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Today, looking back on the years of the Old
Republic, before the emergence of the Empire, it
is all too easy to see a halcyon era, the kind of
unalloyed “Good Old Days” recalled by people
distressed with the present and intimidated by
the future. The galaxy was peaceful then. The
quadrillions of sentient beings of the Republic
enjoyed order and security through a kind of
“Pax Galactica.”

Somost people believe, at least. Unfortunately
—as is so often the case —the truth is somewhat
less simple and less reassuring than the comfort-
able fallacy. Yes, it is true that overall the galaxy
was at peace during the millennia of the old
Republic.

The galaxy is vast, however, and historians
are forced to adopt a galactic perspective if they
want to make sense of it. On a galactic scale, the
Republic era was one of peace. But, when one
uses a galactic scale, it is alltoo easy to lose sight
of “irrelevant” details — like individual systems.
Small and isolated “brush-fire” wars sparked to
life, burned for years or decades, then sputtered
out. Semi-autonomous “provinces” strove with
their neighbors for territory, resources and influ-
ence; colony worlds rebelled, struggling to throw
of the yoke of what they saw as oppression;
traditional rivals and new enemies tried to settle
with turbolasers and concussion missiles what
could not be settled through diplomacy.

Most of these outbreaks of violence were so
small as to be unworthy of notice from a galactic
perspective. What does one world, or one sys-
tem, really matter among the millions of worlds
in the Known Galaxy?

Except to those caught upin these conflicts, of
course. To historians and galactic political scien-
tists, they matter not at all. To the victims, they
matter a great deal.
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The planet Goroth is one of those forgotten
worlds unlucky enough to fall victim to an “unim-
portant” war. More than four millennia ago, it
was a rich prize coveted by both sides in a
regional “border skirmish.” When the two sides
realized that neither would be able to claim the
resources of Goroth unchallenged, each came to
the same terrible conclusion: if they could not
have Goroth, then no one would.

Four thousand years have passed. The two
factions which fought over Goroth—and eventu-
ally came to virtually destroy it — have vanished
in the flood of history. The world of Goroth has
managed to rise from its own ashes. Its inhabit-
ants have begun to rebuild the civilization that
was blasted back almost into the neolithic age.

Andnow, once more, Goroth finds itself and its
resources coveted by two foes: this time, the
Empire and the Rebel Alliance. Goroth repre-
sents a resource that each faction dearly wants,
yet is unwilling to see possessed by its foe.

Will Goroth again be caught between the ham-
mer and the anvil of war?

Goroth: Slave of the Empire

Welcome back to the Star Wars universe!

Goroth: Slave of the Empire is a supplement for
Star Wars: The Roleplaying Game, Second Edition.
It describes a new star system, and a new world,
that has suddenly assumed surprising signifi-
cance to both the Galactic Empire and the Rebel
Alliance.

This book includes all the information Star
Wars gamemasters need to incorporate the
Goroth system and its dominant species into
their campaigns.

Goroth: Slave of the Empire
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Goroth Prime

Type: Arid volcanic wasteland
Temperature: Hot
Atmosphere: Type ll (breath mask suggested
required) (variable: see below)
Hydrosphere: Arid
Gravity: Standard
Terrain: Wastelands, volcanic mountains. deserts, shallow poi-
soned oceans
Length of Day: 36 standard hours
Length of Year: 300 local days

i sorothites (N), Humans

s. 3 limited se 3
10 million

Planet Function: Hyperbaride mining, homeworld
Government: Officially P'Dar'Ken (planetary council) but de facto
Imperial Colonial Governor
Tech Level: Space
Major Exports: Hyperbarides
Major Imports: High technology. foodstuffs
System: Goroth
Star: Goroth Alpha (red-orange)
Orbital Bodies:
Name
Oris
Goroth Prime
Denava
Denbalen
Goroth Beta

pelll (breath mask

Planet Type Moons
nickel-iron terrestrial 1]
arid volcanic wasteland 3
gas giant

gas giant

brown dwarf

v (“Harrowmere™)

Western
Hemisphere

Polar Cap

\World Summary

Goroth Prime — known to the Aqualish as “Celleballen”
("Wasteland™) — appears from space to be a blasted cinder
of a world. It seems perpetually wrapped in thick, reddish-
brown clouds that roil and churn. Titanic static discharges
within the clouds are so brilliant that they can be seen from
thousands of kilometers above the planet’s surface. A tenu-
ous ring — actually megatons of planetary crust blown into
orbit by asteroid impacts four millennia ago — girdles the
planet.

Goroth Prime is a major source of hyperbarides (super-
heavy stable elements) and is thus of great importance to
both the Empire and the Rebel Alliance. Goroth Prime has
been deemed to he a "protectorate-colony” — Imperial
terminology for an annexed world —and the native sentients
to be an “indigenous labor pool.” In other words. slaves.

The Goroth system is so far off the normal hyperspace
routes that it is expensive — even as the Empire measures
such things — to maintain an adequate garrison and to
extract the hyperbarides that make Goroth valuable. For
this reason, the Empire has opened the world to the corpo-
rate sphere. Currently, several major interstellar corpora-
tions vie with each other to exploit the world, all the while
trying to avoid bringing unwanted Imperial attention upon
themselves.

Polar Cap

Eustern
Hemisphere

Planet Log Terrain Key

Volcanic Badlands % Craters
»  Mountains

A Volcano

+ Spaceport

[: Water

o City o Hyperbaride

Plant
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Hll Chapter One

History

Each of the half-billioninhabitants of the world
of Goroth knows that modern war is not the
glamorous, exciting panorama one might come
toexpect fromImperial recruiting ads. It is bloody,
and lethal, and the wounds it causes are not
limited to the combatants — or even to those
who were alive, or whose parents were alive,
when a particular battle took place.

The world of Goroth is a relative newcomer
among worlds that are home to sentient life.
According to native xenobiologists, life arose on
the planet Goroth more than five billion years
ago, but remained primitive until “recently” (cos-
mologically speaking, of course). The semi-sen-
tient ancestors of today’s Gorothites emerged
less than a million years ago, and true civilization
gained a foothold on the world less than 10,000
years ago.

Gorothite civilization developed along lines
common to many other species. From simple
hunter-gatherer bands, the natives quickly dis-
covered the value of agriculture. Small farming
villages rapidly grew into burgeoning cities (al-
though they maintained the structure of the farm-
ing villages; these cities simply had much larger
populations). Gorothite civilization advanced to
the feudal level and then stopped.

During this period, the planet of Goroth was
almost astoundingly fertile, a temperate world
rich in plants, animals and valuable resources. It
was perfect for the development of a sentient
species. The climate was benign, there were few
predators, and food was abundant. The
Gorothites quicklylearned how to maximize their
yields from agriculture and animal husbandry.
To supplement their diets, they harvested the
abundant fish and other forms of marine life that
filled the warm, shallow oceans. Thus it is not
surprising that the dominant religion of the time
considered the world of Goroth to be a kind of
“terrestrial paradise,” entry into which the
Gorothites had earned through good deeds in
previous incarnations.

There was one “serpent” in this paradise —for

reasons that exogeologists have yet to fully un-
derstand, the crust of Goroth has always con-
tained a relatively high concentration of
hyperbarides. “Relatively” is the key word here.
At the time, concentrations of hyperbarides in
the crust stood at levels of one part per quadril-
lion. Still, in comparison to most terrestrial plan-
ets — which contained no hyperbarides whatso-
ever — these concentrations were abnormally
high. The crust was also rich in various valuable
heavy metals.

Hyperbarides are cytotoxic agents — highly
poisonous to life-forms whose metabolism is
based on a carbon-oxygen chemical economy
(and to certain other life-forms as well). Poison-
ous, too, are most heavy metals. All forms of life
on Goroth had evolved in the presence of trace
quantities of hyperbarides and higher levels of
heavy metals, however, and thus had an innate
resistance to these elements’ poisonous charac-
teristics. Thus, while the food crops that sus-
tained the Gorothites would kill a Human over
time, the natives were totally unaffected by these
toxins.

The Republic Era

The Goroth system is located well off estab-
lished hyperspace trade routes in the back-wa-
ters of the Mid-Rim region of the galaxy, just
within the boundaries of “The Slice.” Hyperspace
travel in this region of space — labeled on star-
maps as the Trans-Nebular Sector — is compli-
cated by the presence of several nebulae. These
facts combine to make it very unlikely that any
starship would “stumble upon” the Goroth sys-
tem by accident. Still, given enough time, even
the longest of odds will eventually come up.

That statistically unlikely discovery occurred
some 8,000 years ago, when Corellian “traders”
(pirates) blundered into the system. Once the
Corellians were confident they had evaded the
Republic customs frigate on their tail — the
reason they had been jumping through this re-

Goroth: Slave of the Empire
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gion of space in the first place — they took the
time to scan the system they had discovered.
When they learned that the second planet of the
system was home to a sentient species, they
realized they had discovered something of im-
mense value: a planet-sized market for the “trade
goods” they carried aboard their vessel.

For their part, the Gorothites were politely
interested when the Corellian ship landed. While
their technology was centuries away from allow-
ing themto visit the other planets in their system,
the Gorothites had deduced the nature of the
different “lights” that moved through their night
skies. Further, they had come to suspect that
some of those lights might be homes to creatures
more or less like themselves. The Corellian trad-
ers were a touch disappointed that the planet-
bound locals did not treat them like gods. But
that disappointment passed when they found
the Gorothites willing to buy any and all techno-
logical items the traders carried. Following stan-
dard operating procedure (for them), the traders
accepted simple goods of local manufacture in
return for high-tech items like comlinks, datapads
and macrobinoculars — even though the local
goods nowhere near matched the value of the
technological items. Corellian traders had long
ago realized the value of “loss leaders” — items
sold for less than their value, with the intention
of creating long-term customers for energy cells,
upgrades and accessories.

As soon as was practical, the Corellians re-
turned to the Goroth system, heavily laden with
more, and flashier, technological bagatelles to
excite the natives. In return, they accepted not
pots and basket-work this time, but tons of what
the Gorothites viewed as “worthless rock.” Actu-
ally these rocks contained pure metals such as
osmium and iridium. While worthless to the
Gorothites (due to their primitive technology
they were unable to extact and utilize them),
these metals were valuable to spacefaring cul-
tures. The Corellians had still not learned of the
hyperbarides, though. The concentration of
hyperbarides in these ores was still so low that
only a very intense scan would pick them up and
the Corellians had no reason to suspect their
presence or perform such a scan.

For obvious reasons, the Corellian traders
who found the Goroth system hoped to keep
their discovery their own rather profitable little
secret. It is perhaps fortunate for the Gorothites
that things did not work out that way. In one of
those strange coincidences that some claim to
be the workings of “destiny,” an Ithorian herd-
ship also discovered the heretofore unknown
Goroth system, and revealed the Corellians’ se-
cret to the Repubilic.

Science teams and diplomatic representatives

WARS™

descended upon the world, and within a remark-
ably short time (as these things go), Goroth was
inducted as a candidate for member-planet sta-
tus in the Old Republic. The Republic prescribed
a program that would advance the technological
level, planetary wealth and overall standard of
living as quickly as possible (limited only by the
native sentients’ ability to absorb the changes).
The Bureau of Acculturation — the government
agencyin charge of monitoring such programs —
helped nudge the civilization of Goroth to a
spacefaring culture within four centuries.

During this phase of rapid growth, Goroth was
monitored by on-site experts from the Bureau of
Acculturation and other similar governmental
bodies, whose responsibility was making sure
cultural development progressed as expected.
However, this on-site monitoring was quite lim-
ited because theindigenous food crops of Goroth
— and even the planet’s air and water — were
poisonous in the long-term for non-native life-
forms due to the heavy metal and hyperbaride
presence. Even while being “groomed” for full
membership inthe Old Republic, Goroth enjoyed
anunusual degree of autonomy and self-determi-
nation. Some 500 years after it had been discov-
ered, Goroth was granted the status of full mem-
bership in the Old Republic.

From the outset, the Gorothites understood
that the planet’s natural resources were of value
to other worlds in the galaxy, and capitalized on
that perceived value. For more than a millen-
nium, Goroth flourished, trading ores for new
technologies and for luxuries.

Goroth at War

Some four millennia before the present day,
things began to change in the Trans-Nebular
Sector. Corellian colonies began springing up
throughout the region, sometimes squabbling
among themselves, but more often cooperating
as a kind of “Corellian bloc.”

Meanwhile, various splinter factions of
Aqualish (“Barralenal,” or “colonizer/pilgrims,”
as they styled themselves) were making their
presence felt in the region, establishing colonies
of their own. These “colonizer/pilgrims” were
Aqualish who were distressed by the “suppres-
sion” of their native culture on their homeworld
of Ando (for more information on this “suppres-
sion,” see pages 13-14 of Galaxy Guide 4: Alien
Races, Second Edition). They were looking for
worlds where they could live the way they wanted
— fighting each other and anyone else foolish
enough to get in their way. It was only a matter of
time before the Corellians and the Aqualish came
into conflict. Many Aqualish still held an antipa-
thy toward the Corellians, and none more so than
the “colonizer/pilgrims.”

Goroth: Slave of the Empire
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A strong sector government would have rec-
ognized the danger represented by the two ex-
pansionistic and acquisitive groups, and done
something to defuse the situation. Unfortunately,
the Governor of the Trans-Nebular Sector — one
Matri Bey — was a bureaucrat and not much of a
politician, and was more or less out of her depth
in running an entire sector. Before she was even
aware that trouble was brewing, the Corellian
and Aqualish colonies were fighting a low-inten-
sity war. Her attempts to quell this violence were
notably inept and ineffective, and “border skir-
mishes” soon escalated to all-out warfare be-
tween the Corellian bloc and the Aqualish
Barralenal. As an interesting footnote, the Jedi
Knights did not become involved because they
were apparently busy with other conflicts.

Systems in the Trans-Nebular Sector began to
choose sides. Still other systems did what they
could to withdraw from the fray entirely, trying
to keep a profile low enough that neither side
would notice and “co-opt” them.

As for Goroth, its mildly poisonous environ-
ment and its distance from the established space-
lanes combined to maintain the system’s effec-
tiveautonomy. Some Gorothites were concerned
by the spreading war. To protect Gorothite inter-
ests, the government commissioned a new mili-
tary force, the D’Jar’Min (which translates roughly
to “Planetary Defense Arm”). More impressive in
name than in actuality, the D’Jar’'Min was initially
little more than a symbol of autonomy.

Over time, however, some real funding was
transferred to the D’Jar’Min, and preliminary
provisions for planetary defense were made.
Goroth’s three small moons were refitted with
heavy weapons to serve as permanent defensive
battle stations. A powerful battery of ion can-
nons, powered by large solar cells, was mounted
on each satellite. Confident that these defensive
stations represented all the protection the world
of Goroth really needed, the planetary govern-
ment froze all additional funding to the D’ Jar'Min.
Thus, Goroth had no “space navy” simply be-
cause the government believed the ion batteries
made such expenditure unnecessary.

Profiteers

Secure in its feeling of relative invulnerability,
Goroth declared its neutrality as the Corellian/
Aqualish war spread across the Trans-Nebular
Sector. Yet again, the system’s location was an
advantage: far enough beyond the developing
battle-lines to be safe, yet close enough to the
disputed zone to be important to both sides.

Inrelatively low-level interstellar conflicts like
the one developing between the Corellian bloc
and the Aqualish Barralenal, a key issue was
finding and utilizing supply depots and staging

WARS™

areas for assault forces. Both sides of the war
realized that the Goroth system was perfectly
situated to become a “safe haven” for supplies
and reserve forces.

If the combatants had been better equipped,
one or the other would have moved in and “an-
nexed” Goroth. Or, more likely, both sides would
have fought over the system. As things were,
however, neither side could divert sufficient re-
sources from the main war effort to take and hold
the Goroth system.

Instead of annexation, then, both factions de-
cided on non-violent means to sway Goroth to
their side. They shamelessly wooed the Goroth
planetary government, offering everything from
blandishments, through promises of future sup-
port, to major infusions of currency and ad-
vanced technology.

At this time, the “Rel’Kan” (president of the
Goroth planetary government) ruling the
“P’Dar’Ken” (“Planetary Council”) was an indi-
vidual called J’Kek D’rith Kalama. Rel’Kan J'’Kek
realized that Goroth was in a highly advanta-
geous situation. Goroth’s value to both sides in
the conflict was indisputable, but not quite high
enough to warrant a diversion of force. This put’
the P’Dar’Ken in an excellent bargaining posi-
tion.

Under the canny leadership of Rel’Kan J'Kek,
the Gorothite government played one side off
against the other in a bidding war. When the
Corellian colonies offered 15 megatons of spin-
stabilized dylinium in return for the right to
refuel their warships from the Goroth system’s
two gas giants, Rel'’Kan J’Kek extracted a promise
of 20 megatons from the Aqualish in return for
the same concession. When the Aqualish offered
10,000 cubic meters of pressurized tibana gas to
allow their troops to take their official leaves on
the surface of Goroth Prime, Rel’Kan J'’Kek sold
the same privilege to the Corellians for an equal
volume of the valuable gas. Throughout this
bidding war, Goroth tenaciously maintained its
neutrality; neither side in the conflict was al-
lowed any concession that the other side could
not also acquire — for a price.

At a political level, Goroth remained a valu-
able resource to be used by both sides. On a
more personal level, however, the situation was
almost surreal. Corellian “freedom-fighters” and
Aqualish “holy warriors” — both on leave —
would often find themselves drinking in the same
establishment or rubbing shoulders on the
streets. While violence often flared, it remained
on a personal level and never escalated beyond
barroom brawls and street-corner rumbles. Uni-
formed troops — and undercover espionage op-
eratives — flooded Goroth’s cities, injecting even
moreoff-planet currencyintothe world’seconomy.

Goroth: Slave of the Empire
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Predictably, Rel’Kan J'’Kek’s popularity with
his people skyrocketed during this period. It
takes a good statesman to keep his system from
being ensnared in a war, the Gorothite populace
believed; but it takes a brilliant one to remain
neutral and to profit so lavishly at the same time.

While elsewhere in the Trans-Nebular Sector
the war was growing in ferocity, the Gorothites
rewarded their Rel’Kan for his perspicacity by
selecting him for an unprecedented fifth term. In
fact, a grass-roots movement emerged that
wanted to install I’Kek D’rith Kalama as “Presi-
dent-for-Life”; this initiative was voted down in
the P’Dar’Ken — but just barely.

Not all Gorothites were overjoyed by the “bid-
ding” war which Rel’Kan J'’Kek seemed so adept
at maintaining. A faction of political philoso-
phers led by J’Kek M'hoy Trinia — another mem-
ber of the influential I’Kek clan — argued that the
situation could not hold, and that the Rel’Kan
was leading the planet toward the brink of disas-
ter. The “bidding war” should be ended, these
philosophers argued, before things went too far.
The P’Dar’Ken should withdraw all concessions
granted to both sides, and return to a policy of
scrupulous neutrality, having nothing whatso-
ever to do with either the Corellians or the
Aqualish.

Their arguments fell on deaf ears, however.
Rel’Kan JKek, his advisors, and much of the
government were intoxicated by what they saw
as their power over the two combatants. For
their part, the citizens were blinded to the poten-
tial dangers by the vast influx of wealth and the
increase in the standard of living that resulted
from the fine balance Rel’Kan J’Kek was main-
taining. The philosophers’ concerns were shouted
down, and the government continued to push
even harder for concessions from both sides.

Catastrophe

Eventually, Rel’Kan J'’Kek’s government
pushed too hard. Goroth’s demands grew too
extreme. The balance shifted and no longer was
it cheaper to placate and trade with the
Gorothites.

Nobody really knows which side cracked first
or whether both decided to settle matters at
about the same time. The logic that led to the
catastrophe is cogent, however, and indepen-
dent of which side reached the fateful conclusion
first.

It was the cold reality of interplanetary eco-
nomics that sealed Goroth’s fate. Neither the
Aqualish Barralenal nor the Corellian colonies
could afford to “annex” Goroth. Conversely, nei-
ther could afford to leave the world to be utilized
by the enemy. Someone decided that Goroth had
to be eliminated from the equation.

Conquest is time-consuming, and extremely
costly. Obliteration, by contrast, is disturbingly
inexpensive.

Bombardment

The government and people of Goroth re-
ceived no warning. Goroth’s rudimentary Bl'Era
Har (*Sky-Track”) system —run on a very limited
budget by the under-funded D’Jar'Min — first
detected the asteroids when they were only a few
hours out. There were five of them — “endo-
therm-killers,” historians would call them later.
Within minutes of their initial detection, the BI'Era
Har personnel had pinned down the asteroids’
trajectories — and had confirmed what they had
suspected and feared from the first moments. All
five asteroids were on a collision course with the
world of Goroth Prime.

There was no way to stop, destroy or even
deflect them. If the Goroth system had possessed
a true space navy, there would have been a
chance — albeit a slim one — that the incoming
projectiles could be diverted (possibly through
being rammed by starships, if through no other
means). Goroth had no such navy, however. It
lacked even a merchant shipping fleet — through-
out its history, the system had depended on
others to ferry supplies and trade goods.

The three orbital defense stations were still
operational and fully manned, but they were
equipped only with ion cannons: lethally effec-
tive against attacking warships but useless against
unguided, free-falling rocks.

The P’Dar’Ken had developed civil defense
plans to respond to natural disasters like earth-
quakes, but these plans simply were not de-
signed to deal with a disaster of the scale that
now faced the world. The Gorothites could do
nothing — nothing at all — except seek what
shelter they could and wait.

They did not have to wait long. Less than a
local day after they had first been detected, the
first of thefive asteroids slammedinto the planet.
Over the next 16 hours, the other four asteroids
struck. In all, three struck land and the other two
plunged into the oceans.

Goroth rang like a gong as the land strikes
cracked the planet’s crust, blasting megatons of
debris into the atmosphere. Still, it was the two
ocean strikes that were more damaging. Cubic
kilometers of water were vaporized by the blow-
torch heat of the asteroids. While much of that
water quickly condensed out as rain, even more
remained in suspensioninthe atmosphere, cloak-
ing the entire planet in thick clouds which de-
flected the light and heat of the sun.

Multiple tidal waves, hundreds of meters high,
spread out fromthe oceanstrikes, inundating the
surrounding coastlines, scouring away cities,

Goroth: Slave of the Empire
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arable land, and everything else in their way.
Kilometers inland, the tsunamis eventually broke
against the foothills of volcanoes suddenly woken
from centuries-long dormancy. Earthquakes tore
theland apart. Mountains softened and slumped:;
seas and rivers boiled away; geysers of deeply-
buried radioactives burst.forth from the centers
of the burning impact craters, poisoning atmo-
sphere, land and sea alike. Toxins spewing forth
from the volcanoes almost totally destroyed the
protective ozone layer and harsh ultraviolet en-
ergy from the sun lashed the planet. In a matter
of hours, Goroth had become a fiery wasteland.

The crews of the planetary defense stations
could only watch in helpless horror as their
home was ravaged. The asteroid impacts were so
violent that megatons of dust and debris were
blown into orbit. Within hours of the impact, this
expanding cloud of debris had extended out to
the orbit of the three satellites. At orbital veloc-
ity, the moons swept through the debris and
space “shrapnel” destroyed the defense stations’
fragile solar cells, dooming the crews to slow
death.

It is impossible to determine how many died.
Whole continents were wiped from the face of
the planet; immense cities vanished beneath the
waves or were swallowed by convulsions in the
crust. Civil defense shelters were obliterated by
lava flows and mud slides. One of the land strikes
landed almost directly on the seat of the
P’Dar’Ken; over 150 million Gorothites called the
surrounding city home. Sector records estimate
that the population of Goroth in the years before
the cataclysm had been in excess of five billion
souls. No more than two million survived.

Aftermath

It is surprising that any Gorothites survived
the cataclysm at all, and a testament to their
incredible resilience.

The initial consequences of the “endotherm-
killers” dissipated within weeks. The seismic
resonances of the strikes eventually ceased to
ring through the crust of the planet. The worst of
the secondary strikes — chunks of planetary
crust thrown into sub-orbital or unstable orbital
trajectories that fell back to the surface — sub-
sided. The survivors began to emerge from their
various shelters.

Many fell prey to the long-term consequences
ofthe bombardment. The tectonic stability of the
crusthad been badly upset. As the plates shifted,
the planet was racked with mighty earthquakes.
Once dormant volcanoes burst back to life. Lava,
mud and pyroclastic flows scoured the land down
to bedrock in many places, wiping away all life.
Millions of tons of particulate matter were flung
into the atmosphere by these volcanoes, joining
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the water and rock already injected into the
atmosphere by the initial impacts. The climate
changed drastically.

Conditions that should lead to planetary warm-
ing contended with those that should cause a
dramatic cooling of the world (due to immense
dust clouds blocking out all sunlight). In the long
run — after years of storms seemingly violent
enough to tear mountains themselves asunder —
planetary warming won out, and Goroth’s aver-
age temperature began to climb.

When the asteroids struck, most of them
punched right through the planetary crust into
the asthenosphere below. Welling up from these
rents inthe planet’s lithosphere, magma—laden
with heavy elements and hyperbarides — spread
out to form poisonous lakes of molten rock.
While some of these craters closed themselves
relatively quickly (as the magma cooled and
solidified), some were kept liquid by upwellings
of material, superheated by the planet’s mantle
below. Even centuries after the impact, many of
these great pits burned, bubbled and surged, like
open ports into the violent heart of the planet.

When the surviving Gorothites emerged, it
was into a world that closely matched their
religion’s depiction of the “netherworld,” where
the souls of murderers and traitors are tortured
for eternity. The sky was filled with thick, roiling
clouds, lit by the ruddy light of distant fires.
Titanic lightning bolts — a result of the massive
static charge arising from all the particulates
churning in the atmosphere — lashed the
mountaintops. The land shook and shifted. Fre-
quent shooting stars —delayed secondary strikes
— lanced down through the cloud-deck. The air
was hot and harsh, burning their throats raw.

The reality of the situation was even worse
than its appearance. The high technology that
had allowed so many to live so well was concen-
trated around the great cities. The great tsuna-
mis had wiped them away forever. Those food
crops and herds of food animals that had not
beenkilled intheinitial cataclysm died as aresult
of the lingernig conditions on Goroth.

Of the Gorothites who emerged from their
shelters, one in three died of starvation in the
first year after the cataclysm. This time came to
be known as Se’Lenti, “the Scouring.” Somehow,
afew Gorothites managedtohangon, carving out
a tenuous survival on the brink of planetary
extinction.

Still, another tragic factor worked against the
survival of the Gorothites. The trace concentra-
tions of highly-poisonous hyperbarides in the
crust of the planet — and thus in the bodies of all
indigenous creatures —reflected avery different
condition deeper in the planet. The molten core
of Goroth was incredibly rich in hyperbarides.
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Hl Overhead view of the o'beki of Graith.

The concentrations of hyperbarides in the
magma, which now flooded the surface, were
much higher than the Gorothites were used to,
and thus the crust of the planet itself was “poi-
soned” by its own interior. The air of Goroth was
quickly contaminated by the poisonous
hyperbarides. As rain fell, it absorbed chemical
compounds out of the atmosphere — sulfur com-
pounds, which created the sulfuric acid of “acid
rain”; and hyperbaride salts, which were respon-
sible for poisonous “hard rain.” Through air and
water, the entire surface of the world was eventu-
ally contaminated by hyperbarides.

For any other species, this would have led to
extinction. The Gorothites (and certain other
species native to the world), had evolved in the
presence of hyperbarides —if only in trace quan-
tities—and had some degree of innate immunity.
Granted, the concentrations to which they were
now exposed were orders of magnitude greater
to that which they were used to. Immunity or no,
hyperbarides in excessive amounts still killed
Gorothites.

Asitturned out, the hyperbarides contaminat-
ing the landscape were both doom and salvation.
As well as being cytotoxins (which would have
killed off most creatures), many compounds of
hyperbarides — such as the hyperbaride salts in
the “hard rain” — are effective mutagens. The
rate of mutation in all of Goroth’s species sky-
rocketed. While the majority of the mutations
that arose were detrimental, some populations
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began to develop an increased resistance to the
cytotoxic effects of hyperbarides.

Reconstruction

By increasing both the intensity of natural
selection and the incidence of mutation, the
Se’Lenti significantly increased the rate of evolu-
tion. The surviving Gorothites reached physical
maturity quickly, enabling them to have new
generations in a very short period of time. Indi-
vidual Gorothites could quite conceivably live to
see the birth of their own great-great-grandchil-
dren.

Within a few centuries, increased resistance
to the cytotoxic effects of hyperbarides was well
established throughout the gene pool of the
Gorothites. This gene, of necessity, also devel-
oped in the other species of Goroth that sur-
vived. This trait quickly became established as a
simple single-locus dominant in these species’
genotypes.

While the majority of offspring carried at least
one copy of the gene for resistance, the mechan-
ics of genetic inheritance ensured that in a cer-
tain percentage of offspring the non-resistant
gene would bereinforced, and the offspring would
die. The Gorothite society that was re-emerging
from the after-effects of the Scouring had to come
to terms with an infant mortality near 10%. Still,
the population began to increase — slowly at
first, but at a steadily increasing rate.

Within a thousand years of the Scouring, the

Goroth: Slave of the Empire
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population had climbed back to nearly ten mil-  and water, by stabilizing the crust (to some de-
lion. Now, four millennia after the Scouring, it gree, at least), by plugging the smaller volcanic
approaches the half-billion point. vents that still belched toxins into the atmo-

Always stubborn and tenacious — and excep-  sphere, and so forth — the amelioration work
tionally adaptable —the Gorothitesbuckleddown  was, of course, concentrated on the neighbor-
and began to rebuild what they could of their lost hood of these enclaves.
civilization. They were hindered by the fact that Thus, the enclaves were turned into o’beki
they had lost much knowledge and technology.  (*havens™) — areas where conditions are rela-
Centers of learning — such as universities, re-  tively benign. As with many things on Goroth, the
search facilities, and computerized library data-  key word here is again “relatively.” Compared to
bases — were destroyed in the Se’Lenti. The  the Yar’En (“Firelands”), for example, the o’beki

Gorothites had to make do with what was left. are paradise. Compared to conditions on other
Their society’s infrastructure had been al-  worlds, by contrast, they still resemble night-

most totally destroyed. Sources of usableenergy ~ mare realms.

— hydroelectric dams, nuclear power plants and The Gorothites have managed to reconstruct

geothermal plants — had all been ruined, as had a planetary civilization. Out of necessity, it was
normal channels of communication. Thus, in the quite different from what existed before the cata-
early days of the Reconstruction, small pockets clysm. Still, there was once more a central gov-
of survivors sprung up. They were isolated en-  ernmentto which all the enclaves and o’beki paid
claves, often unaware that there were other sur-  allegiance. The overall level of technology has
vivors elsewhere on the planet. When these en-  edged back upward, although still falling short of
claves finallymanaged to communicatewitheach ~ modern Imperial technology.

other and coordinate their efforts, the rate of

rebuilding increased. The Imperial Era

Even today, however, Gorothite society still Intheintervening millennia, the brush-fire war

rrrehflects lt hese efarly Qays of the {(eu:n(sjt.r u;tlion. between the Correllian colonies and the Aqualish
€ enciaves ol survivors were located in those had died down — and, in fact, had been largely

parts of the planet least affected by the Scouring forgotten. Records still existed that mentioned

I(OUtl of tl}?gtical necessity. it dv:as on]y in \t;/f S€ " the Goroth system, but the general conclusion
ocales that anyone managed to survive). When was that the world had been destroyed. Like the

technqlogy was reco yered or dfavelf)p ed tha}t war that had ravaged it, Goroth itself was largely
could improve conditions — by filtering the air forgotten

Dan & David Day
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Elsewhere in the galaxy, momentous events
were taking place. The Empire arose, and with
that change in government came a consolidation
of power. The Trans-Nebular Sector Moff had
established himself as a de facto warlord. This
came to a sudden end when a task force of
Imperial Star Destroyers emerged from hyper-
space in close orbit around the sector’s capital.
Despite the current Moff’s claims of loyalty and
obedience, the commander of the task force sent
adetachment of stormtroopers downtothe planet
to arrest the entire sector government. A court
martial was convened, the governor and his lack-
eys were tried for treason against the Empire,
and before the day was out the key members of
the government were terminated. The majority
of the task force quickly moved on; there were
other provinces that needed the same “shock
treatment” as the Trans-Nebular Sector, after all.
The Imperials left behind a new Moff, Nebin Cray,
and a small force that would become the core of
a new sector fleet.

As part of his new duties, the Moff began
reviewing the (somewhat disorganized) records
left behind by his late predecessor. Buried in
theserecords, he found mention of the Correllian/
Aqualish war. A search through various histori-
cal databases led him to an entry describing the
fate of Goroth — and hinting at its value as a
storehouse of strategically-important metals. The
Moff dispatched a scouting mission to this for-
gotten system.

Planetfall

Once again, an out-of-system ship appeared in
orbit around the world of Goroth Prime at a key
point in history. This time the vessel was an
Imperial Bayonet-class light cruiser, the Nastion.
Judging by the information gleaned from the old
provincial records, the captain of the Nastion
expected to find a dead world. He was utterly
surprised, then, to find that the Gorothite civili-
zation still existed.

Still, indigenous populations were not the
captain’s concern. If Goroth was as rich in heavy
metals as the records implied, he reasoned, a
superficial assay at any point on the surface
would show it. Accordingly, he sent down a
survey crew aboard a small shuttle, which lost
attitude control almost immediately after enter-
ing the roiling atmosphere. The shuttle crashed,
killing all aboard.

Ahurriedinvestigationinto the circumstances
of the crash (the Nastion’s captain had, of course,
to consider the possibility of hostile action by
the natives) turned up a significant fact. Appar-
ently, the cataclysm had significantly altered the
magnetic field of the planet. This, coupled with
the level of radiation in the air (and other, as-yet

unexplained factors), tended to make repulsorlift
generators malfunction.

As was normal with the class of shuttle used
by the ill-fated survey crew, the shuttle pilot had
entered the atmosphere under normal ion drive.
While searching for a suitable place to land,
however, he had switched over to repulsorlift so
he could hover just below the low cloud deck.
Fluctuations in the power of the repulsorlift en-
gines made the shuttle highly unstable, and be-
fore he could recover control, the high winds
that roiled the clouds dashed the small ship into
a mountain-side.

The Nastion’s captain did not make the same
mistake twice. This time he sent down an un-
manned probe, controlled remotely from orbit.
The probe, too, became unstable the moment it
switched to repulsorlift operation, but — fore-
warned — the remote pilot managed to keep the
smaller vessel under control and land safely. The
probe retrieved a core sample, lifted off, and
returned to the cruiser.

An assay of the core sample quite literally
staggered the Nastion’s captain. As he had been
told to expect, Goroth’s crust was rich in valu-
able heavy metals. Moreimportantly, however, it
was also liberally laced with hyperbarides —
measured in parts per billion, now, rather thanin
parts per quadrillion. The planet was an absolute
mother-lode of materials with great strategic
military value. The Mastionimmediately returned
to the sector capital. The Moff, in turn, hurriedly
informed his superiors and requested the assets
necessary to “utilize” the planet.

Asitturned out, those superiors had concerns
oftheir own ... ones far-removed from one forgot-
ten world in a distant and very minor sector.
When the request for exploitation assets arrived
from Moff Cray, Imperial command put the re-
quest on hold. While the Empire recognized that
Goroth was of strategic value, that value was
long-term, requiring a significant investment to
properly exploit. The Empire was in the midst of
an unprecedented military expansion, and no
funding was to be diverted from its massive ship-
building program.

Some military analysts consider the Imperial
Navy’s actions regarding Goroth to be short-
sighted and foolish, evidence that Imperial strat-
egists simply did not understand the true value
ofthe planet. This is not really the case, however.
Most of the Navy’s leadership did recognize the
importance of Goroth — enough, at least, to
“rediscover,” as it were, the cruel equation that
doomed the Gorothites once before.

The Empire could not afford to annex Goroth
and strip it of its hyperbarides. Neither could it
afford to leave this world unused.

Goroth: Slave of the Empire
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The Corporate Sphere

This time there was a third factor in the equa-
tion: the megacorporations. Much as it galled
him, the Moff had to admit that he could not
exploit Goroth properly because he simply did
not have the available resources. The
megacorporations, on the other hand, certainly
did have the resources to do so, and were willing
to do whatever it took to get a slice of the
“hyperbaride pie.” .

Thus — with the approval of the region’s Grand
Moff — the Moff struck an unusual deal. Those
megacorporations interested in exploiting Goroth
could bid for the right to do so. The winning
bidders would be granted certain rights and privi-
leges with respect to Goroth, and the hyperbaride
trade in general. In return for these rights and
privileges, they would have to subordinate them-
selves totally to the authority of a planetary Colo-
nial Governor to be assigned by the Moff. This
Colonial Governor would have ultimate authority
as far as the participating corporations were con-
cerned. Most importantly, he would have the right
to withdraw exploitation rights from any corpora-
tion that failed to play by the rules.

Predictably, the corporations hated the con-
cept of putting themselves under the direct au-
thority of anyone. Still, they recognized the im-
mense value of Goroth, and figured this would
turn out to be a good deal for them. After all,
many executives reasoned, agreeing to condi-
tions is not the same as abiding by those condi-
tions. On Goroth, as elsewhere under the Empire,
corporate conduct would be guided by the
“Golden Rule”: “Don’t Get Caught.”

When it actually came to bidding for exploita-
tion rights, the Moff finally decided to offer three
distinct types of contracts.

¢ “Primary Rights” — the most expensive —were
more or less “anything-goes” letters of marque
that allowed the corporations possessing them
to do virtually anything — anything that wasn’t
directly in contravention of Imperial interests, of
course. The definition of “in contravention of
Imperial interests” would be left largely up to the
Colonial Governor. The corporations immedi-
atelyrealized that this set-up made the Governor
an incredibly influential man.

* “Secondary Rights” were more restrictive, put-
ting limits on just what “local resources” could
be exploited, and how.

* “Subsidiary Rights” —the cheapest of the lot —
allowed the possessor to negotiate with those
companies holding Primary or Secondary Rights
for subcontracts. In essence, Subsidiary Rights
gave smaller corporations the privilege of squab-
bling with each other over the leavings of the
Primary and Secondary Rights-holders.

WARS™

Two of the largest megacorporations in the
Empire acquired primary rights: The Tagge Com-
pany (TaggeCo) and The Karflo Corporation.
Secondary rights were acquired by Trigdale Met-
allurgy and Vaufthau Processing Industries. Fi-
nally, a half-dozen or so smaller corporations
snapped up subsidiary rights, and began scrap-
ping over the “spillage” from the major players.

Forced “Recovery”

Unfortunately, exploiting the resources on
Goroth is not much easier for the mega-
corporations thanitis for the Empire. Eventhough
conditions have improved slightly over the four
millennia since the Se’Lenti, Goroth is still a
poisoned world. Its air and water — and even its
life-forms — are poisonous to just about any off-
planet being. In the o’beki, where the Gorothites
live, the atmosphere and water are slow poisons,
but poisons nonetheless. Closer to the volcanoes
— located along the tectonic subduction zones
— and near the still-molten asteroid-strike cra-
ters, conditions are orders of magnitude worse
(Typelllatmosphere): rapid and agonizing death
to any off-worlder not wearing a complete
envirosuit.

Of course, it is these areas — the most hostile
on the planet — where the concentrations of
hyperbarides are at their highest, and thus the
places of most interest to the corporations.

Not only biologicals suffer from ambient con-
ditions, of course. As the first Imperial survey
crew discovered totheir terminal detriment, fluc-
tuating radiation levels make it very risky to use
standard repulsorlift technology. Further, the
same conditions prove remarkably hostile to
droids —specifically, to theirlogic circuits. With-
out special (and expensive) “hardening,” droids
quickly suffer damage to their central proces-
sors, experience a kind of “nervous breakdown,”
and have to be repaired or replaced.

Certainly, there are ways around these prob-
lems. Envirosuits could protect workers from
hyperbaride and radiation poisoning. Heavily-
modified repulsorlift drives could be made to
operate safely on Goroth. And hardening could
protect droids and other computer-controlled
equipment from logic malfunctions. All these
solutions were expensive, however — some ex-
tremely so. Any costs incurred in exploiting the
resources of Goroth would decrease corporate
profits — and the megacorporations will do any-
thing to avoid losing profits.

The primary rights-holders quickly recognized
a way to keep their costs down. Rather than
importing expensive specialized technology, why
not use what was right there at hand? After all,
the Gorothites themselves were at least partially
resistanttohyperbaride poisoning and had plenty
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of experience surviving and working in the harsh
environment.

It was TaggeCo that first approached the Colo-
nial Governor about using the “indigenous as-
sets” as workers. After extensive lobbying —
and, some people claim, the judicious transfer of
credit in “forgivable interest-free loans” — the
Colonial Governor finally agreed with TaggeCo’s
proposal that using the Gorothites as “client-
workers” (read “slaves™) would not be “in contra-
vention of Imperial interests.”

TheKarflo Corporation’slocalrepresentatives
demanded the samerights and privileges as soon
as they learned of the agreement — Karflo too
was a primary rights-holder, after all — and the
Colonial Governor was forced to agree.

So that is how the current situation has come
to pass. The Colonial Government has estab-
lished its seat in the largest of the o’beki, known
as Graith, arelatively sheltered valley in the high
mountains. This o'beki is also the center of
megacorporate activity on the planet. TaggeCo,
Karflo and the others all have their local head-
quarters here, in environment-controlled pres-
surized domes — known locally as “pressures.”
These pressures are connected by enclosed tun-
nels and tubes through which “movators” and
“people movers” run.

The Gorothite inhabitants of Graith live out-
sidethese pressures, in subterranean settlements
and extensive cliff-dwellings.

The native planetary government of Goroth
still exists. There is still a planetary Rel'Kan, and
aP’Dar’Ken. Officially, the Colonial Governor and
his government hold an “advisory” position, sub-
ordinate to the Rel’Kan and the P’Dar’Ken coun-
cil. All decrees and declarations made to the
native population of Goroth are issued in the
name of the Rel’Kan, and ratified by therest of the
P’Dar’Ken by Orders-in-Council. On other worlds
of the Empire, the news media sometimes holds
up the world of Goroth as an example of “peace-
ful cooperation” between the Imperial bureau-
cracy and a duly-elected planetary government.

The truth of the matter is quite different, of
course. Thenative government is an empty sham,
a figurehead with no real power. The Colonial
Governor and the corporate representatives are
the true rulers of Goroth. Their word is effec-
tively law, and the Rel’Kan and P’Dar’Ken must
“rubber-stamp” whatever they decide. The
Rel’Kan and the P’Dar’Ken’Al (“council-mem-
bers”) all know that refusing to do so will simply
lead to their being replaced by more malleable
“politicians.” While some members of the
P’Dar’Ken rather relish the perks that come with
their position, others stay in their positions in
the hopethat they can somehow help their fellow
Gorothites.

Other o’beki around the planet have their own
P’Dar’lb (“local councils”) —and their own Impe-
rial Regional Prefects (extensions of the colonial
government). Again, thefictionis thatthe P’Dar’lb
have the true authority, while the Regional Pre-
fects are just “advisors.” All but the most naive
Gorothites recognize this as a lie, of course. The
corporations also have astronglocal presencein
each of the enclaves. Although the complexes of
corporate and colonial “pressures” are not as
extensive as in Graith, they still exist, casting
shadows — real and metaphorical — over the
homes of the native Gorothites.

Further extending Imperial control, any sig-
nificant native Gorothite industry has been offi-
cially “nationalized” — to “better serve the indig-
enous natives,” of course, through centraliza-
tion, coordination and economy of scale. In ef-
fect, any industry or business large enough to
affect the planetary economy is under direct
Imperial control, through the Colonial Governor,
and under the indirect influence of the corpora-
tions. Thus, the overwhelming majority of
Gorothites work indirectly for the Empire and
the corporations — at wages set by the Colonial
Governor, as advised by the corporate execu-
tives.

No matter how strenuously the Colonial Gov-
ernor claims that Goroth has a free economy, it’s
far from free. Wages are set by the Governor.
Businesses that produce goods for consumption
by the natives are also controlled, and prices are
set by the central government. Competition is
totally managed. If a new business springs up,
offering goods or services in competition with an
“officially sanctioned” nationalized company,
then that organization is quickly driven out of
business — perhaps through direct government
intervention in the form of “licensing restric-
tions” or perhaps through nationalization by the
Governor’s office. These actions are purportedly
taken by the Rel’Kan and P’Dar’Ken, of course,
and only for “benevolent” reasons. The recover-
ing economy of Goroth is highly fragile, the offi-
cial party line goes, and only through central
coordination can that economy be maintained
and nurtured.

Independent businesses, outside this central
coordination, are athreat tothe overalleconomy
and well-being of the natives, and thus to be
avoided. Again, only the most naive of Gorothites
fail to recognize that the Rel’Kan and P’Dar’Ken
are powerless, and that these actions are being
directed by the Colonial Governor and the corpo-
rations to cement their control over every facet
of native life.

Most Gorothites work — directly or indirectly
— for the megacorporations, exploiting the min-
eral wealth of the planet. Millions of Gorothites
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work in the most terrible of conditions, extract-
ing hyperbarides from poisoned, volcanic waste-
lands (such as Yar’En, the “Firelands,” and Na’R
Ji'Gek, “Doomgate”). The ugly truth of the matter
is that these “client-workers” are slaves of the
Empire and the corporations. No matter what
term is used to describe them, the reality is
unavoidable: a worker who cannot quit, cannot
go on strike, receives a subsistence salary, and
can buy goods only from his employer at prices
set by that employer is, in truth, a slave.

The Resistance Movement

Predictably, a resistance movement has
emerged on Goroth. Natives who want their world
freed of the Imperial and megacorporate yoke
have banded together in cells and small organi-
zations. “Freedom-fighters,” most callthemselves;
the Colonial Government, of course, brands them
“terrorists” and “saboteurs” and is doing what-
ever it can to stamp them out.

Currently there are a handful of resistance
organizations throughout Goroth. Although they
share a common goal — the removal of Imperial
oppression — they do not agree on the best way
to achieve this goal. Some promote passive resis-
tance, and very limited “civil disobedience.” Oth-
ers believe that only through shocking violence
and terror — by making Goroth totally ungovern-
able — can the Imperial yoke be lifted.

The largest and most influential of these orga-
nizations, Gor'Jen’Ar (the “Committee for Free
Goroth”), tries to steer a middle course. Its lead-
ers believe that passive resistance alone will not
work and that more direct action is necessary.
They recognize, however, that it is possible to
become too militant. Currently, the Gorothites
are being used as “client-workers” only because
doing so is cheaper than bringing in the expen-
sively-modified technology that would replace
them.

The shadowy leaders of the Gor'Jen'Ar fear
that overly militant action — like that counte-
nanced by the splinter T'B’Dellyi’'Mai (“People’s
Freedom Action Council”) — will change this
equationto the detriment of all Gorothites. While
the T°B’Dellyi’Mai believes that making it simply
too expensive to do business on Goroth will lead
to an Imperial withdrawal, the Gor’Jen’Ar fears
that the Empire will take more direct action. As
soon as it becomes cheaper to replace the “cli-
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ent-workers” with technology, the Empire will
replace them. Once there is no benefit in using
“client-workers,” the indigenous population of
Gorothites will become a liability. And the Em-
pire has a history of taking harsh action against
liabilities.

The Gor'Jen’Ar leaders share a very real fear
that too much militancy will lead to the oblitera-
tion of the Gorothite species. As the world has
already learned once, extermination is cheaper
than subjugation. What is to prevent the Empire
from initiating a genocidal campaign against the
natives?

Rebel Involvement

It is through the resistance movement —
largely through the Gor’Jen’Ar, although other
groups are also involved — that a limited Rebel
presence has finally come to Goroth. It has only
been in the last couple of years that the Rebel
Alliance has cometorecognize the value of Goroth
— to the Empire, and potentially to themselves
as well.

The hyperbarides scoured from the crust of
Goroth are being used in the hyperdrives and
turbolasers of Imperial capital ships —ships that
are being used against the Rebel Alliance. Obvi-
ously, there is great military advantage in slow-
ing — or, ideally, stopping — this flow of
hyperbarides from Goroth to Imperial shipyards.

There is another side to the question too, of
course. The Rebel Alliance itself is building capi-
tal ships of its own. Goroth represents an incred-
ible source of the vital hyperbarides. If the Alli-
ance could somehow secure Goroth for itself, the
rate at which it could expand its own fleet would
increase many-fold.

Thus, the Rebel Alliance would love to see the
Imperial and corporate presence removed from
Goroth. Then the Alliance could move into the
power vacuum, helping the Gorothites to estab-
lish their own, truly independent, planetary gov-
ernment — a government that would, of course,
be friendly toward and owe a huge debt of grati-
tude to the Rebel Alliance.

The Rebel Alliance is incapable of taking direct
action. While the Imperial Moff in the Trans-
Nebular Sector is comparatively weak, there is
no way that the Rebel fleet could liberate and
hold Goroth. Their best bet is to support the
moderate — yet still effective — factions within
the Gorothite resistance movement.
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Goroth is one of the 80 or so systems in the
Trans-Nebular Sector. This region of space lies
10 parsecs or so within the outer boundary of the
Mid-Rim (within The Slice; for more information
on the Mid-Rim and The Slice, see pages 131-132
of Star Wars: The Roleplaying Game, Second Edi-
tion).

Within the Trans-Nebular Sector is the Trans-
Nebular Zone, which has about a dozen systems,
Goroth beingamong them. The zone (and sector)
takes its name from the major “landmark” in the
area, the Vestor Nebula. The Vestor Nebula is a
great cloud of ionized gas. At its core is the
Vestor Pulsar, a neutron star that is the rapidly-
spinning “cinder” of a giant star that went super-
nova millennia ago. Twin jets of ionized gas, shot
out from the vicinity of the neutron star at almost
inconceivable velocity, sweep through spacelike
beams from a cosmic lighthouse, as the neutron
star spins and precesses. With a pulsation rate
that remains constant within a tiny fraction of
one percent from year to year, the Vestor Pulsar
serves as an excellent navigation beacon in this
region of the galaxy. Ships can take a bearing and
a very accurate “time tick” from it.

The Vestor Pulsar produces gravitational fluc-
tuations which pose a very real hazard to hyper-
space navigation. Since such records have heen
kept, over a dozen survey and research ships
have gone missing in the region of the Vestor
Nebula, presumably duetotheinterference which
is likely to have thrown them subtly off course,
possibly into a star or other hazard. For this
reason, the Vestor Nebula itself remains a “dead
zone.” Only the most foolhardy or desperate
captains plot hyperspace jumps to take them
through the Nebulaitself. The only safe routes to
the Trans-Nebular Zone systems involve mul-
tiple jumps, normally two- or three-leg routes. It
is for this reason that the Trans-Nebular systems
— including Goroth — were discovered so late in
the course of galactic history.

Travel Times and Distances

Due to the hazards of traveling in the area, the
Goroth system is isolated and remote in terms of
travel times. A typical three-leg route from the
margin of the Perlemian Trade Route takes 12
days (Moderate astrogation difficulty). A two-leg
route can cut this time by up to two days, but the
chances of a navigational error are increased
(increase the difficulty to Difficult).

The nearest inhabited system to Goroth is the
Baylin Cluster, one of the Correllian colonies
involved in the war that led to the Scouring of
Goroth Prime. The Baylin Cluster is 14 hours
from Goroth by a direct hyperspace route (Mod-
erate astrogation difficulty).

The capital of the sector (and home of the
current Sector Moff, Gal Brello), Milarian, is 22
hours from Goroth (Moderate astrogation diffi-
culty).

System Primary

The primary of the Goroth system is Goroth
Alpha, referred to by the Gorothites as “K’Len”
(*The Mother”) or, more commonly, “the sun.” It
is a main-sequence star, red-orange in color. Its
size, mass, surface temperature, radiation out-
put and gravity are standard for this type of star.

Planets

Oris

Ancient Gorothite poetry describes Oris as
“sheltering in the fiery skirts of K’'Len, The
Mother.” While not quite accurate, it is descrip-
tive. Oris—an ancient word for “birth” or “dawn”
— orbits close to Goroth Alpha, with a perihelion
of 2.6 light-minutes. It is a small world, roughly
spherical with a diameter of 2,950 kilometers. In
other systems, it would probably be classed as
an asteroid. It is almost exclusively nickel-iron,
with some metamorphic rock inclusions. Blow-
torched by the sun, it is scorched and lifeless.

Imperial astronomers automatically assumed
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that so small a planet so close to its primary
would have to be tidally-locked. They were sur-
prised to learn that Oris’ rotational period does
not match its orbital period. This effective rota-
tionis very slow, however —a “day” on Oris lasts
31 standard days from sunset to sunset — and is
actually slowing down at a measurable (though
minuscule) rate. The conclusion is that Oris is a
relatively recent addition to the Goroth system
(on an astronomical time-scale, of course), more
thanlikely a“dark wanderer” captured by Goroth
Alpha’s gravity.

Goroth Prime

Orbiting with a perihelion of 7.1 light-minutes,
Goroth Prime is the only planet in the system to
develop sentient life. Its structure follows the
standard terrestrial paradigm, with a molten
nickel-iron core surrounded by a semi-solid
mantle, and a solid lithosphere. The only feature
thatsetsitapart from standard terrestrial worlds
is the relatively high concentration of
hyperbarides in its core, asthenosphere and
mantle. Since the Scouring, Goroth has been
surrounded by a tenuous ring.

Goroth Prime has three natural satellites. They
are in a single orbit, situated in a stable orienta-
tion precisely 120 degrees apart. They are all
tidally locked with the planet below, so that they
keep the same face eternally toward the planet
below. This was a benefit for the planetary de-
fense system, since the ion cannons of the
D’Jar’'Min had constant and interlocking fields of
fire. The satellites — airless spheres of rock,
showing no magnetic field or volcanism — are
similar in appearance and size. Telar has a diam-
eter of 2,850 kilometers; J'Mel is 2,600 kilometers
in diameter; V'Sar is the smallest, with a diameter
of 1,760 kilometers.

Denava

Denava is a gas giant, banded with reds and
browns that indicate complex organic com-
pounds in its upper atmosphere. It orbits with a
perihelion of 40.7 light-minutes, its orbit inclined
at 5° to the ecliptic. It is a large world, 153,050
kilometers in diameter. Its density is low, how-
ever — less than that of water — implying that
any solid core must be quite small, and com-
posed of nothing denser than solid hydrogen and
methane ice. Its atmosphere consists largely of
hydrogen — with a small but significant concen-
tration of helium, plus many trace elements —
which makes it valuable for starships refitted to
run on hydrogen instead of more traditional pro-
cessed, high-energy fuel slugs. By skimming the
upper fringes of its atmosphere, a modified ship
can refill its tanks with hydrogen.

Denava has an immensely strong magnetic
field, and is quite a strong radio source. The

WARS™

nearest of its six small moons act like the rotors
of a planetary generator, and high-voltage con-
duits of ionized gas — invisible, but nonetheless
dangerous tounwary spaceships —connect them
to the gas giant.

Intelligent life never evolved on Denava, but
this does not mean that the world s lifeless. Huge
gasbag-like creatures can be found in various
bands of the atmosphere, “grazing” like great
whales onthe organic materials that fall as “snow”
from the upper levels of the clouds.

Denbalen

Denbalen is another gas giant, slightly smaller
than Denava at 147,100 kilometers in diameter,
but still a colossus. Its orbit is not inclined with
respect to the ecliptic, but it is retrograde.
Denbalen has a perihelion of 67.2 light-minutes.

In appearance, Denbalen is quite similar to
Denava, showing the same red and brown bands
of clouds, eternally roiled by planet-wide storms.
The dynamics of the planet are quite different,
however. Denbalen’s density is significantly
higher than Denava’s — still less than that of
water, but great enough to imply that there must
be a solid world, not significantly smaller than
Goroth Prime itself, at its core. Denbalen has no
magnetic field whatsoever, and is not a radio
source. Still, the temperature of its cloud-tops is
several degrees higher than would be predicted
solely from solar heating, so there must be some
kind of activity deep within the titanic world.
Denbalen is thought to be lifeless although stud-
ies of the great planet have beenlimited. Denbalen
has seven satellites.

All but one — P’Chek (*Mystery™) — are air-
less spheres of frigid rock. P’Chek, in contrast,
has an atmosphere almost as dense as that of
Goroth Prime itself. This atmosphere, however,
is almost exclusively oxygen — 98%, in fact —
with the only other major component being he-
lium. Planetologists are at a complete loss to
explain how such an atmosphere could have
naturally come about in the absence of any plant
life on the world.

Even more fascinating, P’Chek was obviously
inhabited in the distant past. Ruins of artificial
structures can be found spotted around the
“coastlines” of large, shallow depressions that
might once have been the beds of oceans. The
ruins seem quite similar in architecture to the
structures built today by the Twi'lek species.
The Twi’leks, however, have no record of ever
havingvisited the Goroth system (especially since
they are a relatively primitive species, techno-
logically-speaking).

In any case, carbon-dating and other tech-
niques indicate that these ruins are more than a
billion years old. As its name signifies, P’Chek is
— and will probably remain — a mystery.
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Goroth Beta

Goroth Beta is a “brown dwarf” — the second
member of a binary star system that never “ig-
nited” its nuclear furnace. Orbiting far, far out
from the primary — its perihelion is a staggering
340.3 light-minutes (5.67 light-hours) — Goroth
Beta is a gas giant, almost one and one half times
the diameter of Denava (227,575 kilometers, to
be precise). Like Denava, the temperature at the
surface of its dark brown cloud cover is abnor-
mally high. Obviously, the radiation reaching the
planet from the distant sun is totally inadequate
to explain this heating. Goroth Beta must have a
hot core, with heat reaching the surface of the
clouds through radiation and convection. Many
planetary scientists believe that there must be at
least some fusion occurring in the core of Goroth
Beta. In other words, its “nuclear furnace” is
burning after all, but at a slow, measured rate.

Little is known about Goroth Beta. It is so far
from the sun that few research missions have
made the journey. It seems that little can be
learned from even close inspection, however. A
thorough understanding of the brown dwarf can
come only from probes sent down into its fiery
heart. Such probes were beyond the capabilities
of the Gorothites themselves, and the Imperials
havelittle interest in any research that cannot be
expected to yield useful (in other words, profit-
able) data. Goroth Beta has no satellites, and is
thought to be lifeless.

A Travelers’ Advisory

The Vestor Nebula and the pulsar at its heart
are not the only hazards to navigation in this
region. Since the Scouring, it has been somewhat
hazardous to approach the Goroth system at all.
This is because the asteroid impacts flung mega-
tons of hyperbaride-rich debris into space. Much
of this has fallen back to the planet — either as
secondary strikes or as “hard rain” — while
significant amounts remain in orbit as Goroth
Prime’s tenuous ring. Countless tons, however,
remain in Goroth system space, forming a “halo”
of hyperbaride-rich material. The concentration
of material in realspace can be measured in
molecules per cubic meter of space. In hyper-
space, however, the situation is quite different.
For reasons not fully understood, superheavy
elements like hyperbarides seem to cast a larger

“hyperspace shadow” than one would predict
from their mass and concentration. In hyper-
space, the halo around Goroth Prime is very
noticeable indeed.

This halo thus represents averyreal hazard to
hyperspace navigation. It is dangerous to fly
close to Goroth Prime while in hyperspace. Stan-
dard procedure when entering the Goroth sys-
tem is to drop out of hyperspace at the “hyper-
space threshold” — 72 hours travel (at a Space
movement speed of 4) away from Goroth Prime.
Use the chart below to determine how long it will
take a ship to fly to Goroth after dropping out at
the hyperspace threshold.

Hours to Goroth
288
144
96
72
57.6
48
41.1
36
32
28.8
11 26.2
12 24

Space Move

O 0~ U B Wi —

-
)

Brave or foolhardy captains might decide to
save a little time by flying in closer to Goroth
Prime before dropping into realspace. Doing so
represents a very real risk of ionizing the
starship’s controls, however — with unpleasant
results if the ship is required to maneuver or fight
onceit has dropped out of lightspeed. A ship that
flies within the hyperspace threshold suffers a
single “attack” inflicting 6D ionization damage
(refer to the ion cannon rules on page 110 of Star
Wars, Second Edition to determine the effects of
this attack). Remember that shields do not pro-
tect a ship from ionization damage.

For similar reasons, it is also risky to enter
hyperspace while within the hyperspace thresh-
old. Standard procedure is to fly sublight until
the ship clears the threshold. While a ship does
not suffer an ionization attack as when flying into
the system, increase all astrogation difficulties by
+20.
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Bl Chapter Three
Geology and Geography

Goroth Prime is a standard terrestrial world. It
has an equatorial diameter of 12,756 kilometers.
Its mean density is 5.5 (the density of water is
1.0), implying that it is a rocky world with a
relatively small nickel-iron core. Its surface grav-
ity is 0.98 standard — close enough to one stan-
dard gravity that instruments are necessary to
measure the difference.

Goroth Prime’s magnetic field is abnormally
strong for a terrestrial world. This would make
little difference except for the fact that its mag-
netic poles and its axis of rotation are offset by
almost 20 degrees. This means that, as the planet
rotates, its magnetic field sweeps through the
hyperbaride-laden atmosphere and ring struc-
ture. This leads to significant build-ups of static
electricity in the atmosphere, particularly in the
ring. Thus, Goroth is often shaken by lightning
storms that make electrical discharges on other
planets look like tiny sparks by comparison.
Discharges in the ring also affect the environ-
ment, flooding the planet with electromagnetic
pulses (EMP).

Goroth Prime rotates slower than the norm.
Thelocaldayis 36 standard hours inlength—1.5
standard days. Its year is 300 local days (equiva-
lent to roughly 450 standard days, or 1.22 stan-
dard years). Goroth'’s axis of rotation is perfectly
perpendicular to the plane of its orbit; thus, the
planet experiences no seasons. Day and night are
of equal length, with no seasonal variation.

Population

The planet’s current population approaches
500 million. Under the auspices of the Colonial
Governor, an official census is underway to con-
firm the true figure, which may be up to 5%
different either way.

The vast majority of the planet’s population is
made up of native Gorothites. Bureaucrats, poli-
ticians, military representatives and support
personnel making up the Colonial Government
number 3,650. According to official mega-
corporate employment rolls, there are some

15,000 direct corporate employees —as opposed
to “client-workers” — on Goroth. Since these
employment rolls are generated for taxation pur-
poses, it is quite possible that the true number is
somewhat higher than the “official” figure.

There are thought to be a small number of
“client-workers” of other species — perhaps as
many as 1,000 ofthem —toilingin the hyperbaride
cracking plants of Goroth. A Rebel spy recently
reported seeing two or three Wookies working in
a “slaving gang.” There are also rumors that
convicts and political prisoners from other Impe-
rial-dominated worlds are serving out their sen-
tences on Goroth.

Then thereis the military — or paramilitary —
presence. A full legion of Goroth Planetary Police
(actually, paramilitary security forces) and their
support personnel — numbering a total of 7,500
— is stationed on the planet. At any given time,
there are also less than a thousand Naval person-
nelondutyonthe planet, as well as crewmembers
on leave from the two capital ships that remain
permanently in-system.

And finally there are out-of-system visitors.

It surprises some people that the Empire would
let anyone but Imperial personnel onto a planet
of such strategic significance and value. In fact,
however, the Empire can hardly declare Goroth
off-limits no matter how desirable that might be.
For one thing, the corporate presence guaran-
tees that the Empire does not have complete
control over who comes to and goes from Goroth.
Corporate employees are constantly being trans-
ferred to and from Goroth operations. Manage-
ment delegations and consulting teams frequently
visit the facilities. Supplies must be delivered,
and raw materials must be shipped off-planet.

Almost as importantly, however, the Empire
wishes to maintain the fiction that Goroth is not
aslaveworld. Gorothis a prime example—sothe
Imperial-controlled newsnets trumpet — of co-
operation between an autonomous system and
the Empire, to the greater benefit of both parties.
Declaring the world totally off-limits — effec-
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tively setting it up as a secure Imperial outpost —
would expose this “mutually-beneficial coopera-
tion” for the sham that it is.

Thus there is some limited travel to and from
Goroth beyond that of corporate, Imperial and
military personnel. Goroth has no tourist indus-
try, of course, but there are reasons other than
tourism for private citizens to visit aworld. Much
business is conducted on Goroth. The credit-
flow attracts entrepreneurs, businessmen — re-
spectable and less so — plus the usual assort-
ment of rogues, con-men and gamblers who can
smellaquick credit a parsec away. Further, there
is the potential for alittle lucrative “gray-market”
trading. Most markets on Goroth are under indi-
rectImperial and corporate control thanks to the
nationalization of major industries. Any con-
trolled market automatically breeds demand for
goods beyond that control. Of course, smugglers
are also drawn to Goroth.

Geology

Like most terrestrial planets, Goroth consists
of five different parts. In order — from the out-
side in — these are the atmosphere, the hydro-
sphere, the lithosphere, the mantle and the core.

The atmosphere of Goroth is fairly standard in
thickness and composition for this type of terres-
trial world (with some notable exceptions, of
course). Atmospheric pressure at sea level is 1.1
standard atmospheres — higher than normal,
but not exceptionally so. Goroth Prime’s atmo-
sphere comprises 74% nitrogen and 20% oxygen.
“Trace” elements include argon, carbon dioxide,
hydrogen, hydrogen sulfide, methane, and water
vapor; there are also small but measurable con-
centrations of hyperbaride compounds. The most
prevalent of these are ilinium trioxide (0.0002%)
and vintrium hydride (0.0001%), although there
are dozens more similar compounds in even
smaller concentrations.

Goroth has several seas, all of them small and
very shallow. In total, water covers only 12% of
the planetary surface. The average depth of the
oceans is 300 meters.

The planet’s crust varies in thickness from a
few hundred meters — in highly active areas like
the Yar’En (“Firelands”) and Na'R Ji'Gek
(“Doomgate”) —to akilometer or two. The upper
mantle is approximately 100 kilometers thick.
Compounds of hyperbarides make up less than
0.001% ofthe crust and upper mantle, with ilinium
trioxide being the most common compound.

The inner mantle is denser and heavier than
the material above it. It is semi-solid, and rela-
tively hot (perhaps 1,500° Celsius). The mantle
extends from the base of the crust to a depth of
almost 2,800 kilometers. Concentrations of
hyperbarides are much higher in the mantle,

climbing to almost one tenth of a percent!

The corporations have established several
pilot boreholes into the mantle to extract the
hyperbaride-rich material; they are manned by
Gorothites. The immense technical challenges
have limited the yield from these projects so far;
some corporate scientists are projecting signifi-
cant breakthroughs in the near future.

The core is divided into an outer shell and an
inner core. The shell is semi-rigid, and is over
2,000 kilometers thick. Composed largely of nickel
and iron, the shell has density of 10.0 —ten times
the density of water. The inner core is thought to
consist of the same elements, but at a much
higher temperature — 7,500° Celsius or so. Even
at these temperatures, the inner core is solid,
simply because of the immense pressure it is
under. The inner core is thought to have a den-
sity of 13.0. Concentrations of hyperbarides are
even higher in the core than in the mantle —
perhaps as high as 0.25% — but with current
technology it is considered impossible to “mine”
the core for the valuable elements.

Tectonic Plates and Continental Drift

As with many volcanically active terrestrial
worlds, the crust of Goroth is split into a number
of tectonic plates which “float” on the mantle.
Upwellings of warmer and more fluid mantle
material from deeper within the planet cause
these plates to move. This is the origin of so-
called “continental drift.”

Tectonic movement on Goroth Prime was al-
ways more rapid than the norm. For one thing, its
core is more than 1,000° Celsius hotter than
average for similar terrestrial worlds. For an-
other, radioactivity — arising from the break-
down of meta-stable hyperbarides, as well as
from the decay of more familiar radioactive iso-
topes — has caused pockets of abnormal heat
(“hot spots™) within the mantle.

The result is that convection currents in the
asthenosphere —which basically “push around”
the tectonic plates — are stronger than is usual.

The Scouring destabilized the crust even fur-
ther, splitting the tectonic plates into smaller
fragments, each with its own motion. Most tec-
tonic plates on Goroth move 40 to 80 centimeters
per year (as opposed to the 5-10 centimeters per
year range, which is more common for similar
terrestrial planets); some of Goroth’s plates move
as much as two meters per year!

Volcanism and Seismic Activity

Increased continental drift, of course, leads to
higher-than-normal levels of volcanic and seis-
mic activity. Many earthquakes result from tec-
tonic plates moving against each other. Most
quakes take place where the edge of one tectonic
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