety of other
Species
Starports Limited Services
Population: 4 billion
Planet Function: Trade, entertainment, gambling
Government: Republic Governor
Tech Levd: Space
Major Exports None
Major Imports. None

Ord Pardron

Ord Pardron is aremnant of Old Republic military
expansion, the name "Ord" itself a throwback to the
military jargon of that bygone era. "Ord" is an acronym
for "Ordnance/Regional Depot," and serves the func-
tion of afrontier "fort" or advance military base. Count-
less Old Republic regional bases were given the name
"Ord" when they were first settled (colonists often
chose to sdtle near a military facility for their own
protection); on many worlds, theterm has survived to
this day.

Ord Pardronisessentially alargerock in space. The
planet has low gravity and avery thin atmosphere. Ord
Pardron is rich in minerals and ores and was exten-
sively mined by the Republic and the Empireto provide
raw materials for starships. Approximately five years
beforethe Battle of Endor, Ord Pardron was abandoned
by the Empire because most of its mineral resources
had been exhausted. Shortly before the Battle of Y avin,
asmall Rebel Alliance fighter base was established in
theremainsof the Imperial base.

Ord Pardron Starfighter Base launched anumber of
successful attacks on the Empire, which was unableto
locate the subterranean Rebel outpost. After the Battle
of Endor, the base was re-tasked and is now a major
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sector defense outpost due to the protection afforded
by the heavy-metal make-up of the planet. Evenwithout
planetary shields, theunderground baseat Ord Pardron
can withstand sustained orbital bombardment. A full
complement of starfighters, capital ships and support
personnel have been stationed on Ord Pardron.

e Ord Pardron
Type Asteroid
Temperature: Cool
Atmosphere: None
Hydrosphere: Arid
Gravity: Light (0,15 Standard)
Terrain: Barren
Length of Day: Planet does not rotate
Length of Year: 752 standard days
Sapient Species Humans
Sarports Standard class (restricted to New Republic and emer-
gency use only)
Population: 68,000 (New Republic troops)
Planet Function: New Republic military base
Government: New Republic Military
Tech Leve: Space
Major Exports None
Major Imports None

Ord Trasi

Ord Tras is a major shipbuilding facility for the
Empire. It isaheavily defended fortresssystemthat the
New Republic hasthusfar been unableto takefromthe
Empire. The Imperial yards a Ord Trasi are primarily
responsible for the construction of capital combat
starships, and since the return of Thrawn, the facility
has concentrated solely on building Imperial Star De-
stroyers.

Ord Trasi was a fort world in the days of the Old
Republic (hencethe"Ord" appellation). Established as
a"jump-off" point and refueling depot for exploration
missions, the Ord Trasi outpost saw heavy usage and
gradually improved the level of its ship maintenance
facilities, eventually becoming the major construction
center it is today. Ord Tras itself is typical of most
planetsthat serveasshipbuildingcenters. Theplanetis
rich in metals, ores, and minerals, as well as natural
crystals used in weapons and communi cation gear, al
of which are mined to fuel the Imperial war effort. Most
of the Empire's shipbuilding is carried out in orbit,
utilizing a tremendous series of space stations and
orbital docking platforms. The space platforms com-
pletely encircleOrd Tras and housemost of theEmpire's
troops stationed a the planet. A number of weapons
platforms defend the network of space stations, and
smelting and metal refinement facilities are located on
Ord Trasi's two moons. The smelting facilities feature
minimal guards as most of the actual mining is carried
out by droids.

e Ord Trasi
Type Terrestrial
Temperature: Cool
Atmosphere Typell (breath mask suggested)
Hydrosphere: Arid
Gravity: Standard
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Terrain: Mountains, plains

Length of Day: 28 standard hours

Length of Year: 412 local days

Sapient Species Humans, Wookiees (daves)
Sarports Imperial Class (restricted to registered Imperial ship-
ping and military use)

Population: 2 million

Planet Function: Shipbuildingfacility
Government: Imperial Moff

Tech Level: Space

Major Exports. Starships

Major Imports High technology, refined metals

Pantolomin

Threeplanetsorbit the Panto sun. The planet closest
tothesunisPantolomin, but it orbits at acomfortable
distance and supports ahuge number of lifeforms. This
is the paradise of the system, a diamond among the
jewels. The second planet, Toloran, dso supportslife,
but it is a colder, harsher world. The distant Atloran
does not have a life-sustaining atmosphere, but has
been utilized nonetheless.

This entire system has been established as aresort.
From the tropical climes of Pantolomin to the wintery
wonderland of Toloran, fromthe zero-gee camp grounds
of Atloran to the deep space station Panto Prime, the
system features vacation packages for all tastes and

€s.

Pantolomin features a tropical and semi-tropical
climate. It isan oceanworld, with eighty percent of the
planet covered in deep blue water. The land masses,
from the three large continentsto the five major islands
tothehundredsof small islands, arejungl eparadisesof
thick rain forests. The underwater coral reefs are re-
nowned throughout the galaxy for their unique beauty.

Toloran is a cold world of snow and mountains.
Mountaintop resortsprovideavariety of winter activi-
ties, including repulsor skiing, hover sledding, wilder-
ness survival camps, and even mundane single and
double snow-contact skiing. Perhaps the highlight of
the world is the great Show Nara ice barge. The ice
barge sails across the great ice floes of the northern
reaches, taking its passengers to the most isolated
areas for sightseeing, ice skiing, and hunting of the
terribleice dragonsof Toloran.

The lifeless sphere called Altoran has even been
colonized for recreationd activities. Seven zero-gee
space camps surround a modern spaceport facility.
Alien species which have special gravitational needs
find these campsgreat fun, and more humanoid species
come for the challenges and benefits of alimited stay in
weightless conditions.

Panto Prime, a deep space station orbiting between
Pantolominand Toloran, isaluxuryfacility that doubles
as a functional spaceport and a deluxe resort and
casino. Panto Prime is a popular gambling resort, but
alwaysis playing second-best to those of Pantolomin.

Pantolomin is awonder to behold. From the clear
blue oceans to the colorful rain forests, from the blue-
sand beaches to the intricate coral reefs, Pantolomin is
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agalactic paradise.

Touristscomefromall over to bask inthesun, dance
beneath the triple moons, swim in the green-blue wa-
ters, frolic on the vast beaches, and explore the scenic
tropical forests. For thosewho prefer even more amaz-
ing sights, there are dwaysthe luxury cruises atop the
waves and beneath them, which wind through the
fabulous coral jungles that fill the ocean depths.

Oneof the morepopul ar subocean cruiseshipsisthe
luxury casino Coral Vanda. The submersible makes
three and seven day excursions through the huge net-
work of reefs off the coast of Pantolomin's northern
continent of Tralla.

The planet's Board of Tourism bills this ship as the
mostimpressiveandluxuriouscasinointhegalaxy, and
no one has ever challenged that claim. It has eight
gambling rooms, each one as huge and ornate as the
next. Theseroomsarefilled with sabacc tables, lugjack
bars, tregal d booths, hol o-gametabl es, warp-top booths,
and other gamesof skill and chance. A multi-speciesbar
bisects eachroom, and thereareeven servingwindows
which can provide an assortment of snack foods. From
the Tralla Room to the Safkin Room, the Coral Vanda
containseight of thefinest casinosinthegalaxy—all in
one location.

When passengers tire of the games, they can step
over to the full-wall transparisteel hulls that separate
each casino room from the ocean beyond. The sights
beyond theclear wallsarebreathtaking. Rippling blue-
greenwater sparklesintheship'srunninglights, reveal-
ing huge schools of brilliantly-colored fish. Small sea
mammals swim and play among the fish, putting on
grand shows for those who care to watch. And then
there are the reefs. The Coral Vanda moves around,
over, under and through the winding forests of coral
that grow inthispart of the ocean. Thecord reefsgrow
in wondrous patterns of loops and fans, and the colors
are as varied as those of the fish that live among them.

Pantolomin's native race, the amphibious Lomins,
have created a luxury world that thrives on tourism.
They produce all types of luxury goods to go with the
exotic locaes, and Pantolomin items sell for exorbitant
pricesthroughout thegaaxy. Thoughalargenumber of
humans have settled on theworld because of its beauty
or to make money, most businesses and the govern-
ment itself are owned and operated by the Lomins, who
sharethe system'stourist board governing dutieswith
the Tolos of Toloran.

Thethree continents of Tralla, Koss and Brint have
modern cities which have been designed to blend into
the natural beauty of the land. Wherever possible,
beaches and deep forest have been left in a natural
state, only beingintruded uponintheenvironmentally
safe tour barges. Cities tend to be coastal, for the
amphibious Lomins prefer to be near the sea.

+ Pantolomin

Type Terrestrial
Temperature Hot
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Atmosphere Type | (Breathable)

Gravity: Standard

Hydrosphere: Moist

Terrain: Ocean, tropical jungle

Length of Day: 24 Standard Hours

Length of Year: 349 Local Days

Sapient Species Humans, Lomins, assorted aliens
Sarport: Imperial Class

Population: 1 billion

Planet Function: Service/tourism

Government: Representative Democracy (New Republic allied)
Tech Leve: Space

Major Exports Luxury Goods

Major Imports: Tourists

Poderis

Poderis can be described by a variety of terms,
though "marginal” seems the most accurate. Virtually
no one has ever heard of the small colony planet.
Technically, the colony should have simply been de-
clared a failure and relocated decades ago, but the
stubborn nature of the colonists— astubbornness on
a par with the Svivreni — has managed to keep this
small planet going. The combination of its disorienting
10 hour days, unusual geography and violent winds
have made the planet a singularly difficult location to
survive in.

Poderis has anearly perpendicular axid tilt, creating
terriblewinds (comparable to hurricane levels) during
the planet's spring and autumn. The "lowland-slough
ecology" and erosion patterns of Poderis have created
theplanet'sunusual |and masses: towering mesasliein
archipelagos dotting the planet's large oceans.

For the protection of the settlements perched atop
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the mesas, huge wind barriers have been constructed.
They are angled dlabs of hull-strength starship metal
that act as windbreaks.

Grand Admiral Thrawn used Poderisasalurefor Jedi
Luke Skywalker, who was led to believe that Poderis
was a possible transfer point for the Empire's clone
traffic. Poderisis aso adrop-off or pickup location for
smugglers, though a recently increased Imperial mili-
tary presence has curtailed much of the illicit flow of

* Poderis
Type: Terrestrial
Temperature: Temperate
Atmosphere: Type | (breathable)
Hydrosphere: Moist
Gravity: Standard
Terrain: Archipelago chains of mesas
Length of Day: 10 standard hours
Length of Year: 77 local days
Sapient Species. Humans
Sarports Limited Services
Population: 17 million
Planet Function: Colony
Government: Imperial Governor
Tech Level: Space
Major Exports None
Major Imports. Food, medicine, high technology

Qat Chrystac

Qat Chrystac isone of thoseunusual battlesitesthat
occur invirtually every war; the planet has no strategic
value savethat what began as asmall skirmishto wipe
out an enemy outpost evolved into aseemingly endless
and ever escalating conflict.
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The planet is a volcanic nightmare, with a bizarre
form of radioactive lava spewing forth from hissing
crevasses in the planet's surface. Huge seas of molten
rock cover the planet, distinguished by large mesas of
volcanic glassthat tower severa kilometers high over
theseas. Theradioactivelavathat isconstantly sprayed
into the planet's poisonous air has asevere scrambling
effect on all manner of computersand sensors. Because
of the hosgtile nature of the planet's environment, a
rogue cell of the Rebellion decided it would make an
ideal hiding place.

Qat Chrystac became apoint of contention almost a
decade ago. The Rebels managed to capture a heavily
shielded starship, similar to the shieldships of Nkllon,
and simply bury it intherock of the planet. TheEmpire,
learning of thisbase, launched an attackand was soundly
defeated; the Empire was not ready for the harsh con-
ditions of the planet, and the Rebel group on Qat
Chrystac was comprised of some of the fiercest fighters
in the Rebellion. The fighting rages on to this day.

Qat Chrystac was asite of fierce battles, even before
Thrawn's campaign. A small contingent of Imperial
Radiation Zone Troopers cautiously worked its way
across Qat Chrystac's surface in hopes of locating the
hidden base. This stormtrooper unit, stationed aboard
anolder model siegeplatforminorbitover Qat Chrystac,
was in active combat for almost years, until being
forced to withdraw due to its desperate need of rein-
forcements. The New Republic, hoping to wipe out one
of the few truly elite stormtrooper divisions left since
the death of the Emperor, managed to supply the Qat
Chrystac basewith new weapons, troopsand supplies.

(For more information on Imperial Radiation Zone
Troopers, see pages 27-28 of Galaxy Guide 9: Fragments
From The Rim.)

» Qat Chrystac
Type Terrestrial
Temperature: Searing
Atmosphere: Type IV (environment suit required)
Hydrosphere: Dry
Gravity: Heavy (1.4 of Standard)
Terrain: Radioactive lava sess, volcanic glass plateaus
Length of Day: 12 standard hours
Length of Year: 166 local days
Sapient Species None
Starports Limited Services
Population: 2,000 New Republic troops, approximately 1,500
Imperial Radtroopers
Planet Function: Hidden Base
Government: None
Tech Level: Space (insidethe New Republic base)
Major Exports None
Major Imports None

Rishi
The hot sun of Rish has four planets orbiting around
it. Only one supports life, the third planet of Rishi. The
others have potential for corporate uses, but have yet
to be exploited. Small Rishais ahot planet with molten
riversand steaminglakes of chemical soups. Rishal, the
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second planet in orbit, isabarren, lifelessworld richin
metals and ores. The far planet of Rishos is agas giant
that has a promising store of gases waiting to be har-
vested by enterprising companies.

The only viable places to live on the planet Rishi —
a least as far as the human and alien colonists are
concerned— areahandful of deepvalleys. Assuch, the
living conditions are quite crowded. The colonists live
in low-lying swamps, whilethe native Rishii liveamong
the high mountain peaks.

The colonists who settled Rishi belong to the fun-
damentalist H'kig religion. They follow strict standards
of propriety concerning clothing, length of hair, and
social mores. Specific lawsforbid the useof repul sorlifts
before the hour of the first meal and after the hour of
last prayer. These, and other laws and standards, as
well as information about joining the H'kig sect, are
provided on datacards when visitorsland in the space-
ports. The colonists chose Rishi as ahaven of religious
freedom, and for the natural resources the planet pro-
vided. Those who don't belong to the H'kig may come
and go asthey please, aslong asthey do not disturbthe
permanent colonists or break any of the religious laws.

Each city-vale is composed of cream-white stone
buildings. Some buildings are aso constructed in the
craggy mountains, but thetops of the mountains areleft
alone. Far up inthe mountain peaks livethe loose avian
tribes of native Rishii. These avians have a peaceful
relationship with the colonists, but they do not under-
stand why the wingless ones want to live in the most
uncomfortably hot and humid spots on the planet.
Some of the colonists havetried to convert and civilize
theRishii, but theseattemptshavebeentonoavail. The
avians look on with bemusement &t their strange wing-
lessneighbors, thenfly back totheir mountaintop nests
to go about their regular business.

The colonists have decided to remain neutral asfar
as the conflict between the Empire and the New Repub-
lic are concerned. They do not believe in violence,
though visitors are not forbidden from carrying weap-
ons while on the planet. They allow anyone to cometo
the city-vales, and trade with any who deal fairly with
them.

Many underworld organizations have established
bases on Rishi because of the colonists' tolerance.
TalonKarrdeeven maintai ned abaseontheplanet, and
hewas forced to make use of it after his Myrkr basewas
no longer open to him. A number of bounty hunters
followed Karrde to Rishi, in search of a huge bounty
decreed by Grand Admiral Thrawn; most of the hunters
left Rishi empty-handed.

Rishi colonists export anumber of different typesof
minerals and ores which they extract from the lower
portions of the craggy mountains surrounding their
swamps. They also extract and process afew different
types of primitive fuels which they sdl or trade to
nearby Rim Territory colonies. Perhapstheir most well
known export are the H'kig missionaries. These follow-
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ers of the faith often set up ministries in spaceports,
spreading the tenets of their faith and seeking dona-
tions from the heathens of the galaxy.

The H'kig Religion

H'kig was a religious leader on the Core World of
Galand. He preached a message that went against the
opinions of the day and even referred to the Galand
leaders as devoid of moras and spiritually evil. When
he insulted the Viceroy of Galand, H'kig was put to
death. However, his death did not destroy his teach-
ings. Instead, H'kig became a martyr and his followers
established afull religion around the memory of their
leader.

Over the centuries since, the followers of H'kig con-
tinuedto preach against the excessesof Galand's "deca
dent" society. In return, they faced religious persecu-
tion, prejudice and open hatred. Seventy years ago,
during one of the Old Republic's colonization pushes,
thefollowers of H'kig purchased two colony ships and
went in search of asuitable RimWorldto settleon. They
found Rishi.

Though the theocratic government has established
anumber of laws based on their religious beliefs, the
world is extremely tolerant of other faiths. As long as
visitorsand other colonists do not break any of thelaws
provided on datacards when they arrive, they are free
to worship or behave as they see fit. This tolerance
comes from the years of intolerance the H'kig's had to
endure on Galand.

Theruleswhich cannot bebroken concerntheuseof
repulsorlifts and other high-tech machinery. Thereare
st times when these items cannot be used, no matter
the religion of the user. There are also community
standards concerningthelength of hair and themanner
of dress. What aperson wearsinthe privacy of hisown
dwellingishis business—what hewearsin publicisthe
business of the community. Thetolerance of the H'kig's
isshown in the way they enforce their laws.

First offenses of community standard laws are
handled with a warning and a small fine. Further of-
fenses meet with more serious punishments, and mul-
tiple offenders may be banished from the planet. Of
course, the H'kig government has little tolerance for
capital crimes. Murder, kidnapping and grand theft
meet with punishments that fit the crime — including
death sentences for those found guilty by the court of
elders.

* Rishi
Type Terrestrial
Temperature: Hot
Atmosphere: Typel(Breathable)
Hydrosphere: Moist
Gravity: Standard
Terrain: Mountains, swamps
Length of Day: 20 Standard Hours
Length of Year. 268 Local Days
Sapient Species Humans, Rishii
Starport: Standard Class
Population: 2 billion
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Planet Function: Mining, natural resources, homeworld
Government: Theocratic colony

Tech Levd: Space, primitive

Major Exports Minerals, ores, fuel sources, missionaries
Major Imports High tech, mid tech, low tech

Sarka

Sarkais aplanet of steaming jungles and vast tracts
of marshland. The planet is hometo adazzling variety
of insects, plants and animals, including the Sarkans,
the planet's only sapient species.

Sarkahasfew cities(inthetraditional sense); rather,
the majority of Sarkans live in an elaborate system of
interlocking cavesand subterranean passageways. The
cavesare usually located adjacent to one of theplanet's
many underground hot springs, which helps compen-
satefor the cool Sarkan nights. Salyrini isthe largest of
these underground cave-cities. Despite their crude
outward appearance, the cavesarevery modern, incor-
porating anumber of shops, restaurants, holo-theatres
and other amenities.

Among the major exports of Sarka are the Sarkan
Nova Rubies, which the Sarkans mine from their cave
networks. These crystals are common on Sarkaand are
usedforilluminationinthedarker reachesof the caves.
Thesegemstonesarehighly prized by many of f-worlders
because of their brilliant luminescence. The Sarkans
tend to be amused that these common stones can be so
prized by other species, though they are more than
willing to part with them — for a proper price.

Sarka has parlayed its gem wealth into political
clout, and now Sarkan ambassadors are among the
powerful political factions inthe New Republic. Sarkais
currently negotiating a shipping treaty with the New
Republic, and the Sarkan delegation hopes to lure a
New Republic military detachment to Sarka. The mili-
tary presence would help cut down on smuggling,
piracy and Imperial incursionsinto Sarkan territory.

» Sarka
Type: Terrestrial
Temperature Hot
Atmosphere: Typel (breathable)
Hydrosphere: Moist
Gravity: Heavy (1.3 of Standard)
Terrain: Jungle, marshland, cave networks
Length of Day: 39 standard hours
Length of Year: 462 loca days
Sapient Species: Sarkans (N)
Sarports Imperial Class
Population: 4 billion
Planet Function: Trade center
Government: Ruler by tribal selection
Tech Leve: Space
Major Exports Nova Rubies
Major Imports: Luxury items

Sluis Van

SluisVan, theprimary star systeminthe Sluis sector,
isan active member of the New Republic and thesite of
an extensive deep-space shipyard and docking facility.
The docking facility regularly has about 100 medium-
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Sluis Van Shipyards
Orbit-Dock V-475

Freighter/
Medium Ship

Capital Shi
Docks O\ p p

Small Craft
Hangar Bay

Space Lane
Marker Buoys

Perimeter
Battle Station
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sized or larger vessels in transit. The shipyards offer
extensive maintenance and repair services, refuelling
depots, layover docks, and cargo transfer and storage
facilities. The system's facilities comprise the largest
shipyards in its section of the galaxy, and one of the
most impressive in its size class.

The Sluissi run an efficient, respectable operation.
Besides handling commercial traffic for the sector and
for ships on long haul, the shipyards have an open
contract with the New Republic. Any Republic military
or diplomatic ships in the area can use the shipyards.

Dozens upon dozens of orbit docks make up the
shipyards. Some orbit docks are built to handle large
capital ships, othersto provide landing areas for small
freighters, and a few have the capacity to handle the
largest container ships. There are some orbit docks
with multi-docking capabilities. These feature one or
twolargecapital shipdry docks, hangar baysforsmaller
craft, and docking tubes for freighters and mid-sized
vessels. These multi-docks (like orbit dock V-475) nor-
mally have multi-level ed entertainment facilitiesin their
centers. Here, spacers can rest in affordable motel
cubes, eat and drink in space-stop cafes and cantinas,
enjoy holovid or liveentertainment, or even shop inthe
dock markets. The shipyards are controlled from a
central administration space station.

Shuttles constantly travel from SluisVanto the orbit
docks and back again, ferrying spacers wherever they
want to go while visiting the shipyards. Tugs fill the
system, guiding capital ships and bulk container carri-
ersthroughtraffic and past space lane marker buoysto
thewaitingbays. WhiletheSluissi havestarfightersand
afew capital shipsfor defensive purposes, most of the
shipyard's protection comes from the perimeter battle
stations. These armored defense platforms have little
maneuverability, butthey areheavily armedwithmany
turbolaser batteries and proton torpedo ports, as well
as tractor beam projectors. They can handle pirate
raids or smugglerstrying to run the perimeter, but they
aren't much good against afull-blown offensive.

There were 112 transient warships in the system
when Grand Admiral Thrawn launched his attack on
Sluis Van. The ships were in-system, gathering into a
convoy which was to bring support and supplies to the
battered Bpfassh system and its neighbors. The outer
Sluis Sector systems had been the target of Imperial hit-
and-fade attacks, and the Republic sent ships to show
their ability to quickly respond to threats against the
new galactic union. Unfortunately, thiswas just what
Thrawn hoped they would do. Sixty-five of thewarships
had been pressed into cargo carriers, whiletheremain-
ing ships performed escort duty. Though many of the
Republic ships were damaged in the resulting battle,
Thrawn's plan to steal the vessels met with failure.

« Sluis Van Orbit Dock V-475
Craft: Rendili StarDrive Space Dock
Type: Orbiting multi-space docking array
Length: 4,846 meters
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Scale: Capital
Crew: 9,500
Crew SKill: Capital ship shields 3D, sensors 3D+2
Hyperdrive Multiplier: None
Hull: 7D
Shidds 5D
Sensors
* Passive:40/0D
Scan: 75/1D
Search: 150/3D
Focus. 4/4D+2

Svivren

Theplanet Svivren has posed atremendous problem
for the Empire in recent days. This planet's hardy
inhabitants havethusfar managed to resist attemptsat
Imperial occupation, outlasted Imperial siege efforts,
and infuriated the Empire by their determined refusal
to submit to Imperial rule. The Svivreni are notoriously
stubborn, and arethoroughly opposed to participating
in "political infighting" (the term they use to describe
the galactic civil war).

Svivren itself is a harsh world, consisting of moun-
tainousterrain, with long, cold winters and uncomfort-
ably warm summers. Despite the rough nature of the
planet, the Svivreni have thrived and used their skill to
turn their planet into an important regional trading
port.

Svivreniscompletely neutral inthecivil war. Svivreni
law forbids the presence of any personal weapon and
its well-armed security troops enforce that law effi-
ciently. Any violent actions on Svivren result in imme-
diate and public execution. As such, Svivren has alow
crimerate, and even smugglerstend to avoid the planet:
if theMon Calamari made smugglingdifficult, the Svivreni
made it dangerous.

* Svivren
Type Terrestrial
Temperature: Temperate
Atmosphere: Type 1 (breathable)
Hydrosphere Moderate
Gravity: Standard
Terrain: Mountains, cultivated agriculture zones, urban
Length of Day: 26 standard hours
Length of Year: 388 local days
Sapient Species. Svivreni (N), Ewoks, humans, Sullustans
Sarports Imperial, 6 Stellar
Population: 85 billion
Planet Function: Service
Government: Svivreni Trade Alliance
Tech Levd: Space

Major Exports High technology, mid technology, computers,
droids

Major Imports Food, medicine

Tangrene

Tangrene is one of the more heavily defended plan-
ets in the Empire's sphere of influence, largely due to
the presence of an Imperial Ubiqgtorate base (which
houses oneof thefew crystal gravfieldtrap arrays near
the New Republic border). That General Garm Bel Iblis
managed asuccessful raid against the planet isamonu-
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ment to the Corellian senator's cunning.

Tangrene is protected by a minimum of two Imperial-
class Star Destroyers, and anywhere from 10 to 50
smaller vessals (ranging from Carrack-class light cruis-
ers and Interdictor cruisers to Victory-class Star De-
stroyers). Imperial officers joke that anything that en-
ters the system without authorization — including
space debris— is destroyed without even so much as
acomm warning. A complex series of remote sensors
ensures that nothing gets into the system undetected.

Tangrene itself is idedlly suited to its role as an
Imperial "fortress' world. Fifteen Imperial garrisons are
scattered strategically throughout the cliffs and can-
yons of this nearly barren planet, positioned to take
maximum advantage of the available terrain. Any at-
tacking ground forces will be hard pressed to take and
hold any of the planet's rocky ground.

Tangrene was once home to a species of peaceful
nomads that were enslaved by the Empire. They were
forced to help construct the garrison bases and shield
generators of the system's defense network. After con-
struction was completed, the sector Moff decided it
would be more expedient to depopulate the planet
rather than risk revolt or insurrection. The Tangrene
people were completely wiped out, without the slight-
est chance of defending themselves. Tangreneremains
a monument to the Imperial capacity for cruelty.

Tangrene is a craggy, mountainous world, almost
completely devoid of surface vegetation and water. A
number of underground lakes (and even one subterra-
nean ocean) have been located and tapped to supply
water to the Imperial garrisons. These underground
caverns aso support a wide diversity of fungi and
vegetation. A number of glowing, fern-like lake plants
help provide a breathable — if thin — atmosphere.

Themaze-likecanyonsthat spread acrosstheplanet's
surface have been mapped and secured by the Empire.
Motion trackers, heat sensors and sentry observation
posts monitor all accessto the Imperial Garrisons and
Ubiqgtoratebase.

The Empire hasrecently upgraded the shield genera-
tors of Tangrene to make the planet even more difficult
to penetrate. Because of Tangrene's position near the
New Republic, the planet has become an increasingly
attractive staging areafor Imperial incursions into Re-
public space.

e Tangrene
Type Terrestrial
Temperature: Standard
Atmosphere: Type 1 (breathable)
Hydrosphere: Dry
Gravity: Standard
Terrain: Mountains, canyons
Length of Day: 29 standard hours
Length of Year: 356 local days
Sapient Species Humans
Sarports Stellar class (restricted to Imperial military use)
Population: 290,000 (Imperial troops)
Planet Function: Imperial Base
Government: Imperial sector Moff
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Tech Leve: Space
Major Exports None
Major Imports None

Trogan

Trogan isaplanet of harsh contrasts: natural beauty
is marred by violent weather; areas of lush vegetation
springup among vast tracts of barren wasteland. Trogan
is perhaps best known for its tides; the gravitational
pull of the planet's three moons make for someimpres-
sive tidal shifts. The coastlines of the planet's land
masses are heavily eroded and subject to the pounding
of the planet's inhospitable weather and the inexorable
pull of the ocean.

Many of the citizens of Trogan felt that the planet
could becomeatourist attractiontorival Berchest. The
planet's ocean activity during the seasonal high tide
can be quite spectacular, especially duringviolent elec-
trical storms. Unfortunately, thetouristtradeon Trogan
never quite caught on. The planet's economy has re-
mained stagnant and it appears that Trogan will remain
a subsistence planet just struggling to get by.

e Trogan
Type Terrestrial
Temperature: Temperate
Atmosphere: Typel (breathable)
Hydrosphere: Saturated
Gravity: Standard
Terrain: Plateau
Length of Day: 32 standard hours
Length of Year: 401 loca days
Sapient Species Humans
Sarports: 1 Standard class
Population: 8 million
Planet Function: Subsistence, tourism
Government: Imperial Governor
Tech Level: Space
Major Exports None
Major Imports. None

Whistler's Whirlpool Tapcafe

Whistler'sWhirlpool is one of the many casualties of
the Trogan Planetary Tourism Board's poor planning
and mismanagement. The tapcafe was a mild success
shortly after opening, but eventually fell out of favor
with the tourist crowd and subsequently closed.

Whistler was an Ortolan merchant who was preoccu-
pied with food, like the majority of his species, and
loved the idea of owning a major restaurant and enter-
tainment cafe. Deciding upon a"nature" theme for his
tapcafe, Whistler designed and built the establishment
around the Whirlpool.

TheWhirlpool isanatural depression, abowl-shaped
pit that is open to the sea a its bottom. Due to the
violent nature of the planet's tides, six times aday, a
huge white-water geyser fills the bowl in an impressive
display of sound and water.

The Whirlpool's tables are located in concentric
circles around the bowl, providing an exciting view of
the geyser while still retaining a feel of luxury and
decorum. Or so Whistler thought.
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In readlity, the Whirlpool is cold and damp, and the
constant roar of the geyser drowns out all chance of
conversation. After Whistler was forced to close, the
Tourism Board considered its options. Since the build-
ing would require atotal (and expensive) reconstruc-
tion project to convert its design to another venue,
Whistler'sWhirlpool isnow adeserted buildingthat the
Trogan Tourism Board desperately wishes to sell.

Ukio

The planet Ukio is one of the best known of the
agricultural planets in the Abrion sector. The planet
has almost entirely been converted to food production
facility, and is one of the most efficient food distribution
centersin its sector.

Ukio itself is alarge planet, with gentle winds, calm
weather and amild climate. Seasonal changes arevirtu-
ally nonexistent due to the planet's dow rotation and
low axial tilt; the growing season lasts most of the Ukian
year. It isideal for the production of grains and other
foodstuffs, and the planet has ample fallow land for
future expansion.

Ukio was once a planet of rolling hills and wild
grasses. The peaceful farmers of the planet spent de-
cades working the land, and eventually developed a
scientific system for harvestimprovement. Today, Ukio
is covered with carefully cultivated and painstakingly
designed field systems that are systematically farmed
for maximum output. Crop rotation procedures are not
only recommended, but required by Ukian law. The
Ukian government, displaying remarkable foresight,
prevents the destruction of arable land and al Ukians
must make sure that they do not exhaust the growing
potential of the soil.

Ukio consists of threemajor continents. Hundreds of
rivers cut through the lands, providing ample natural
irrigation. Modern technology has alowed the Ukians
to harness and redirect therivers, increasing irrigation
capacity.

« Ukio
Type Terrestria
Temperature: Temperate
Atmosphere Typel (breathable)
Hydrosphere: Moderate
Gravity: Light (0.8 Standard)
Terrain: Plain
Length of Day: 22 standard hours
Length of Year: 357 local days
Sapient Species. Ukians (N)
Sarports Imperial Class
Population: 7.5 billion
Planet Function: Agriculture, homeworld
Government: Overliege Monarchy
Tech Levd: Space
Major Exports Food
Major Imports High technology

Vaathkree

Vaathkree is a harsh, volcanic planet that is con-
stantly hammered by meteor impacts. It has heavy
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Tol dosLa

Type: Ukian Bureaucrat

DEXTERITY 2D

Dodge5D

KNOWLEDGE 3D+2

Alien species 4D+2, bureaucracy 5D+2, bureaucracy: Ukio
7D+2, business 5D+2, business: agriculture 8D+2, languages
6D+2, value: foodstuffs 7D+2

MECHANICAL 2D+2

PERCEPTION 4D

Bargain 5D, bargain: foodstuffs9D+1, command 7D+1, persua-
sion 7D+2

STRENGTH 2D+1

Swimming4D+1

TECHNICAL 3D

Computer programming/repair 5D+1

Character Points: 2

Equipment: Datapad (listing harvest production schedul es)

Capaule Tol dosLa is the spokesman for the Ukian
Overliege, the ruler of the planet. DosLais well known
and respected on Ukio, both for his agreeable nature
andhisshrewd political skills. Heistheoldest son of Gol
dosLa,the Overliege, andisnextinlineforthe Overliege
position.

Tol dosLaistall and reedy, asistypical for the Ukian
people, and isvery soft spoken. Heis not afraid to speak
his mind, but he is always very gentle in persuading
peopleto consider hispoint of view. Itisatacticthathas
proven very effectivein the past.

gravity and a corrosive, poisonous atmosphere. Huge
plains of lava and exposed radiation-emitting metals
stretch between the spouting volcanoes and the huge
crevasses that scar the surface of the planet. This
highly volatile world is home to one of the more inter-
esting forms of life in the galaxy: the Vaathkree.

The Vaathkree are one of the well-known trading
species in the galaxy and have a strong religious tradi-
tion centered around "the art of the deal." They are
some the most relentless hagglers in the galaxy.

The Vaathkree have created domed cities to house
any off-world gueststhey may receive. Thesecitiesare
a marvel of metallurgy and engineering — like the
Vaathkreethemselves, V aathkreevnals, or "life-towns,"
arepartly organic constructs. Vaathkreevnalsare par-
tially aive, and capable of communicating with their
inhabitants. Vnasdot thesurfaceof VVaathkree, andare
rather comfortable for brief stays, although most vis-
torsareunnerved by the idea of sleeping insidealiving,
breathing building.

Visitors to the planet often find small pieces of living
metal. These small nodes of ore are referred to as
Stonesingers (the phrase the Vaathkree use when ex-
plaining the concept to visitors), and they are the
children of the Vaathkree. Stonesingers tend to be
found in the large lava flats that stretch across the
planet and tourists are ordered to only observe them
from a distance. Vaathkree has been ignored by the
Empire. The Vaathkree themselves have not yet re-
sisted the efforts of the Imperial military.
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* Vaathkree

Type: Terrestrial

Temperature: Searing

Atmosphere: TypelV (environment suit required)
Hydrosphere: Arid

Gravity: Heavy (1.8 Standard)

Terrain: Volcanic mountain chains, lavaflats
Length of Day: 54 standard hours

Length of Year: 197 local days

Sapient Species Vaathkree (N), Vnals (N), Stonesingers (N)
Starports: Imperial Class

Population: 6 billion

Planet Function: Service

Government: V aathkree Council

Tech Leve: Space

Magjor Exports: Mid tech, raw materials

Major Imports: High tech, computers, droids

Woostri

Woostri is a predominantly ocean planet, with a
single small continent. Woostoid historians claim that
before agreat cataclysm occurred long ago (during the
reign of one of the previous, now forgotten civiliza-
tions), asubstantial portion of the planet's surface was
actually above water. Most of the continent has been
transformedintoasingle, sprawlingurbantechnopolis.

Woostri is amajor administrative asset to the New
Republic; the computer processing facilities and the
natural organizational ability of the Woostoids makes
the planet an ideal "data- crunching facility" for the
fledgling government. A large number of NeuroSaav
Model 608 M ega'putershavebeeninstalledin Gopsthal,
themain administrativedistrict of Woostri. Asaresult,
much of the planet is now computer-controlled. Every-
thing from landspeeder maintenance to traffic control
to housekeeping isdroid- or computer-directed, and as
aresult, the Woostoi ds havealargeamount of freetime.

DuetotheWoostoids' loveof recreation, asubstan-
tid portion of the an average Woostoid's day is devoted
toentertainment. The planet boasts an incredible se-
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lection of music
complexes, holo-
theatres, restau-
rants, sporting
events and amuse-
ment parks. As a
result, the planet
has become some-
thing of a tourist
attraction, although
the  Woostoids
never intended this.
Nonetheless, the
natives welcome
visitors to their
world and they en-
joy thediversity of
the countless spe-
cies who come to
recreate.

One of the more
famous features of Woostoid society is the Woostri
HoloScan Database, ahol ographiclibrary that hasbeen
hailed asone of the most completeresearchfacilitiesin
the galaxy. The HoloScan Database islocated in ahuge
complex thousands of kilometers across and several
hundred stories tall. For a few credits per visit, the
curious can access information on civilizations pre-
dating the Old Republic, scientific research, star travel
and millions of other topics, both scholarly and recre-
ational in nature.

Due to the presence of the HoloScan Database, the
New RepublicWar Collegehaselectedtoopenabranch
campus near the research facility, and alarge number
of off-world visitors can be seen frequenting the sprawl-
ing complex at any given hour of the day.

* Woostri
Type: Terrestrial
Temperature: Temperate
Atmosphere: Typel (breathable)
Hydrosphere: Saturated
Gravity: Standard
Terrain: Urban
Length of Day: 22 standard hours
Length of Year: 312 local days
Sapient Species Woostoids (N), countless other species
Starports: Imperial Class
Population: 18 billion
Planet Function: Academic, library, recreation, homeworld
Government: Representative Legislature
Tech Leve: Space
Major Exports: | nformation
Major Imports: Tourism, high tech

Xa Fel

XaFd, aplanet in the Kanchin sector, is one of Kuat
Drive Yards (KDY) major manufacturingfacilities, pro-
ducing fully 20 percent of the corporation's inventory
of starship hyperdrive engines. Xa Fd was a prime
target of Grand Admiral Thrawn: the ability to snatch
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pre-made starship stardriveswas atremendous boost
to the Imperial shipbuilding effort.

Xa Fd was once a world of sprawling plains and
gentle hills. Fertile land that was well suited to agricul-
turewas converted tomanufacturingand production at
the direction of KDY. Now, factory complexes and
corporate worker dormitories dominate adreary, pol-
luted landscape.

KDY 'stakeover of theXaFd isan exampleof unscru-
pulous corporate execstaking advantage of anaive and
technologically primitivespecies. KDY 'sexecsrealized
that the primitive XaFe could be awed by the Empire's
technology and convinced them to sell the rights to
their land cheaply (and above al ese, legally). A pro-
gram of flattery, bribery and strong-arm tactics di-
rected at those Xa Fel who opposed industrialization
was remarkably successful, and the Xa Fel were com-
pletely overwhelmed by the corporation. The Xa Fe
soon found themselves tenants on their own land.

Under KDY management, the planet was steadily
despoiled by pollution. Xa Fe is now subject to con-
stant wind and water erosion, and due to the chemical
pollution caused by the manufacturing methods of
Kuat Drive Yards, the air has become mildly acidic.
Duringtheplanet's rainy season, improperly protected
buildings may be severely damaged and corroded.
Breath masks and environment suits are suggested
when visiting Xa Fel.

The XaFe, powerless to stop the destruction, de-
spaired. Under New Republic rule, however, hope has
returned tothewounded planet. The New Republic has
ordered KDY to clean-up the planet, but KDY's bureau-
crats and administrators have sowed the cleanup ef-
forts to a crawl. Unfortunately, attacks from Grand
Admira Thrawn have forced the Republic to concen-
trate on preventingthe Pmpirefrom re-takingthe planet
and KDY has been, for the time being, left to function
with no supervision.

= Xa Fel
Type: Terrestrial
Temperature Hot
Atmosphere: Typell (breath mask suggested)
Hydrosphere: Standard
Gravity: Standard
Terrain: Urban
Length of Day: 31 standard hours
Length of Year: 379 local days
Sapient Species. XaFel (N)
Starports: Imperial Class
Population: 16 billion
Planet Function: Homeworld, starship drivemanufacturing
Government: KDY ExecutiveBoard
Tech Level: Space
Major Exports: Hyperdrive engines
Major Imports Water, foodstuffs, mid tech, high tech, computer
components
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Yaga Minor

Yaga Minor is a major shipbuilding and weapons
design center for the Empire. Whiletheplanet |acksthe
resources of other major construction centers, itshis-
torical importanceasaweapon and starshipdesignand
testing site have enabled it to retain its prominence.

Y agaMinor hasalonganddistinguishedhistory. The
Old Republic used Y agaMinor asalaunch point forthe
"Outbound Flight" project, a valiant attempt to lean
moreabout what lies beyond thegalaxy. Ord Trasi and
Yaga Minor have much in common; Ord Trasi wasa
military base with tremendous shipbuilding facilities
and Y agaMinor was acombination military and civilian
launch point. That the "Outbound Flight" missionwas
launched from Yaga Minor underscores the peaceful
nature of the expedition. When the Empire arose, Yaja
Minor was converted to strictly military use. Itisru-
mored that some of theearly prototypesfor theEmpire's
torpedo spheres were tested at the Y aga Minor wegy
ons range.

YagaMinor has become of increasing importanceto
the Empire because of one "commodity": the Yaga
subspecies. Theselarge, strongaliensweregenetically
engineered by the Yagai as a labor source and are
suited for work in harsh environments. They havebeen
employed as cheap dave labor and, asthey are quite
knowl edgeabl eabout starshipdrivesandweaponssys
tems, make an excellent source of construction con-
scripts.

YagaMinor is abeautiful forest world, with an abun-
danceof life-forms. An extensive network of riversand
lakes have eroded anumber of cavesthrough themgjor
mountain chains on each of the planet's six continents.
These caves are where the majority of the Yagai live.

e Yaga Minor
Type: Terrestrial
Temperature Temperate
Atmosphere Type 1 (breathable)
Hydrogpphere Moigt
Gravity: Heavy (1.2 of Standard)
Terrain: Forest
Length of Day: 23 standard hours
Length of Year: 451 locd days
Sapient Species Yagai (N)
Sarports Imperial Class (restricted to military use only)
Population: 4 billion
Planet Function: Starship construction, homeworld
Government: Imperial Moff
Tech Level: Space
Major Exports Starship drive units
Major Imports Refined metals
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Aliens

From the datapadjournal of Voren Na'al, Director of
New Republic Council Research.This was written shortly
after the destruction of Mount Tantiss.

Intergalactic Census

"Imagine a galaxy, ifyou can. A galaxy of hundreds of
millionsof star s, eachwithplanets. Onhowmanyofthese
worlds might life arise? How many of these life-forms
might be sapient? Even now, we have no idea how many
countlessthousands—possiblymillionsl—ofintel ligent
life-forms we share our galaxy with ..."

— Excerpt from aNew Republic Scout
Service Recruitment Advertisement

While some species tend to be more prevalent than
others — such as humans, Rodians or Wookiees, for
i nstance—thetruenumber of sentient bei ngsisimpos-
sible to calculate. Imagine the difficulty in cataloguing
the non-sentient species as well as the sentient ones;
even the most steadfast of researchers would pale at
the prospect.

Inmy chosen profession| amsaddened by thelack of
contact | have with members of other species (though
| wasfortunateto meet amember of the Noghri people
...atruly fascinating experience). However, with some
careful research and interviewing, 1 have managed to
piece together a list of some of the species whose
members have assisted or hindered New Republic ef-
forts during the campaign of Grand Admiral Thrawn.

GiventheEmpire'sprejudiced attitudetowardsnon-
humans, | mperial documentsconcerningother species
tend to be biased. While these documents were an
interesting starting point, | preferred to seek facts
about other species from individuals who had actually
met some of thesealiens.

Barabels

Barabels arevicious, bipedal reptiloids. They stand
from 1.75 to 2.5 meters tall. The horny black keratin
scales that cover their bodies, as well as the long,
needle-like teeth which fill their huge mouths, give
them a fierce, frightening countenance.
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Barabels inhabit the dark, humid world of Barab |,
whichorbitsthered-dwarf star called Barab. Theworld
has long been the refuge of spice smugglers and other
criminals, and it occasionaly serves asahunting ground
for sport hunters, but otherwiseiit rarely receives gaac-
tictraffic. For thisreason, few Barabelshavemadetheir
way off-planet, and the species is not widely known.

Barabels have a complex and unusual physiology,
due to the harsh nature of their homeworld, Barab I.
The planet orbits close to its red-dwarf sun, which
bathesit with intenseradiationthroughout thedaylight
hours. The heat and radiation cause most of the free-
standing water on the planet to evaporate, leaving
Barab ahumid, hazy world.

Physically, Barabels have dlit-like pupils which col-
lect energy from the infrared to yellow spectrums,
alowing them to see in darkness as well as normal
daylight conditions. The black scaes which cover their
bodies are made of sturdy, protein-based keratin. It
providesthe hunterswith natural body armor which is
resistant to punctures and blows. They have even been
known to shrug off light blaster bolt hits.

Themajority of the species remains untamed and
uncivilized, living as they have for thousands of years
despitetheadvancedtechnol ogythat hasbeenbrought
to their world.

Barabels have adeep respect for the Jedi Knights of
old, and a few have even tried to emulate the Jedi
tradition— despitelittle aptitudein the Force. Evenin
the face of Imperial persecution, many Barabels re-
fused to denounce the Jedi or the Force. They point to
the legend of the Barabel War. When the vicious hunt-
erssplitintotwowarring factions over accessto choice
hunting grounds, it seemed the entire species was
destined to join the coming battle. But Jedi Knights
passing through the system intervened. They listened
to both sides and passed fair judgment, stopping awar
that would have killed many Barabels and restoring
peacetotheworld.

(For more information, see pages 17-19 of Galaxy
Guide 4: Alien Races)
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e Barabel
AttributeDice: 12D
DEXTERITY 2D/4D
KNOWLEDGE 1D/2D+1
MECHANICAL 1D/3D
PERCEPTION 1D+1/4D+2
STRENGTH 3D/5D
TECHNICAL 1D/2D+1
Special Abilities:
Natural Body Armor: Gives the Barabel +2D against physical at-
tacksand +1D against energy attacks.
Radiation Resistance: Barabels have natural resistance to most
formsof radiation. They receivea+2D when defending against the
effects of radiation.
Vision: Barabels can see in the infrared spectrum, alowing them
to seein complete darkness provided that thereare heat sources.
Story Factors
Jedi Respect: Barabels have a deep respect for Jedi Knights,
though they have little ability in the Force. They amost always
yield to the commands of a Jedi Knight.
Reputation: Barabels have a reputation as fierce warriors and
great hunters. They are often feared, and aways given a wide
berth except by the most fierce individuals.
Move: 11/14
Sze 1922 meters

Bimms

The Bimms love stories, especialy stories about
heroes. Heroes hold aspecid place in their society, a
place of honor and glory. Everyoneon the planet knows
the tale of the Battle of Endor, and the Bimms are
particularly fascinated with Luke Skywalker's partiniit.
Of al theheroesthe Bimmshold high, they hold the Jedi
highest. Their own cultureis full of hero-oriented sto-
ries which sound like fiction but are treated as history.
Anyone who has ever met a Bimm can understand how
the diminutive beings could become enraptured with
heroic feats, but few can imagine the same Bimms
performing any.
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They are avery friendly people, with singing voices
of an amost mystic quality. Their language is com-
posed of songs and ballads which sound likethey were
written in five-part harmony. They cover most of their
half-furred bodies intooled yellow clothing. All Bimms
wear similar outfits of yellow spun cloth.

For al their love of heroes and heroic stories, the
Bimms are apeaceful, non-violent people. Weaponsof
violence have been banned from their world, andyvis-
tors are not permitted to carry weapons upon their
personwhilevisitingtheircities. Onarecentvisittothe
planet, L uke Skywaker noticed that the Bimms' wegpon
detectors did not register his lightsaber as aweapon.
Either that, or their hero worship of himself and the
legendary Jedi Knights allowed therulesto be bent for
hisvigt. After al, when every story features Jedi carry-
inglightsabers, how could the Bimms expect Skywalker
not to carry his?

Oneof theprimeBimm activitiesisshopping. A day
is not considered complete if a Bimm has not engaged
in a satisfying bout of haggling or discovered abargain
at one of the many markets scattered among the forests
of asaari trees. They take the art of haggling very
seriously, and apoint of honor amongthesepeopleisto
agree upon afair trade. They abhor stealing, and shop-
lifting is avery serious crime on Bimmisaari.

Visitorsto Bimmisaari are madeto feel honored and
welcomed from the moment they set foot on the planet,
and the Bimms' hospitality is well known throughout
theregion. A typical Bimm welcomeincludes a proces-
sion line for each visitor to walk. As he or she passes.
each Bimm in line reaches out and places alight touch
on thevisitor's shoulder, head, arm or back. The cer-
emony is performed in complete silence and with prac-
ticed order. The more important the visitor, the larger
the crowd in the procession.

e Bimm

AttributeDice 12D

DEXTERITY 1D+1/4D

KNOWL EDGE 2D/4D

MECHANICAL 1D/2D+2

PERCEPTION 1D+1/4D+2

STRENGTH 1D/2D+2

TECHNICAL 1D/2D+1

Move 11/14
Sze 1.0-1.5meters

Defel

Defel, or wraiths, look like bipedal shadowswith red
eyesand long, whitefangs. In ultraviolet light, they can
beseeninall their glory. Defel havestocky, fur-covered
bodies. Their long, triple-jointed fingers end in vicious
claws. They haveprotrudingsnouts, and gill-likedlitsat
the base of their jaws. These beings stand about 1.3
meters in height, and usually have shoul der widths of
1.2meters.

Defel originated on the planet of Af'El, which orbits
the ultraviolet super giant sun of Ka'Dedus. The chemi-
ca makeup of Af'El's atmosphere blocks all forms of
light except for ultraviolet, forcing life on the world to
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evolve visual senses which could respond to the ul-
traviolet rays. Defel and other life forms on Af'El are
completely blind to other wavelengths.

Defel have an additional adaptation which causethe
beingsto absorb other wavelengths of light. This gives
the Defel the appearance of shadows. Some speculate
that this adaptation was in response to a now-extinct
predator which was able to produce light in ranges
below ultraviolet in order to locate prey.

Defd live in great underground cities. The terrible
storms spawned by Af'El's churning atmosphere make
surfaceliving difficult at Defel society'slevel of technol-
ogy. The major industries on the planet are mining and
metallurgy. Because of theworld's climate, agriculture
has never been devel oped and the planet'sinhabitants
survived by simple hunting and foraging.

The planet is rarely visited. A freighter from Vulca
Minerals Corporation braves the heavy gravity once
every standard year in order to pick up cargo and bring
trade goods.

TheDefel peoplearetough, independent beingswho
hold their words above al else. A Defel who makes a
promisewill do his best to keep that promise. Because
of this, they will have nothing to do with beings who
break promises made to them.

When they leave their planet, Defel wear specia
visors which allow them to "see" light wavelengths
other than ultraviolet. They often find employment as
hired muscle, spiesand even ns becauseof their
shadowy forms.

(For more information, see pages 33-34 of Galaxy
Cuide 4: Alien Races.)

* Defel
AttributeDice: 12D
DEXTERITY 2D/4D
KNOWLEDGE 1D/3D
MECHANICAL 1D/3D
PERCEPTION 2D/4D
STRENGTH 3D/4D+1
TECHNICAL 1D/3D
Special Skills:
Dexterity skills:
Blind Fighting. Time to use: one round. Defel can use this skill
instead of their brawling or melee combat skills when deprived of
their sight visors or otherwise rendered blind. Blind fighting
teaches the Defel to use its senses of smell and hearing to
overcome any blindness penalties.
Special Abilities:
Invisibility: Defel receive a +3D bonus when using the sneak skill.
Claws: STR +2D.
Light Blind: Defel eyes can only detect ultraviolet light and the
presence of any other light effectively blinds the Defel. Defel can
wear specia sight visors which black out other light waves,
alowing them to see, but if a Defel loses its visor, the difficulty of
any task involving sight increases one level.
Sory Factors
Reputation: Defels are considered to be a myth by most of the
gadlaxy — therefore, when they are encountered, they are often
thought to be supernatural beings. Most Defel in the galaxy enjoy
taking advantage of this perception.
Overconfidence: Most Defel are comfortable knowing that, if they
wish to hide, no onewill be ableto spot them. They often ignore
surveillance equipment and characters who may have special
perception abilities when they should not.
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Move 10/13
Sze 11-15 meterstall

Duinuogwuin

Duinuogwuin, or Star Dragons, are a sad, noble spe-
cies given to championing lost causes. They are huge,
snake-like multipeds with gossamer wings and expres-
sive, intelligent eyes. Star Dragons average about ten
metersinlength, but legends persist that afew ancient
Duinuogwuin have reached sizes of over one hundred
meters. Large scaes cover their bodies, giving them a
reptilian appearance. They adso have floppy, external
ears which are characteristic of mammalian life forms.
Their sharply keeled sternums and overdevel oped pec-
toral muscles hearken to avian design, yet they aso
have segmented bodies, like many varieties of insects.

Star Dragons have one pair of legs for every body
segment. Their diaphanous wings are attached to the
upper portion of the body and spread out one and ahalf
timestheir body length. They hold the upper segments
of their bodies erect, and the limbs in this area have
evolved into arms and hands.

The scalesthat cover aDuinuogwuin's body aregray,
dirty white, silver, pale blue or black. This coloration
remains constant throughout aStar Dragon'slife—those
born pale blue remain pale blue until their dying day.

Duinuogwuin are an ancient species. They areso old
that the location of their homeworld is unknown. They
guard the secret carefully, and have learned to treat
questions about their natures, their pasts, and their
origins with polite indifference. Duinuogwuin have
adapted to avariety of environments. They have been
encountered on diverseworldsand evenin deep space
without apparent protection from vacuum and void,
thus earning the name Star Dragons.

They are secretive about their physical natures: they
awaysrefusemedical treatment and never diein public
places. Legends speak of planets known as Dragon
Graveyards, though no one has ever reported finding
such aplace.

They are unusual, to say the leadt, in light of their
biological adaptations. Normally, when a species
evolves, the process is gradual, each new adaptation
occurring over countless generations. Star Dragons
seem to evolve with each succeeding generation — a
Duinuogwuin dragonling can emerge with new physical
characteristics that are not even hinted a in prior
generations. The creatures obviously have a highly
evolved and readily adaptable genetic code, probably
ensuring their ability to survive climatological or envi-
ronmental changes that would surely exterminate a
less hardy species.

Duinuogwuin have amysterious society, often choos-
ing to be solitary beings. They have adeep-rooted sense
of morality, and an almost genetic predisposition toward
the Force. During the height of the Empire (and even now
in many places in the galaxy), Duinuogwuin denied any
sensitivity towardtheForce. If pressed, they claimed that
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if any Star Dragons ever made use of the Force, they died
out long ago. Tdesthat Duinuogwuin once served as Jedi
Knights remain nothing more than stories and rumors,
since much of the Jedi history records were destroyed
during the reign of Emperor Palpatine.

The Star Dragons may not aways have been 0
secretive. Therearenumerous myths, whoseoriginsgo
back thousands of years, of Star Dragons being directly
involved inthe affairs of the Old Republic. However, the
myths seemto directly contradict each other regarding
the details of the stories, and thusiit is impossible, at
thistime, to learn the facts behind the assistance of the
Star Dragons. The few members of this species still
known to exist remain secretive and alone, perhaps
waiting to see how the galactic conflict finally ends
before rgjoining the galactic community.

Legends persist that this self-imposed isolation has
to do with a genetic flaw which exists in the species.
When Duinuogwuins mate, legends report that they
often give birth to offspring who are unintelligent and
extremely violent. While fully intelligent Duinuogwuin
are the norm, the unintelligent forms are purported to
be quite common. Such offspring are ravaging mon-
sters which the parents are forced to destroy rather
than risk their being loosed upon the galaxy. Perhaps
thistrait isaresult of their flexible genetic code.

(For more information, see pages 37-38 of Galaxy
Guide 4: Alien Races)

e Duinuogwuin
AttributeDice: 18D
DEXTERITY 2D/5D
KNOWLEDGE 2D/5D
MECHANICAL 1D/4D
PERCEPTION 2D/5D
STRENGTH 3D/6D
TECHNICAL 2D/4D
Special Abilities:
Flight: Duinuogwuin can fly in both space and atmosphere.
Space Survival: Duinuogwuin can survive in deep space without
any artificial protection. They must makesistaminaroll after every
full month in space, beginning at an Easy difficulty level for the
first month, and increasing in difficulty by one level for each
additional month. If they fail, they most go to the nearest planet
with atype | atmosphere as soon as possible.
Sory Factors
Isolation: Duinuogwuin live in self-imposed isolation.
Monster: A few Duinuogwuin are true monsters. They are mind-
less, rampaging creatures who only seek to destroy.
Evil Cunning: Still other Star Dragons are simply "evil," and they
use their intelligence to manipul ate and destroy others. The Star
Dragons, being a"distanced" people, also consider these beings
"geneticmistakes' and" non-intelligence." Intruth, they areamong
the most dangerous creatures in the galaxy.
Move: 18/25 (walking); space: 5, atmosphere: 210; 600kmh (flight)
Size: 10-100+ meters long

Elomin

Elomin are tall, thin humanoids with two distinctly
alien features — ears which taper to points, and four
horn-likeprotrusionsonthetopsof theirheads. Though
the race considered itself fairly advanced, it was primi-
tiveby thestandards of the Old Republic, whose scouts
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first encountered them. The Elomin had no spacetravel
capabilities, and had not progressed beyond the stage
of slug-throwing weaponry or combustible engines.
Blasters and repulsorlifts were unlike anything the
species had ever imagined.

With thetechnological aid of the Old Republic, Elomin
soon found themsel veswith starships, repul sorlift craft.
and high-tech mining equipment. With these things,
they were able to add their world's resources to the
galactic market.

Elominarebeingsthat admirethe simplebeauty and
grace of order. They are creatures that prefer to view
theuniverse and every aspect of it as distinctly predict-
ableand organized. Thisview isreflectedin Elominart.
which tends to be very structured and often repetitive,
reflecting their own predictable approach to life.

Elomin view many other species as unpredictable,
disorganized and chaotic, and prefer to work only with
their own species. Old Republic psychologists feared
that this pattern of behavior would make them ineffec-
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tual in deep space, but the Elomin were able to find
comfort intheorganized pattern of starsand astrogation
charts. The only unknownswere simply missing parts
of thetotal structure, not chaoticelementswhichcould
randomly disrupt the normal order.

Elom was placed under Imperial martial law during
the height of the Empire. The Elomin were turned into
dlaves and forced to mine lommite for their Imperial
masters. Lommite, among its other uses, is a major
component in the manufacturing of transparisteel, and
theEmpire needed |ots of theorefor itsgrowing fleet of
starships. When the Empire was pushed back, Elom
wasfreed. It quickly took its placeinthe New Republic.

* Elomin
AttributeDice: 12D
DEXTERITY 2D/4D
KNOWLEDGE 1D+2/3D+2
MECHANICAL 2D/4D
PERCEPTION 2D/4D
STRENGTH 1D/3D
TECHNICAL 2D+1/4D
Move: 10/12
Sze 1.6-1.9 meterstall

Ewoks

Ewoks are curious, good-natured, furred bipedsthat
stand about one metertall. They haveaprimitive, tribal
culturethat has not yet advanced beyond spears, bows
and arrows. They inhabit the forest moon of Endor,
Ifi|Vi ngintree-top village clustershigh abovetheforest's

0or.

Ewokscommunicatein aliquid, expressive language
that can be learned and spoken by humans. They have
devel oped atradelanguagethat combinessimpleBasic
with the Ewok tongue. Since the Battle of Endor, this
Basic-Ewok combination has served to solidify their
friendshipwiththe New Republic. TheEwoksareclearly
intelligent and are quick learners, showing both fear of
and fascination with technology.

While Ewoks tend to be easily startled by the new and
unexpected, they aredsofiercewarriors, expert hunters
and remarkabletrackers. Lifein their predator-filled for-
est hasmadethem cauti ousand suspi ciousby nature, but
they are also brave, aert, exceedingly curious and ex-
tremely loya oncetheir trust has been earned.

Ewoks have poor vision, but a heightened sense of
smell has been developed to compensate for this defi-
ciency. They can track by scent alone and can use this
sense of smell to detect predators and prey.

Endor's forest moon has had little contact with the
Empiresince the Imperial defeat a the Battle of Endor.
The New Republic has s&t up atrading pog, but the
absence of a central Ewok government has made fur-
ther diplomatic missionsimpractical. Thetales of Luke
Skywalker, the golden droid See-Threepio, and Prin-
cess Lela have spread throughout the village clusters,
however, and they and their New Republic companions
are considered trusted friends of the people of the
trees.
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* Ewok
AttributeDice: 12D
DEXTERFTY 1D+2/4D+2
KNOWLEDGE 1D/3D
MECHANICAL 1D+2/3D+2
PERCEPTION 2D/4D+2
STRENGTH 1D/3D
TECHNICAL 1D/2D+2
Special Skills
Dexterity skills:
Thrown weapons. bow, rocks, sling, spear. Timeto use: one round.
Thecharacter may takethebaseskill and/or any of the specializa-
tions.
Mechanical skills:
Glider. Timeto use: oneround. This ability alows characters to
pilot gliders.
Technical ills:
Primitive construction. Timeto use: one hour for gliders and rope
bridges; several hoursfor small structures, catapults, and similar
constructs. This is the ability to build structures out of wood,
vines and other natural materials with only primitive tools. This
skill isused to build sturdy houses, vine bridges, and rock-hurling
catapults (2D speeder scale damage).
Special Abilities:
ill Bonus; Atthetimethe character is created only, the character
recaives 2D for every |D placed in thehide, or search skills.
ll Limits: Beginning characters may not place any skill dicein
any vehicle (other than glider) or other high tech operations or
repair skills.
Smell: Ewoks have a highly developed sense of smell, receiving a
+1D to their search skill when tracking by scent. This ability may
not be improved.
Story Factors:
Protectiveness. Most human adultswill feel unusually protective of
Ewoks, wanting to protect them like young children. Because of
this, humans can also be very condescending to Ewoks. Ewoks,
however, are mature and inquisitive— and unusually tolerant of
the human attitude.
Move: 7/9
Sze 1 metertal

Farghul

The Farghul are a felinoid species with medium-
length tawny fur, sharp claws and teeth, and aflexible
prehensile tail. The Farghul are a graceful and agile
people. They are very conscious of their appearance,
dways wearing high-quality clothing, tending toward
elaborately decorated shorts and pants, cloaks and
hats; they do not generally wear tunics, shirtsor blouses.

TheFarghul tendto haveastrong mischievousstreak,
and the species has something of areputationfor being
nothing more than apack of con-artists and thieves—
areputation that is not very far from the truth.

The Farghul are fearsome, deadly fighters when pro-
voked, but usually it is very difficult to provoke a
Farghul without stealing his food or money. They tend
to avoid direct conflict, preferring to left others handle
"petty physical disputes’ and pick up the pieces once
thedust has settled. Most Farghul have extremely well-
developed pick-pocketing skills, sleight of hand tricks,
and reflexes. They are a speciesthat respects cunning
and trickery to overt physical force.

The Farghul are particularly intimidated by Jedi,
probably aholdover from the days of the Old Republic:
the Jedi Knights once attempted to clean out the smug-
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gling and piracy bases that were operated on Farrfin
(with the felinoids' blessing). They have retained a
suspicion of other governments ever since. They have
a strong distaste for the Empire, although it was con-
cedled until after Farrfin was liberated by the Republic.
Current relationswith the New Republic are supportive
and amiable. With the Empire attacking Farrfin, the
Farghul have maintained a determined resistance and
have received substantial support from the Republic.
The Farghul do not trust the bureaucrats of the Repub-
lic, particularly the Bothans and Mon Calamari, but
they do appreciate the military aid. They aso like the
New Republic's citizens since they "are so easy to
liberate from their credit vouchers."

e Farghul
AttributeDice: 12D
DEXTERITY 2D/5D
KNOWLEDGE 1D/4D
MECHANICAL 1D/3D+2
PERCEPTION2D/5D
STRENGTH 2D/4D
TECHNICAL 1D/3D+1
Special Abilities:
Teeth: Add +2D to brawling damage.
Claws: Add + 1D to brawling damage
Prehensile Tail: Farghul have prehensiletails and can use them as
an "extralimb" at-1D+1 to their Dexterity.
Story Factors.
Acrobatics: Most Farghul are trained in acrobatics and get +2D to
acrobatics.
Con Artists: The Farghul delight in conning people, marking the
ability to outwit someone as a measure of respect and social
standing. The Farghul are good-natured, boisterous people, that
are always quick with a manic grin and aterrible joke. Farghul
receivea+2D bonusto con.
Move 10/12
Size 1.7-2 meterstall

Filvians

Filvians are intelligent quadrupeds that evolved in
the stark deserts of Filve. Whilethey can surviveinthe
harsh conditions of thedesert, they much prefer cooler
temperatures to be found in the extreme regions of
their world and on other planets. Their front two legs
have dexterous three-toed feet, which they also usefor
tool manipulation (a Filvian can walk on two legs, but
they are much dower when forced to move in this
manner). They havealargewater and fat storage hump
along their backs, as well as several smaller body
glands that serve the same function and give their
bodies adistinctive "bumpy" appearance. They have a
covering of short, light hair, which ranges from light
brown to yellow or white in color.

Filvians are efficient survivors, capable of going as
along as 30 standard days without food or water. They
enjoy contact with other species and it isthis desireto
mingle with others that inspired the Filvians to con-
struct an Imperial class starport on their planet.

Once a primitive people, the Filvians have learned,
and in some cases mastered, modern technology and
computers in particular. Filvian computer operators
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and repair techs are highly respected in their field, and
many of the galaxy's most popular computer systems
had Filvian programmers.

Filvians are good-natured, with afondness for com-
munication and sharing different perspectives. They
are eager to learn about others and make every effortto
understand the perspectives of others. The Filvians
sided withthe New Republic approximately threeyears
before Thrawn's return, but have been very cautious
since the fighting has increased. They would clearly
prefer to see the New Republic triumph, but are very
anxious about Thrawn's efforts.

* Filvian

Attribute Dice: 10D

DEXTERITY 1D/3D

KNOWLEDGE 1D/4D

MECHANICAL 1D+1/4D+2

PERCEPTION 1D/3D

STRENGTH 1D+2/4D

TECHNICAL 2D/5D+1

Special Abilities:

Technology Aptitude: The Filvians are quick studies of technol ogy.

At the time of character creation, they receive 2D for every 1D

placed in any Technical skills.

Samina: As desert creatures, Filvians have great stamina. They

automatically have +2D in stamina and survival: desert and can

advance both skills at half the normal Character Point cost until
they reach 8D.

Story Factors:

Fear ofthe Empire: Filvians are fearful of the Empire because of its

prejudice against aliens.

Curiosity: Filvians are attracted to new technology and unfamiliar

machinery. When encountering new mechanical devices, Filvians

must make a Moderate willpower roll (at a-ID penalty) or they will
be unable to prevent themselves from examining the device.

Move: 8/10

Sze 1.2-1.9 meterstall

Gotals

Gotalsarelarge bipedswho are easily recognized by
the two cone-shaped growths which rise from the tops
of their heads. Gray-brown skin, flat noses and protrud-
ing brows highlight their faces. Therest of their bodies
are covered in shaggy gray fur.

These beings hail from the fourth moon orbiting the
gas giant world of Antar. Gotals have developed the
ability to sense emanations which are invisible and
undetectable to most other species. The cones atop
their heads are filled with sensitive nerve endings and
receptor cellswhich haveadaptedtothefluctuationsin
magnetic fields and other energy waves. Infrared ema-
nations, radio waves, and most other forms of energy
can be detected and distinguished by the nerves and
cellsin the Gotals' cones.

Thetypical Gotal's eyesand earsare primitivecom-
pared to the sensory organs in his head cones. These
cones can detect and analyze energy waves which most
other beings are not even aware of. A Gotal aso hasa
sense of touch and taste, but he lacks the ability to
smell.

Gotal hunters on their homeworld have learned to
sense prey asfar away asten kilometers. Without visual
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confirmation, a Gotal can determine the number of
animalsinaparticul ar area, what typesarepresent, and
which ones are healthy or ill. When a Gotal gets closer
toitsintendedtarget, hecan sensetheanimal'sel ectro-
magnetic aura. This provides him with information
concerning the prey's mood, awareness, and state of
mind. These same sensory abilities have made Gotal
some of the most sought after hunters in the galaxy.

In Gotal communities, sensory cones are used to
monitor the moods, desires and thoughts of commu-
nity members. This allows them to avoid angry Gotals,
to share in the joy of happy Gotals, and to seek out
depressed Gotals in order to cheer them up. They
converse to convey abstract ideas and specific infor-
mation, but never to express emotion or feelings. For
these reasons, Gotal communities are among the most
harmonious civilizations in the galaxy.

Inmatingand rearingyoung, Gotalshaveavoidedthe
elaborate courting rituals favored by so many other
species. These beings sense love as soon as it occurs,
and act accordingly. They matefor life and bear young
as soon as their life styles permit.

The Gotal civilization is technologically on par with
the more-advanced non-human societies. Likethe Mon
Calamarians, they havesucceededinreachingthestars,
but it wasn't until the Old Republic arrived with
hyperdrivesthat they truly joined the galactic commu-
nity. Even so, many species are uncomfortable around
Gotals. They consider themselves to be at a disadvan-
tagewhen dealing with the overly sensitive Gotal's, who
sometimes appear to have supernatural powersto the
more-superstitious species. Because of their ability to
senseinawidevariety of spectrumsand to analyzethis
data logically, Gotals make shrewd competitorsin the
business, political and gambling arenas.

Gotals do not like droids, for the high-energy output
from droid brains overloads their senses. This also
occurswith some other forms of technol ogy, especialy
those machines which combine or produce different
forms of energy at the same time.

The species also has a hard time interpreting the
emotions of alien species. Affection is often mistaken
forlove, anger for imminent violence, envy for murder-
ous intent. With sufficient exposure to alien species,
most Gotals learn to overcome this difficulty. It is
rumored that the Duinuogwuin-Gotal conflict had its
roots in this problem, and only the intervention of Jedi
mediators were able to stave off full-scalewar.

Because Gotals can practically read the minds of
other species, they are usually diplomatic and polite—
unless they sense evil intentions in those they are
interacting with. They speak in monotones, and many
species mistrust them.

(For more information, see pages 47-48 of Galaxy
CGuide 4: Alien Races.)

» Gotal
AttributeDice: 12D
DEXTERITY 1D+2/4D+2
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KNOWLEDGE 1D/3D

MECHANICAL 1D/2D

PERCEPTION 2D/5D

STRENGTH 2D+1/4D+1

TECHNICAL 1D/3D

Special Abilities:

Energy Sensitivity: Because Gotals areunusually sensitiveto radia-
tion emissions, they receive a +3D to their search skill when
hunting targets in wide open areas of up to 10 kilometers around
them. Incrowded areas, such astownsand cities, thebonusdrops
to + 1D, and the range dropsto less than one kilometer. In areas
with intenseradiation, they suffer a-1D penalty to search because
their senses are overwhel med by radiation static.

Mood Detection: By readingthe auras and moodsof others, Gotals
receiveapositive or negative bonuswhen engaging in interactive
skillswith other characters. The Gotal makes a Moderate Percep-
tion check and adds the following bonus to his Perception skills
when making opposed rolls for the rest of that encounter.

Roll Misses Difficulty By: Penalty
6 or more -3D
2-5 2D
1 -1D

Roll Beats Difficulty By: Bonus
07 1D
914 2D
5+ 3D

Fast Initiative: Gotals who are not suffering from radiation static
receivea+1D when rollinginitiative against non-Gotal opponents.
Thisisdueto their ability to read the emotions and intentions of
others.

Story Factors

DroidHate: Gotalsdislike droids because the emissions produced
by droidsoverwhelmtheir special senses. They receivea-1Dtoall
Perception-based skill rolls when within three meters of adroid.
Reputation: Because of the Gotal's reputation as being overly
sensitiveto moods and feelings, other species are uncomfortable
dealing with them.. Assign modifiers as appropriate.

Move: 10/15

Sze 1821 meterstali

Herglics

The planet Giju has awide variety of life forms, but it is
the Herglicswho ruletheworld. Herglics are huge bipeds
who seem to have evolved from water-dwelling mam-
mals. They aretall, extremely wide, and fairly strong, with
smooth, hairless skin that rangesin color from light blue
to nearly black. Most evidence of awater origin has been
bred out of the species. Finsand flukes, for example, have
been replaced by armsand legs. They still breathethrough
ablow hole on top of their heads, however.

Herglics becametradersand explorersearly intheir
history, reachingthestarsof their neighboring systems
about the same time as the Corellians were reaching
theirs. Because of their size, Herglics built everything
slightly larger than human scale. Thisis easy to under-
stand, as the average Herglic has awidth span slightly
larger than two good-sized humans standing side by
side. Their box-like, functionally-designed freighters
became common throughout their neighboring regions
once they were admitted into the Old Republic. Their
inquisitive but practical natures made them welcome
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members of the galactic community, and their even
tempers helped them get along with other species.

Giju was hit hard by the Empire, for its manufactur-
ing centers were among the first to be commandeering
by the Emperor's New Order. The otherwise docile
species tried to fight back, but the endless slaughter
which followed quickly convinced them to be prag-
matic about the situation. It was not practical to die
fighting a superior enemy, the Herglics decided. When
the smoke cleared and the dead were buried, they
submitted completely to the Empire's will.

This submission has made them aless-than-trusted
member of the currently neutral worlds. Many in the
New Republic feel that the Herglic betrayed the rest of
the non-human worlds when they openly joined the
Empire. Though they did not enjoy freedom and the
rights of humans, they did live comfortably as they
labored for the Imperial war machine. For thisreason,
once the Empire fled from their sector of space, the
Herglics were left with a largely intact manufacturing
infrastructure, which has allowed them to get back into
the competition of galactic trade much faster than
worlds such as Kashyyyk and Mon Calamari.

Herglics can be encountered throughout the gaaxy,
though they are more likely to be seen on technologi-
cally-advanced worlds or in spaceports or recreation
centers. There are two things that can disturb the
otherwise docile, practical natures of these gentle gi-
ants.

Thefirst isgambling. Once introduced to sometype
of game of chance, afever seemstocomeover aHerglic.
He spends his free time — and his credits — trying to
develop a "system" which will make him rich. Before
the Imperial takeover of Giju, Herglics were regularly
encountered in places like Cloud City. Now they can be
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found in the gambling halls of the Coral Vanda and the
Kuari Princess, among others, placing bets and losing
credits. _ o o .

The second is their size. Living in a galaxy with
beings who are mostly smaller than they are has made
Herglics somewhat self-consciousof their size. Asmost
galactic facilities are built to accommodate human
dimensions, the Herglics feel uncomfortable, crowded
and out of place when away from their homeworld or
out of their ships. They must take up two seatsin
restaurants and cantinas because of their bulk. They fill
corridors designed for thinner beings. And doorways
require agood deal of effort to push through.

Because of the distrust much of the member worlds
still feel toward the Herglics, the New Republic has yet
to ask them into the new government. This has not
stopped them from setting up diplomatic relations, but
some believe this was done to keep an eye of them. If
any evidence exists that the Herglics are still working
with the Empire, these diplomats will find it.
* Herglic

AttributeDice: 12D

DEXTERITY 1D/3D

KNOWLEDGE 1D/3D

MECHANICAL 1D/4D

PERCEPTION 1D+2/3D+2

STRENGTH 3D/5D

TECHNICAL 1D+1/4D+1

Spedia Abilities:

Natural Armor: The thick layer of blubber beneath the outer skin

of aHerglic gives +1D to resist damage from physical attacks, It

gives no bonus to energy attacks.

Story Factors

Distrust: Becausethe Herglics openlyjoined the Empireinorderto

survive, they have come to be seen as less than worthy ol trust

Many still believe that the neutral Herglics are still working with

the Empire, which gives others a +1D when making opposed

Perception checks against the Herglics.

Gambling Frenzy: Herglics, when exposed to games of chance, find

themselvesirresistibly drawntothem. A Herglicwho passesby a

gambling game must make a M oderate willpower check not to feel

compelled to play, although they may be granted a bonustotheir

roll If it is critica or life-threatening for them not to play.

Move: 6/8

Sze 1.7-1.9 meters

Humans: Xa Fel

The plight of the Xa Fd is a galactic tragedy and a
perfect example of what modern mega-corporations
without adequate supervision can do to a planet. The
Kuat Drive Y ardsfacility that eventually dominatedthe
planet Xa Fel was constructed with cost as the only
concern: now, decades later, the planet is poisoned
almost beyond repair. A cleanup crew from the New
Republic hasattemptedto fix the planet's ecology, but
the process has been very slow so far.

TheXaFd themsel vesareaspeciesof near-humans.
Before KDY began construction on the planet, they
were genetically amost identical to mainline humans
(presumably, the planet was one of the countless "lost"
coloniesof ancient history). Now, though, thepollution
and poverty of their world has left the Xa Fd perma-
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nently scarred. Many XaFd are undernourished; disfig-
uring sores and blisters cover most of the inhabitants.
The damage seems to have affected the Xa Fd at the
genetic level: new generations of XaFe are being born
with these disfigurements. Many Xa Fd tend to have
respiratory problems, due to the high acid content of
XaFd'satmosphere. Whenvisiting "clean” worlds, Xa
Fd often choke or pass out because they are unused to
the purity of a clean atmosphere. The life span of an
average Xa Fel has dropped from 120 standard yearsto
lessthan 50 years sincethe shipyardswereconstructed.

The XaFd have beentrapped in aspiral of poverty
sincetheir simpletribal government was overpowered
by the corporate might of Kuat Drive Yards. The XaFd
tend to distrust and even outwardly despise visitors
from other worlds, particularly corporate executives,
though some have amodicum of gratitude to the New
Republic for its attempts to fix the planet and heal the
XaFd people.

e Humans: Xa Fel
Attribute Dice: 9D
DEXTERITY 1D/3D
KNOWLEDGE 1D/3D
MECHANICAL 1D/4D+1
PERCEPTION 2D/4D
STRENGTH 1D/2D
TECHNICAL 1D/4D+1
Special Abilities:
Mechanical Aptitude: The XaFe seem to have anatural aptitude
for machinery and vehicles, particularly spaceships. At thetime
of character creation, they receive 2D for every 1D of beginning
skill dice they place in any starship or starship repair skills.
Sory Factors
Corporate Saves: TheXaFd havebeenvirtual slaves of Kuat Drive
Yards for decades, subjugated by strict forced labor contracts.
They despisetheir corporate masters. Dueto thedepleted nature
of their world, and the health problems resulting from the pollu-
tion of their world, they are unable to fight back against the
masters they so despise.
Move: 7/10
Sze 1518 meterstall

Mrissi

The Mrissi of the planet Mrisst, in the GaTir system,
had been subjugated by the Empire for decades, until
two years ago, when they managed to forcethe Empire
toleavetheir planet thankstothe help of New Republic
soldiers.

TheMrissi are small avian-descended creatureswho
lost the power of flight millennia ago. They have alight
covering of feathers and small vestigial wings protrude
from their backs. The have small beaks and round,
piercingeyes.

The Mrissi operate severa respected universities
which cater tothosestudentswho havetheaptitudefor
advanced studies yet cannot afford the most famous
and prestigious galactic universities. Mrissi tend to be
scholars and administrators, catering to the universi-
ties clientele. The Mrissi culturesare known for radical
(but peaceful) political views. Dueto the prospect of a
return to civilian rule through the New Republic, the
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academics of Mrisst are having agrand time debating
thefuture of the galaxy and the government. Decades of
being stifled by Imperial rule has encouraged the Mrissi
to speak out on any and all subjects, despitethevalidity
(or more often, the lack of validity) their suggestions
possess. Most recently, their arguments have centered
on howto throw off the Empire, which retook the planet
as one of thefinal moves beforethe assault on Coruscant.

e Mriss
Attribute Dice: 7D
DEXTERITY 1D/2D+1
KNOWLEDGE 2D/5D+1
MECHANICAL OD/3D
PERCEPTION 1D/3D+2
STRENGTH 1D/3D
TECHNICAL +1/3D+1
Special Abilities:
Teaching Ability: The vast majority of Mrissi are scholars and
should have the scholar skill and a specialization. Mrissi can
advance all specializations of the scholar skill a half the normal
Character Point cost.
Story Factors:
Enslavement: The Mrissi were subjugated by Imperial forces.
During that time, many Mrissi |eft their planet and most continue
roaming the space-lanes. Some are refugees, but most are curious
scholars.
Move: 4/8
Sze 03-05 meterstall

Rishii

Rishii are small avians who live in primitive tribal
clusters high in the mountains of their homeworld,
Rishi. The feathered wings which spread from aRishii's
body gives him the ability of true flight. Their human-
like hands have made them tool users, but they have
not advanced much beyond working with stone and
wood. In many ways, the Rishii are more primitivethan
the Ewoks of Endor's forest moon.

The loose tribal clusters of the Rishii, or nests, are
made up of asmall number of family groups. Neighbor-
ing nestslivein peaceful harmony, respecting theterri-
tory of other Rishii tribes. Their peaceful coexistence
has been extended to the humans and alienswho have
sat up citiesand aspaceport in Rishi'slowlands. Though
the Rishii do not understand why these strangers want
tolivein the most undesirable partsof the planet, they
do not object totheir presence. Infact, afew of thenests
have started to trade with the strange, wingless ones.
They are most interested in the shiny rockswhich allow
thewinglessonestofly.

Rishii have an uncanny knack for languages. They
can learn new languages qui ckly, though their methods
are sometimes misunderstood by the human colonists.
The Rishii learn by mimicking the sounds made by
newcomers. They can produce the words perfectly,
sounding exactly likethepersonthey aremimicking. To
the Rishii, thisis learning. To the person being mim-
icked, it sometimes appears as if the primitive avians
are making fun of them. This caused a few problems
when the two species first were introduced, but has
since been seen for what it is.
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The Rishii hunting weapon of choice is a sling which
can be used while perched or in flight. Rishii senses are
extremely good, especidly sight and hearing. Their nests
areopen air living perches, either natural, or constructed
when no suitableformations are available. They have no
interest or understanding of modern technology, and
those items which have been traded to them have be-
come nest liners and perch decorations— whether they
be blasters, credit vouchers, or power generators.

* Rishii

AttributeDice: 11D

DEXTERITY 2D/4D

KNOWLEDGE 1D/3D+2

MECHANICAL 1D/3D

PERCEPTION 2D/4D+1

STRENGTH 1D/3D+2

TECHNICAL 1D/3D

Spedial Kills:

Dexterity skills:

Thrown weapons: sling: This skill dlows a Rishii to use their

individually built slings (STR +1D; ranges: 3-5/10/15).

Srength skills:

Flight: Rishii characters usethis skill to fly, much like humans and

other land-based creatures use running. Their speed is 13/18, or

37/52 kmh and may beimproved in the same manner as ground

movement (see page 15 of Star Wars, The Roleplaying Game:

Second Edition).

Special Abilities:

Leant Languages: Rishii receivea+2D when checkingto seeif they

understand anew language; they need only make 5 Very Difficult

languages checks to learn a new language.

Enhanced Senses. Because of their keen eyesight and hearing,

Rishii receive a+1D when using the search skill.

Ignorance: Rishii can only place beginning skill dice in the follow-

ing Knowledge, Mechanical or Technical skills: Knowledge: lan-

guages, survival; Mechanical: beast riding; Technical: firstaid. They
may not place any beginning skill dice in the following Dexterity
skills: blaster, firearms, grenade, lightsaber, or vehicle blasters.

Move: 7/9 (waking), 13/18 (flight)

Size 1.6 meters

Sarkans

Sarkans are one of the more powerful political fac-
tions in the New Republic due to the gem wealth of
Sarka, their homeworld.

The Sarkans aretall (often over two meters) bipedal
saurians: alizard-descended specieswith thick, green,
scaly hides and yellow eyeswith dit pupils. They have
long, tapered snouts, and razor-like fangs. They aso
possess claws, though they are rather small; Sarkans
often decorate their claws with multicol ored varnishes
or clan symbols. The Sarkans also have athick tail that
provides them with added stability and balance, and
can be used in combat. They seem to shareacommon
lineage with the reptilian Barabels, but scientists have
been unable to conclusively prove agenetic link.

Sarkanstendtowear baggy, loose-fitting robes, often
festooned with gemstones. They alwaystravel ingroups
of three, aholdover from their clan dominated culture.

The Sarkans arevery difficult to negotiatewith. They
havearigid code of conduct, and all aliensare expected
to fully understand and follow that code when dealing
withthem. Aliensthat violatetheprotocol of the Sarkans
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are often dismissed as barbarians.

Sarkan protocol statesthat ameetingwith an ambas-
sador must begin with along greeting in one of thefive
primary Sarkan languages. This greeting must include
— in the following order — the life history of the
individual, the number of battleswon, the number and
value of gems mined, and matesacquired in the course
of oneslife. Thisgreeting must lagt a least an hour. If
the greeting takes less than an hour, the Sarkans con-
sider thisto be an insult because either the person does
not consider the ambassador "worth" acomplete greet-
ing, or the person performing the greeting has lived
such an inconsequential life as to be beneath the am-
bassador and therefore not worth the ambassador's
time. In most formal situations, such as state dinners
and political negotiations, these greetings often last
more than eight hours.

Following the ritual greeting, a series of elaborate
dance steps must be performed by the visiting delega-
tion. Species without tails are excused from knowing
the complete set of intricate steps and maneuvers that
make up theancient Sarkan dances, but speciesthat do
havetails haveadifficult task beforethem. The dances
usually last three hours, and every member of the
visiting delegation must dance in turn.

Failingto comply with these protocolsis considered
a magjor insult to the ambassador, and will probably
lead to the immediate "removal" of the visiting delega-
tion from the Sarkan ambassador's sight. Sarkan diplo-
matic bodyguards tend to be quite rough.

Sarkans used the novarubiesof their home planetto
acquiretheir fabulous wealth, and they tend to bevery
amused by those who covet the glowing gemstones.
Nova rubies are very common on Sarka, but are un-
known on other worlds and are considered a valuable
commodity throughout the civilized galaxy.

» Sarkan
AttributeDice: 12D
DEXTERITY ID/3D+2
KNOWLEDGE 2D/4D+1
MECHANICAL 1D/3D+2
PERCEPTION 2D/4D+2
STRENGTH 3D/6D+1
TECHNICAL 1D/3D
Special Abilities:
Night Vision: The Sarkans tend to have excellent night vision, and
operate in darkness with no penalty.
Cold Blooded: Sarkans are cold-blooded. If exposed to extreme
cold, they grow extremely sluggish (all die codes are reduced by
-3D). They can die from exposureto freezing temperatureswithin
20 minutes.
Tail: Sarkans can usetheir thick tail to attack in combat, inflicting
STR+3D damage.
Story Factors:
Sarkan Protocol: Sarkans must betreated with what they consider
"proper respect.” The Sarkancodeof protocol isquiteexplicitand
any violation of established Sarkan greeting procedureisasevere
insult. For "common" Sarkans, the greeting is brief and perfunc-
tory, but for respected members of the society, the procedureis
quite elaborate.
Move: 4/7
Sze 1922 meterstall
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Sluissi

Sluissi are humanoids from the waist up, but from
thewai st downthey haveasnake-like body that endsin
aslithering tail. The technologically-advanced Sluissi
inhabit the star system of Sluis Van, where they are
renowned for their ability to repair and maintain
starships.

Sluissi joined the Old Republic when it was still new
and young. An advanced people, they established a
number of major space yards throughout the Sluis
Sector, including the extensive Sluis Van space facility.
They run efficient, respectable operations where ship
captains can find the service and expertise they need
after a long haul or before setting out onto the space
lanes. Today, the Sluissi are valued and respected
members of the New Republic.

Ingeneral, Sluissi are methodical and, to some, plod-
ding. They taketheirtimewith everythingthey do. This
often means ajob takes longer than expected, but it is
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aways done well. They can try the patience of many
specieswith their own patient, easy-going mannerisms.

Nothingever seemstoexcitethem, includingtherecent
Imperial raid onthe SluisVan shipyards. They are even
tempered, industrious, and very calm, even in the face
of adversity.

Due to their love of tinkering, Sluissi can often im-
prove upon engine efficiency, power output, and sys-
tem response in even the oldest, most worn-out craft.
Of course, this type of tinkering takes time, and cap-
tains who are in a hurry should not even consider
asking for assistance. Sluissi consider themselves me-
chanical artists of the highest order, and high art can-
not be rushed.

¢ Sluissi

AttributeDice 13D

DEXTERITY 1D/2D

KNOWLEDGE 1D/3D+1

MECHANICAL 2D/3D

PERCEPTION 1D+1/3D+2

STRENGTH 1D+2/3D+2

TECHNICAL 2D/5D

Special Abilities:

Technical Aptitude: Sluiss recelvean extra4D beginning skill dice,
all of which must be placed in Technical. They may placeupto4D
in beginning Technical skills. Unfortunately, whenever a Sluissi
uses a Technical skill, the action always takes twice as long as for
other species.

Story Factors

Relaxed: Sluissi, ingeneral, areavery cam bunch. Nothing excites
them. Their patience and seeminginability to get genuinely upset
or excited sometimes infuriates other species.

Move: 8/10

Sze 1518 meters

Svivreni

The Svivreni are a species of stocky and short hu-
manoids. They possess a remarkable toughness bred
by the harshness of Svivren, their home planet. The
Svivreni are heavily muscled.

TheSvivreni traditionally wear deevelesstunicsand
work trousers, covered with pouches and pockets for
carryingthevarioustoolsthey useinthe courseof their
work. They areamost entirely covered by short, coarse
hair. Svivreni custom callsfor adultsto never trimtheir
hair, which growslongest and thickest on the head and
arms; Svivreni regard the thickness of one's hair as an
indication both of fertility and intelligence. As Svivreni
tend to defer to older members of their community, the
longer a Svivreni's hair, the greater that individual's
statusin thecommunity.

The Svivreni are excellent mineral ogists and miners,
and are often hired by large corporations to oversee
asteroid and planetary mining projects. The Svivreni
expertise in the area of prospecting is well known and
well regarded; many have become famous scouts.

The planet Svivren has recently withstood an occu-
pation attempt by the Imperial Navy under Grand Admi-
ral Thrawn. To the Empire's surprise, the Svivreni were
abletoresist theinvasion until the death of Thrawn, at
which point the Empire retreated from Svivren due to
the collapse of Imperial authority.
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o Svivreni
AttributeDice: 12D
DEXTERITY 1D/3D+2
KNOWLEDGE 1D/3D
MECHANICAL 2D/3D+2
PERCEPTION 1D/4D+l
STRENGTH 2D/5D
TECHNICAL 1D/3D+1
Special Abilities:
Samina: Due to the harsh nature of the planet Svivren, the
Svivreni receivea+2D bonuswhenever they roll their staminaand
willpower skills
Value Estimation: Svivreni receive a +1D bonus to value skill
checksinvolvingthevalue of ores, gems and other mined materi-
as.
Story Factors
Subbornness: The Svivreni cannot abide the idea of being con-
quered, and the Imperial occupation effort only solidified this
resolve. Anyonetryingto convinceaSvivreni of aposition they do
not agree with is fighting a losing battle.
Move: 4/8
Size: 0609 meterstall

Ukians

Ukians are known as some of the most efficient
farmers and horticulturistsin thegalaxy. They areaso
among one of the gentlest species in existence. The
Ukians are hairless, bipedal humanoidswith green skin
and thin red eyes, which narrow to dlits. They are
humanoid, but to the average human, Ukians appear to
havebeenincorrectly "assembled”; they appear gangly
and awkward. Their slight build hides impressive
strength.

The Ukian people are firmly rooted in their agrarian
traditions. Few Ukians ever leave their homeworld and
the vast majority of these aliens pursue careers in
agriculture. Most Ukians spend their time cultivating
and organizingtheir harvest, and most have large farm-
ing complexes directed by the Ukian Farming Bureau.
The planet itself is run by the Ukian Overliege, a s
lected office with aterm of 10 years. The Overliege's
responsihilities include finding ways of improving the
total agricultural production of the planet, as well as
determining the crops and production output of each
community. The Ukian with the most productive har-
vest for the previous 10 year period is offered the
position.

Ukians are a pragmatic species and share acultural
aversionto "theimpossible"; if events arefar removed
from standard daily experience, Ukians become very
agitated and frightened. It is this cultural "fear of the
impossible” that Grand Admiral Thrawn exploited to
capture Ukio with its shield generators intact.

« Ukian

AttributeDice: 12D

DEXTERITY 1D/3D

KNOWLEDGE 1D/4D+1

MECHANICAL 2D/4D

PERCEPTION 1D/4D

STRENGTH 3D/4D

TECHNICAL 1D/3D+1

Special Abilities:

Agriculture: All Ukiansreceivea+2D bonustotheir agriculture (a
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Knowledge skill) rolls.

Story Factors

Fear of the Impossible: All Ukians become very agitated when
presented with a situation they believe is impossible.

Move: 511

Size 162 meterstall

Vaathkree

The Vaathkree people are essentialy a loosely
grouped band of traders and merchants. They are
fanatically interested in haggling and tradingwith other
species, often invoking their "religion” they call "the
ded" (arough tranglation).

V aathkreeaverage between 15to 1.9 meterstall, and
are seemingly made out of stone or metal. Vaathkree
have an unusual metabolism and can manufacture ex-
tremely hard compounds, which then form small scales
or plates on the outside of the skin, providing durable
body armor. In effect, they are encased in living metal
or stone. These amiable aliens wear a minimum of
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clothing, normally limited to only belts or pouches to
carry goods.

Vaathkree are long-lived compared to many other
species, withtheir natural life span averaging 300 to 350
Standard years. They have amulti-staged life cycle and
begin their lives as Stonesingers. small nodes of living
metal that inhabit the deep crevasses in the surface of
Vaathkree. They are mobile, though they have no cog-
nitive abilities at this age. They "roam" the lava flats at
night, absorbing lava and bits of stone, which are
incorporated into their body structure. After about
nine years, the Stonesinger begins to develop some
rudimentary thought processes (at this point, the
Stonesinger has normally grown to be about 1 meter
tall, but still has afluid, amost shapeless, body struc-
ture).

The Stonesinger takes afull two decades to evolve
into amatureVaathkree. During thistime, the evolving
alien must pick a "permanent form": the alien decides
on aform and must concentrate on retaining that form.
Eventually, the growing Vaathkree finds that he or she
isnolonger capableof alteringitsform, sothusitisvery
important that the maturing Vaathkree choose aform
they find pleasing. As the Vaathkree have been active
members of the Republic for many millennia and most
alien species are roughly humanoid in form, many
Vaathkree select a humanoid adult form.

"The deal," the code of trade and barter that all
Vaathkree live by, istaught to the Stonesingers as soon
as their cognitive abilities have begun to form. The
concepts of supply and demand, sdes technique and
(most importantly) haggling are so deeply ingrained in
theconsciousness of theV aathkreethat theideaof not
passing these ideas and beliefs on to their young is
simply unthinkable.

« Vaathkree
AttributeDice: 12D
DEXTERITY 1D/3D
KNOWLEDGE 1D/4D
MECHANICAL 2D/4D
PERCEPTION 2D/5D
STRENGTH 2D/4D+2
TECHNICAL 1D/3D+1
Special Abilities:
Natural Body Armor: Vaathkree, due to their peculiar metabo-
lisms, have natural body armor. It provides STR+2D against physi-
cal attacks and STR+1D against energy attacks.
Trade Language: The Vaathkree have created a strange, con-
stantly changing trade language that they use to communicate
back and forth between each other during business dealings.
Since most deals are successful when one side has akey piece of
information that the other side lacks, thetradelanguage evolved
tosafeguard such information during negotiations. Non-V aathkree
trying to decipher trade language may make an opposed lan-
guages roll against the Vaathkree, but suffer a +15 penalty modi-
fier.
Story Factors
Trade Culture: The Vaathkree are fanatic hagglers. Most adult
Vaathkree have a least 2D in bargain or con (or both).
Move: 6/11
Sze 1519 meterstall
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Verpine

Tall, bipedal insectoids, Verpine are an advanced
specieswell known for their technological accomplish-
ments. They havethin, stick-likebodieswithawkwardly-
articulated joints. Flexible plate of chitinous material
covers their bodies. They have two huge black eyes,
short snouts, and small, toothless mouths. Two anten-
nae jut from the sides of their heads.

The specieslivesin the Roche Asteroid Field, an old
and orderly collection of space debris with asteroids
ranging in size from tiny meteoritesto large planetoids.
The asteroids maintain an orbit pattern that is almost
regular, and alargenumber of space slugsand mynocks
also make their home among the swirling rocks.

While it is ailmost certain that the Verpine did not
evolve on the lifeless asteroids, they have gone to
considerable trouble to establish homes within the
drifting chunks of frozen rock. Some speculate that the
V erpinewerewandering nomadswho decided to settle
in among the asteroids for some unknown reason. A
second theory statesthat theV erpineinhabited aplanet
in the same orbit asthe asteroid field, and as the planet
slowly disintegrated into space debristhey found ways
to live on the asteroid which remained. The Verpine
themselves have legends that speak of a catastrophic
civil war, believing that the asteroid field is al that
remains of their aggressive foolishness.

Verpine have evolved from especially hardy insects.
Their large black eyes are adaptations of insectoid
compound eyes, giving them the ability to see nearly
microscopic detail with clarity and precision. Their
antennae contain tympanic nerves which detect sound
wave vibrations and relay themto the brain. They aso
pick up radio waves, and Verpine can generate their
own radio emissions by controlling their biological
frequency modulation. Their nervous system has an
unusually powerful electromagnetic aura, and the
Verpine can communicate through these emissions
with other members of their species.

This biological radio network spans the asteroid
field, allowing each member of the colony to remain in
nearly constant contact with the others. Some species
se this as a form of telepathy, but it is ssmply a mode
of organic telecommunication.

The Verpine are innate experts in most fields of
technology. They have achild-like sense of wonder as
far as machinery is concerned. This expertise and
wonder has been put to good use in the asteroid field,
wherethey have hollowed out rocksto useas colonies.
The asteroids are sealed against vacuum and the cold
of space, creating living and working space for twenty
to one hundred inhabitants, depending on the size of
the asteroid. Some of the larger planetoids near the
center of thefield contain cities of onethousand Verpine
or more.

Each colony is self-sufficient, producing all of the
energy, food, air and water the inhabitants need to
survive. Repulsor field shells envelop inhabited aster-
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oids, creating bubbleswhich harmlessly reflect debris
and other asteroids. Becausetheir lives depend on it,
theVerpine have agreat respect and understanding of
technology and machinery.

Starship building hasbeen oneareatheV erpine have
excelled at, and they have earned their reputation over
and over again with their unique and functional de-
signs. The Sayn & Korpil Corporation, named for two
neighboring Verpine colonies, has been a respected
name in starship design since the days of the Old
Republic, and many Verpine joined the efforts of the
Rebellion during the gaactic civil war. Today they
remain members of the New Republic, though Verpine
can be found securely established in private and fringe
society.

All Verpinecoloniesareunifiedinasinglehive. They
have devel oped alimited form of communal conscious-
nessduetotheir organictelecommunicationsabilities.
Every member of the hive takes part in the decision-
making process, and a single Verpine in contact with
the communal consciousness can speak with complete
authority for the entire hive.

(for more information, see pages 91-92 of Galaxy
Guide 4: Alien Races)

* Verpine
AttributeDice: 12D
DEXTERITY 1D+1/3D
KNOWLEDGE 1D+1/3D
MECHANICAL 1D+2/3D+2
PERCEPTION 1D+1/4D
STRENGTH ID+1/3D
TECHNICAL 2D/5D
Special Abilities:
Body Armor: The Verpine's natural chitinous plate armor gives
them a+1D bonus against physical attacks.
Microscopic Sght: +1D bonus to search when looking for small
objects, due to their highly evolved eyes.
Organic Telecommunication: Because Verpine can send and re-
ceiveradio waves through their antenna, they havethe ability to
communicate with other members of their species and with
specially-tuned comlinks. Therangeisvery limited when they are
acting individually (1 km) but greatly increases when in the hive
(covers the entire Roche asteroid field).
Technical Bonus: All Verpinereceivea+2D bonuswhenusingtheir
Technical skills.
Move; 10/13
Sze 19meters

Wookiees

Wookiees, natives of the planet Kashyyyk, are intel-
ligent anthropoidsthat typically grow over two meters
tall. Thick fur coverstheir massive frames, and they are
extremely strong. Throughout the galaxy, they have
long been known as ferocious opponents driven by
lethal tempers. Astree-dwelling beings, Wookiees pos-
sesswickedly-curved claws which can be popped from
hidden fingertip sheatheswith theflex of amuscle. With
these claws, Wookiees can firmly grip vines or expertly
cling to branches as they travel among the great trees
of their home world.

When climbing, Wookiees hang upside-down from
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all fours, their sharp clawsfinding purchasein thethick
bark of the wroshyr trees. Wookiees can travel in this
manner at great speeds, often surprising those who
think that their size makes them dow and plodding.

The raw power locked in Wookiee muscles can be
released with furious precision, making them exceed-
ingly proficient combatants. There is no obvious style
or technique to Wookiee hand-to-hand fighting. They
seemto simply charge forward like massive engines of
war, their great arms swinging, their hugefists shatter-
ing whatever they hit. Wookieeswill not usetheir claws
in combat, however. They believe that to do so would
beabreach of honor, andhonorisveryimportanttothe
Wookieerace. It is one of the most important concepts
in Wookiee culture, and to lose one's honor is equiva
lent to death.

The most sacred Wookiee practice is the "life debt."
Wookiees pledge life debts to those who have saved
their lives, forming an allegiance that can never be
broken. A life debt morally binds a Wookiee to his
savior, often causing the Wookiee to take up with the
savior and travel wherever he goes. A life debt is not
slavery—itisapersonal act of Wookiee honor to repay
that which is without measure. A Wookiee will never
break alife debt, for to do so would beto break a sacred
honor.

Wookiees also follow a custom called the "honor
family." Thisspecia bond of friendshipjoinsaWookiee
with agroup of other Wookiees or even with those from
other alien species. An honor family comprises a
Wookiee's true friends and boon companions. Mem-
bers of an honor family will gladly lay down their lives
for each other. Thisconcept isdemonstrated by aliving
example — the unique property of wroshyr branches.
Like the trees which twist and grow together, the
Wookieepeoplepossessaunity and strength unmatched
in the galaxy.

Whilethesegiantsappear primitivetothosewhodo
not know them, they are, in fact, quite comfortablewith
high technology. They combine the best of technol ogi-
cd conveniences with the natural beauty of their world,
creating aparadi seamongthe highest branches of their
beloved wroshyr trees.

* Wookiees
Attribute Dice: 12D
DEXTERITY 1D/3D+2
KNOWLEDGE 1D/2D+1
MECHANICAL ID/3D+2
PERCEPTION 1D/2D+1
STRENGTH 2D+2/6D
TECHNICAL 1D/3D+1
Special Abilities:
Berserker Rage: +2D to Strength or brawling in berserker rage. See
page 137 of Sar Wars: The Roleplaying Game, Second Edition, page
84 of Sar Wars Sourcebook, Second Edition and page 125 of Sar
Wars Gamemaster Handbook.
Climbing Claws. +2D to climbing.
Story Factors
Reputation: Wookiees are widely regarded as fierce savages with
short tempers. Most people will go out of their way not to enrage
aWookiee.
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Enslaveed: Prior to the defeat of the Empire, amost all Wookiees
were enslaved by the Empire, and there was a substantial bounty
for the capture of "free" Wookiees.

Language: Wookiees cannot speak Basic, but they all understand
it. Nearly always, they have a close friend who they travel with
who caninterpret forthem ... thoughaWookiee'sintent isseldom
misunderstood.

Honor. Wookiees are honor-bound. They are fierce warriors with
agreat deal of pride and they can be rage-driven, cruel and unfair
—butthey haveacodeof honor. They do not betray their species
— individually or as awhole. They do not betray their friends or
desert them. They may break the "law," but never their code. The
Wookiee code of honor is as stringent asit is ancient. Atonement
for acrime against their honor code is nearly impossible— it is
usualy only achieved posthumoudly. But Wookiees falsely ac-
cused can be freed of their dishonor, and there are legends of
dishonored Wookiees "coming back."

But thosearelegends...

Move 11/15

Sze 2-2.3 meterstall

Woostoids

Woostoids inhabit the planet Woostri, a nexus for
information exchangeand storageintheNew Republic.
Inthe days of the Old Republic, Woostoids were often
selected to maintain records for Republic databases,
and are still noted for their record-keeping and data-
management abilities. Woostoidsare highly knowledge-
able in the field of computer design and programming,
and have remarkably efficient, analytical minds.

Since the Woostoids are so adept at computer tech-
nology, a substantial portion of Woostri is computer
controlled, which has helped to weed out a number of
tasks that the Woostoids felt could be automated. Since
s0 much of Woostoid society is handled by computers,
they have alarge amount of free time and a substantial
portion of their economy is geared towards recreation.

Woostoids are of average height (by human stan-
dards), but are extremely slender. They have reddish-
orange skin and flowing reddish hair. They have bul-
bous, pupil-less eyes that rarely blink. Traditionaly,
they wear long, flowing robes of bright, reflectivecloth.
Woostoids are a peaceful species, and the concept of
warfare and fightingis extremely disconcertingto them.
Woostoids tend to think about situations in a very
orderly manner, trying to find the logical ties between
events. When presented with facts that seemingly have
no logical pattern, they become very confused and
disoriented.

» Woostoids
AttributeDice: 10D
DEXTERITY 1D/3D
KNOWLEDGE 2D/5D
MECHANICAL 1D/4D
PERCEPTION 1D/3D
STRENGTH 1D/2D+2
TECHNICAL 2D+2/5D+1
Special Abilities:
Computer Programming: Woostoids have an almost instinctual
ability to operate and manage complex computer networks.
Woostoidsreceivea+2D bonuswhenever they usetheir computer
programming/repair skill.
Story Factors
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Logical minds. The Woostoids are very logical creatures. When
presented with situations that are seemingly beyond logic (such
as Thrawn's "super weapon" ploy), they become extremely con-
fused, and al die codes are reduced by-1D.

Move: 7/11

Sze 16-1.8 meterstall

Yagai

The Yaga (singular: Yaga), are tall, reedy tripeds
native to Yaga Minor, the site of a major Imperial
shipyard. They havetwo ninefingered hands, and all of
their fingers are mutually opposable, making them well
suited to delicate mechanical work. They are particu-
larly knowledgeable about starship hyperdrives and
have been conscripted by the Empireto help maintain
the Imperial fleet.

Before the Empire, the Yagai were famed for their
starship engineering skills and their cooperation with
the Republic. While the Yagai are still known for their
skills, their relationship with the Empire is strained.
The people of Yaga Minor deeply resent the Imperial
presence and are always looking for prudent opportu-
nities to sabotage the Imperial war effort. Unfortu-
nately, with the rest of their people effectively held as
hostages, most main species Yagal starship workers
are reluctant to risk incurring Imperial wrath — the
Yaga are intimately familiar with the atrocities the
Empire has been known to commit.

The Yagai tend to favor baggy, flowing garments of
neutral colors (at least neutral to their world — whites
and many shades of blue and purple). The Yagai are an
aggressive and territorial species that would make a
valuable asset to the New Republic if they could be
freed from Imperid rule. Unfortunately, since Yaga
Minor is so heavily defended, the rescue of the Yagai is
ashort-term impossibility.

* Yaga
AttributeDice 12D
DEXTERITY 1D/4D
KNOWLEDGE 1D/2D+2
MECHANICAL 1D+2/4D+1
PERCEPTION 2D/4D
STRENGTH 1D/4D+2
TECHNICAL 2D/5D+2
Story Factors:
Endlaved: The Yagai have been conscripted into Imperial service
because of their technical skills. As aresult, almost no Yagai are
free to roam the gdaxy; most that are seen away from their
homeworld are escaped saves (and tend to be paranoid about the
possibility of being captured by the Empire) or are workers who
areforced to davefor Imperial official saway fromtheir homeworld.
Move: 10/12
Size: 1518 meterstall

* Yaga Drone (Subspecies)
AttributeDice: 8D
DEXTERITY 1D/2D
KNOWLEDGE 1D/1D+1
MECHANICAL 1D/4D+1
PERCEPTION 1D/1D+1
STRENGTH 2D/5D+2
TECHNICAL 2D/5D+2
Story Factors
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Genetically Engineered: The Yagai Drones have been genetically
engineered to survive in harsh environments like deep space.
They are extremely sluggish and bulky, and ailmost never speak.
They are trained from birth to be completely loya to the Empire,
but many secretly harbor sympathies with the Republic.

Sealed Systems: Oncethey arefull-grown, Y agai Dronesrequireno
food, water or other sustenance, save the solar energy they
absorb and occasional energy boosts.

BodyArmor. All Y agai Dronesreceivea+2D bonustoresist energy
attacksand +3D toresist physical attacks.

Move: 8/12

Size 25-3 meters

Capaule: Yaga Drones are huge, muscular versions of the
Yaga main species. They have purple skin and wild, yel-
lowish hair. They almost never speak, except to acknowl-
edge orders from their work-masters.

The reclassification of the Yagai Drones as "non-citi-
zens' hasled to official New Republic complaints. Because
of this continuing rights issue, the New Republic has
refused to use Yagai labor in any shipbuilding projects.

ZeHethbra

The ZeHethbra are a well-known species that has
travelled throughout the galaxy and settled on a num-
ber of worlds. TheZeHethbraspecies has no lessthan
80 distinct cultural, racial and ethnic groupsthat devel-
oped dueto historical and geographic variances. While
many non-ZeHethbra have trouble distinguishing be-
tween the various groups (to the casual observer, the
ZeHethbraseem to have only five or six mgjor groups),
ZeHethbra themselves have no problems distinguish-
ing between groups due to subtle markings, body lan-
guage and mannerisms, slight changes in accent, and
pheromones.

ZeHethbraaretall, brawny humanoids, with ashort
coating of fur, and asmall vestigial tail. All ZeHethbra
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have awhite stripe of fur that begins at the bridgeof
their noseand widensasit stretchesto thesmall of the
back. The width of the stripe denotes gender; wider
stripesare present on females, whilemalestend tohave
narrow strips, with slight "branches" running out from

the main stripe.

Thecolor of ZeHethbravaries. Generally, blackfuris
the norm, though in the mountainous regions in the
northern hemisphere of ZeHeth, brown and even red
fur is common. Blue-white fur covers the ZeHethbra
from the southern polar region, and spotting and mottled
colorations can be found on some ZeHethbra of mixed
lineage.

The ZeHethbra are naturally capable of producing
and identifying extremely sophisticated pheromones.
Indeed, alarge portion of the ZeHethbra cultural iden-
tity consistsof these pheromones, and many ZeHethbra
can identify other ZeHethbra clans and history simply
by their scent. Intimes of danger, the ZeHethbracan
expel a"spray" that is blinding and unpleasant tothe
individual that is being sprayed.

e ZeHethbra
Attribute Dice: 12D
DEXTERITY 1D/4D
KNOWLEDGE 1D/4D
MECHANICAL 2D/4D+1
PERCEPTION 1D+1/3D+1
STRENGTH 1D/4D
TECHNICAL 1D+2/3D+2
Special Abilities:
Spray: ZeHethbracan project astinging spray that can blind and
stun those within athree meter radius. All characterswithinthe
range must make aDifficult willpowerro\eor take 5D stun damage
if theresultiswounded or worse, thecharacterisovercomeby the
scents and collapses to the ground for one minute.
Move 9/12
Size: 1.6-1.8 meterstall
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Chapter Eight

Creatures

From the datapadjournal of Voren Na'al, Director of
New Republic Council Research. Thiswas recordedshortly
after the destruction of Mount Tantiss.

Countless creatures inhabit the planets of the gd-
axy. Sometimesbenign, sometimes hostile, thesecrea-
tures are often uniquely interesting ... or uniquely
dangerous.

The New Republic Scout Service has provided the
following list of creaturesthat have played arolein the
events of the past months to help illustrate the ob-
stacles that the Heroes of Yavin had to overcome, as
well as show the wonders they experienced in their
travels.

Clawbirds

The clawbirds of Wayland, caled stana by the
Myneyrshi natives, are small but dangerous vicious
avian creatures. They seldom grow over 10 centimeters
long, withwingspansof upto 15centimeters. Eachwing
is tipped with sharp, needle-like spines that inject a
slow-acting poison into atarget. Despite their diminu-
tive nature, they are more than a match for larger
predators, especially when they hunt inflocks. Flocks
rangeinsizefromfiveorsixbirdstoover 100clawbirds,
and they seem to be able to hunt amost as a coordi-
nated unit.

Clawbirds attack in swarms. They use a series of
"waveattacks' to bringdowntheir prey, whiletheother

* A pair of clawbirds in their natural habitat.
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« A pack of garrals is an effective deterrent against speeder-borne approaches

clawbirds protect the attackers from any hidden preda-
tors. Clawbirds simply poison their prey and then
circle, sometimes for over an hour, waiting for the
target to die from the poison. As soon as the prey
falters, however, a feeding frenzy begins, as the
clawbirds begin fighting their way to the body, often
killing others of their own kind in the process.

Clawbirdsareusedinvariousritualsand customsof
the natives of Wayland. The humans, Myneyrshi and
Psadans stuff and bleach a clawbird as a symbol of
truce; adead predator illustratesthetemporary silenc-
ing of hostility between competing species.

e Clawbird
Type Avian Predator
DEXTERITY 1D
Dodge 4D+2, flight 4D
PERCEPTION 1D
STRENGTH ID
Spedia Abilities:
Poison Spines: Clawbird poisonous spines do STR+1 damage and
inject a slow-acting poison into atarget. Consider the poison to
have a paralysis intensity of 3D (the victim must roll Srength or
staminatoresist the poison). Theintensity of the poisonincreases
by +1D for each hour, up to amaximum of 6D; the poison can be
counteracted by medicinesfound in any medpac. Whenrolling for
the poison, if the poison beats the character's roll by 0-3 points,
the character is stunned (as per page 62 of Sar Wars, Second
Edition). If the poison beats the character by 4-9 points, the
character isparalyzed and isincapabl e of voluntary movement. | f
theroll beatsthe character'sresistance roll by 10 or more points,
thecharacter becomesmortally wounded, and if theroll beatsthe
character by 15 or more points, the character dies.
Move: 15 (flying)
Sze 10 centimeterslong, 15-centimeter wingspan
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Cracian Thumpers

Cracian Thumpershavelongbeen used asworkbeasts
by the natives of their world of origin. When the Cracians
decided to market them to the galaxy, Thumpers be-
came indispensable for use as both riding and pack
animals. Theoriginal Jomark colonistsbrought af ew of
these animals with them, and now the main continent
and a few of the larger islands have herds of wild
Thumpers living in the wilderness, in addition to the
stocks of domestic Thumpers the colonists usefor a
variety of tasks.

The Thumper got its name from the sound it should
make when it runs. However, the remarkably agile
creatures have such alight touch that they hardly make
any sound at all. They are extremely loyal and obedient
animals. They can be taught to follow verbal or touch
commands, and can even distinguish between friends
and enemiesif their masters train them. Some can be
taught to attack on command.

Sharp foreclaws and a whipping tail provide these
creatures with remarkabl e offensive capabilities. These
animals are not aggressive, but will attack if threatened
or trained for combat. They fight with sharp foreclaws
and by striking with their tail, using it like a whip,
Because Thumpers are herbivores, they havehard, flat
teeth which are not useful as biting weapons.

e Cracian Thumper
Type Pack beast
DEXTERITY3D
PERCEPTION 3D+2
Sneak 4D+2
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STRENGTH 3D

Ornerlness ID

Special Abilities:

Claws. 3D+1 damage

Tail: 4D+2 damage

Slentmovement: Thumperscanmoveverysilently,adding1D+2

to sneak attempts if they make only two moves or less per round.
They can carry upto 100kilosof cargo, or arider and upto 50 kil os.
Move 12

Size Adults stand 1 to 1.8 meters at the shoulder

Divto

The divto is a fearsome three-headed snake, indig-
enous to Endor. the Divto grows to a length of three
meters and each head can strikethe sametarget, deliv-
ering a numbing poison which renders prey helpless.
Once the poison takes effect, the divto drags its prey
into the deep woods where it can consume it at its
leisure.

These predatorslieinwait inthetall grass, springing
at the last minute when prey passes by. They seek to
strike three times in quick succession with their three
heads, trying to deliver poison to their intended prey.

¢ Divto
Type Predatory serpent
DEXTERITY 3D+2
PERCEPTION3D+2
Sneak 5D+2, sneak: forest 6D+2
STRENGTH 4D
Brawling 5D, stamina5D
Special Abilities:
Teeth; 5D damage
Multiple Attacks: The divto can make three attacks per round (one

* Wookiees encountering a katarn in the forest canopy know to give it a wide berth.
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per head) without suffering any multi-action pendties. Additional
attacks incur normal penalties.

Poison: Once every round (up to three consecutive rounds), the
divto can deliver a powerful poison to its prey with a successful
bite attack. The poison causes stun damage of 6D+2.

Move: 7

Size 3metersiong

Garrals

Garrals are guard beasts genetically engineered by
the Empire. Decades ago, Imperial ground command-
ers realized that no matter how well a trooper was
trained, it was still possible for guards to lapse and
allow an enemy to pass into Imperial territory. An
Imperial garrison commander, Luthos Garral, bred a
predatory animal, crossbreedingthe M antessan panthac
and a number of similar domestic and wild beasts.

The result of Garral's experiment was the beast
named in his honor: atwo-meter long, gray-furred kill-
ing beast. Garrals are quadrupeds, with white freckling
along their backs. Their short tails end in small tufts of
whitefur. They are easily trained and are now in com-
mon usage a many Imperia garrisons.

Garrals were bred to be extremely agitated by the
ultrasonic emissions of repulsorlift engines, which
makes them useful for monitoring enemy troop move-
ments. Whenwithin 200 meters of an activerepul sorlift
unit, garrals fly into uncontrollable killing frenzies.

* Garral
Type Genetically engineered guard beast
DEXTERITY 2D

b
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Dodge7D

PERCEPTION 3D

STRENGTH 4D+2

Special Abilities:

Claws: STR+1D damage

Teeth: STR+ID damage

Attack Training: Garrals are bred to be easily trained. They will

obey and protect their masters, usually Imperial soldiers, who use
the beasts on perimeter patrols.

RepulsortiftSensitivity: Anactiverepulsorliftunitwithin200 meters
will provokean attack from agarral. Thecreaturewill not break of f
theattack unlesskilled or ordered to stop the attack by its master.

Move: 16

Sze 2 meterslong

Katarn

The katarn are predatory quadrupeds native to
Kashyyyk, the Wookiee homeworld. Thesefierce crea-
tures have sleek, slender bodies, with thin, rodent-like
tails.

The katarn's paws have prehensile claws, resem-
bling short hands; this allows the creature to climb on
and hang from branches. There are additional spurs
and clawsthat run up the katarn's legsto its mid-limb
joints. These spurs givethekatarn additional purchase
on branches and trees.

The katarn possesses a bony ridge that flares back
from its face, offering protection to the neck and shoul-
ders. Theridge is made of cartilage and is quiterigid,
but offers some flexibility.

The average katarn is exceptionally ferocious, hunt-
ing its prey mercilessly until it finds the opportune
moment to launch its attack. Katarn are often described
as "silent, shadowy and deadly" making an appropriate
mascot for Page's commandoes.

e Katarn
Type Kashyyyk predator
DEXTERITY 3D
Dodge6D+1
PERCEPTION 4D
Search: hunting 7D, sneak 5D
STRENGTH 4D
Special Abilities:
Teeth: STR+ID
Claws: STR+1D
Horns. STR+1
Move 15
Sze 06-08 meterslong

Mantessan Panthac

Panthacs are native predators of the forest world
Mantessa. They are small (a half-meter in length), but
quite strong for their size. They have extremely sharp
fangs and claws and are relentless hunters.

* Mantessan Panthac
Type Small-Game predator
DEXTERITY 3D+2
Dodge6D
PERCEPTION 4D
Search: hunting 6D
STRENGTH 4D
Special Abilities:

Teeth: Do STR+1D damage.
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¢ Vine snakes are doubly dangerous due to their ability to
hide and their poisonous venom.

Claws: Do STR+1D+1 damage
Move: 16
Size: 04-05 meterslong

Preducor

The preducor — anative of the forest moon of Endor
—isatrue monster. It stands on four powerful, clawed
legs, has aterrible head surrounded by a mane of razor-
sharp hair, and a long, spiked tail. The preducor's
protruding maw is filled with fearsome teeth, and its
eyes glow malignantly in the night which isits hunting
grounds. The preducor grows to aheight of four meters
and its body stretches as much as five meters from nose
to tail. Great folds of skin protrude from its back, the
vestiges of wings that no longer work.

The preducor makes its home anywhere in the forest;
it roams, without even making so much as atemporary
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lair. They are normally docile during the day, but as soon
asdarkness comesto Endor, they begin prowlingfor any
large creature that would make a suitable medl.

These predators are not subtle. When they detect
prey, they go after it. Little can throw off the attention
of ahungry preducor onceit has captured the scent of
prey. When it closes with itstarget, it attacks savagely
withitsfront clawsand itsterriblerendingteeth. It uses
itstail as a secondary attack and to keep others away
while it feeds.

* Preducor
Type Predatory quadruped
DEXTERITY 4D
PERCEPTION 3D
Sneak: forest 4D
STRENGTH 6D
Stamina 8D
Special Abilities:
Teeth: 7D damage
Claws; 6D damage
Tail: 5D+1 damage
Move: 8
Sze 4 meterstall, 5 meters long

Vine Snakes

The planet Wayland is home to a huge variety of
aggressive species, making it a dangerous world by
anyone's standards. Vine snakes are among the most
vicious of Wayland's predators. They inhabit the dense
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forest regions of the planet, and cluster in groups of 10
to 100. They nest insidethelargevinesthat are common
to Wayland. When the vines are disturbed by potential
prey, thevine snakes attack as agroup, swarming over
whatever unfortunate creaturetouched thevines. Vine
snake bites inject a neurotoxin into the victim's blood-
stream, and unless treated, the toxin is usually fatal
within an hour.

Vine snakes are almost impossible to spot. Their
coloration matches the common acid roots and dense
vines of Wayland, and they remain totally motionless
until agitated.

* Vine Snakes
Type Camouflaged predator
DEXTERITY 4D
PERCEPTION ID
STRENGTH 1D
Special Abilities:
Venom: Thevinesnake's neurotoxinisextremely deadly, inflicting
paralysis almost immediately. The poison does 3D damage per
round unless an anti-venom is applied by a medpac.
Move 5
Size: 0.6-0.9 meters long

Vornskr

One of Myrkr's indigenous life forms is the violent
vornskr. Thesevicious animalsarelong-legged quadru-
peds with vaguely canine muzzles, sharp teeth, and
lethal whiplike tails. Usually sedate during the day,

= > i
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< While a domesticated vornskr (right) is less aggressive than its wild brethren (left), it can still be fierce.
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vornskrsare excellent nocturnal hunters. At night, they
are predators without egual in the thick forests. How-
ever, thereisno guarantee of safety even in full daylight
as the animal's have been known to hunt while the sun
was high in the sky.

The vornskr's whiplike tail is an effective attack
weapon. It causes painful welts and is coated with a
mild poison which can stun creatures as large as a
human. Once stunned, the animal leaps to finish its
prey with its powerful jaws and piercing teeth.

While Luke Skywalker was on the world, the vornskr
demonstrated an unnatural hatred for the Jedi. Even
the domesticated pets in Karrde's camp reacted vio-
lently toward Skywalker. Those in the wild did their
best to kill him.

Karrde has two vornskrs trained to serve as guard
animalsand pets. By removingtheir tails, hefound that
their normal hunting aggression was significantly re-
duced, and they were easily domesticated and trained.
He hasfound his pet vornskrs, named Sturm and Drang,
to be loyal and affectionate toward people they are
familiar with.

e Domesticated Vornskr (Sturm and Drang)
Type Force-sensitive predator
DEXTERITY 4D
PERCEPTION 2D+2
SneakSD
STRENGTH3D+2
Specia Abilities:
Teeth: STR+2D damage
Force Sense: Vornskrs can detect Force-users. They are consid-
ered to have 3D in this ability. Upon sensing a Force-user, they
becomevery agitated and aggressive: they confuseall Force-users
with theysalamiri. A Force-user within 10 meters can be detected
and tracked by avornskr with a Very Easy roll; 11-25 meters is an

Easy roll; 26-50 meters requires a Moderate roll; and 51-100
meters requires a Difficult roll. Over 100 meters is aHeroic diffi-
culty.

Move 15

Size 0.8 meterstall a the shoulder, upto 1.6 meterslong (includ-
ingtail)

* Wild Vornskr
Type: Force-sensitive predator
DEXTERITY 4D
PERCEPTION 2D+
Sneak 5D
STRENGTH 3D+2
Special Abilities:
Teeth: STR+2D damage
Tail: STR+1D stun damage
Force Sense: Vornskrs can detect Force-users. They are consid-
ered to have 3D in this ability. Upon sensing a Force-user, they
becomevery agitated and aggressive: they confuseall Force-users
with theysalamiri. A Force-user within 10 meters can be detected
and tracked by avornskr with a Very Easy roll; 11-25 metersis an
Easy roll; 26-50 meters requires a Moderate roll; and 51-100

meters requires a Difficult roll. Over 100 meters is aHeroic diffi-

culty.

Move: 15

Size 0.8 meterstall at the shoulder, upto 1.6 meterslong (includ-
ingtail)
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Ysalamiri

Y salamiri havetheunusual abilityto"push back” the
mysterious energy field known as the Force. Appar-
ently, thisbizarreability isadefensemechani smagainst
the ysalamiri's natural enemy, the vornskr. Vornskrs,
four-legged predators that hunt the ysalamiri through
the Force itself, are the only other known non-sapient
species that are so attuned to this mystical energy field.

Y salamiri aresmall, lizard-likecreatures, growingno
more than 50 centimeters in length. Y salamiri arees-
sentially legged serpents with athin coat of hair and
they liveinasymbioticrelationshipwiththetreesofthe
planet Myrkr.

Single ysalamiri create "bubbles" of Force-empty
space up to 10 meters in radius, though two or more
ysalamiri incloseproximity createmuchlarger bubbl es.

Grand Admiral Thrawn had Imperial engineers de-
vise aframe of pipes to support and nourish the tiny
creatures once they were safely removed from their
branches. He had this frame constructed so that it
could beworn by himself or others to provide amobile
defenseagainst those capabl eof manipul atingtheForce.

e Ysalamiri
Type Sessilelizard
DEXTERITY OD+2
PERCEPTION 1D+1
STRENGTH OD+2
Specid Abilities:
Force Repulsion: Ysalamiri can create "bubbles” in which the
Force cannot be manipulated. A single ysalamiri can form a
defensive bubble up to 10 meters in radius. Within the bubble.
characters cannot use Force skills, Force Points or Character
Points. Force attacksdirected at ysalamiri fade away asthey enter
the creature's "Force bubble.”
Move: 0
Size Upto 50 centimeters long
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Chapter Eight

Creatures

From the datapadjournal of Voren Na'al, Director of
New Republic Council Research. Thiswas recordedshortly
after the destruction of Mount Tantiss.

Countless creatures inhabit the planets of the gd-
axy. Sometimesbenign, sometimes hostile, thesecrea-
tures are often uniquely interesting ... or uniquely
dangerous.

The New Republic Scout Service has provided the
following list of creaturesthat have played arolein the
events of the past months to help illustrate the ob-
stacles that the Heroes of Yavin had to overcome, as
well as show the wonders they experienced in their
travels.

Clawbirds

The clawbirds of Wayland, caled stana by the
Myneyrshi natives, are small but dangerous vicious
avian creatures. They seldom grow over 10 centimeters
long, withwingspansof upto 15centimeters. Eachwing
is tipped with sharp, needle-like spines that inject a
slow-acting poison into atarget. Despite their diminu-
tive nature, they are more than a match for larger
predators, especially when they hunt inflocks. Flocks
rangeinsizefromfiveorsixbirdstoover 100clawbirds,
and they seem to be able to hunt amost as a coordi-
nated unit.

Clawbirds attack in swarms. They use a series of
"waveattacks' to bringdowntheir prey, whiletheother

* A pair of clawbirds in their natural habitat.
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« A pack of garrals is an effective deterrent against speeder-borne approaches

clawbirds protect the attackers from any hidden preda-
tors. Clawbirds simply poison their prey and then
circle, sometimes for over an hour, waiting for the
target to die from the poison. As soon as the prey
falters, however, a feeding frenzy begins, as the
clawbirds begin fighting their way to the body, often
killing others of their own kind in the process.

Clawbirdsareusedinvariousritualsand customsof
the natives of Wayland. The humans, Myneyrshi and
Psadans stuff and bleach a clawbird as a symbol of
truce; adead predator illustratesthetemporary silenc-
ing of hostility between competing species.

e Clawbird
Type Avian Predator
DEXTERITY 1D
Dodge 4D+2, flight 4D
PERCEPTION 1D
STRENGTH ID
Spedia Abilities:
Poison Spines: Clawbird poisonous spines do STR+1 damage and
inject a slow-acting poison into atarget. Consider the poison to
have a paralysis intensity of 3D (the victim must roll Srength or
staminatoresist the poison). Theintensity of the poisonincreases
by +1D for each hour, up to amaximum of 6D; the poison can be
counteracted by medicinesfound in any medpac. Whenrolling for
the poison, if the poison beats the character's roll by 0-3 points,
the character is stunned (as per page 62 of Sar Wars, Second
Edition). If the poison beats the character by 4-9 points, the
character isparalyzed and isincapabl e of voluntary movement. | f
theroll beatsthe character'sresistance roll by 10 or more points,
thecharacter becomesmortally wounded, and if theroll beatsthe
character by 15 or more points, the character dies.
Move: 15 (flying)
Sze 10 centimeterslong, 15-centimeter wingspan
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Cracian Thumpers

Cracian Thumpershavelongbeen used asworkbeasts
by the natives of their world of origin. When the Cracians
decided to market them to the galaxy, Thumpers be-
came indispensable for use as both riding and pack
animals. Theoriginal Jomark colonistsbrought af ew of
these animals with them, and now the main continent
and a few of the larger islands have herds of wild
Thumpers living in the wilderness, in addition to the
stocks of domestic Thumpers the colonists usefor a
variety of tasks.

The Thumper got its name from the sound it should
make when it runs. However, the remarkably agile
creatures have such alight touch that they hardly make
any sound at all. They are extremely loyal and obedient
animals. They can be taught to follow verbal or touch
commands, and can even distinguish between friends
and enemiesif their masters train them. Some can be
taught to attack on command.

Sharp foreclaws and a whipping tail provide these
creatures with remarkabl e offensive capabilities. These
animals are not aggressive, but will attack if threatened
or trained for combat. They fight with sharp foreclaws
and by striking with their tail, using it like a whip,
Because Thumpers are herbivores, they havehard, flat
teeth which are not useful as biting weapons.

e Cracian Thumper
Type Pack beast
DEXTERITY3D
PERCEPTION 3D+2
Sneak 4D+2
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STRENGTH 3D

Ornerlness ID

Special Abilities:

Claws. 3D+1 damage

Tail: 4D+2 damage

Slentmovement: Thumperscanmoveverysilently,adding1D+2

to sneak attempts if they make only two moves or less per round.
They can carry upto 100kilosof cargo, or arider and upto 50 kil os.
Move 12

Size Adults stand 1 to 1.8 meters at the shoulder

Divto

The divto is a fearsome three-headed snake, indig-
enous to Endor. the Divto grows to a length of three
meters and each head can strikethe sametarget, deliv-
ering a numbing poison which renders prey helpless.
Once the poison takes effect, the divto drags its prey
into the deep woods where it can consume it at its
leisure.

These predatorslieinwait inthetall grass, springing
at the last minute when prey passes by. They seek to
strike three times in quick succession with their three
heads, trying to deliver poison to their intended prey.

¢ Divto
Type Predatory serpent
DEXTERITY 3D+2
PERCEPTION3D+2
Sneak 5D+2, sneak: forest 6D+2
STRENGTH 4D
Brawling 5D, stamina5D
Special Abilities:
Teeth; 5D damage
Multiple Attacks: The divto can make three attacks per round (one

* Wookiees encountering a katarn in the forest canopy know to give it a wide berth.
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per head) without suffering any multi-action pendties. Additional
attacks incur normal penalties.

Poison: Once every round (up to three consecutive rounds), the
divto can deliver a powerful poison to its prey with a successful
bite attack. The poison causes stun damage of 6D+2.

Move: 7

Size 3metersiong

Garrals

Garrals are guard beasts genetically engineered by
the Empire. Decades ago, Imperial ground command-
ers realized that no matter how well a trooper was
trained, it was still possible for guards to lapse and
allow an enemy to pass into Imperial territory. An
Imperial garrison commander, Luthos Garral, bred a
predatory animal, crossbreedingthe M antessan panthac
and a number of similar domestic and wild beasts.

The result of Garral's experiment was the beast
named in his honor: atwo-meter long, gray-furred kill-
ing beast. Garrals are quadrupeds, with white freckling
along their backs. Their short tails end in small tufts of
whitefur. They are easily trained and are now in com-
mon usage a many Imperia garrisons.

Garrals were bred to be extremely agitated by the
ultrasonic emissions of repulsorlift engines, which
makes them useful for monitoring enemy troop move-
ments. Whenwithin 200 meters of an activerepul sorlift
unit, garrals fly into uncontrollable killing frenzies.

* Garral
Type Genetically engineered guard beast
DEXTERITY 2D

b
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Dodge7D

PERCEPTION 3D

STRENGTH 4D+2

Special Abilities:

Claws: STR+1D damage

Teeth: STR+ID damage

Attack Training: Garrals are bred to be easily trained. They will

obey and protect their masters, usually Imperial soldiers, who use
the beasts on perimeter patrols.

RepulsortiftSensitivity: Anactiverepulsorliftunitwithin200 meters
will provokean attack from agarral. Thecreaturewill not break of f
theattack unlesskilled or ordered to stop the attack by its master.

Move: 16

Sze 2 meterslong

Katarn

The katarn are predatory quadrupeds native to
Kashyyyk, the Wookiee homeworld. Thesefierce crea-
tures have sleek, slender bodies, with thin, rodent-like
tails.

The katarn's paws have prehensile claws, resem-
bling short hands; this allows the creature to climb on
and hang from branches. There are additional spurs
and clawsthat run up the katarn's legsto its mid-limb
joints. These spurs givethekatarn additional purchase
on branches and trees.

The katarn possesses a bony ridge that flares back
from its face, offering protection to the neck and shoul-
ders. Theridge is made of cartilage and is quiterigid,
but offers some flexibility.

The average katarn is exceptionally ferocious, hunt-
ing its prey mercilessly until it finds the opportune
moment to launch its attack. Katarn are often described
as "silent, shadowy and deadly" making an appropriate
mascot for Page's commandoes.

e Katarn
Type Kashyyyk predator
DEXTERITY 3D
Dodge6D+1
PERCEPTION 4D
Search: hunting 7D, sneak 5D
STRENGTH 4D
Special Abilities:
Teeth: STR+ID
Claws: STR+1D
Horns. STR+1
Move 15
Sze 06-08 meterslong

Mantessan Panthac

Panthacs are native predators of the forest world
Mantessa. They are small (a half-meter in length), but
quite strong for their size. They have extremely sharp
fangs and claws and are relentless hunters.

* Mantessan Panthac
Type Small-Game predator
DEXTERITY 3D+2
Dodge6D
PERCEPTION 4D
Search: hunting 6D
STRENGTH 4D
Special Abilities:

Teeth: Do STR+1D damage.
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¢ Vine snakes are doubly dangerous due to their ability to
hide and their poisonous venom.

Claws: Do STR+1D+1 damage
Move: 16
Size: 04-05 meterslong

Preducor

The preducor — anative of the forest moon of Endor
—isatrue monster. It stands on four powerful, clawed
legs, has aterrible head surrounded by a mane of razor-
sharp hair, and a long, spiked tail. The preducor's
protruding maw is filled with fearsome teeth, and its
eyes glow malignantly in the night which isits hunting
grounds. The preducor grows to aheight of four meters
and its body stretches as much as five meters from nose
to tail. Great folds of skin protrude from its back, the
vestiges of wings that no longer work.

The preducor makes its home anywhere in the forest;
it roams, without even making so much as atemporary
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lair. They are normally docile during the day, but as soon
asdarkness comesto Endor, they begin prowlingfor any
large creature that would make a suitable medl.

These predators are not subtle. When they detect
prey, they go after it. Little can throw off the attention
of ahungry preducor onceit has captured the scent of
prey. When it closes with itstarget, it attacks savagely
withitsfront clawsand itsterriblerendingteeth. It uses
itstail as a secondary attack and to keep others away
while it feeds.

* Preducor
Type Predatory quadruped
DEXTERITY 4D
PERCEPTION 3D
Sneak: forest 4D
STRENGTH 6D
Stamina 8D
Special Abilities:
Teeth: 7D damage
Claws; 6D damage
Tail: 5D+1 damage
Move: 8
Sze 4 meterstall, 5 meters long

Vine Snakes

The planet Wayland is home to a huge variety of
aggressive species, making it a dangerous world by
anyone's standards. Vine snakes are among the most
vicious of Wayland's predators. They inhabit the dense

Chapter Eight: Creatures

forest regions of the planet, and cluster in groups of 10
to 100. They nest insidethelargevinesthat are common
to Wayland. When the vines are disturbed by potential
prey, thevine snakes attack as agroup, swarming over
whatever unfortunate creaturetouched thevines. Vine
snake bites inject a neurotoxin into the victim's blood-
stream, and unless treated, the toxin is usually fatal
within an hour.

Vine snakes are almost impossible to spot. Their
coloration matches the common acid roots and dense
vines of Wayland, and they remain totally motionless
until agitated.

* Vine Snakes
Type Camouflaged predator
DEXTERITY 4D
PERCEPTION ID
STRENGTH 1D
Special Abilities:
Venom: Thevinesnake's neurotoxinisextremely deadly, inflicting
paralysis almost immediately. The poison does 3D damage per
round unless an anti-venom is applied by a medpac.
Move 5
Size: 0.6-0.9 meters long

Vornskr

One of Myrkr's indigenous life forms is the violent
vornskr. Thesevicious animalsarelong-legged quadru-
peds with vaguely canine muzzles, sharp teeth, and
lethal whiplike tails. Usually sedate during the day,

= > i
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< While a domesticated vornskr (right) is less aggressive than its wild brethren (left), it can still be fierce.
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vornskrsare excellent nocturnal hunters. At night, they
are predators without egual in the thick forests. How-
ever, thereisno guarantee of safety even in full daylight
as the animal's have been known to hunt while the sun
was high in the sky.

The vornskr's whiplike tail is an effective attack
weapon. It causes painful welts and is coated with a
mild poison which can stun creatures as large as a
human. Once stunned, the animal leaps to finish its
prey with its powerful jaws and piercing teeth.

While Luke Skywalker was on the world, the vornskr
demonstrated an unnatural hatred for the Jedi. Even
the domesticated pets in Karrde's camp reacted vio-
lently toward Skywalker. Those in the wild did their
best to kill him.

Karrde has two vornskrs trained to serve as guard
animalsand pets. By removingtheir tails, hefound that
their normal hunting aggression was significantly re-
duced, and they were easily domesticated and trained.
He hasfound his pet vornskrs, named Sturm and Drang,
to be loyal and affectionate toward people they are
familiar with.

e Domesticated Vornskr (Sturm and Drang)
Type Force-sensitive predator
DEXTERITY 4D
PERCEPTION 2D+2
SneakSD
STRENGTH3D+2
Specia Abilities:
Teeth: STR+2D damage
Force Sense: Vornskrs can detect Force-users. They are consid-
ered to have 3D in this ability. Upon sensing a Force-user, they
becomevery agitated and aggressive: they confuseall Force-users
with theysalamiri. A Force-user within 10 meters can be detected
and tracked by avornskr with a Very Easy roll; 11-25 meters is an

Easy roll; 26-50 meters requires a Moderate roll; and 51-100
meters requires a Difficult roll. Over 100 meters is aHeroic diffi-
culty.

Move 15

Size 0.8 meterstall a the shoulder, upto 1.6 meterslong (includ-
ingtail)

* Wild Vornskr
Type: Force-sensitive predator
DEXTERITY 4D
PERCEPTION 2D+
Sneak 5D
STRENGTH 3D+2
Special Abilities:
Teeth: STR+2D damage
Tail: STR+1D stun damage
Force Sense: Vornskrs can detect Force-users. They are consid-
ered to have 3D in this ability. Upon sensing a Force-user, they
becomevery agitated and aggressive: they confuseall Force-users
with theysalamiri. A Force-user within 10 meters can be detected
and tracked by avornskr with a Very Easy roll; 11-25 metersis an
Easy roll; 26-50 meters requires a Moderate roll; and 51-100

meters requires a Difficult roll. Over 100 meters is aHeroic diffi-

culty.

Move: 15

Size 0.8 meterstall at the shoulder, upto 1.6 meterslong (includ-
ingtail)
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Ysalamiri

Y salamiri havetheunusual abilityto"push back” the
mysterious energy field known as the Force. Appar-
ently, thisbizarreability isadefensemechani smagainst
the ysalamiri's natural enemy, the vornskr. Vornskrs,
four-legged predators that hunt the ysalamiri through
the Force itself, are the only other known non-sapient
species that are so attuned to this mystical energy field.

Y salamiri aresmall, lizard-likecreatures, growingno
more than 50 centimeters in length. Y salamiri arees-
sentially legged serpents with athin coat of hair and
they liveinasymbioticrelationshipwiththetreesofthe
planet Myrkr.

Single ysalamiri create "bubbles" of Force-empty
space up to 10 meters in radius, though two or more
ysalamiri incloseproximity createmuchlarger bubbl es.

Grand Admiral Thrawn had Imperial engineers de-
vise aframe of pipes to support and nourish the tiny
creatures once they were safely removed from their
branches. He had this frame constructed so that it
could beworn by himself or others to provide amobile
defenseagainst those capabl eof manipul atingtheForce.

e Ysalamiri
Type Sessilelizard
DEXTERITY OD+2
PERCEPTION 1D+1
STRENGTH OD+2
Specid Abilities:
Force Repulsion: Ysalamiri can create "bubbles” in which the
Force cannot be manipulated. A single ysalamiri can form a
defensive bubble up to 10 meters in radius. Within the bubble.
characters cannot use Force skills, Force Points or Character
Points. Force attacksdirected at ysalamiri fade away asthey enter
the creature's "Force bubble.”
Move: 0
Size Upto 50 centimeters long
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Chapter Nine
The Noghri

From the datapadjournal of Voren Na'al, Director of
New Republic Council Research (retired). This was re-
corded shortly after the destruction of Mount Tantiss.

Killers For The Empire

The mysterious aliens known as the Noghri have
only recently made their presence known to the New
Republic, although it appears that Princess Leia and
Luke Skywalker have been painfully aware of them for
sometime.

TheNoghri arehairless, grey-skinned bipeds, heavily
muscled and possessing unbelievablereflexesand agil-
ity. They have been in service to the Empire as assas-
snsfor several years. Apparently, the Empire, repre-
sented by Lord Darth Vader, convinced the Noghri
|eadershipthat onlytheEmperor'sforcescouldrestore
their homeworld of Honoghr to life; the planet had
become contaminated by poisonous debris from a
crashed starship. The Noghri, who possess a rigid
honor code — much like that of the Wookiees of
Kashyyyk — felt obligated to serve the Empireto repay
their debt.

The Emperor decided that an unknown race of un-
stoppable hunters and assassins, fanatically devoted
to him and willing to undertake any mission at his
merest whim, would beafabul ousasset. The Emperor
had dl traces of Honoghr removed from Imperia records
and charts, and implemented a plan that would effec-
tively subjugate the Noghri. Of the rival politicians,
dissdents and other bothersome individuals that the
Emperorfaced, itiscertainthat agood number of them
met anunpl easant end at thehands of Noghri assassins.

Imperial Deception Revealed

TheEmpirehadusedtheunfortunateenvironmental
situation on Honoghr to its own advantage, binding the
Noghri into adebt of honor in order to make full use of
their natural fighting skills. Princess Lea learned that
the disaster that ravaged the planet took place 48
Noghri years ago, which the maitrakh of clan Kihm'bar
told her wasthesameas 44 Imperia years. Thedisaster
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did not take place during the Rebellion, as she (and the
Noghri) had assumed, but during an earlier conflict,
perhaps even during the Clone Wars.

Inthefinal stages of Thrawn's campaign, the treach-
erous nature of the Empire's scheme was laid bare:
Princess Leia Organa Solo proved to the assembled
clans of the Noghri that the Empire had been dowly
poisoning the soil of Honoghr for years. The Emperor,
inacareful subterfuge that convinced the Noghri that
their world was being helped, condemned the Noghri to
an eternity of indentured servitudeto the Empire. Once
the Empire'sduplicity wasrevealed, theNoghri calmly
and coldly bided their time to strike back at their
OppPressors.

Sincethe Empireand Grand Admiral Thrawn could
no longer betrusted, the Noghri redlized that they had
to act. The construction of their Hidden Valley, the so-
called "Future of Honoghr" is impressive as an act of
engineering. That the Noghri carried it off without
tipping their hand to Grand Admiral Thrawn makes
their effort almost miracul ous.

The Noghri Hidden Valley was constructed near a
river, hidden in the shadows of a huge series of cliff
walls. Sandwiched betweenthecliffs,theHiddenValley
is only visible to outside observation from (more or
less) directly above. Using the nearby river, the Noghri
have created an agricultural oasis on an otherwise
nearly-dead planet.

After the "unofficial" release of Mara Jade by Han
Solo, LukeSkywalker, L andoCalrissianandChewbacca,
from New Republic custody, the Noghri assisted in the
destruction of Mount Tantiss; apparently, the Noghri
subdued al natural predators and the planet Wayland's
less-than-friendly natives, allowing the strike team to
infiltrateM ount Tantiss. TheNoghri eventook anactive
part inthebattle, protecting the exit tunnel and report-
edly neutralized alarge number of Imperial troops in
theprocess.

It was a Noghri warrior, Rukh, who killed Grand
Admira Thrawn. Rukh served as Thrawn's personal
bodyguard and assassin. Upon finding out that his
people had been betrayed and fooled, anger and rage
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filled his heart. He knew that, as Thrawn'strusted aide,
he would have to be the one to exact revenge for his
people. Rukh is now revered by the Noghri as a great
hero.

Honoghr

Seven planets orbit the Honoghr sun, fromtiny Logru
with its oceans of boiling lava, to distant Kuthul, the
frozen giant. Of these seven worlds, it was the fourth
planet that was blessed with life. Honoghr was the
paradisein thisturbulent system, thoughitshold onlife
was tenuous at best. It was not aworld of abundance,
like Alderaan, but it was the best this system had to
offer. That changed drastically after the violence of the
galaxy intruded on the world. Very little of the planet
Honoghr remains fit for habitation. That they have
avoided extinction illustrates the determination of the
Noghri people. Honoghr, while never abountiful planet,
isnow littlemorethan abrown, dust-caked wasteland.

The small section of arable lands that remain, the
Clean Land, is where the Noghri have been forced to
settle. Times are lean, and thetraditionally antagonistic
clans have been forced to abide by atruce to survive.
The city of Nystao and a number of small villages are
nestled in the Clean Land.

NowthattheNoghri areaware of theEmpire'streach-
ery, the cleanup effort of Honoghr has begun in earnest
(with assistance from the New Republic). Judging by
their successinthe Hidden Valley, thereisaglimmer of
hope for the near-dead world, though the road to
Honoghr's salvation will be long, indeed.

« Honoghr
Type: Terrestrial (toxic)
Temperature Temperate
Atmosphere: Type 1 (breathable)
Hydrosphere Dry
Gravity: Standard
Terrain: Toxic plains, some Clean Land
Length of Day: 23 standard hours
Length of Year: 352 local days
Sapient Species. Noghri (N)
Sarports Imperial Class
Population: 10 million
Planet Function: Homeworld
Government: Clan (Formerly Imperia allied, now neutral)
Tech Leve: Stone, with space components
Major Exports None
Major Imports: Food, water, medicine, high tech, mid tech

Nystao

In the city of Nystao sits the Common Room of
Honoghr, intheGrand Dukha. Within reststhe gleaming
High Seat, from which the Grand Admiral holds his
convocates of dynasts. Each dynast cornes to present
himself before the Grand Admiral, affirming his loyalty
to Thrawn and Empire. Thereisaso an Imperial space-
port in the city, primitive by Core standards but a
paradise compared to the rest of the backwater world.

The spaceport is maintained by Noghri who have
been specially trained by the Empire. They can service
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and repair transports and small starships, though they

have little understanding of the skills they have been
provided with. The spaceport maintainsacontrol tower
and sensor station for monitoring near-space traffic
and remains the most technologically-advanced area
on the planet.

As the capital of the Clean Land and the seat of
Imperial power, Nystao housesthe supply warehouses.
The Empire periodically fills these warehouses with
food and water, and the dynast of Nystao distributes
thesuppliestotheouter clanvillages asneeded. Though
al dynasts are considered equal, the dynast of Nystao
remains slightly superior than the rest because of his
more prominent contact with Thrawn and the Empire.

Nystao is larger than the other clan villages, with
more Noghri livingwithin its confines. It addition to the
Grand Dukha, there are al of the other features of
smaller villages on a larger scale. Huge bakehouses
prepare food for the families. Large areas are st aside
for the training of the young and for the daily practices
which the Noghri warriors engage in. Family huts are
everywhere, using the limited space of the Clean Land
to best advantage.

The city isn't opento visitation from outsiders— the
Empire intentionally kept the ravaged world isolated,
and there are no modern trading center or luxury
accommodationsfor visitors.

The Hidden Valley

The Noghri refer to the Hidden Valley simply as "the
future." They may, infact, becorrect. TheValley isboth
abold statement and amarvel of agricultural engineer-
ing, especially considering the limited technological
items the Noghri have been able to acquire.

The Valley's first outsider visitor was Jedi Luke
Skywalker. Hewas experiencing mechanical problems
with his X-wing after a tangle with Imperial warships
and ventured to Honoghr in a desperate bid to gain
assistance and repairs. Since the Valley is an ideal
hiding place, it was decided that Luke should remain
there briefly. Skywalker was quick to admit that hewas
overwhelmed by the Valley. "Coming from a desert
world like Tatooine, vegetation as rich as thisisjust not
something I'm used to... Dagobah and Endor had much
richer vegetation, but the fact that the Noghri could
make such animpressivebeginninginsoshortatime...
well, it isavery positive sign. | only hope that thereis
some way to repair the damage done to Honoghr. At
this point, | think it will be years before the planet is
even close to being healed."

The Valley is sandwiched between two cliffs — d-
most akilometer in height each — and because of the
height of the cliffs (and their tendency to jam dl but the
most determined of sensor probes), the Valley is effec-
tively invisible except from directly overhead.

The Valley is situated near a large river that the
Noghri have managed to harness to provide irrigation
for the crops they are harvesting. Four different types
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Dukha

of grains (imported from other worlds) and anumber of
leafy, edible plants are being steadily cultivated to help
supplement the food supplies of the struggling Noghri
villages.

Ovkhevam is the Noghri chiefly responsible for the
existence of the Valley. He recognized the camouflage
potential of the cliffs, and with the help of several of the
clan dynasts, was able to construct thefarming areain
less than a month. Ovkhevam believes that someday
the soil of Honoghr can be cleansed and restored to its
former purity. This remains to be seen.

* Noghri
AttributeDice 16D
DEXTERITY 2D+1/5D+2
KNOWLEDGE 1D+1/3D+2
MECHANICAL 1D/3D+2
PERCEPTION 2D+2/4D+2
STRENGTH 2D+2/5D+2
TECHNICAL 1D/3D+2
Special Skills
Strength skills:
Brawling: martial arts. Time to use: one round. This specialized
form of brawling combat employs techniques that the Noghri are
taught at an early age. Because of the deceptively fast nature of
this combat, Noghri receive +2D to their skill when engaged in
brawling with someone who doesn't have brawling: martial arts,
Also, when fighting someone without this skill, they also receive
a+1D+2 bonus to the damage they do in combat.
Special Abilities:
Claws: Noghri have powerful claws (add +1D todamageinbrawling
combat) and sharpteeth (add +2D todamagein brawlingcombat).
Sealth: Noghri have such anatural ability to be stealthy that they
receive a+2D when using their hide or sneak skills.
Enhanced Senses: Because the Noghri have a combination of
highly-specialized senses, they receive a +2D when using their
search skill.
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Ignorance: Noghri are almost completely ignorant of galactic
affairs. Noghri may not place any beginning skill dice in any
Knowledge skills except for intimidation, survival or willpower.
Sory Factors

Enslavement: Noghri are indebted to Lord Darth Vader and the
Empire; all Noghri areobligated to serve the Empire as assassins.
Any Noghri who refuse to share in their role are executed. After
discovering Luke, Leia and the Solo children are decendants of
Vader, the Noghri have extended total loyalty to them aswall.
Srict Culture: The Noghri have avery strict tribal culture. Noghri
who don't heed the commands of their dynasts (tribal |eaders) are
severely punished or executed.

Move 11/18

Size 1.3 meterstall

The Dukhas

Noghri cultureisclan-oriented, madeup of close-knit
family groupsthat engage in many customsand rituals.
It has all of the social customs of primitive pre-space-
flight cultures, though the Empire has provided space-
ships and high-tech machinery to Noghri.

Every clan has adynast, or clan leader, and avillage
it callshome. Each clanvillage hasadukhaat its center,
and all villageliferevolves around it. A dukhaisalarge
cylindrical building with a flat cone-shaped roof. The
circular wall is composed of massive vertical wooden
pillarsalternating with alighter wood. Just beneaththe
eaves, a metal band circles the entire building. The
pillars of the elaborate structure are made of whole
sections of treetrunk which have been stripped of bark
and smoothed to a black marble finish. The lighter
wood is covered with intricate carvings, asistherein-
forcing metal band, showing both function and art.

Each dukhais 20 meters across and four meters high,
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plus an additional four meters for the conical roof. The
interior is asingle open room with athrone-like chair
two-thirds of the way toward the back — the clan High
Seat. There are no internal support pillars. Instead,
great chains are strung from the top of each wall pillar
to the edge of a large concave dish hanging over the
center of the room. The weight of the dish keeps the
pillars upright and as stable as any other support
structure could. Hidden lights in the dish's rim glow
upward, providing soft, diffused illumination.

Rukh

Rukh, clan Baikh'vair, was one of Grand Admiral
Thrawn's earliest recruits when he discovered the
homeworld of the Emperor's dreaded Death Comman-
dos. Rukh, unintimidated by the high technology that
was demonstrated by the Empire, impressed the Grand
Admiral. Thrawn made the young Noghri his persona
bodyguard.

Rukh speaksin adeep, gravely, catlikevoice, but his
features do not suggest afeline ancestry. Like the rest
of his species, Rukh haslarge dark eyes and a protrud-
ingjaw filled with glistening needleteeth. He has long
arms with steel-wire muscles beneath his dark gray
skin. He hides aslender assassin'sknifeinthe deeve of
his tunic, and keeps a blaster holstered on his belt.

Atfirst, Rukh believed his serviceto Thrawn brought
honor to the clan Baikh'vair and to himself. Personally
serving the lord of the Noghri Overclan is an incredibly
prestigious honor for a clan warrior. When Rukh was
informed of the Empire's treachery, he volunteered to
"monitor" Grand Admira Thrawn to insure that, until
theNoghri peoplewereready toact, thelmperial |eader
didnot becomeoverly suspiciousof hisalien ns.
Rukh also vowed to kill the Grand Admiral, at the cost
of his own life if need be.

Rukh was in aunique position: he could monitor the
sameinformation that Thrawn received. Rukh believed
that Thrawn's death should only come after the Grand
Admiral learnedthat the Noghri had betrayed him: then
and only then would Thrawn know Rukh's assassin's
knife. Thisrational eistypical of the Noghri: what better
timeto day Thrawn, amaster of deception, than when
herealized that he was being deceived himself?

Rukh is now something of a legend among his fellow
Noghri. To day ahated enemy, especialy an enemy of
theentireNoghri people, in hisown strongholdisan act
of incredible bravery and skill to the Noghri. As a
species of fierce hunters, this is the greatest possible
hunt. It was a hunt worth dying for.

* Rukh (as of the assassination of Thrawn)
Type: Noghri Death Commando
DEXTERITY 4D
Blaster 6D, brawling parry 9D, dodge 9D, meleecombat 7D, melee
combat: knife8D+1, meleeparry 7D, running 6D, thrown weapons
8D
KNOWLEDGE 2D+1
Bureaucracy 4D+1, intimidation 6D, languages 4D+1, planetary
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systems4D+1, streetwise6D+1, survival 7D, value3D+2
MECHANICAL 2D

Repulsorlift operation 6D, spacetransports 6D

PERCEPTION 4D

Bargain5D, command 6D, con 7D, hide9D, search 7D+1, sneak 9D
STRENGTH 3D+2

Brawling 8D+2, brawling: Noghri martial arts* 9D, climbing/jump-
ing 7D+2, lifting 5D+2, stamina 8D+2

TECHNICAL 2D

Security 5D

* Recelve+2D whenused against someonewithoutthisspecializa-
tion, doesSTR+1D+2 damage.

Special Abilities:

Clau;s:STR+ID

Teeth: STR+2D

Sealth: +2D when using hide or sneak

Enhanced Senses: +2D when using search

ForcePoints: 1

Character Points: 16

Move: 14

Equipment: Knife (STR+1D), comlink
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Setting Things Right

Rukh moved quietly through the nearly deserted
hangar deck of the Chimaera. The deck was de-
serted because Grand Admiral Thrawn madeapoint
of limiting contact between Noghri teams and Impe-
rial troops. Thrawn did not wish to see valuable
troops slaughtered by Noghri warriors because of
an ill-timed comment or action.

Attitudes and policies of division like this occa
sionally bothered Rukh, But it is not my place to
question, he thought to himself. It is only my duty to
obey. Moving to the newly docked shuttle, he en-
tered, preparing to debrief the Noghri commando
team aboard.

The Noghri sat in near darkness. Rukh immedi-
ately sensed that something was amiss. Rukh knew
that his fellow Noghri were disturbed and ... en-
raged.

"Rukh, clan Baikh'vair, we greet you," growled
theteam leader, inthe gravelly tongue of the Noghri
people.

"Akh'laht, clan Kihm'bar, | greet you," he re-
sponded, with theformal Noghri half-bow and palm-
upkst?l ute that denoted respect. "Report,” ordered
Rukh.

Akh'laht paused, glancing at his comrades. "My
lord, we bring news from Honoghr," hissed the
Noghri. "The Grand Admiral deceives us."

Rukh was taken completely by surprise. To hear
aNoghri Honor Guard actually defamethe name and
honor of the lord of the Noghri Overclan was un-
thinkable, acrime punishable by immediate death.
Rukh's pulse raced and he felt his own ragewelling
up inside him. Never before had Rukh heard such
disrespect. Yet Akh'laht is no fool, thought Rukh.

Theremustbesomereason for this. "Explainyourself,
and quickly," rumbled Rukh, "for your life depends
on your answer."

Akh'laht quietly related thestory of theMal'ary'ush
— the Lady Vader — and her visit to Honoghr. He
told of her bravery in facing the might of the com-
bined clans and her proof of the Empire's deception
and enslavement of theNoghri people. Rukh's senses
were overwhelmed and his rage was now vented
toward the Grand Admiral. He deceived us, he
thought. He considers us foals ...

"Our debt to the Empire has been paid," said
Akh'laht, "but we must be careful."

"I will remain here,” Rukh said after a long mo-
ment of thought. "Here, | can monitor the Grand
Admiral. | will watch and wait. When he learns that
the Noghri no longer serve him, | shall slay him."

The other Noghri gave Rukh adifferent variation
of the palm-up salute: the Noghri way of saying,
"Farewell, honorable warrior who shall die for the
Noghri. " Rukh was volunteering for a suicide mis-
sion; amission of vengeance against the Empirethat
had oppressed them for longer than he had lived.

"Rukh, clan Baikh'vair, we salute your sacrifice.
Diewith honor," growled Akh'laht.

"Go with luck, Akh'laht, clan Kihm'bar," Rukh
answered, walking away.

Rukh paused for amoment, and turned back to
the assembled commando team. "Tell the dynasts
that things will be set right,” he said, fingering the
slender hilt of hisassassin'sknife. "The Grand Admi-
ral has a great deal to answer for. A great dedl,
indeed.”
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Khabarakh

Khabarakh was a Noghri assigned to the commando
team charged with the abduction of Princess Leia. Upon
realizing that Leia was the Mal'ary'ush — the "Lady
Vader" — and not to be harmed, he faced a moral
dilemma: be loyal to his people and protect the
Mal'ary'ush, or obey his duty to the Empire by abduct-
ing the Mal'ary'ush.

Khabarakh decided to protect Leia He placed the
clans in jeopardy by bringing Leia to Honoghr.
Khabarakh aso showed incredible bravery and forti-
tude: Thrawn, believing that Khabarakh was atraitor,
forced the clans to publicly chastise and punish the
young Noghri. However, this gave Leiatimeto address
the collected Noghri people and prove the Empire's
treachery.

Leia also helped engineer the release of Khabarakh
before fleeing the planet. After "escaping,” Khabarakh
relocated totheHidden Valley, where he now serves as
caretaker of the "Future of the Noghri." Hisseclusionin
the Valley is typical of Noghri tactics: efficient and
subtle. What better place to hide afugitive than under
hispursuer'snose?

Khabarakh isyoungfor aNoghri commando, though
heis able: he has withstood repeated attacks from the
mighty Chewbacca, and even earned the massive
Woaokiee's respect.

Like many Noghri, Khabarakh yearns to erase the
scarsthe ravages of war haveleft behind. Khabarakh is
also areadlist: he knows that the damage to Honoghr is
soseverethat itisunlikely that it can berepaired in his
lifetime — if it can be repaired at all.
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« Khabarakh [as of his mission to Kashyyyk]
Type: Noghri Death Commando
DEXTERITY 4D
Blaster 5D, brawlingparry 5D, dodge6D, meleeparry 5D, meleeSD
KNOWLEDGE 2D+1
Languages 3D+1, streetwise 4D+1, survival 5D+1
MECHANICAL 2D
Repulsorlift operation 3D, spacetransports4D
PERCEPTION 4D
Bargain 4D+2, command 5D, con 6D, hide/sneak 7D, search 6D
STRENGTH 3D+2
Brawling 6D+2, brawling: Noghri martial arts 6D+2*, climbing/
jumping 5D+2, lifting 4D+2, stamina 6D+2
TECHNICAL 2D
Security 4D
* Recelve+2D when usedagai nstsomeonewithoutthisspeciadiza-
tion, doesSTR+1D+2 damage.
Specid Abilities:
Claws: STR+ID
Teeth: STR+2D
Sealth: +2D when using hide or sneak
Enhanced Senses; +2D when using search
Character Points: 6
Move 13
Equipment: Heavy blaster pistol (5D), knife (STR+1D), comlink

e (as of the Luke's visit to Honoghr)
Intimidation 5D+2
ForcePoints 1
Character Points. 8

Cakhmaim
Cakhmaim is the premier warrior of the Noghri clan
Eikh'mir. He is the leader of the honor guard of the
Mal'ary'ush and charged with the protection of Princess
Leia
Cakhmaim was part of the "delegation” of Noghri
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that quietly entered the Imperial palaceto protect Leia
from threats to her and her children. Cakhmaim,
Khabarakh, and Mobvekhar wereduty-boundto diefor
Leiaif necessary.

Cakhmaim has led several Death Commando mis-
sions for Grand Admiral Thrawn, and feeIsEersonally
insulted and angry that Thrawn so used the Noghri
pegple. That Rukh, hisrival since childhood, managed
to day Thrawn has not sat well with the Noghri warrior,
who does not feel Rukh is worthy of such acclaim.

» Cakhmaim (as of the Siege of Coruscant)
Type Noghri Death Commando
DEXTERITY 4D
Blaster 7D+2, brawling parry 5D+2, brawling parry: vs. martial arts
9D, dodge 8D+2, melee combat 5D+1, melee parry 5D+2
KNOWLEDGE 2D+1
Intimidation 7D, languages3D+1, streetwise6D+1, survival 5D+1
MECHANICAL 2D
Repulsorlift operation 3D+2, space transports 5D
PERCEPTION 4D
Bargain 4D+2, command 7D+2, con 6D, hide 8D, search 6D+2,
sneak 9D
STRENGTH 5D+2
Brawling 7D+2, brawling: Noghri martial arts 8D+2*, climbing/
jumping 6D+2, lifting 6D+2, stamina 6D+2
TECHNICAL 4D
Security 6D
* Recelve+2D when used against someonewithoutthi sspeciaiza-
tion, doesSTR+1D+2 damage.
Special Abilities:
Claws: STR+1D
Teeth: STR+2D
Stealth: +2D when using hide or sneak
Enhanced Senses: +2D when usingsearch
ForcePoints 1
Character Points. 3
Move: 15
Equipment: Heavy blaster pistol (5D), knife (STR+1D damage),
comlink

Ovkhevam

Ovkhevam, clan Bakh'tor, isthe Noghri responsible
for the creation of the agricultural storehouse in the
Hidden Valley. Ovkhevamisoneof theolder Noghri and
remembers when the planet was green and capabl e of
supporting life. Ovkhevam is surprisingly peaceful for a
Noghri and is more interested in growing food for his
people than killing and dying for adistant Empire.

Ovkhevam was angered deeply by the Empire's de-
ception, because it was both an insult to the honor of
theNoghri, and because of thedamagethat waswrought
on Honoghr itself. Ovkhevam is the premier agricul-
tural expert on Honoghr, and as such, Is ideally suited
to thetask of creating and managing the Hidden Valley.

Ovkhevam hopes one day to repair al the damage
doneto Honoghr, believingthat given enoughtime and
care, the planet will be healed. TheHidden Valley is but
afoothold for the battle Honoghr faces. Ovkhevam is
optimistic: hesays, "Herewill someday be enough food
toprovidefor al."

Ovkhevam hastaken alikingto K habarakh, theyoung
Noghri outcast who had been forced into hiding in the
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Hidden Valley. Khabarakh is an impulsive youth and
requires the firm hand and wisdom of an older Noghri
to hel p Khabarakh overcomehis "wildness." Ovkhevam
is slowly teaching the young Noghri commando the
basicsof agriculture. _
Ovkhevam is extremely formal, aways addressing
individuals ﬁeven those he knows well) by their full
names and titles. He firmly believes in the Noghri cus-
tomsand traditions, especially those concerning %row-
ingand farming. Agricultureisvery important thisolder
Noghri, but he is still a member of awarrior race; he
wishes that he had the honor to dlay Thrawn.

* Ovkhevam (as of Luke's visit to Honoghr)
Type: Noghri Elder
DEXTERITY 3D
Blaster 3D+2, brawling parry 5D, brawling parry: vs. martial arts
6D, dodge 8D, melee combat 5D, meleeparry 5D
KNOWLEDGE 3D
Agriculture 7D+2, cultures 5D, intimidation 8D, survival 6D
MECHANICAL 2D
PERCEPTION 4D
Bargain 4D+2, command 6D, hide 7D, search 6D, sneak 7D
STRENGTH 3D
Brawling 5D+2, brawling: Noghri martial arts* 7D+2, climbing/
jumping 4D+2, lifting 4D+2, stamina 6D+2
TECHNICAL 2D
* Receive+2D when used agai nst someonewi thoutthi sspecializa-
tion, doesSTR+1D+2 damage.
Special Abilities:
Claws: STR+ID
Teeth: STR+2D
Sealth: +2D when using hide or sneak
Enhanced Senses. +2D when using search
Force Points: 2
Character Points: 12
Move: 11
Equipment: Agricultural tool kit, knife (STR+1D)

Ekhrikhor

Ekhrikhor, clan Bakh'tor, isone of the most fearsome
Noghri warriors. Like many of his people, he revelsin
combat and the thrill of the hunt. As a hunter and
n, he hastracked and killed the Empire'stargets
for nearly adecade.

Ekhrikhor is a bit more pragmatic than his fellow
Noghri; he has operated inthe galaxy for too long to not
absorb some of the morals and norms of the other
species. He does not take the Emperor's deception as
personally as the rest of the Noghri people; herealizes
that the Emperor wastrying to accomplish hisgoasas
expediently as possible. Thisisnot to say that heisnot
angered: heis enraged, but he also understands why
Palpatine did what he did. Expediency is not a legiti-
mate excuse to lead the entire Noghri peopleto slaugh-
ter. Hesi rgf)ly has not made his fight against the Empire
as personal as the other Noghri.

Ekhrikhor was most recently sighted on Wayland,
assisting the small group of saboteurs (including Luke
Skywalker, Han Solo, Chewbacca, Lando Calrissianand
Mara Jade) in their trek to Mount Tantiss. EKhrikhor
cleared the path to the mountain for the small group,
making sure that al potentially lethal obstacles were
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removed or rendered harmless without | etting the Re-
public operatives know that they were under Noghri
protection. Itwasonly the Forceskillsof L uke Skywalker
that allowed the New Republic warriors to learn that
the Noghri were present.

Ekhrikhor considersit agreat honortohavebeena
participant inthe battle of Mount Tantiss. Hehas great
respect for the New Republic warriors, particularly
Skywalker and Solo, who maintained their composure
during the battle. EKhrikhor has witnessed (and killed)
many humanswho have "turned coward" when fighting
began, and he considers it refreshing to find humans
with such spirit and bravery.

e Ekhrikhor (as of the Assault on Mount

Tantiss)

Type Noghri Death Commando

DEXTERITY 4D

Blaster 6D, brawling parry 6D, brawling parry: vs. martial arts
6D+1, dodge6D+1, meleecombat 5D, pick pocket 6D, running6D+1
KNOWLEDGE 2D+1

Alien species3D+1, intimidation 6D, survival 6D+1
MECHANICAL 2D

Repulsorlift operation 3D+2, space transports 3D+1
PERCEPTION 4D

Hide8D, search 7D, search: tracking 9D, sneak 9D

STRENGTH 5D+2

Brawling 8D+2, brawling: Noghri martial arts 9D+2*, climbing/
jumping 6D, lifting 6D, stamina 6D+2

TECHNICAL 4D

First aid: Noghri 6D

* Receive+2Dwhenusedagai nstsomeonewithoutthisspecializa-
tion, does STR+1D+2 damage. See page 94 of the

Special Abilities:

Claws: STR+ID

Teeth: STR+2D

Sealth: +2D when using hide or sneak

Enhanced Senses. +2D when using search

Force Points 1

Dark Side Points: 2

Character Points. 13

Move: 13

Equipment: Blaster pistol (4D), knife (STR+1D), comlink, medpac
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Mobvekhar (as of the Siege of Coruscant)
Type Noghri Death Commando

DEXTERITY 4D

Blaster 5D, brawling parry 6D, dodge 6D+1, melee combat 5D,
melee parry 5D

KNOWLEDGE 2D+1

Intimidation 5D, survival 6D+1

MECHANICAL 2D

Repulsorlift operation 3D, spacetransports 3D

PERCEPTION 4D

Con6D, hide7D, search 6D, search: tracking 8D, sneak 7D
STRENGTH 5D+2

Brawling 7D+2, brawling: Noghri martial arts 7D+2*, climbing/
jumping 6D, lifting 6D, stamina 6D+2

TECHNICAL 4D

* Receive+2D whenused agai nst someonewithout thisspecializa-
tion, does STR+1D+2 damage.

Special Abilities:

Claws: STR+ID

Teeth: STR+2D

Sealth: +2D when using hide or sneak

Enhanced Senses. +2D when using search

Character Points: 3

Move: 13

Equipment: Blaster pistol (4D), comlink

Capsule Mobvekhar is Cakhmaim's lieutenant, serving as
an apprentice to the Noghri warrior. Mobvekhar is quite
young, though he is recognized as a gifted hunter and
warrior. He has apprenticed with Cakhmaim for two years
and has Fartlu pated in a number of military operations
with the leader of the Noghri Mal'ary'ush honor guard.
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Chapter Ten
Mount Tantiss

From the datapadjournal of Voren Na'al, Director of
New Republic Council Research (retired). This was writ-
ten shortly after the destruction of the Mount Tantiss
installation.

A Piece of History

The planet Wayland played apivotal roleinthewar
recently, providingasource of troopsand exotic equip-
ment that Grand Admiral Thrawnwasableto useto his
advantage. After the death of Thrawn and the destruc-
tionof theM ount Tantissfacility, thefew disheartened
Imperial survivors rapidly evacuated the area. A New
Republic xenoarchaeology team was dispatched to
examine the remains of this once-secret installation.
The survey teams have swarmed over thefacility inan
attempt to learn dl they can about Mount Tantiss, its
contents, the Emperor and Grand Admiral Thrawn.
Muchtothedetriment of history, theNoghri areoppos-
ing the archaeologists: they have sworn to destroy
every remnant of the Emperor, including every one of
Pal patine's tools and artifacts that survived the blast.

Some of the New Republic historiansinmy research
group have managed to determine at least some of the
history of the planet by examining recently uncovered
confidential Imperial records. TheplanetWaylandwas
colonized by humans during the second wave of Old
Republic expansion. However, shortly after thecolony
shipleftforWayland, afilingerror removedall traceof
the planet from official records, and for all intents and
purposes, the colony ceased to exist. The colonists
were stranded and forgotten about.

No one was able to tell the colonists this, however.
They waited and waited for transport and supply ships
that never came, and all hopes of ever leavingthe planet
eventually faded. Thecolonists encountered two other
alien species— the Psadans and the Myneyrshi —and
thethreegroupsquickly becameembroiledinconflict.
The colonists had energy weapons, which were used
against the primitive crossbows of the other aliens. As
generationspassed, however, the colonists toolsfailed
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and broke, and they too declinedintoatechnologically
primitiveculture. Inthosecenturies, thecolonistslost
knowledge of the larger galaxy. Eventually, the colo-
nists forgot that they were even from another planet,
andtheir culturebecamemoreand moresuperstitious.
Intime, thethreespeciesformedanuneasytruce—one
that, for the most part, held for a century beforethe
arrival of the Empire.

It is unknown exactly when or how the Emperor
found Wayland, but it is assumed that he located it after
he began his rise to power. The Emperor eaoi)arently
decided that the planet would make an ideal location
for his treasure vault; Wayland was isolated, remote
and had an easily subdued population. It is generally
assumed by the Republic archaeology teams that the
Imperial Engineering Corps honeycombed Mount
Tantiss. Presumably, after constructionwascompl eted,
they relocated a number of the Emperor's treasures
and unique pieces of technology into the cavernous
edifice. It would also appear that the Emperor & some
point planned to use this base as amajor staging area;
alarge portion of the base's design was geared towards
accommodating alarge military force, althoughitis
believed that Tantiss only housed large numbers of
troopsafter itsrediscovery by Grand Admiral Thrawn.
After construction was complete, the Emperor left the
Guardian to watch over his treasures. While the Em-
peror returned periodically tosurvey "his' playthings,
the Guardian was the one charged with keeping intrud-
ers from Palpatine's vaults.

The Psadans and Myneyrshi have attempted to re-
late some details of the following events, but the
Republic'shistorians have been unableto confirmthe
following myths. Apparently, the dark Jedi Joruus
C'baoth arrived on Wayland and confronted the Guard-
ian. C'baoth emerged the victor, but then subjugated
the people of Wayland, forcing themto build and livein
asmall city atthebaseof M ount Tantiss. Apparently, he
used his mental powersto instill obedience.
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Wayland

The planet Wayland was discovered during the Old
Republic's second wave of expansion. A colony ship
was filled to capacity and launched, but the world was
logged improperly. Because of asimple error made by
acareless, overworked clerk, Wayland ceased to exist
inthe planetary logs and astrogation charts. The colo-
nists did not know it a the time, but they were on their
own. Nosupply shipswould follow them and notraders
would add the planet to their scheduled routes. They
had been cut off before they even reached their new
home, and it was all because of a clerical mistake.

The colony shipfull of humansranintotroubleonits
approach to the planet and was forced into a crash
landing. Luckily, the scouting reports were accurate.
Wayland had a pleasant, life-sustaining environment. It
also hadtwoindigenousintelligent species. the Psadan
andthe Myneyrsh. Neither racehad devel oped technol-
ogy beyond the bow-and-arrow stage.

For a time, the humans took charge of the world.
They had the blasters, the armor, and the repulsors.
There was no contest. But without fresh supplies, the
power cells began to fade, machinery wore out, and
parts broke. It wasn't long before the humans were
forced to take up the technology of the natives, turning
to bows and arrows when their powered weapons
finally failed.

Centuries later, when the planet was rediscovered
by the Empire, the Emperor paid apersonal visit to the
world. Heliked what hefound. Heordered al records of
the planet's discovery to be stricken from the perma
nent records. Then he had one of his personal store-
housesbuilt. Thelmperial engineershollowed out Mount
Tantiss, one of the largest peaks on the planet, and set
up a maze of internal defenses. With the project com-
plete, the engineers then withdrew. The actual place-
ment of the Emperor's treasures was handled by
stormtroopers and members of the Imperial court.
When everything was in place, the Emperor set his
Guardian within the mountain and sealed it. From time
totime, hereturned to add new treasures and to check
on his Guardian. His last additions were locked within
theddepths of Mount Tantiss just before the Battle of
Endor.

For more than five years, the storehouse and the
Guardian were left alone. The Emperor had deserted
his servant, or 0 it seemed. The Guardian grew lonely,
bored, and eventual ly ventured out of themountain. He
built his own kingdom, forging the three separate spe-
ciesinto asinglesociety through the power of hismind.
And, as it turned out, that mind was a dark, twisted
thing.

Prior to the Guardian's influence, the humans,
Psadans and Myneyrsh controlled different and
rate portions of theworld. Thewarswhichfollowed the
failure of thehumans'technol ogical weapons had ended
in an uneasy peace morethan acentury past, and the
three species engaged in limited trade. The Guardian
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changed that, forcing the species to come together to
serve him. He had them construct acity at the base of
Mount Tantiss, combining their different architectural
styles by placing human houses beside Psadan huts
and Myneyrsh castles. The great paacethey built for
himincorporated al three stylesinto oneregal-looking
structure.

When Grand Admiral Thrawn found a reference to
the world in the Obroa-skai libraries, he knew he had
discovered the location of one of the Emperor's hidden
storehouses. From reports he had received inthe Un-
known Regions, he believed the Emperor's technicians
had finally developed a practical cloaking shield. That
and other interesting and potentially useful bits of
technology would be within the storehouse, Thrawn
knew — bitsthat together would spell victory over the
Rebellion. He was not disappointed. Thrawn aso con-
vinced the Guardian, adark Jedi named Joruus Chaoth,
tojoinhiminsecuringthisvictory. For hisownreasons,
the dark Jedi agreed.

Wayland'si nhabitantshad beenbrought together by
C'baoth'stwisted mani pul ation of the Force. They wor-
shipped him, feared him, and looked to him asalmost a
god — or devil. With his departure, that combined
society has begun to show signs of disintegration. Only
the fear that the Guardian could return a any moment
to deliver swift punishment keeps them together. Some
think thisis atest of their loyalty to the Guardian.

 Wayland
Type Terrestrial
Temperature Moderate
Atmosphere Typel (Breathable)
Hydrosphere: Moderate
Gravity: Standard
Terrain: Forests
Length of Day: 23 Hours
Length of Year: 353 Locd Days
Sapient Species Humans, Myneyrsh, Psadan
Sarport: Landing Field
Population: 28 million
Planet Function: Subsistence
Government: Dictatorship (Joruus C'baoth)
Tech Levd: Feuda
Major Exports. None
Major Imports. None

Myneyrsh

One of two species which inhabited Wayland before
the arrival of the human colonists, Myneyrsh (aong
with the Psadan) are believed to be indigenous to the
planet, but no formal studies have been made. Thetwo
species have been locked at the same technological
stage since before the coming of the humans. They rely
upon bows and arrows as their prime ranged weapons
of war, and use animal s as the prime means of transpor-
tation and source of power for local agriculture.

Due to the isolation of the past, neither the Empire
nor the New Republic knows much of these beings
beyond their physical characteristics. The Myneyrsh
are tall, thin bipedal humanoids with four arms. A
smooth layer of shiny blue crystal covers their bodies
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like asecond skin, making them look almost like beings
of glass.

The two species of Wayland have a long, bitter
history of warfare. It ended when the humans arrived,
for the pale, unprotected flesh beings became the new
enemy. For atime, the humans ruled theworld, but as
the high-tech weapons failed them, the three species
formed an uneasy peace after years of warfare.

When the Guardian emerged from Mount Tantiss, he
emerged as agod. He commanded, and the Waylanders
had no choice but to obey. While the Myneyrsh were
the stronger willed of the native species, they toofell to
the orders of the dark Jedi. The centuries of living as
separate speciesended, for the Guardianwanted al of
"his people" to live together in order to serve him
better. The Waylanders were compelled to agree.

As the Waylanders learned during Grand Admiral
Thrawn's visit, their crossbows, while powerful, lack
thestrength to piercelmperial battle armor. Instead of
returning to their warring ways, the species patiently
watch asthe Imperialswork within the depths of Mount
Tantiss.

e Myneyrsh
AttributeDice: 12D
DEXTERITY 2D+1
KNOWLEDGE 2D
MECHANICAL 1D+2
PERCEPTION 1D+2
STRENGTH 2D+1
TECHNICAL2D
Special Abilities:
Armored Body: The blue crystal covering a Myneyrsh's acts as
armor, adding +1 toStrengthto resist physi cal damagein combat.
Move: 11/14
Size: 19 meters tall

Psadan

Psadan, inhabitants of the long forgotten world of
Wayland, are short, stocky, bipedal humanoids with
two arms. Thick, stone-like scales cover their bodies.
Theseirregular, lumpy plates form asort of shell over
the Psadan's back, starting over the ridge of the brow
and spreading over the head and down the back. The
being'sfront is covered by smaller, closer-packed plates.

The Psadan warred with both the Myneyrsh, with
whom they shared Wayland, and the humans who
arrived to colonize theworld. Their world remainsin a
very primitive technological state.

The Psadan quickly fell under the sway of the myste-
rious Guardian when he emerged from Mount Tantiss.
Even though the Guardian has left for the stars, the
primitive Psadan remain ever fearful of thewrath of the
human who so dominated the species. Due to the
isolation of the planet, Imperial scientists have had no
time to study the culture and behavior of the Psadan.

* Psadan
AttributeDice 12D
DEXTERITY 1D+2
KNOWLEDGE 1D+1
MECHANICAL 1D+1
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Unhealed Wounds, Unforgotten
Prejudices

From the datapadjournal of Voren Na'al, Direc-
tor of New Republic Council Research.

Theeffectsof the CloneWarshavelastedtothis
day. The scars still have not healed, and hatred
and fear linger in the attitudes and perceptions of
many of the citizens of both the Empire and New
Republic. That Grand Admiral Thrawn was pre-
pared to launch a new round of Clone Wars has
reawakened agreat deal of clone hatred in those
who were aware of his scheme.

I myself must admit to some prej udice concern-
ing the idea of cloning. Many members of my
family were killed during the Clone Wars. grand-
parents, uncles, and aunts that | would never get
the chanceto meet. Whilel know that thiskind of
prejudice iswrong, and that it is something that
theNew Republicistryingtoend, | cannot helpmy
feelings of revulsion and hatred. Factory-as-
sembled "people” like the soldiers Thrawn tried
to create were responsible for countless deaths,
and that cannot easily be forgotten.

With Thrawn's attempted resurrection of the
cloning process, interest in the CloneWars— in
historical circles, a least — has peaked. Since
most records of that era have been lost, it is
difficult to piece together a detailed account of
those troubled times. Before we can understand
where we are going, we must understand where
we havebeen. A further study of thistragic period
isclearly in order.

PERCEPTION 2D+2

STRENGTH 3D

TECHNICAL 2D

Special Abilities:

Armor: Rocky outer shell (adds +2 to Strength to resist physical
damage in combat)

Move: 10/13

Size 1.5 meterstall

Age of Mount Tantiss

Thereisacontroversial theory about Mount Tantiss:
some historians suggest that the cloning facility may
aready have been located on the planet, and the Em-
peror merely expanded thefacility. Upon examiningthe
wreckage | eft in the wake of the mountain's destruction,
it is impossible to gain an accurate reading on the
facility's age due to the incredible radiation levels.
However, the control components and fragments of the
various computer systemshave shownthat thecloning
facility was considerably older than the technology
present in other areas of themountain, amost asif the
computersand machinery had either beentransplanted
therefrom another cloning facility en masse, or that the
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cloning center had been in the mountain prior to the
construction of the rest of the facility.

This theory is supported by Han Solo and Lando
Calrissian, who saw the Mount Tantiss installation first-
hand while it was still intact. Calrissian supports the
contention that the cloning facility was an intact clon-
ing complex fromthepast. Says Calrissian, "Atthetime,
| remember saying to Han that the cloning complex
looked like it had been picked up somewhere and
dropped into the mountain, like it was relocated en-
tirely. The computer system and wiring conduits were
pretty vintage stuff, and | supposeit is possible that the
Emperor simply expanded on an existing installation."

Unfortunately, the origin of the cloning chambers
cannot be conclusively proven dueto the damagedone
by the blast. However, the debates that have occurred
between the various New Republic scientists and ar-
chaeologists present at the Mount Tantissfacility have
been lively to say the least. The ideathat the base at
Mount Tantiss is not necessarily an Imperial construct
is atantalizing mystery.

The following report was prepared with the asss-
tance of the New Republic Xenoarchaeology Division,
and is based on the progress reports of the search
teams on Wayland. The information concerning the
layout and function of various rooms within the Mount
Tantissinstallation is specul ation and educated conjec-
ture, as little of the structure remains intact. It is esti-
mated that it will take severa yearsto sift through the
remains of Mount Tantiss. Obviously, further study is
warranted.

The Mount Tantiss Installation

The Mount Tantiss facility was an immense series of
honeycombed caverns created insi dethe massive moun-
tain on Wayland. Apparently, the mountain was left
almost completely vacant, with the exception being
Joruus C'baoth, the dark Jedi who was guarding the
mountain at the time of Captain Pellaeon and Grand
Admira Thrawn'sarrival. However, Mount Tantisscould
have supported afull Imperial battlegroup.

After Grand Admiral Thrawn "reactivated’ Mount
Tantiss, he decided to leave only atoken force: amere
battalion of soldiers, with repulsorlift vehicles and
repulsorlift-sensitivegarral guard beasts. Heasohada
full security system installed, including sonic sensors,
and ordered Imperial foot patrols to complement the
electronic security systems.

The entrance to Mount Tantiss was small, almost
innocuous: asimple shield blast door entrance at ground
level, much like the military bunkers the Empire used on
s0 many occupied planets. However, the blast door and
the adjacent tunnel were substantialy reinforced under
the rock of Mount Tantiss. It would take an aerial bom-
bardment of incredible power to force the bunker open.
Proper coded key sequences entered in the exterior
security lock notified the inner defenders when to open
the door, but it could not be opened from the outside.
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Mount Tantiss had two other entrances further up
the face of the mountain. Several hundred meters up
the side of the mountain was afull-service hangar bay
that had been carved out of themountainside. Thiswas
the main hangar for al starships deployed to Mount
Tantiss.

Further up the mountain was the private emergency
shuttle bay of the Emperor. Whenever the Emperor or
his most trusted officials arrived at Mount Tantiss, they
would use this smaller hangar, allowing them to come
and go unobserved. This hangar bay was also an emer-
gency escape area. Intheunlikely event that the Em-
peror would be forced to leave the mountain, this
allowed for expedient access to an escape vehicle,
rather than travel al the way down to the regular
hangar bay.

The major security flaw in the mountain—a flaw that
the Heroes of Y avin successfully exploited — wasthe
large air intake system located midway up the exterior
of themountain. Anefficient sysemfor providingairto
thelower levelsinsidethemountai nwasnecessary; the
shafts provided accessto all but the most isolated and
secure areas of the base. The intakes themselvesre-
sembled retractable turbolaser turrets and were hid-
den behind athick metal grating. The intake was large
enough for humans to walk through and led to an
elaborate pump systemthat spread coolingair through-
out the innermost chambers of Mount Tantiss. The
intake system was controlled through a centralized
computer system deep inside the mountain and was
retracted back into its armored housing when not in
service. A computer access terminal was located near
the intake, primarily for maintenance purposes; the
intakes sucked in alarge amount of debris and service
droids often needed to manually opentheintaketubeto
clean the air shafts.

The Upper Levels

The Throne Room Complex

The uppermost level of the mountain contained the
throne room complex, which was always kept in astate
of constant readiness by order of the Emperor. The
chamber was similar to the massive throne room the
Emperor had constructed for himself aboard the sec-
ond Death Star. Accordingto L uke Skywalker, thethrone
chamber was smaller than the one aboard the Degth
Star, and was considerably more "dank and primitive,
and not as polished as the high-tech command cham-
ber" aboard the space station.

Thethroneroomwasdominated by ahuge hologram
of thegalaxy, awork of artinitself. A singleblazing point
of light was included for each of the galaxy's billions of
stars. Political regions were delineated by subtle color
variations, and updated asthe status of various regions
and systemschanged. Fromthecommand panel onthe
Emperor's throne, the image could be manipulated to
highlight any area of the hologram, or focus in and
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Field Report

From the datapadjournal of Voren Na'al, Director
of New Republic Council Research.

"Using sophisticated droids and computers, the
New Republic 'sifting teams' have managedto piece
together apartial inventory of some of the awesome
treasures stored in Mount Tantiss. Garv Debble, the
New Republic xenoarchaeologist in charge of the
Mount Tantiss dig, has compiled areport concern-
ing what is known to have been damaged or de-
stroyed in the blast, though he admitsthelist is by
no means comprehensive.

"We have sifted through a substantial portion of
the rubble from the upper and middle chambers
and have discovered a number of artifacts that the
Emperor had apparently kept as trophies. Unfortu-
nately, most of these chamberswerenot thoroughly
shielded, and the contents were irretrievably dam-
aged.
"In the upper levels — those near the throne
room complex — the majority of the artifacts ap-
pear to be from the Old Republic period of history,
particularly themilitary hardware. Wehavelocated
anumber of archaic weapons, slugthrowersandion
slings. Therearesomeold-stylewarheadsthat were
in service even before the Old Republic was estab-
lished. The quality of these piecesisfair considering
the punishment they have been subjected to and
they were probably of museum quality before the
explosion.

"One chamber, located just below the cloning
chambersinthe middlelevels, appeared to be dedi-
cated to Jedi artifactsof somekind. Sincewe have so
little information about the Jedi (other than myth
and conjecture) it is hard to determine what a
number of the relics are. We have identified the
remains of over 200 lightsabers of various styles,
power ratings and ages, though only fragments
survived the blast.

"Severa chambers were dedicated to artwork
from anumber of worlds, though the majority seem
to be from worlds with human populations. This
corresponds with the information we have about

Emperor Palpatine, who was 'poorly disposed' to-
wards aliens. A few chambers did have some ex-
amples of alien artwork — notably some flatscul ps
from BretaY agaand adancer-sculp from Galloall —
although they were not as prominently displayed as
the other artwork. Most of the paintings,
holotechnology artwork and sculptures are little
more than charred dust now.

"One of the more interesting sections was the
interior hangar bay. This was not the main hangar
that was used for shuttles and transports, but a
hangar bay located deep in the middle of the moun-
tain with no direct launch or landing site. It housed
a collection of vintage spacecraft and ground ve-
hicles dating from pre-Republic times. This hangar
was well shielded, and a surprisingly large number
of thesevesselssurvived. Someof themoreinterest-
ing specimens include an old Alderaanian pre-Re-
public 'sleeper pod,' achemically-driven cryofreeze
unit and one of the earliest known interstellar ves-
sds. Alsosurvivingwastheoriginal AB-1 floatcoach,’
the prototype of the landspeeder design in service
today.

"[tisunfortunatethat Pal patinechosetohouseso
many museum-quality artifacts in one place. It is
typical that the man's arrogance would cost the
galaxy oneof thegreatest collections of artwork and
technology ever assembled. A tragic loss, indeed.

"I am forced towonder, however, if thelossisas
huge as it appears. Given the number of worlds that
the Emperor had conquered during his tenure, it
seemsunlikely that Mount Tantiss— largeasitis—
could house all the artwork and treasures the Em-
peror demanded. | doubt he was so discerning that
he chose only those pieces he enjoyed; the act of
acquiring the treasures seemed to be his primary
pleasure.

"That raisss an interesting new question. Isthe
Mount Tantiss base simply one of a network of
treasure vaults? An examination of the surviving
fragments of the starchartsin the computer coreis
definitely in order."

provide detailed information on even asinglesystem if
the Emperor desired that. The hologram was tied into
the massive computer datavaults below, as well asthe
HoloNet broadcast transceiver, so the Emperor could

effectively access almost any piece of information in
the galaxy and incorporate it into the hologram if

necessary.

Thethronewas set on adais near theviewports and
was flanked on either side by two of the Emperor's
elevated guard posts. The throne itself contained a
secure communications channel that broadcast on,
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received or observed any HoloNet frequency. Thepro-
jector could be modified for Palpatine's private trans-
missions. Apparently, his personal favorite communi-
cationssettingwasamassivehol ographi c proj ectionof
his own face so that he could peer down on his subor-
dinates.

A single balcony crossed the throne chamber, link-
ing the control systems monitors and other vital com-
mandposts. Of course, all of thesesystemscouldberun
from Palpatine's throne, but sometimes the Emperor
chose to have others to maintain the operation o!
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Mirror Image

From the personal datapad journal of Luke
Skywal ker.

| find it hard to believe that the battle against the
Empireisending. It seemslikel'vefought the Empire
and al it represents for my whole life, and yet when
| should be celebrating the defeat of Thrawn, | find
that lam ... uneasy.

Afterseverd ... restless. .. nights, | forced myself
to utilize some of the techniques Yoda and Ben
taught me to help conquer fear, for fear is what has
kept me from seeping. Fear of the past, and fear for
what may yet come. Not even Y oda's most soothing
meditations can completely suppress the appre-
hension | feel about the future.

| keep coming back to the battle with my ...
duplicate. Duringtwo of my fiercest, most personal
battles — against Vader and Pal patine— | thought
| knew what evil truly was. C'baoth changed that
perception.

Theclonethat Joruus C'baoth created to test me
with was the fulfillment of my vision in the cave on
Dagobah. Therealitywasnolesshorrifyingthanthe
illusion. Imagine looking at your reflection in the
mirror and seeing only ... an enemy.

An enemy that has your physical strengths and
weaknesses, and with theright training, knows you
aswell asyou knowyourself. A beingthat isyou, but
is not you at the sametime. Perhapsthat istheroot
of my discomfort. | realizethat acloneisinherently
unstable, but it is a nearly exact replica of the
template. A clone of me. And my duplicate was
thoroughly evil.

Is the potential for that depth of evil present
within me\i my duplicate was only dightly different
from me, can | then somehow become an agent of

darkness?Did myfather, Anakin Skywalker, ever ask
these same questions of himself before he became
Darth Vader?

Thebattlewith Luukestill retains all thequalities
of anightmare. The numbing, buzzing pressure on
my mind, the exhausting struggle to conquer an
enemy that shared my thought processes, all under
the oppressive gaze of a dark Jedi. C'baoth's stare
aone made me feel trapped.

The worst moment came in the final seconds of
the duel. | lured the clone Luuke into striking the
power conduit, which exploded inits face. That was
the only moment | heard Luuke make a sound: a
high-pitched scream. Peering through the smoke, it
felt asif everything was moving in slow-motion. The
swirling smoke only partially obscured the look of
pain on its face, yet there was only blank, cold,
bottomless evil lurking in his stare. And in the back-
ground ... theleeringfaceof Joruus C'baoth twisting
from smugness to absolute hot rage.

That was when Maranearly cut my doublein half
with afiercelightsaber cut. And never — not once—
did I seeasinglerecognizableemotion crossLuuke's
face.

Sometimes, | find myself considering the battle
withtheclone, and wonderingifitisn't an analogyto
the war against the Emperor. Can such monstrous
evil — adarkness that found practices like cloning,
davery and genocide acceptable — ever truly be
extinguished?

Can something pureand noblebeso easily twisted
to evil and darkness? Can the New Republic become
the New Empire? And, could it bethat | might some-
day embracethedark side ... isthat darknesswithin
me?

Mount Tantiss.

The throne room had two turbolifts and a single
emergency stairwell. One lift was the Emperor's lift for
quick access to the royal chambers or the emergency
hangar bay below theroyal chamber. A secondturbolift
was keyed to the Emperor's retinal scan, so only he
could activate it. Of course, it stopped at the throne
room, but it alsostopped at every other level of M ount
Tantiss, including the crypts and the labyrinth. Whileit
was readily visible a the throne room level, its pres-
ence was carefully hidden on all other levels, and did
not even appear on any schematics of the facility.

The Royal Chambers

Theroya chambers complex was the personal resi-
dence of Palpatine when he was staying at Mount
Tantiss. While the chambers complex took up a full
three levels, there was only one turbolift stop to the
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area. The chamber included ameeting areafor consul-
tation with his closest advisors, afull information sta-
tion (for accesstothe datavaults below) and countless
other amenities for the Emperor's comfort. He was
known to keep his repository of information on the
Forcein aseparate library at thislevel.

Emergency Shuttle Hangar

This small shuttle bay was Palpatine's emergency
escape route. This bay was equipped with a single
specially modified Lambda-class shuttle that was known
to have been equipped with a much more advanced
hyperdrive (supposedly capable of reaching the x1/2
hyperdrive barrier). It was also rumored that this per-
sonal escape vessel was equipped with acloaking de-
vice, but this is considered unlikely considering that
Mount Tantiss itself only contained plansfor acloaking
device instead of actual working models.
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Emperor's Private Studies and Access
Corridors

Thisthree-level areaserved as the residence of the
Emperor's servants and advisors, aswell as his private
study and work area. The Emperor often chose to meet
with his advisors and military officers on these levels.
These levels aso provided the only link between the
rest of Mount Tantiss and Palpatine's private upper
levels.

The Upper Vaults

A number of the Emperor's treasure vaults were
scattered throughout the upper levels of the complex.
The vaults themselves appear to have been hewn di-
rectly into the rock of the mountain and were huge,
capable of housing Palpatine's vast collection of tro-
phies.

Thevault chamberswereuptothreehundred meters
square, with huge, arched ceilings. Each vault had
security monitors: if anyone other than the Emperor or
his emissaries and guards was detected within the
vaults, the security computer magnetically sealed the
blast doors. A concentrated, paralyzing nerve gas was
pumped into the vault, and force and repulsor fields
were activated to immobilized the intruder. The whole
security proceduretook lessthan 10 seconds, and after
it was complete, the Emperor would have a choice
specimen for interrogation.

The upper vault chambers were dedicated almost
exclusively to artwork and historical artifacts, pre-
dominantly human, captured or extorted from the Core
Worlds. A few pieces—thosethat did not require any
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form of high technology like holography — survived,
most notably the Farnican chime-painting Idyll, amixed
mediamusi cal/pai nting/scul pturethoughttohavebeen
destroyed years ago. The Emperor commanded some
effective thieves, it would appear.

Theamount of stolen artwork and technology that is
estimated to have been destroyed when Mount Tantiss
wasblown apart isstaggering. TheNew Republicteams
havelocated anumber of chambersthat were shielded
from the shock waves of the blast, but were unable to
protect the treasures within from the radiation that
flooded themountain.

The Middle Levels

The middle levels of Mount Tantiss housed the
Emperor's collection of Spaarti cylinders, as well as
weapons and technology vaults, and a number of ser-
vice areas, including crew barracks and medical facili-
ties. A main turbolift shaft connected the middle levels
to the upper vaults and the Emperor's private levels,
and maintenance droids had a number of service lifts
that they could use to move around the mountain.
There were a series of turbolifts that connected only
the middle levels, such as the cloning chambers, and
the lower levels, such as the military barracks.

The Cloning Chamber
Spaarti cylinders are the devices necessary to pro-
duce viable clones, the central element to Thrawn's
planto destroy the New Republic. The Spaarti cylinders
present in Mount Tantiss numbered in the thousands
(over 20,000 cylinders were estimated to be in the
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CloneB-2332-54

Smelting Core D on Cloud City was one of the
city's most efficient metal reclamation centers;
Groggin, the Ugnaught in charge of this particular
smelting core, aways saw to that. Anything that
could be melted down and reprocessed was shoved
through the huge furnace that he kept running day
and night. Droid parts, broken computers, metal
food storage canisters and bulkhead fittingsall rolled
down the rumbling conveyer to be boiled down into
base metals or usable alloys.

An unusual item amidst the clutter caught
Groggin'ssquinting eye. Reachinginto the stream of
debris rolling past him, he deftly picked out the
peculiar piece of rubbish that had caught his atten-
tion.

With a grunt of surprise, he turned over the
cauterized stump of a human hand, which was still
clutching astrange metal cylinder. Checkingthelot
number, he saw that the hand had come from the
lower air shafts. Apparently, the unusual piece of
rubbish had been retrieved by the drones that kept
the network of air shafts and pipes free of debris.
Now how in the worlds did this get down there, the
Ugnaught thought. No matter. The metal is all that
matters.

Moving back to the conveyer, Groggin intended
to incinerate the discarded hand and melt the odd
metal cylinder down. Then, he heard the odd, me-
chanical hissing behind him. Turning, the short,
stocky Ugnaught faced the two-meter tall, black
robed figure in the doorway. The menacing figure
gestured to Groggin.

"Thehand. Giveitto me," demanded thearmored
giant, hisvoice echoing eerily around the room.

Groggin, completely ignorant of galactic affairs,
did not realizejust who it was hewas addressing. He
immediately demanded 2,000 credits. "Got to cover
costs, oldboy," hegrunted. "Though|'veafeelingwe
could arrange a trade. The metal in that helmet
could be useful. Not worth much, but still ..."

Lord Darth Vader, unused to such blatant disre-
spect, was actually taken aback, but only for a

moment. "You will give me the hand. And the
lightsaber. Now" he growled menacingly, empha-
sizing the dire threat implicit in each word.

"Now see here ..." began Groggin, but his voice
trailed off in a muffled gag. With a flick of Vader's
gauntleted wrist, the severed hand, still clutching
the deactivated lightsaber initsgrasp, floated to the
Dark Lord of the Sith.

The other Ugnaughts in the room immediately
swarmed to their leader, trying to find the cause of
his mysterious coughing fit. The impertinent engi-
neer was dead before they ever reached him. And
later, theywould swear that—ifitwasat all possible
to tell — the evil Dark Lord radiated black pleasure.
"Another trophy for the Emperor's vaults,” Vader
boomed. Turning on his hed, Darth Vader |left the
ﬁmelti ng chamber — and its dead master — behind

im.

Boarding his shuttle, he ordered the pilot to lift
oli.Apity, myson, bethought. You couldhavejoined
me and together ..we could have destroyed the
Emperor and ruled the galaxy in his place.

As he stared at the severed appendage in his
hands, a sudden flash of insight struck the Dark
Lord, realization dawning like the sunrise of Bespin.
Perhaps, if you will not be turned, little Jedi, a suitable
substitute may be arranged.

Suddenly, Vader was struck to his knees by the
horribly powerful voice that rolled like fiery thun-
der through his brain. The pilots struggled vainly to
ignore the Dark Lord's ... discomfort. "Yes, my
servant,” the voice boomed in his mind, dripping
raw evil. "Come to Mount Tantiss, immediately. |
shall meet you there, and we will discuss my new
trophy."

"Yes... my Master," Vader gasped, feelinganicy
stab of dread in his soul, asthe Emperor's mocking
chuckle still echoed in his mind. His Master had
detected his rebellious thoughts. This discussion
would be most unpleasant. Most unpleasant in-
deed.

facility, though theexact number isunknown; no Spaarti
cylinders were recovered intact). The cylinders were
al located in an immense cavern known as the cloning
chamber.

The chamber was well over 10 stories tall, with
multiple balcony levels built in amphitheater or sta-
dium-style rows. The top level of the chamber was a
control and maintenance area, with each of the lower
levels containing row upon row of Spaarti cylinders.
Each level's circular balcony stretched further toward
the center of the cavern than the previous level, much
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like a stadium. Running through the center of the cav-
ern was a huge column, which housed the immense
power distribution and nutrient feeder systems. Piping,
power lines and waste removal tubes filled the cloning
chamber, running from the central column to each
balcony. Each balcony had four retractable bridges,
which could be extended to the central column. Each
level also had nearly two dozen doors, all owing access
from the outside.

The Spaarti cylinders were arranged in groups of
four, attached to overhead nutrient feed pipes and
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power conduits. Each cluster of Spaarti cylinders was
overlooked by aysalamiri on anutrient frame.

Spaarti cylinders stand approximately four meters
tall, and each holds one clone. The clone floats in a
protective gelatin, which accel erates growth and hel ps
mai ntai n the genetic code of thetemplate. Each Spaarti
cylinder containsacomputer processing systemthat is
linked directly into the cerebral cortex of the forming
clones. Within hours of entering the cloning matrix, the
computer begins "flash-pumping" information into the
minds of the clones. When a clone emerges from a
Spaarti cylinder, it is fully trained.

This "flash-pumping” method of training the clone
soldierswas apparently oneof the key elements Thrawn
incorporated into his plan. It enabled him to field fully
trained armies in an astoundingly short time.

The use of theysalamiri was dso of immenseimpor-
tance to Thrawn's effort. According to the few records
that remain from the past, clones needed at least ayear
of growth to remain even marginally mentally stable,
and the recommended time period was three to five
years. Thiswasbecausethepresenceof multipleclones
createsa"disturbance" intheForce. If clonesaregrown
too quickly, and do not have time to learn how to deal
with this disturbance, they will go insane. However, the
use of the ysalamiri, who "push back" the Force, elimi-
natesthat pressurewhilethe cloneisgrowing. Thrawn
produced mentally stable clonesin 15 to 20 days. In
other words, Thrawn could literally "grow" an army in
under a month, each and every month, as long as the
clone chamber was still in operation.

The Technology Vaults

A series of nearly 30 technol ogy vaults was present
inthe middlelevels of Mount Tantiss. They possessed
the samelevel of security asthe upper treasurevaults,
though it appears that a number of stormtroopers or
Imperial army troopswere used by Thrawn to supple-
ment the security measures.

Very few items in the tech vaults survived, though
some interesting fragments of information have been
liberated from the rubble. The majority of the finds in
these vaults consist of data or plans for high-tech
weapons and equipment. What follows is a listing of
plans that were found for some of the items; unfortu-
nately, the massive electrical surges and the power of
the blast destroyed or damaged most of these docu-
ments and prototypes, 0 it is unlikely that they will
lead to viable technologies without extensive addi-
tional research:

* A proposed guidance system for cloaked starships.

« A proposed advanced stasis chamber system, greatly
improving upon the already existing technology used
at the Corporate Sector Authority's Stars' End facility.

» Anincomplete set of specifications for avirulent form
of time-sensitive hive-virusthat could be used for bio-
logical terrorism. The viruswould remain dormant for
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aspecified timebut it was highly contagious, soitwould
be spread throughout a population. After that specific
time had passed, the virus would become active, with
genocidal results. Fortunately, the base gene codes
necessary to activate such devastating weaponry
seemed to be damaged or absent.

» Examplesof unusual bio-technol ogical devicesattrib-
uted to an unknown species named the "Charon."

« A schematic for amassive automated weapons con-
struction facility.

Service Areas

A number of air shafts and service crawlways twisted
throughout the mountain, but the majority of them met in
themiddlelevesof theinstallation. Air conduits, includ-
ing the air intake system that Solo's group used to pen-
etrate the mountain, ran the length of the middle levels.
Themaintenancetunnel s, trash compactors, andventila-
tion ducts were dl easily accessed from thislevel.

Droid storage chambers were also common in this
area, and MN-2E and SPD-R4 service droids were com-
mon a Mount Tantiss, as they are in other Imperial
installations.

Woaste removal was handled inthis section, with trash
disposal chutes lining a number of the secondary corri-
dorsin the maze-like structure. Plastics, metal, food and
water were all recycled, and processed in the lower
section of the mid-level. Non-recyclable products were
crushed into small waste cubes by thetrash compactors
and disintegrated in the mountain's fusion reactor.

Technical Areas

The technical sections of the mountain were quite
extensive, housing avariety of |laboratoriesand science
stations, presumably to test and refine anumber of the
alien and exotic technologies stored at the facility. The
labs were all located above the service areas.

Few of the labsthat have been surveyed containthe
equipment necessary for strictly experimental pur-
poses. The refinement of power systems and other
such military applications seems to have been the
primary motivation for the inclusion of labs in the
Mount Tantiss ingalation. This is fairly typica of
Palpatine's thinking; science and research were
underutilized under his rule.

Themedical baysof Mount Tantisswereasolocated
inthemid-level, just abovethetechnical stations. These
medical bayswere comparable to those aboard |mpe-
rial Star Destroyers, and included approximately 30
operation theaters, and nearly 200 diagnostic booths.
For every three rooms, a bacta tank was available,
though these tanks tended to be larger than galactic
standard; in an emergency, up to five patients could be
treated in a single tank, though efficiency would be
decreased.

Two full intensive care wards were also included,
housing the life-support machinery as well as corn-
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Corporal Terkuss. Assault Trooper

Heridesin the back of ahoverscout, waiting for
the order to disembark. He has memorized the
battle plan and gone over it a dozen times in his
head. Now he checks his blaster rifle, secures his
body armor, and prepares himself for the coming
battle. He is Corporal Terkuss, one of the assault
troopers under the command of General Covell.

Terkuss remembers when the Imperials con-
scripted him into the ranks. He tried to refuse at
first, but they threatened to destroy his homeworld
if he and therest of the new recruits didn't cooper-
ae.

After the training began, he learned what the
Empire stood for and he dedicated himself to the
Imperial cause. He has learned that the Empire is
right, and that it is the legitimate force for order in
thegalaxy. Before hewas so very unclear about this,
but now, with al of the training and education he
has received in the Empire, he is eagerly, unques-
tioningly serving the Empire.

In the two years since being assigned to General
Covdl's command, Terkuss has become one of the
general's best soldiers. Once the general even
complimented him on his change of heart. It was
Covell'srecommendationthat led to Terkuss reas-
signment to Grand Admiral Thrawn's Mount Tantiss

project; on Wayland, Terkuss would be the genetic
template for clones that Thrawn would pit against
the New Republic.

e Corporal Terkuss
Type: Imperial Army Assault Trooper
DEXTERITY 3D+2
Blaster 6D+2, blaster: blaster rifl e9D, blaster: repeating bl aster
7D+2, blaster artillery 5D+2, brawling parry 5D+2, dodge 6D+2,
grenade 4D-*-2, melee combat 5D+2, melee parry 5D+2, running
4D+2, vehicle blasters 6D+2
KNOWLEDGE 2D
Intimidation 5D, streetwise4D, survival 5D
MECHANICAL 4D+2
Communications 5D+2, ground vehicle operation 6D+2, hover
vehicle operation 7D+2, repulsorlift operation 5D+2
PERCEPTION 3D+1
Command 5D+1, search 6D+1, sneak 4D+1
STRENGTH 2D+1
Brawling5D+1, climbing/jumping4D+1, stamina5D+1
TECHNICAL 2D
Armor repair 3D, blaster repair 3D, first aid 3D+2, repulsorlift
repair 3D
Force Points: 2
Dark Side Points: 6
Character Points. 8
Move: 10
Equipment: Blaster rifle (5D), field armor and helmet (+1D
physical, +2 energy), grenades (5D), helmet comlink, survival
gear, utility belt with supplies

puter- and droid-assisted operating machinery.

A smaller chamber, located adjacent to the main
medical section, has been located. It contained a full
store of medical supplies, including speciadized life-
support equipment. In effect, the chamber was a com-
plete, self-contained medical bay. Presumably, the
Emperor's personal physician treated Palpatine in his
own personal medical wing. The majority of the equip-
ment was destroyed, aswere all the medical records at
the facility.

Hangar Bay

The hangar bay was adso massive, containing the
complete complement of vehicles and ships that the
garrison commanded. TIE fighterswere stored on roof
racksand maneuvered by repul sorlift shuntsintolaunch
tubes adjacent to the traditional hangar bay. Assault
shuttles, trooptransports, Skipray blastboatsand other
support craft had a conventional hangar. The main
hangar area acted as both the maintenance bay and
garage: al repairs were performed on avessd while it
was still in the hangar.

Security Areas

Therewere anumber of security stations scattered
throughout the middle levels. Each of these station
rooms had a complete array of sensors for Mount
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Tantiss's corridors, and served as a checkpoint for
individuals travelling through the mountain. The Re-
public assault team on M ount Tantiss used the comput-
ersat oneof thesestationsto accesstheschematicsof

Mount Tantiss.

The Lower Levels

The lower levels of the mountain housed military
troops and their respective stations, as well as the
vehicles and weapons necessary for defending the
mountain. These levels contained food production fa-
cilities, an armory and a landing field, among other
basicserviceareas. All evidenceindicatesthat thisarea
received minimal use until thearrival of Grand Admiral
Thrawn. While this area of Mount Tantiss was clearly
designed for waging military campaigns, it is clear that
the Emperor chose not to run his battles from this
facility.

War Room

The uppermost of these lower levelswaswherethe
war roomwas|ocated. Large, transparent battleboards
and hologram tanks were located at the far end of the
semi-circular chamber, along with ahuge, curved moni-
tor screen that could focus on any image picked up on
the various sensor monitors.
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Lieutenant Creb: TIE Fighter Pilot

When the orders blared through the comm unit in
the pilots ready room of the Star Destroyer Chi-
maera, Lt. Crebwas among thefirst to strap into the
cockpit of his TIE fighter. Creb was a rarity in the
days of the Emperor, for he was a TIE fighter pilot
who had survived more than ten missions. In fact,
when his TIE landed back in its bay aboard the
Chimaera after the Battle of Endor, he had finished
his sixteenth combat engagement in less than two
years.

Crebturned down numerouspromotionsinorder
to remain at the controls of his TIE. He loved the
speed andexcitement that hisjobentail ed. Hecraved
theglory and honor of battle, and hoped to one day
test his skill and courage against the pilots of the
infamous Republic's Rogue Squadron. He modeled
his own sguadron after the Rebel model, though he
would never admit it.

Creb and his Black Wing Squadron have become
something of alegend throughout the Imperial Fleet.
While the squadron commander has been repri-
mandedfortakingtoomanyrisks, hissuccessrecord
cannot be denied. He hopesto add to the legend as
part of Thrawn's Mount Tantiss campaign, serving
as one of the genetic templates for the clones that
Thrawn hoped to fill his ranks with.

 Lieutenant Creb
Type: TIE Fighter Pilot
DEXTERITY 3D+1
Blaster 6D+1, brawlingparry 5D+1, dodge7D+1, missileweap-
ons4D+1
KNOWLEDGE 2D
Intimidation 6D, planetary systems 6D, survival 6D, tactics:
starfighter 5D+2, value 4D, willpower 5D
MECHANICAL 4D
Astrogation 6D, communications 5D, starfighter piloting 8D,
starshipgunnery 7D, starship shields5D+1
PERCEPTION 3D
Command 5D, command: Black Wing Squadron 6D, hide 5D,
persuasion4D+2, search 5D, search: tracking 5D+1, sneak 6D
STRENGTH 3D
Brawling 5D, climbing/jumping 5D, stamina 6D
TECHNICAL 2D
Computer programming/repair 4D, first aid 5D, security 3D+2,
starfighter repair 6D, starship weapon repair 4D
ForcePoints: 1
Dark Side Points. 5
Character Points: 11
Move: 10
Equipment: Navigational computer linkup helmet (internal
comlink, +1D tosensors), high gravity stressflight suit withlife
support equipment, oneweek emergency rations, blaster pis-
tol (4D), survival gear

Acentralized communicationsstationwaslocatedin
thewar room, capable of communicationwith Imperial
forces anywhere in the system. This comm center was
used primarily for battle purposes; the main communi-
cations center was located one level below.

A detailed map of the mountain and the surrounding
terrain was avallable from the memory banks of the
central battle-computer, though the radiation damage
was S0 extensivethat only apartial reading of thedata
was possible.

The Command Wing

The command wing was the hub of military opera-
tions a Mount Tantiss, much like the bridge of a Star
Destroyer. All administrativedutieswerecarriedoutin
this section.

The command wing housed the main computer core
of thefacility, the communications center, al officers
quarters and offices, as well as the main security sys
tems. Thecommand core, the central command center,
constantly monitored all work stations and data files
processed through the base computers. Any station
within Mount Tantiss (with the exception of the
Emperor's throne room) could be controlled from the
command core. The majority of the technicians that
workedinthecommand coreweresituatedinacrew pit
and surrounded by duty consoles and viewscreens.
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The floor above the crew pit contained the command
platform, where duty officers monitored the base's
operations.

The base commander's of ficewas situated above the
main sprawl of the command core, and overlooked the
mainfloor through amassive mirrored viewport. Within
the office, the base commander could access any sta-
tionwithinthe command core, and could communicate
with any station within the Mount Tantiss complex.

The Main Computer Core

The main computer core was atremendous bank of
computers that compiled and indexed all information
that passed through Mount Tantiss's communications
and dataretrieval systems. Troop movements, equip-
ment requisitions, and virtually every scrap of informa-
tion that was moved through the | mperial datanetwork
was duplicated and filed away in the massve memory
banks of the facility (excluding the Emperor's private
communications). This information could then be re-
called by the command wing and the Emperor as neces-
sary.
Countless droids ran the computer core, streamlin-
ing the operation as much as possible. Data retrieval
must have been extremely efficient, thoughiit is doubt-
ful that the Emperor used this facility as often as the
Imperial Data Vault on Coruscant.
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His FinestW or k

Garrbo V'Droz was the best in the galaxy at his
job, and he would have been the first to say so to
anyone who would listen.

Hewas one of the most startlingly intelligent and
talented architects in Imperial space, and as much
as most people hated his attitude and arrogance,
they could not help but admire his talent and his
work. His designs graced Imperial City and many of
the Core Worlds, and he was revered as one of the
most talented sentients ever to enter the architec-
tural field. Garrbo V'Droz was currently singing the
praises of hislatest work to his current customer.

"As you can see" the pompous, green-haired
architect drawled, "the design fits your specifica-
tionsperfectly.”

"l see" said the patron calmly, admiringly taking
in the workmanship of the room, which V'Droz's
own construction crew had built. The patron's
wrinkled, pale hand patted the stone wall apprecia-
tively, and his yellow eyes glittered with pleasure.

Another satisfied moron, thought the architect
smugly.

"The maze is fiendishly difficult. It actually
stumped one of the worker droids this morning.
Screwed his littleguidance system right up,” V'Droz
smirked. Of course it did. It was supposed to.

"While the maze itself is capable of testing the
intellect of most people, I've added alittle security
bonus, though I'm sureyou'll probably figureit out.”
Garrbo V'Droz was hopelessly obnoxious when he
was proud of his work. He was very proud a the
moment. "You see, I've added an interesting little

trac-reflective material inthewalls. No sensor map
of the labyrinth will be the same twice."

Thepatronnodded hisapproval, ignoringforthe
moment that he had suggested precisely that fea-
tureintheoriginal design.

"The entrance to the crypts is located in the
labyrinth, right whereyou asked for it. I've provided
amap for you," V'Droz said, ignoring the sharp look
his employer gave him when the foppish architect
brought the labyrinth's schematics up on his
datapad. "Though why you want a bunch of stone
tablets and mystictrinkets cluttering up the bottom
of amountain I'll never know. Anyway, they'reall
moved in." Garrbo V'Droz had heard his employer
had something of atemper, but was hard pressed to
believe this little man was much of athreat. At least
his credits are good.

"Themainchamber isover akilometer down, and
you can descend by stairs or by repul sorlift shaft,"
he concluded.

"l wishtoseeit," hisemployer saidsimply. "Letus

O—"
J Shrugging, thearchitect brushed hishand through
his emerald hair, leading the way through the laby-
rinth, eventually stopping and gesturingtowardsan
artfully concealed turbolift shaft. "After you," he
said.

"No," hispatronsaid, startingtowardsan equally
well conceded stairwell. "This way is more ... fit-
ting."

"Whatever you say," V'Droz smirked. No, he
thought, this little man is no trouble to please. No

The computer corewas even larger than the cloning
chamber, and was similarly constructed. Theroomwas
essentially acurving amphitheater-style chamber, lined
withdozens of catwalksand acentral power core. Huge
banks of computers and data-compression and storage
units filled every part of the chamber, leaving just
enough room for the library droids to maneuver.

The Main Security Section

The main security section was probably the most
utilized department in the entire facility (with the pos-
sible exception of the cloning chamber). The main
security chamber observed and monitored all other
security stations, and could also independently ob-
serveany portion of thebase. Thesecurity sectionalso
enclosed two separate armories, six surveillance sta
tions, a number of watch stations, and an office for I1SB

The Detention Block

The detention block was similar to most Imperial
holdingareas, with row upon row of tiny cells crowded
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together for the imprisonment of political prisoners,
criminals, agitators and the like.

An "operating theater" of sortswas located in the
center of this section, apparently for interrogation
purposes. Since this particular feature is not usually
included in the standard Imperial detention area de-
sign, itislikely that the Emperor or hisInquisitors used
thisareatointerrogate particularly recal citrant prison-
ers.

It is doubtful, however, that the detention block oi
Mount Tantiss ever sasw much usage, though the Em-
peror aways believed in being prepared for nearly
every contingency. Some of theremainsof the consoles
in the security wing were still in their protective
duraplast shipping wraps.

Barracks

The barracks were designed to serve a full
battlegroup'sworth of soldiers. Completebarracksfor
all medical staff, technicians and military troops below
officer level were located in this area.

A mess hall serviced the complete complement of
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trouble at all.

He shivered briefly at the memory of the previous
months of construction and the armored figures
that had carried the various objects and artifacts
intothe subterranean tomb. His patron waswalking
ahead of him, leading him deeper into the maze.
Despitethe glow rodsthat each held, the gloom and
darkness seemed to overwhelm them the further
they traveled down the twisting staircase.

Eventually, they entered the crypt itself.

The crypt was almost completely dark, and the
light from Garrbo V'Droz's glow rod bounced off the
walls and floor eerily. While he projected an air of
confidence, the arrogant building designer was
scared. Very scared.

He glanced uneasily at row upon row of the "trea-
sures,” al lying on stone shelves carved intherock.
Hispatron had odd tastes. ancient energy weapons,
amulets, crystals, alien trinkets and religious idols,
mummified bodies— and countless other thingsthe
architect didn't want to know about.

Garrbo V'Droz was pleased by the unnatural at-
mosphere that the room possessed; as much as it
unnerved him, it fitted the requested design per-
fectly. But something nagged at him, something ...
familiar ... about the objects in the crypt.

Glancing at the nearest crypt chamber, he saw
the body of a powerfully built human dressed in
brownrobes, clutching ametal cylinderto hischest.
What in the suns is that? he wondered.

"How many copies of the map to the labyrinth
have you made?' asked his employer. His vaguely

serpentinevoiceechoedinthestillness of thetomb.

"Just the one on my datapad,” answered the
architect, still peering intently at the next row of
objects he passed. Are those metal cylinders ...
lightsabers? "Why?'

"No reason," his employer chuckled.

GarrboV'Droz amost dropped hisglow rod when
it shined off a face he recognized in one of the
chambers. There was a grim smile on its face. The
green-haired occupant of the chamber was some-
one with whom Garrbo V'Droz was intimately famil-
iar: his brother, the construction foreman.

Whirling on his patron, he whimpered, "What is
the meaning of this?'

Emperor Palpatine smiled and said simply, "It
meansthat you and | arethe only ones leftwho know
the way through the labyrinth to my ... home for
treasurestoo val uable even for my museum above.
And soon, it will just be me" the Emperor grinned
horribly, as Garrbo V'Droz cowered.

"Don't worry, my friend," hissed the dark figure,
gesturing grandly at avacant spot in the chamber,
"you shall haveaplaceof honor here. Y ou'veearned
it."

Palpatine raised his hands, preparing to strike,
and then, allowing himself afinal moment to savor
thefearinhisvictim, added, "Andif 1 ever needyour
services again, | will not hesitate to clone you."

V'Droz cringed as the Emperor threw vicious
bolts of lightning from his hands and ensured that
the galaxy's finest architect was forever apart of his
last, greatest work.

each servicebranch: the stormtroopers atein onemess
hall, the medical personnel in another, and so on. All
food was prepared by food service droids in a central-
ized kitchen, connected by service walkways.

Three separate, heavily shielded armories supplied
weaponry. The complete inventory of the weapons
storagefacilitiesisunknown, though it isassumed that
the most current weaponry, including PLEX-4s and E-
Webs, were available to the base's troops.

Subterranean Levels

The subterranean levels were located far beneath
ground level, and it is assumed that they housed M ount
Tantiss's four massive power reactors. It was con-
nected to the lower levels by a series of turbolifts and
ladders.

The overload triggered by Lando Calrissian and
Chewbacca spread down into the reactor level. The
resulting explosion destroyed most of thisarea, which
is still flooded with radiation, obscuring all sensor
readings. The metal in the mountain aso fouled all
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sensor readings, and at this point, it is still far too
dangerous to send search teams into the area. It is
known that there were four massive fusion reactors
powering Mount Tantiss, although only three were
operational when Grand Admiral Thrawn arrived. Each
generator put out enough power to run an Imperial Star
Destroyer, indicating that Mount Tantiss, when fully
operational, required an immense amount of energy.

The Labyrinth

Sensor scans have been unsuccessful at determining
what lies beneath the reactors. A few of the weaker
signals received by the scanning crews show what
appears to be a massive maze, although it is possble
that this is simply a series of natural caverns. These
chambers may stretch for kilometers below the sur-
face. What these catacombs contain, or if there areany
levels beneath them, remainsamystery. Most puzzling
is the variance in readings with each scan of the laby-
rinth: each mapping scan returnsadifferent picture of
the maze, as if the labyrinth keeps changing. It is

185




Chapter Ten: Mount Tantiss

Erasing All Traces

Garv Debblewas strolling along the row of recov-
ered artifacts, double-checking encoded computer
tag numbers of the various artifacts his crews had
uncovered inthe past few days.

In all myyearsas an archaeologist, | never thought
I'dget a chance to examine the personal effects ofthe
Emperor himself. And all the 'lost' artifacts inside . . .
this has to be the most stunning archaeological find of
the decade! It will be years before we manage to get
through everything in Mount Tantiss.

Garv smiled to himself. This certainly would
qualify as the pinnacle of his— or anyone else's —
career. His assistant, young Milanda Vorgan, was
approaching him, abroad smile on her face.

"Garv, you have to see this! They're sending the
holosnow. They found anew chamber this morning!
They think they've found the Duinarbulon Stones!"

Garv was stunned by the revelation. "The Stones!
If they're genuine, it could be our first proof that the
Duinarbulon Star Lancerswerered ... for millennia
we thought they were only myths! Let me seg!”

Milandabrought her datapad with its broad-band
antenna attachment over to him. The images were
murky and disrupted by static.

"It's the high metal content in the mountain that
disrupts the images,” Milanda noted. "Still, Garv,
look at that."

Ontheholo, apersoninathick radiation suit bent
over to pick something up off the floor. As the holo
closed in on the image, it appeared to be a small,
engraved crystal.

Garv frowned. "No, that's not one of the Stones.
Too bad. It would have been such afind.”

Hetried to hide his disappointment, but Milanda
knew his moods too well. But this was but one
setback in avirtual treasure-trove of history.

Garv looked up to see one of the Noghri standing
in front of them. Even though Jedi Luke Skywalker
and the Solos had left several days ago, the Noghri
had insisted on staying behind. Garv was still having
trouble telling them apart, but he had been careful
to leave them to their own actions.

"I am Ekhrikhor clan Bakh'tor. | must speak with
you about this ... digging. We have sworn to erase
the Emperor's memory. Y ou will stop this."

Garv was taken aback by theorder ... it was more
than arequest, but lessthan athreat. "I'msorry, my

friend, but you don't seem to understand the histori-
cal Significanceof al this. Thisisthemostimportant
find since the death of Palpatine. We must find out
alwecan..."

"We haveswornto erasethe Emperor'smemory.
Youwill stopthis. Now."

The archaeologist placed his hands on his hips,
trying to appear intimidating. Garv had spent too
many yearsin aresearch library to realizejust who
the Noghri were ... or that intimidation was prob-
ablythetactic least likely towork with them. Behind
him, he heard Milandatake a step back. "You are
simply being unrealistic. There are artifacts of im-
mense historical significance in there. Objectsthat
haven't been seenin centuries. Works of art, manu-
scripts, starships ... things from countless alien
cultures that were pillaged by the Empire.”

"We have no argument with others. Theirs may
be returned. The Emperor's legacy must be de-
stroyed.”

"This is completely improper. You may takethis
up through the proper channels: | would suggest
you go talk to the New Republic Provisiona Council.
However, you have no authority here. Now, scam-
per along."

Ekhrikhor made a sound deep in his throat that
sounded like agrowl. "We do not wish to make war
with our new friends, but we will do whatever is
necessary to stop this. All traces of the Emperor
must beeliminated. | and my peoplehaveswornthis
and nothing will stop us. The others are in the
mountain now."

Garv was about to respond to Ekhrikhor when he
felt Milandatugging at his shoulder. Sheleaned over
and whispered into his ear, "Has it occurred toyou,
Garv, that we couldn't stop them if we wanted to?"

"... | guessyou areright. Ekhrikhor, asan honor-
able being, can | prevail upon you to stop this?
Perhapswe can discussthisor cometo some sort of
agreement?’

Ekhrikhor paused only a second. "I will abide by
the decision of theMal'ary'ush.Until then, theNoghri
abide by theirvow. Wewill continueto eliminatethe
Emperor's possessions.”

Garv turned away. "Milanda, please send aprior-
ity message to Coruscant. We'll need to speak with
Councilor Organa Solo.”

unknown how to access these areas, although it is
presumed that there was some sort of hidden turbolift
access to this area

Note: What is unknown to the New Republic isthat
both the labyrinth and the hidden crypt level below it

186

weresecretly constructed by Pal patine. Pal patine made

every effort to hide the existence of these areas, includ-
ing "silencing" the work crews that built these hidden
chambers. It isunknown exactly what use these cham-
bers served.
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Chapter Eleven
Equipment and

Droids

from the datapad journal of Voren Na'al, recorded
shortly before the destruction of Mount Tantiss.

Modern technology is capable of producing some
products of amazing ingenuity and usefulness. From
new and more powerful weapons, to advancesinshield
technology, to more advanced imaging systems for
sensor arrays, the manufacturers of most modern goods
continue to steadily improve product lines and make
thelives of everyonein the galaxy abit easier. In many
ways, technology isthelifeblood of the galaxy.

Equipment

Cloaking Shield

Cloaking shieldshavelongbeenthedream of starship
technicians and designers. Throughout the history of
theOld RepublicandtheEmpire, scientistsstruggledto
come up with aworking, cost-effective and practical
cloakingfieldsystem. Whilerumorsspread and model
after model failed to live up to expectations, starship
captains and fleet commanderswaited in vain for the
;le_cggol ogy that would winthe gdaxy. It never materi-

ized.

Most problems with those cloaking shield models
which worked fell into two categories — cost and
efficiency. The credits needed to outfit one ship, let
alone afleet of ships, with working cloaks was astro-
nomical And the research costs were staggering as
well. Originally, scientistssoughtamethodforturning
whole.shipsinvisibleto all sensory apparatus— both
visual and other spectrums. The prototypes which
cameclosest to actually working required moreenergy
than a ship could produce. The bigger the ship, the
moreenergy that was heeded. If aship was cut downto
minimum functions and fitted with extra generators it
could be cloaked, but this left it without power for
engines, weapons, shields or even morethan minimal
life support. This avenue proved to be a dead end, so
scientists searched for methods to simply hide ships
from sensor scans. But as breakthroughs in cloaking
technol ogy becameavailable, new sensor systemswere
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introduced which made the cloaks obsolete before
they could even come to market. It seemed to be alost
cause.

Then the Empire made cloak technology a priority
effort. The Emperor diverted vast sums of money and
resources to the cloaking project, ordering the scien-
tists and technicians to succeed by thetimethe second
Death Star was completed — or dse. Calling upon the
best engineersin the service of the Empire, and in some
cases, soliciting private companies to work on small
portions of the cloaking systems, the project com-
menced.

The test model combined a number of interrelated
systems and technologies to providea"null field cape”
which would hide vessals from sensors by absorbing
the sensor beams. The key was hiding the cloaked ship
from other ships' active sensors (ships also have pas-
sive sensors, but they provide much less information).
Active sensors require "feedback” to work: the sensors
project sensor radiation into the void of space. Most
such energyislost, but if it strikes an object, it bounces
back to the computers on the source ship, providing
valuable dataon the nature of objects nearby. Sensors
can give a complete profile of any detected ship by
analyzing energy use patterns, heat, electromagnetic
energy, motion, gravitational disturbances and other
indicators. By absorbing thissensor radiation, thecloak
disguises itself and anything under its protection as
empty space.

Just before the Battle of Endor, the Imperial techni-
cians announced that they had developed aworking,
cost-effective cloak prototype. The Emperor immedi-
ately ordered the prototype to be stored in one of his
hidden treasuries, while the plansfor the device were
locked away on Wayland. With the Emperor's death,
that might have been the last the galaxy ever heard of
cloakingshieldsif GrandAdmiral Thrawnhadn'twanted
the technology to use against the New Republic.

Thrawn's plans centered upon the use of a battered
freighter and the mole miners captured on Nkllon. Even
withthebreakthroughs, thecostof modifyingafrei ghter
to handle a cloaking shield large enough to shield its

187



Chapter Eleven: Equipment and Droids

bays from sensors was extremely expensive. The sys-

tem still has its drawbacks. Nothing gets into a cloak

field, and nothing gets out. No sensors, no communica-

tions — the cloaked ship is instrument blind as well as

instrument hidden. It must rely upon visual navigation.

Fortunately, Thrawn's plan required only to cloak the
cargo bays of the ship instead of the entire vessdl.

By installing the cloak in afreighter, Thrawn madea
decoy vessdl. It appeared as nothing more than an
ordinary, empty freighter asit silently traveled into the
Sluis Van Shipyards. And that's what sensor scans
showed as well — the freighter was empty. With a
stolen Republic identification (the freighter Nartissteu
out of Nellac Kram) and a cloaked bay full of TIEs and
mole miners, the ship was ready to go. The shipwasto
attack the Sluis Van Shipyards, and the mole miners
would attack the New Republic cruisers in dock —
Thrawn counted on quickly and easily stealingan entire
fleet for the Empire. The freighter handled as if it had a
full cargo bay, but Thrawn concocted a cover story
concerning damage suffered in a pirate attack.

The plan probably would have worked if Wedge
Antilles and Rogue Squadron hadn't been on the scene.
Even so, the cloaked bay allowed the Empire to get its
hijack teams dangeroudy deep into the Republic flest,
and the soldiers amost got away with close to fifty
capital ships. Onlytheactions of Rogue Squadron, Luke
Skywalker, Han Solo and other Republic heroes pre-
vented a complete rout of the Fleet, and a potentially
devastating loss.

Delta Source

For the duration of Grand Admiral Thrawn's cam-
paign, security leaks plagued the New Republic. While
treachery in any form is distasteful, that the treachery
was coming frominsidethe Imperial Palace on Coruscant
was even more significant. Since so much rested onthe
stability — or rather, the appearance of stability — of
the New Republic, distrust among the members of the
Provisional Council could have had disastrous side
effects.

Consider the example of Councilor Borsk Fey'lya of
the Bothan delegation. His ambition and mad scheme
for power nearly torethe New Republic apart, creating
a huge rift in the military and the civilian government.

The presence of the security leak was amost as
damaging to the Republic's fragile leadership as the
information the source itself was disclosing to the
Empire. Despite advanced security procedures, vital
information was being leaked to the Imperials from the
Imperial Palace.

Princess Leia Organa Solo decided to hunt down
Delta Source during the Siege of Coruscant. She had
some unusual help: her aide—Winter—and the outlaw
slicer Ghent.

The only link to Delta Source was alow level, multi-
phase pulse transmitter that New Republic security
could neither locate nor decode. At least, until Ghent

188

diced the encrypt sequence to the transmitter. Redliz-
ing that the Delta Source code was a highly sensitive
piece of information, Leia, Winter and Ghent kept quiet
about this discovery and decided to uncover Delta
Source themselves.

Unfortunately, knowing what DeltaSource was send-
ing did not tell them who Delta Source was. Using
Ghent's computer skills, and using Winter's unique
powersof absol uterecall; OrganaSolo and her compan-
ions began leaking disinformation all over the Imperial
Palace in an attempt to flush out the spy.

An odd assortment of items appeared in Delta
Source's transmissions, and according to Winter's
memory and Ghent's computers, there was either a
completely elusive recording system in the Palace or
therewasahugenest of conspirators. Leiashunchwas
that it was asingle "mol€" or recording system, rather
than a large group of traitors; Palace Security was
simply too effective to miss that large a spy ring.

Another flash of insight gave Leiathe answer. While
sittingin the Grand Corridor of thelmperial Paace, Leia
realized that the ch'hala trees that were the showpiece
of the Corridor were the source of the leak.

She noticed an MN-2E droid pruning leaves from the
ch'halatrees. Thedroid was " clucking" and beeping to
itself. Then, she noticed that the tree was flashing in
sync with the droid. Leia finally deduced what was
happening. Ch'hala trees are noteworthy due to their
chemical makeup. Pressureof any kind, including sound
waves, causes "splashes"' and "bursts" of color. While
they are aesthetically pleasing to watch, they are also
natural spy devices. The bursts of red spiral up and
down the trunk, carrying with them "echoes' of the
sound waves.

After inspecting the ch'hala trees in the Imperial
Palace, the New Republic technicians found a unit
unlike any they had ever encountered: aseries of tubes
had been implanted in the trunk of one of the trees.
Thesetubes sampled the bark's chemical changesand
translated them back into pressure data, and finaly
back into sound: the trees were natural microphones.

Another computer module organized and prepared
the data for encrypting and broadcast. Delta Source
was agiant, organic microphone system that had been
in place since the Emperor had taken control of the
Imperial Palace.

Electronic Lock Breaker

M odern security systems are quite effective, particu-
lar building security packages. Even the low-cost For-
tress-7 electronic deadbolt system is quite efficient at
keeping low-tech undesirables from entering protected
areas, though with the correct knowledge and toals,
they are not impossible to disable.

More advanced systems utilize computer coding
systems that rapidly change sequence; the sophistica-
tion of these systems protects luxury homes and build-
ings from unauthorized entry. The Imperial Palace on
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Coruscant uses a combination gene-scan/random-flux

code key sequence to protect residents and visitors.

Authorized personnel are given akey that is linked to
their genetic code; amicro-scanner in both thelock and

the code-key establish the keyholder's identity. If the
gene-codedoesnot match, asecurity alarm soundsand
al door locks are immediately activated. Overdl, the
system that protects the Imperial Palace is the most
advanced on the market and was considered virtually
foolproof.

At leadt, it was, until the invention of the electronic
lock breaker. This deviceis essentialy a high-memory
capacity computer terminal with an independent power
source and a key-code replicator input/output jack.
Thel/Ojack is plugged into the door lock, and alarge
polynomial computation is "spiked" into the security
monitor programming. The polynomial keeps the main
security computer "occupied" and "convinces' it that
thereisno security breach. Therest of thelock breaker's
computer memory randomly flashes gene-sequence
codes at phenomenal rates, until the correct gene code
to open the locked door is discovered.

The electronic lock breaker aso has functions for
opening other types of computer governed locks, but
programmingfor each specifictypeof lock must be pre-
entered into the unit; its memory storage is not large
enough to accommodate every type of lock in its data-
base.

Lock breakers arevery useful toolsfor criminalsand
Intelligence agents who often need to gain unautho-
rized access to aroom or building. The lock breaker is
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capable of bypassing most security systems but it
requires a great deal of power and a considerable
amount of time. The unit produces aloud humwhen it
isoperating, sotheuser needsagood deal of privacy to
get through a lock unnoticed. However, with proper
planning or diversionary tactics, it can be quite effec-
tive.

New Republic dicers are experimenting with a
counter-programming concept to dea with the lock
breaker. Since the lock breaker randomly flashes
through genetic codes, and thus is capable of produc-
ing virtually any genetic sequence, Republic program-
mers are considering adding "ringer” codes to their
alarm systems. If thelock breaker triesa*ringer” code
on the lock system, the lock's computer system will
realize that this is a prohibited code sequence, and it
will trigger asystem-widealarm. Preliminary testshave
proven modestly successful.

» Electronic Lock Breaker
Model: OutlawTech Lock Breaker
Type: Security tampering unit
kill: Security, computer programming/repair
Codt: 25,000 credits (basic unit), 1,000 (per security system profile
software package)
Availability: X
Game Notes. The Lock Breaker requires a Moderate security roll
to activate and a Difficult computer programming/repair roll to
successfully determine gene code sequences in advanced com-
puter locks. Specific system profiles must be programmed before
use, but pre-programmed system profiles (which are quicker to
enter and generally moreeffectivethan "homemade" profiles) can
be installed with a Moderate computer programming/repair roll.
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Holorecording Macrobinoculars

A number of commercial modelsof macrobinoculars
are on the market, but a new innovation is becoming
quite popular. Some manufacturers have begun releas-
ing combination macrobinocul ar/hol orecording units.
Prior to theintroduction of these "dua function units,"
users had to scomp-link the macrobinoculars into a
holorecording unit, often resulting in software
incompatabilities and glitches: the finished recording
was often flawed.

The new device retains the functions of a standard
macrobinocular set, including range and targeting in-
formation (on al but the cheapest models), but it adds
the ability to store ahol ographic recording of anything
seen through the viewfinder. With the sensor attach-
ments available, sensor data can also be stored and
recorded on the macrobinocular's recording unit.

Unfortunately, thecost of thesedevicesisfairly high.
Miniaturized holograph technology is expensive, and
only thosewho can afford "the best” tend to ownthese
units.

* Holorecording Macrobinoculars
Mode: Neuro-Saav Model TT4 Holorecording Macrobinoculars
Type Speciadized image magnification/recording device
Skill: Search
Cod: 2,000
Availability: 2
Game Notes. Holorecording macrobinoculars providethe normal
advantagesof standard image magnification devices(thisspecific
unit gives +2D to all search or Perception rolls more than 100
meters away). In addition, the device can record up to three
standard hours of visuals on a standard data card. (For more
information on macrobinoculars, see Sar Wars: The Roleplayirtg
Game, Second Edition, page 153)

Holo Transmissions

The imaging communi cations medium that changed
the galaxy was the hologram signal relay system. Holo-
graphs are three-dimensional images created by fo-
cused beams of coherent light. Holograph technol ogy
was perfected during the days of the Old Republic,
followed by hologram technology which alows full
images, with sound, movement and an incredible num-
ber of recording techniques; holograms are merely one
step removed from being actually present at an event.
Holoprojectors can project three-dimensional images
wherever they point their lens.

Coruscant was the first world to receive a hologram
network, providing instantaneous three-dimensional
communications between variouspointsonthe planet.
The next step was to connect the entire Republicinthe
sameway.

The Old Republic's Senate commissioned the con-
struction of agalaxy-wide HoloNet to provide afree flow
of information between the member worlds. Prior to
the HoloNet, communications were handled face-to-
face (as hyperspace travel was usualy faster than
subspace comm units) or by subspace planetary re-
lays. These deep space communications stations re-
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ceived, amplified, and retransmitted comm transmis-
sionstowardtheir desired destination. Subspacecomms
continueto be the main short-range, inexpensive com-
munications medium.

Thefaster HoloNet system opened the Old Republic
to an unprecedented exchange of ideas and cultures,
promoting rapid growth in al facets of the Republic.
Unfortunately, this rapid exchange of news aso has-
tened the end of the Old Republic, asthe corruption of
the Senatewas exposed asit occurred, revealedfor all
in the galaxy to see.

The technology of the HoloNet was amazingly com-
plex. Hundreds of thousands of non-masstransceivers
were connected through avast matrix of coordinated
hyperspace s-threads, or simu-tunnels to form the
HoloNet. These, in turn, were connected to massive
computers which sorted and decoded all of the infor-
mation.

While in wide service, the HoloNet system was ex-
pensiveto maintain. Theexpensewas considered nec-
essary, for the HoloNet gave the Republic a sophisti-
cated, flexible and amost instantaneous method of
communication.

However, the HoloNet'sincredibl e cost alowed only
governments and the wealthiest of corporations to
exchange communi cations; hyperspacetravel or sub-
spaceremained the only viable method of communica-
tion for the average citizen. Still, the HoloNet gave the
average citizen a sense of belonging to the Republic.

When Emperor Palpatine took control of the Old
Republic, hecloseddownlarge portionsof the HoloNet.
He retained it for direct communications with his fleet
of Star Destroyers, and he alowed it to remain in use
withintheCoreWorlds. Theouter systemswerecut off,
however, sothat knowledge of the Emperor'satrocities
would be slow to reach the public.

While the Empire continues to make use of aportion
of theHoloNet, theNew Republicisbusy openingupthe
rest of the system in order to give the member worlds
a sense of belonging once again. In addition, many
Republic ships — even those without holoprojector
systems — are relaying their comm transmissions
through the hyperspace matrix to provide near-instan-
taneous communications. To the vast mgjority of the
New Republic, thisreal-timeexchangeof informationis
new and exciting; a promise of advances to come.

Holocomms

To receive HoloNet transmissions, the receiver must
have a HoloNet comm unit (as distinguished from a
standard holocomm unit). This unit is responsible for
receiving and sending all hyperspace HoloNet commu-
ni cations; oncethecommuni cationsaredeciphered by
the HoloNet comm unit, they can be relayed to any
holocomms on the ship or planet.

Standard holocomms are common throughout the
gaaxy. Mogt are able to receive and send short range
broadcasts, either on aplanet or within afleet of ships.
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Almost all of these devices are aso able to record or
play hologram disks. Some more basic holocomms, like
those found on R2 astromech droids, lack even broad-
cast units, and thus can only play or make recordings.

Themost common holocommunitiscalled ahol opod.
Theunit consistsof apod for receiving broadcasts and
asecond pod for the receiver; they areoften isolated in
small tanks for privacy. The hologram materializes
abovethe pod imaging pad, while a'so sending areturn
image to the caller.

Most ships have small holo displays ontheir control
boards, as these double as sensor and heads up dis-
plays when the pilot or crewer needs to see a three-
dimensional representation. The hologram displays
are seldom more than afew centimeterstall.

Both the New Republic and the Empire make wide
use of holotanks. These three-dimensional visual pro-
jection areas resemble miniature amphitheaters. A
holotank is a complete sphere, often recessed below
floor level. Observers stand upon abal cony built around
the tank's periphery to observe whatever scene is
unfolding within the tank. Military applications include
tactical movements and battle plans.

Finally, from the days of the Old Republic to today,
holotheaters have served as the eyes of the general
public. Crowds regularly fill these three-dimensional
imaging theaters to see holo news redls, hol ofeatures,
and to receive holo reports from their elected or ap-
pointed |eaders. Some hol otheaters, especially on Core
Worlds, can hold thousands of spectators, producing
holo-images so large and vibrant that the only way to
properly describe them is "breathtaking."

Jammer Packs

The jammer pack was an accidental technological
inventionthatisrapidly provingitsuseful nessin covert
operations. Originally designed as adevice to prevent
unauthorized listeners from tapping into sensitive
comlink transmissions, thejammer pack was lessthan
successful. The unit produced a muffled static effect
every time it was activated, and made conversations
harder totap, but aso harder for the authorized listen-
ers to understand. After afew million units were pro-
duced, the product was discontinued.

Covert operationsforces, Imperial Intelligence units
in particular, recognized thesignal jammer's potential;
with a strong enough power source, the faulty unit
could effectively drown out all comlink activity with
high-gain static. Cutting off communication lines is
usually a necessary step in sabotage operations, and
thejammer pack is aconvenient and simple method of
accomplishingthat task.

The original signal jammer was asmall flat, rectangu-
lar box that could fit into the palm of someone's hand.
It had input and output receivers and scomp links, and
asmall input board so users could attunethejammer to
the frequencies of personal comlinks. A small control
dial set the amount of "background static" that was
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produced to foul eavesdroppers. A tiny, rechargeable
power cell waslocated in arecessed panel onthe unit's
underside. The entire unit could be hidden in a belt
utility pouch for inconspicuous transport.

Imperial Intelligence added several features to the
unit. The largest alteration was an increased power
source, which produces high-gain transmission static
onal bandwidths. Intel aso added acomputer input to
tap into centralized communications system to shut
down all the communications in a network. Both of
theseitemswererelatively simpleto manufacture, but
the cost of miniaturization made the unit more expen-
sive. The existing unit will still fitinto asmall pocket so
the comm tech in a strike team can carry It conve-
niently. If cost isaconsideration, asimilarly powered
unit can be jury-rigged with a civilian power generator
and scomp computer link, making the unit large enough
torequireasmall backpack, but substantially saving on
COsts.

e Jammer Pack
Modd: Modified MicroThrust ComTech Eavesdrop Protection
Unit
Type: Communications disruption unit
Skill: Communications
Cod: 1,050 (basicunit), 3,400 (Imperial modified unit), 1,750 (jury-
rigged unit)
Availability: X
GameNotes: To successfully activate thejammer pack requires a
Moderate communicationsroll. | f successful, it produces high-gain
white noise on al communications bandwidths, prevent any
comlink transmissions within a 150-meter radius. A successful
Difficult communications roll is necessary to tie the jammer pack
into an integrated communications network (such as the comlink
system in Imperial Palace on Coruscant). If completed, the jam-
mer pack produces communications-fouling noisethat isbroad-
cast throughout the entire system, completely shutting down the
network. Thejammer pack cantieinto an integrated network from
any public access terminal, but this normally requires severa
additional computer programming/repair totals to successfully
slice into the network's management program routines.

Life-Form Analyzers

A portable sensor package (or acomputer program
packagetied into direct sensors) that can be carried in
a convenient case or installed within land vehicles or
ships, life-form analyzers provide important informa-
tion on the structure and nature of any encountered life
forms.

Using a complicated series of algorithms, sensor
scan relays, and life-formindicator (LFI) programs, life-
form analyzers can determine what life forms are in an
area. The larger the sensor array, the larger an area
which can be scanned. When plugged into a massive
computer, such as those found aboard Imperial Star
Destroyers, life-form analyzers can even scan whole
planets.

While life-form analyzers cannot identify unknown
life forms, they can determine a number of different
species in an area. Some of the factors used as part of
the life-form identification algorithms include heart
rate, ambient atmospheres, respiratory byproducts,

191



Chapter Eleven: Equipment and Droids

and molecule-chain EM polarization effects. The chief
long-range parameter, however, remains|ife-form heat
signatures. Every different species has adlightly differ-
ent body temperature, whether it be human, Noghri or
Calamarian. Sometimes the analyzers can be confused
or totally stymied by nearby heat sources, asthese can
shield life-form heat signatures from the sensor scans.

Weapons

Cluster Trap

The New Republic military has devised a num-
ber of custom ordnance to balance out its offen-
sive and defensive arsenals. One such new devel-
opment is the cluster trap.

High-powered concussion grenades are sealed
within nondescript blisters and placed onthe hull
of acapital ship, such asan escort frigateoraMon
Calamari star cruiser. The blister and its destruc-
tive contents lie dormant until activated by the
command crew of thehost vessel. Random sensor
sweeps scan the area around the blister, search-
ing for starfighter identification transponder
codes. When enemy vessels are detected within
theblister'sblast area, thetrap isactivated, send-
ing ashower of concussion grenades outward in
al directions. Any starfighters caught in the fiery
flower are bombarded with grenades which ex-
plode on contact.

e Cluster Traps
FireArc: All; affects all vesselswithin 2 unitsof trap
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To DetermineHits: Roll 3D; difficulty is Easy or target'spilotingroll
Damage: 6D for each ship hit

Conner Net

Conner nets are very old weapons and have been
used by customs ships since the days of the Old Repub-
lic. While they are somewhat "low-tech" compared to
the advanced technology of today's tractor beam em-
placements and turbol aser batteries, Conner nets have
become increasingly popular with smugglers and pi-
rates who may need to immaobilize grounded targets.

Conner nets are contained in large metal canisters,
roughly threeto five metersin length. These canisters
arenormallyshotthroughaconcussionmissile launcher
or cargo shunt, with atypical deployment altitude of 50
to 100 meters. The canister is equipped with anumber
of small separator charges. When activated, the casing
separates, spreading the metal mesh net inside the
canister over the target area. High power electric cur-
rent is channeled from mini-generators at the center of
the net, electrifying the entirety of the confining mesh.
The current tends to foul shipboard guidance, sensors,
weapons and other vital electrical systems. Because
the generator can work for several hours before run-
ning down, an outside party is normally necessary to
burn the net off the surface of the target.

 Conner Net
Model: Conner Ship Systems Type | Restraining Net
Type: Ship restraining unit
Scde Starfighter
SKill: Starship gunnery
Cost: 5,000 per canister
Availability: 3,R
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Range: 5-25/50/100

Blast Radius: Net is 50 metersin diameter

Damage: 10D

Game Notes: To successfully activate the Conner net requires a
Difficult starshipgunnery roll. All ships (or other targets) touched
by the net suffer a +5D penalty when using any electrical system
(includes drive, weapons, sensors and ship-integrated communi-
cationssystems). Any unprotected personwhotouchesacharged
Conner net suffers 10D damage every round they are in contact
with the mesh.

E-Web Repeating Blaster

The E-Web heavy repeating blaster ("Emplacement
Weapon, Heavy Blaster") has been along-standing fix-
ture as a small- and medium-sized unit gun emplace-
ment. The weapon has been repeatedly proven a top
choice for anti-infantry actions, and as ajoint venture
between BlasTech and Merr-Sonn, it received wide
distribution throughout the galaxy's various military
organizations. BlasTech's new E-Web(15) is a revised
model of the standard E-Web (in fact, most soldiers
make no distinction between the E-Web(15) and E-
Web). Itismadeexclusively by BlasTech, althoughitis
rumored that Merr-Sonn is readying a similar weapon
for release. Like its predecessor, the E-Web(15) can be
carried as atwo-piece unit by teams on maneuvers. It
can be "quick-mounted” on atripod and set up as a
temporary fire emplacement in less than five minutes.

The weapon is outfitted with a high-demand por-
table Eksoan power generator and isfitted with the new
Gk7 Cryocooler unit (to keep the weapon from over-
heating in combat). The original E-Web was equipped
with the Gk3 Cryocooler, which tended to overheat,
and in heavy radiation zones like Qat Chrystac, over-
load rather explosively. The new GK7 is supposed to be
much more efficient, and does effectively resist the
damaging effects of high radiation zones, although the
new unit's cooling coils must be replaced after 20 hours
of field use.

The E-Web is definitely a two-man weapon. Single
troops can firetheweapon, but with very little effective-
ness, save as suppressing fire. The unit itself is quite
resilient and can withstand a number of direct blaster
hits before it is rendered inoperative. The newer mod-
ds of E-Web aso have a small shield generator to
protect the cyrocooler unit, affording asmall amount of
protection (usually stopping one or two blaster hits
before shutting down).

« E-Web(15) Heavy Repeating Blaster
Model: BlasTech E-Web (15) Heavy Repeating Blaster
Type: Two-man Heavy Repeating Blaster
Scde Character
Skill: Blaster: repeating blaster
Crew: 2, skeleton: 1
Ammo: Power generator only
Codt: 6,300
Availability: X
Body: 2D (weapon), ID (cryocooler and power generator; if
severely damaged by ablaster hit, it explodesin atwo-meter blast
radius, doing 7D character-scale damage; see page 68 of Star Wars,
Second Edition)
Shidds | D (weaponand crew), 2D (cryocooler and power genera-
tor)
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Fire Rate: 3

FireControl: 2D (OD if onskeleton crew)
Range: 3-75/200/500

Damage: 8D

Portable Missile Launcher

The PLX-4, the latest model of MerrSonn's famous
"Plex" series of missile launchers, serves as a very
effective close-support weapon for infantry troops. The
PLX-4 fires both missiles and standard rockets and is
designed for use on repulsorlift vehicles. The launcher
isthestandard "over-the-shoulder” design, though new
tripod mounts are available from third-party manufac-
turers. The PLX-4 can fire "dumb" rockets in a line-of-
sight attack, "smart" rockets (the Gravity-Activated
Mode, or GAM, guided missile designed for the Plex
series) and the latest entry into anti-aircraft weaponry:
"savant" missiles.

Savant missiles are "surprise attack” weapons that
have proven extremely effectiveagainst carelesspilots.
When launched, the savant's computer system does a
sensor scan to "tag" the intended target. Then, the
computer system goes into "savant" mode.

To enemy pilots, incoming savants appear to beline-
of-sight "dumb" rockets. With a couple of simple ma
neuvers, the pilot can easily avoid the rockets. The
computer control system of the savant missiledoes not
activate for roughly five seconds (though different
intervals can be programmed into the missile) — long
enough to fool a pilot into thinking he has avoided
destruction by a"dumb" rocket.

When the savant delay has expired, the rocket's
computer system activates and homesin onthetagged
target. Most pilots are fooled by the missile's first pass
and never even see the rocket swing around to hit them
from behind. Savant missiles are not currently in wide
use, but their remarkable success rate suggests that
they will become increasingly popular with infantry or
vehicle units. They are ideal for surprise attacks, and
the Empire has used them extensively at Qat Chrystac.

» Portable Missile Launcher
Model: MerrSonn PLX-4 Missile Launcher
Type: Portable Missile Launcher
Scae Speeder
Skill: Missileweapons: Plex
Ammo: 4 (detachable missile rack)
Cogt: 6,000 (launcher), 200 ("dumb" rocket), 600 ("smart" GAM
rocket), 1,000 ("savant" rocket)
Availability: R
Range: 100-500/3/10KM
Damage: 6D
Game Notes:
Savant Rockets: Because of the computer system necessary to fire
the savant rockets, one round and aModer ate missile weaponsroll
isnecessary to "tag" atarget. If thisroll isfailed, it means that the
"tag" system has not locked on the target and the weapon acts
only as a"dumb" rocket, relying entirely on the missile weapons
roll inthenext round. If theroll is successful, the savant missileis
considered to have a skill of 4D to hit the target (normally the
rocket activates at point-blank range). The attacker must make a
second missile weapons roll at normal difficulty for the straight-
line rocket attack.
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Gottu and HisVibro-ax

| goby thename Gottu, andif you haveaproblem
with that, | can help you take the final jump. I'm a
soldier, fighting for the New Republic as part of

e's Commandos. Before that, | fought for the
Alliance, and before that ... well, let's just say I've
aways been fighting something or someone.

I'm hereto talk about weapons. I'm what you call
an urban combat specialist, and | can turn anything
into a weapon. Anything%. But if | have a choice,
there's oneweapon | prefer aboveall others.

Man Solo swears by hisblaster. Chewbaccaand
Frorral are never far from their bowcasters. Then
there'sL ukeSkywalker, whotwirlsthat lightsaber of
hislikeit'sapart of him. While each of these weap-
ons has its advantages and specia appeal, | prefer
vibro weapons.

Ther€'s nothing likethe hum of avibroblade asit
dides from its sheath, the vibrating buzz of avibro-
axdlicingthrough stormtrooper armor. When | dress
for battle, | strap avibrobladeto my ankle, avibro-
shiv to my wrist, and avibro-ax to my back. Oh, |
carry ablaster or ablaster rifle, too. It'sgood to start
afight with ranged weapons — let's you weed out
the rffraff and amateurs. But when the fighting gets
up closeand personal, when thereal combat begins,
then | want avibro weapon or two in my hands.

Take that time me and Idow were dropped into
Bruzion, acity ontheplanet Jendorn. Theplanet sits
in the Borderland Regions, and it was the scene of
some fierce fighting between New Republic and
Imperial forces. The Empire won the battle and was
occupying the city. They had dso set up a prison
compound, and they were holding six downed Re-
public pilots. Page and the others were off on an-
other mission, so the job was left to me and Idow.

Thefar side of the planet was still in chaos asthe
natives continued to disagree with their Imperial
%u%ts Thefew Imperial starshipsstill inorbitwere

usy watching out for our starships, so nobody
noticed the small transport asit flew In and dropped

us off afew kilometers from Bruzion. We made the
rest of theway onfoot, took inthe scenearound the
prison compound, then made a quick plan.

"Let's go in and get them out of there," | said,
hefting my vibro-ax to emphasize the point. |dow
grunted in agreement.

Now, you're probably thinking that we barged
into that compound and simply fought our way
through the platoon of troopers stationed there.
Well, we did do agood hit of fighting, but first | set
up alittle diversion to cover our arrival. The com-
pound was protected by a single turbolaser tower.
| figuredthat thetower would proveto beaproblem
whenwecalledfor pick-up, ol decidedtouseitfor
my diversion. 1 climbed the side of thetower until |
reached the level | wanted. If | had figured right,
behind the armored wall were the rows of capaci-
tors and the power core that supplied the tower
with eny, I switched on my vibro-ax, buried the
blade head in thewall, and leaped down.

Twenty minutes later, as me and Idow were just
introducing thefirst Imperial guardsto our blasters,
theaxe had finally cut itsway to the power core. The
resulting explosion was spectacular and very noisy.
It sent the remaining guards running in the wrong
direction, alerted our pick-up that we were ready,
and roused the prisoners we had come to rescue.
Except for abit morefightingand ashortwait for our
ride, this mission was over.

| was only slightly surprised when the assault
shuttle flew inwith SylaTors & the controls and our
own Lieutenant Page at the open hatchway. "You
could have waited," he scowled as we hurried the
pilots aboard.

"You guysjustwould'vegotintheway," | replied,
slamming the hatch and giving the lieutenant my
best smile.

SO you see, you can keep your blasters and
bowcasters and lightsabers. Me, I'll stick with a
vibro-ax. They get the tough jobs done.

Stokhli Spray Sticks

Stokhli spray sticks are effective long range stun
weapons developed by the Stokhli people of the planet
Manress. The weapons work by shooting a spraynet
mist up to two hundred meters. The spraynets are
charged with enouah shockstun juice to take down a
good-sized gundark or other large game animal. The
sticks come equipped with athumb trigger and spray
nozzle. The controls are simple, providing the spray
profile, pressure levels, and triggering pin.

When fired, afine spray mist shoots from the nozzle.
The mist appears as semisolid tendrils of thin, translu-
cent material. When exposed to air, the spray hardens
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arounditstarget. Thespraynet deliversahugestunand
wraps the target in confining tendrils, completely im-
mobilizing the creature or person.

Used mostly by big-game hunters on more primitive
planets, stokhli spray sticks can be effective capture
wegpons. They were used by Noghri commandoswho
attacked Luke and Leiaon Bimmisaari; fortunately for
the Skywalkers, the Noghri attack failed.

* Stokhli Spray Sticks
Mode: Stokhli Spray Stick
Type Non-lethal restraint
Scale: Character
Skill: Blaster: Stokhli spray stick
Ammo: 10 charges (1 charge can generate up to 500 meters of
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spraynet)

Codt: 14,000

Availlability: R

Range: 50/100/200

Damage: 6D stun damage. Entangled characters must make op-
posed Strength roll to break free (6D Srength).

Thermal Detonator

Thermal detonators are small grenade-sized explo-
svesthat generateapowerful explosion. Thermal deto-
nators are very simple to operate: slide the thumb
guard out of theway and pressthe activation stud. The
Merr-Sonn Munitionsthermal detonator, which people
are most familiar with, has asix-second delay to either
deactivate the detonator or duck and cover.

Thermal detonators contain baradium, an extremely
unstable synthetic explosive. The thermal detonator's
power source, usually no more powerful than ablaster
power pack, activatesthe baradium, which generatesa
particle field when exposed to a power source. The
particlefield controls the expanding "explosion." At the
end of the reaction, the sphere collgpses in on itself.
Anything outside the sphere is undamaged, while any-
thing within the sphere is exposed to the heat damage
of the baradium detonation.

Generally, thermal detonators contain enough
baradium for a five meter sphere. Recently, modified
black market detonators that can allegedly create 100
meter blast spheres have been confiscated by Republic
authorities. Baradium is extremely unstable, and im-
proper handling of athermal detonator can trigger an
accidental detonation.

« Thermal Detonator
Mode: Merr-Sonn Thermal Detonator
Type: Personal Concentrated Heat Explosive
Scde Character
Skill: Grenade (for throwing)
Cost: 200
Availability: X
Range: 3-4/7/12
Blast Radius: 0-2/3/5
Damage: 10D/8D/5D

Droids

Decon Droids

Some worlds, before they can be colonized or used
asabase, must bemadesuitablefor livingbeings. Other
worlds, which have suffered the calamity of war or the
ravages of industrial accidents, must be cleaned of
toxic elements beforelife can thrive again. Decon droids
perform these necessary tasks.

The basic decon droid is squat and box shaped, full
of internal decontamination chambers. It scoops up
contaminated material, such asirradiated soil, runs it
through a series of catalytic processors, then dumps
out the cleansed material after the process has run its
course.

Decon droids are also called upon to decontaminate
radiation-fill edshipinteriors. Thesedroidshavechemi-
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cal spray appendages for spreading radiati on-absorb-
ingfoamthroughout acontaminated area. Itthen scoops
up thefoam, rendering it inert within its interior decon-
tamination chambers.

During the days of exploration and colonization of
the Old Republic, decon droids were used to process
alien soil filled with hazardous chemicals and minerals.

e Decon Droid
Model: Industrial Automaton Decon 111
DEXTERITY 2D
KNOWLEDGE ID
Decontaminationprocesses3D
MECHANICAL 1D+1
PERCEPTION 2D
Search 3D, search: contaminants5D
STRENGTH 2D
Lifting 2D+1
TECHNICAL 2D
Standard Equipment:
« Internal four-stage decontamination processor; usesdecontami-
nation processes skill. Can process three kilograms per hour;
difficulty depends upon level of contamination.
* Visud, infrared, and analyzation sensors

Heavy scooper (+1D to lifting)

* Treads
* Retractable arm
Move 6
Size 1.3 meters

Espionage Droids

Espionage droids are automatons programmed to
covertly gather information from one organization lor
another'suse. The easiest way toinsurereliable perfor-
mance is to program an espionage droid with two
primary function modules.

The first module handles outward-appearance func-
tions— in other words, the programming that allows
thedroidtodowhat itis"supposed" todo. For example,
as espionage droid disguised as aprotocol droid would
have protocol programming asits first module.

To all outward appearances, espionage droids look
like common droid models — protocol droids,
astromech droids, or laborer droids, for example.

The second module controls the droid's true func-
tion — to watch, record, and transmit relevant data
back to its master. In most cases the second function
modul e takes the form of "hidden programming” and
even the droid is unaware of its underlying mission.

With the second module, the droid records every-
thing that happens around it. With sophisticated flag
programs, espionagedroids caneven be subconsciously
programmed to watch for particular events. Then, &-
ther at a set time or in response to a high-frequency
coded signal, the droid transmits its stored data or
returns to its master to make a data dump. It remem-
bersnone of this, returningto its surface-programmed
duties as though nothing occurred.

An espionage droid's hidden programming will sur-
vive standard memory wipes and reprogramming. To
remove the hidden programming, the droid must be
taken apart and the program modules must be physi-
caly pulled.
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The Empire's Intelligence divisions use espionage
droidsfor avariety of missions; theNew Republic uses
the units sparingly. Crime lords, other fringe groups,
and even some corporations are rumored to use espio-
nage droids as well.

» Espionage Droid
Model: MerenData Espionage Droid in Protocol Droid shell
DEXTERITY 2D
Dodge 2D+2, pick pocket 3D
KNOWLEDGE 3D
Culture4D, languages 8D, value 6D
MECHANICAL 2D+1
Communications 5D+1, sensors 5D+1
PERCEPTION 4D
Con6D, hide6D+1,investigation6D, search6D, sneak 6D+1
STRENGTH 2D
TECHNICAL 3D
Computer programming 5D, security 6D
Standard Equipment:
« humanoid body (head, two arms, two legs)
« Information recording and coded retrieval/broadcast system
« VVocabulator speech/sound system
 Broad-band antenna receiver
* AA-1VerboBrain processor
 TranLang | I| communication/protocol module
« Espionage hard-wired module
Move: 8
Sze 1.7 meters

Guard Droids

Security departmentsand law enforcement agencies
throughout the galaxy use guard droids to augment
security systems and watch over sensitive locations or
persons. They serve asbody guards, protectors, instal-
lation sentries, areawatchdogs, and even prison war-
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dens. Guard droid personality modules tend toward
demanding, amost abusive behavior, and many are
allowed by their programming to use deadly force if
necessary, unlike most "civilian" droids.

While guard droids are not as tough as combat
droids or the outlawed assassin droids, they are more
than equipped to handle the tasks assigned to them. In
most cases, simply having a guard droid around will
deter ail but the most desperate or powerful
antagonizers.

e Guard Droid
Model: Arakyd G-2RD Guard Droid
DEXTERITY 3D
Blaster 5D, dodge 4D, meleecombat 4D+1, running 4D
KNOWLEDGE 2D
Bureaucracy 3D, intimidation 4D, intimidation: interrogation 5D,
languages 3D, law enforcement 3D+2
MECHANICAL 2D
Repulsorlift operation 4D, sensors5D
PERCEPTION 4D
Command 5D, investigation 5D, search 7D
STRENGTH 4D+1
TECHNICAL 2D
First aid 3D, security 5D
Sandard Equipment:
 Repulsorlift engine (move: 10)
« Visual/sound sensor package
« Vocabulator speech/sound system
 Broad-band antenna receiver
« Stun appendage (stun damage 6D)
« Blaster appendage (damage 5D, ranges 3-7/25/50)
* Grasping claw (+1D to lifting)
Move: 10
Size 1.2 meters
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General Purpose Droids

The Rebaxan Colmuni MSE-6 General Purpose droid
was introduced as alow-cost commercial droid by the
now-defunct Chadra Fan company. The Chadra Fan
modeled the droid after a common pet animal from
their homeworld; unfortunately, the MSE-6 was an utter
failure on the open market because it reminded an
inordinate number of intelligent species of pest crea
tures.

The Empire offered to purchase the entire produc-
tion run — at a greatly reduced price. The droids,
almost universally disliked by Army and Naval person-
nel, have found permanent employment aboard | mpe-
rial starships and in Imperia instalations. It has aso
earned the nickname mouse droid.

Mouse droids are third degree droids with modular
knowledge circuit matrices. Each droid is equipped
with one matrix, each programmed with one skill a a
time. The matrices are cheap, compact, and easy to
install, allowing M SE-6 droids to perf orm onejob, change
matrices, and head off to perform adifferentjob. Itisso
easy to reprogram these droids that Imperial techs
have given the job over to other mouse droids.

e General Purpose Droid
Model: Rebaxan Colmuni MSE-6
Move: 5
Size: 0.3 meterstall
DEXTERITY 2D
KNOWLEDGE ID
MECHANICAL 1D
PERCEPTION ID
STRENGTH 1D
TECHNICAL 1D
Sandard Equipment:
« Electro-photoreceptor
¢ Auditory sensor
» Holocam
* Treads
* Retractable heavy manipulator (+2D to lifting)
* Retractable fine manipulator (+1D to lifting)
* One skill matrix programmed with one of the following skills:
bureaucracy 3D, sensors 3D, hide 3D, search 4D, armor repair 3D,
blaster repair 3D, capital ship repair 4D, capital ship weapon repair
3D, computer programming/repair 3D, droid programming 3D,
droid repair 3D, security 3D, starfighter repair 3D

Interrogator Droids

Programmed to retrieve information from living be-
ings by whatever means possible, interrogator droids
aretechnological atrocities of the highest order. They
combine sophisticated medical science and psychiat-
ric modules with interrogation and torture programs,
producing a calculating, cold, and darkly efficient per-
sonality. Most interrogator droid models accomplish
locomotion with the use of repulsorlifts, eliminating
superfluous mechanisms and software.

The glossy black globe of the IT-0 is covered with
probes, needles, sensors, and other pain-producing
equipment. Some of the equipment and program mod-
ulesareretooled assassindroid parts, linked to medical
droid diagnostic and operating modules. It monitorsall
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bodily functions, but for adifferent purpose than medi-
cal diagnostics. IT-Oswatch vital signsinorder to apply
maximum pain with minimal damage.

The IT series comes equipped with a variety of
microsurgical instruments and chemical injectors. In-
terior reservoirs hold amix of drugs, from mind altering
tolethal dosages. FromthelT-OtothelT-3, interrogator
droidsaresimplyanotherinformation-gatheringtool in
theEmpire'sarsenal. It hasbeen observedthat eventhe
security wardensthat regularly work with interrogator
droids find them uncomfortable to be around for long
periods of time, for they take abit too much pleasurein
the pursuit of their assigned jobs.

e Interrogator Droid
Model: Imperial 1T-0 Interrogator Droid
DEXTERITY ID
Dodge 3D, melee combat 3D, melee combat: interrogation tools
4D+1
KNOWLEDGE 3D
Alienspecies4D, humanoid biology 5D, intimidation 6D, intimida-
tion: interrogation 7D
MECHANICAL 2D
Sensors3D
PERCEPTION4D
Investigation 5D, search 5D
STRENGTH3D
TECHNICAL 2D
First aid 5D, medicine 5D, security 4D
Sandard Equipment:
* Repulsorlift engine (move: 3)
« Visual/sound sensor package
« VVocabulator speech/sound system
e Laser scalpel (2D damage)
« Hypodermic injectors (4D stun damage)
* Power shears (5D damage)
* Grasping claw 01D to lifting)
Move: 3
Size 1 meter tall

Medical Droids

Making full use of extremely precise sensory inputs,
articulated limbs, and large analytical capacitors, medi-
cal droidsmakeexcellent medical diagnosticians, nurses
and even full-fledged doctors, assisting, and in some
casesreplacing, biological physicians. Most clinicsand
hospitals utilize medical droids, and they are often
found aboard starships which cannot afford to carry
medical staffs.

Because medical droids must bein constant contact
with diagnostic computers, most are not mobile be-
yond the range of their medical bay. Those which do
move beyond the interface tethers must make do with
whatever programs their memories can store; such
droids are normally limited to first aid and emergency
care.

The computers which medical droidsinterface with
contai nvast sums of knowledge concerning humanand
alien anatomies, symptoms, medical techniques, and
procedures. By analyzing symptoms and cross-refer-
encing vast data banks, medical droids can quickly
diagnose and treat most known maladies.

Medical droidsfollow strict codesof conduct requir-
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functions, such as
proper care of plant
life, sensitive sanita-
tion protocols and
other specidized work
duties. MN-2E droids
are propelled by a
small repulsorlift unit
that is capable of float-
ing as a high as 75
meters. Because they
are capable of such
free movement, they
are idea for janitorial
duties in areas with
extremely high ceil-
ings (such as the Im-
perial Palace's Grand
Corridor). MN-2E
droids communicate

ingthemto treat dl injuriesand illnesses they encoun-
ter. These codes cannot be altered without severely
damaging or even destroying adroid's behavioral ma-
trix.

Industrial Automaton's MD series medical droids
were the first true droid doctorsto hit the market. The
earlier FX medical assistant serieswere, at best, glori-
fied nurses and paramedics, but they opened the door
for greater acceptance of droids in the medical sci-
ences. Themost common MD models, which arestill in
usetoday, include MD-0diagnostic droids, MD-3 phar-
maceutical droids,andMD-5generd practitionerdroids,
aswell as 2-1B surgical droids.

¢ Medical Droid
Modéalz Industrial Automaton MD-5 General Practitioner Medical
Droi
DEXTERITY 2D
KNOWLEDGE 4D
Alien ies 5D, humanoid biology 5D
MECHANICAL 2D+2
Sensors 3D+2
PERCEPTION 3D
Bargain4D,investigation4D+1, search4D+1
STRENGTH 2D+1
TECHNICAL 3D
First aid 6D, medicine 8D
Standard Equipment:
» Computer interface tether
» Medical diagnostic computer
* Analytical computer
 Surgical attachments
* Hypodermic injectors (4D stun damage)
» Medicine dispensers
Move: 7 (within confines of its medical bay)
Sze 16 meters

MN-2E Droids

MN-2E droids are among the least sophisticated
machinesthat Industrial Automaton has built. They are
designedforjanitorial, maintenanceand cleaning duty.
They can be equipped with program modules for task
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with a series of elec-

tronic squawks and clucks. They aregenerally reliable,
if smple, worker droids that are used throughout the
galaxy.
e MN-2E Droid

Type Industrial Automaton MN-2D General Maintenance Unit

DEXTERITY 1D

KNOWLEDGE 1D

MECHANICAL 2D

PERCEPTION 1D

STRENGTH 2D

TECHNICAL 2D

Equipped With:

* Wastestream Systems refuse recycling unit

* Vibro-shears (STR+2)

» Extendable arm, with buffer and polisher attachments

» Extendable cleanser applicator

» Refuse collection scanning computer

Move 7

Size: 1 meter

Codt: 800 credits

Probe Droids

Imperia probedroidsexploredistant, inaccessible,
and dangerous areas of the galaxy. Sometimes called
probots, probe droids are much more capable and
reliable than simple remotes and sensor relays. Like
other types of droids, they are capable of awiderange
of intelligent responses to unexpected occurrences.

All probotsareequippedwith avast array of sensors
for examining and drawing conclusions about their
surroundings. They are programmed to monitor acous-
tic, electromagnetic, motive, seismic and olfactory
events, constantly scanning thousands of frequencies
across the spectrum. Optical cameras, zoom magnifi-
ers, infrared scopes, magnetic imagers, radar, sonar
and radiation meters are standard gear.

The Viper military probe droid is an ova spheroid
designed to re-direct sensor sweeps. Its lower body
virtually dripswith powerfully articulated limbs. These
limbs can retrieve specimens, collect samples, expose
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and examine equipment, and manipulate tools and
devices. These droids can operate for several years
without recharging.

The Imperial probedroid islaunched from starships
in small pods. In most cases, the pods do not have
return trip capabilities. Once a pod reaches its target
destination, it crash lands, splitting open to release its
passenger. The probe droid is then on its own, respon-
sibleto completeits mission, transmit itsfindings, then
continue with any standing orders or new orders it
receives. In many cases, these standing ordersrequire
aprobedroidto self-destruct so that it cannot betraced
or examined.

Viper hunters are sometimes encased in hyperdrive
pods, including asensor array and nav computer. It can
scan ships as they make the jump to lightspeed, calcu-
late probable tragjectories, and follow after its quarry.
With luck, the Viper will emerge from hyperspace right
behind its target. The pods are designed for three
jumps beforetheir energy and astrogation modules are
exhausted.

Even with therecent shortagesinImperial resources,
probe droids continue to be used at an alarming rate.
They are just too good a what they do to be kept in
storage. When fleet ships are in real space, probots are
deployed to work in tandem with TIE fighter picket
patrols. The probots monitor traffic and provide early
warnings of unauthorized vessels entering the area.
Since the Battle of Endor, probe droids are frequently
sent into New Republic territory to serve as spies for
the Empire.

e Probe Droid
Model: Arakyd Viper Probe Droid
DEXTERITY 3D
Blaster 5D, dodge 5D
KNOWLEDGE 2D+2
Intimidation 7D+2, planetary systems 4D+2
MECHANICAL 3D
Astrogation 5D, communications 6D, sensors 6D, space trans-
ports: hyperdrive pod 5D
PERCEPTION 3D
Con4D, hide5p, investigation 6D, search 6D, sneak 5D
STRENGTH 4D
TECHNICAL 2D+1
Standard Equipment:
* Multi-purpose appendages
* Repulsorlift engine
* Investigation and analytical computer
« Planetary sensor array with wide-range sensors:
Passive: 10 meters/OD
Scan: 100 meters/ID
Search: 500 meters/20
Focus: 10 meters/3D
« Recording devices
¢ Broad-band broadcast antenna
* Blaster (damage 4D+2, ranges 3-10/30/120)
Move 12
Size: 1.5 meters
* Probot Hyperdrive Pod
Craft: Arakyd Predator |
Type Hyperdrive Jump Pod

Scale: Starhghter
Length: 4 meters
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Skill: Spacetransports: hyperdrive pod
Crew: One probe droid
Passeengers None

Cargo Capacity: None
Consumables None
Hyperdrive Multiplier: x2
Hyperdrive Backup: None
Nav Computer: None
Maneuver ability: 1D+2
Space 3

Atmospher e 225; 750kmh
Hull: 3D

Shields: | D

Sensors
Passive: 10/0D
Scan. 25/1D
Search; 40/2D
Focus: 5/2D

Servant Droids

Servant droids are the ultimate in domestic asss
tance and are often designed to resemble the beincs
they will be most closely serving.

Perhaps the most widely used model is the SE4,
which resembles a humanoid protocol droid. These
droids oversee the preparation of large meals and
banquets, handle housekeeping chores, and even en-
gage in light maintenance. These droids can be pro-
grammed with personality modules to expedite their
acceptanceinworking environments. [tsmemory stores
are full of recipes, dining etiquette, and other informa-
tion a domestic servant needs.

Infringe society, the morewell-to-do crimelords are
serviced by large domestic armies of servant droids.
Even small-time smugglers and pirates will sometimes
make use of aservant droid's skills.

e Servant Droid
Mode: Industrial Automaton SE4 Servant Droid
DEXTERITY 2D
KNOWLEDGE 2D
Culinary arts4D, culture 3D, home economics4D, languages 3D
MECHANICAL 2D
Communications 3D, repulsorlift operation 3D
PERCEPTION 2D
Bargain 3D
STRENGTH 2D
Lifting 3D
TECHNICAL 2D
First aid 3D
Standard Equipment:
* Humanoid body (head, two arms, two legs)
« Vocabulator speech system
« Photoreceptors
Auditory sensors
Move: 8
Size: 1.6 meterstall

SPD Droids

SPD series droids are common among security and
law enforcement authorities. Industrial Automaton has
been very successful with its security droids, and the
SPD series hasbeen no exception. SPD droidsaresmall,
box-like machines that roll on treads. They have a
number of retractable sensor appendages that they can

199



Chapter Eleven: Equipment and Droids

The Slave Circuit/Droid Debate

When thefirst capital starships were constructed,
they required huge crews to operate and maintain.
Early on, engineers and government officials real-
ized that if the huge ships were to be practical and
effective in the long run, they would have to be
designed to be handled by smaller crews. Thus
began what the holomedia dubbed "the dave cir-
cuit/droid debate."

One group of experts proposed slaving all ship
systems to a master computer, thus turning the
majority of work over to asingle mechanical brain.
By consolidating control, it was argued, the ship
would run more efficiently and with reduced re-
sponsetime. Crewswould be considerably reduced,
perhaps even to nothing more than a skeleton shift.
A singlesuper computer could regulate and monitor
every shipboard system, make instant decisions
based upon the data, and even carry out those
decisions without worrying about the random fac-
tors that biological crews inevitably add to the
equation. Fully automated ships, they said, were not
out of the question.

The opposing group of experts believed the solu-
tion rested with droid technology. Droids had been
developed to assist living beings. To them, the
logical use for droids was to plug them into a
starship's vast number of systems. Living beings
were not to be replaced, just augmented and as-
sisted. Crucia decisions could not be left to the
logic pathwaysof mechanical brains, for sometimes
inspiration and imagination were needed to solve a
pressing problem.

Thedebate cameto ahead around thetimeof the
commissioning of the Katana fleet. The Katana fleet
of dreadnaught warships was the ultimate test of
the dlave circuit solution. It reduced each vessel's
crew by fourteen thousand, tying the now vacant
work stations into the ship's intelligent computer.
When the fleet disappeared with the help of those
sameslave circuits, thelast proponents of the mas-
ter computer solution were silenced. Today,
starships use a combination of computers, droids
and living crewers to operate shipboard systems
and work stations.

deployin"sniffingout" possiblesecurity breaches. SPD
droids communicate with the same high-density eec-
tronic language of chirps, beeps and whistles as
astromech droids, although they can be scomp-linked
into a computer translator so that technicians can
understand what the droids are saying.

 SPD Droids
Type Industrial Automaton Hound-W2 SPD (Scanning Patrol De-
tail) Droids
DEXTERITY2D
KNOWLEDGE 1D
MECHANICAL 1D
PERCEPTION 5D
Search 6D, search: transmitting devices 8D+2
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STRENGTH ID

TECHNICAL ID

Equipped with:

« Fabritech communications/sensor array

« Four retractable extensor arms, capable of extending up to 15
meters

* Retractable fine work grasper arm

« Extendabl e video sensor

« Four sensor modules (one per arm), including thermal imaging
(+1D to search), audio receptors, laser scan and pulse scan
emitters

« Probability projection computer, for assistance in detailed
search procedures

Move: 7

Sze 0.4 meterstall

Cost: 3,500
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Chapter Twelve: Vehicles

Chapter Twelve

Vehicles

from the datapad journal of Pollo Tipn, recorded
roughly nineyear safter thedestructionof Mount Tantiss.

Vehicles Of The Thrawn
Campaign Era

A number of innovations in repul sorlift technology,
aeronautical engineering and other key facets of ve-
hicle design occurred during the war to topple
Palpatine's Empire. While the talent, dedication and
luck of the Rebel Alliance's warriors were certainly
instrumental in overthrowing the Emperor, they were
no doubt asssted by the technology available. The
following overview of vehicles of the "Thrawn Cam-
paign" erais provided to illustrate what toolsthe New
Republic had at its disposal in its battle against the
Empire.

All Terrain Walkers

AT-AT

All Terrain Armored Transports (AT-ATS), or walk-
ers, are formidable ground assault weapons that also
double as troop transports. The command cockpit and
troop carrier are held aloft on four massive metal legs.
A pilot, gunner and combat coordinator/commander
operatethewalker fromthearticulated forward control
cabin. Thewalker'sweapon emplacementsemergefrom
the head aswell. Thetransparisteel viewport offersthe
crew awidefield of vision,