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Chaoprer One: Rebel SpecForces

Rebel
SpecForces

Infroduction

“In half an hour [ can put
together a sirike team of
hwenty soldiers, capable
of succeeding ar any mis-
sion, under any circum-
Slances, ﬂﬂ}'l”l’ft’ft" in the
galaxy. "—Altributed to
General Crix Madine.

The galaxy is al war.
The Galactic Emplire
occupies thousands ol
syslems and exercises
indirect control over
thousands more. It is op-
posed by the Rebel Alll-
ance, a small band of
freedom lighters dedi-
cated to overthrowing
the despotic regime.
The Alliance wages an
Empire-wide hit-and-
fade war. Local sector
lorces keep their op-
pressors off-balance
with ambushes, sabotage and insurgent campaigns. Starfighters strike
from hyperspace against Imperial convoys. The tiny Alllance fleet is
constantly strengthening itsell, in preparation for the day it can engage
the mighty Imperial Navy in direct combat. The Alliance refuses to take
ground or keep territory, instead attacking the Empire's weak points and
morale. For this duty, the Alllance has raised a corps of elite strike teams,
the sharp end of the Alllance fighting forces: Special Forces.

A special force is any fighting unit specially trained to undertake
extremely difficult missions. The Rebel SpecForces (often referred to
simply as "SpecForce™), Imperial Storm Commandos and Thyrsus Sun
Guards were created to handle specific missions that regular troops
could not be expected to perform. Stormtroopers, for example, assault
enemy positions and guard high-security installations. Alliance Infiltra-
tors enter high-security areas to sabotage enemy eguipment and sow
confusion. Pathfinders scout and secure landing zones. SpaceQOps troop-
ers perlorm ship-boarding actions.

RULES OF ENGAGEMENT: THE REBEL SPECFORCE HANDDOOK
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Whiskers

“%0, Sergeant, when can lsha.ve‘i-‘" asked Jﬂ]::

quietly. “This thing's starting to itch.” He scraped :
outthelastofhiscold ration pack dume: and atethe ;

thick gray stuff.
Unit tradition declared that all newly transferred

troopers grow beards, if they could, or braids, it |
they couldn’t. Jop was only & couple weeks out of -
drop-camp. He knew he' could shave it at some |
point, but exactly when remained a mystery. Most - |-
of the troopers kept a beard or didn’t shave inthe |
field, but Jop figured that was their choice. Jap’s. | -
own beard was coming in strong and was reaching |
a stage where it felt like It was aboutto.crawl off. It
was coldin me:sewmd& hutthﬂhm.ﬂid.’rdn tmmi_". B

to help.

SergeantHurlﬁﬂcratmedhwmtm& heardmdi{:- j
- looked at’ Jop with secrets In-his eyes: "Tlllet you. |
know, trooper. Meantime, putup with it You'renot |
on watch tonight. Get some slesp:. Thﬁl'ﬁi a Eﬁg Sk

- push coming on tomorrow.”

“Thrilling." Jop had only been. In one mmm"f"”'

| the Empire, =~

~_trooperswere outthere acouple hundred meters
- away. Nobody wasinterested in night combat, so. -
- by unspoken-agreement the shooting stopped at-

- - sunset. Despitethe informal nocturnal ceasefire;.
Jopknewbetterthan to trompalongatnight. Thar
- would give away ourposition, e thought. andyou
- neper fmowr if o sharpshooter iz sitting oot there. |
- Fortunately, the Imperials: did't really know

o want o

“where ‘the Alliance troopers: were, and ‘moatly .
-~ stayed intheir fortified position. Jop's: -
- had remained under caver: Ei'lﬂﬂgl'i.mkﬁpfﬂ‘t& .
: .Imperml&gmﬂng, ....... i
~o - Jop dozed;: dm;ming mt::- a~ ﬂmmtegsftime-r'-- :
- less: sleep: Suddenly, he fely something: mli
- brush his cheek. His eyes snapped-open; lris

= Bﬂﬂfﬂfﬂ'ﬂﬂl‘rﬂnd huﬁ_‘i;lm Thamﬂunmha&
" “You reﬂ#ﬂﬁ!l:tmﬂp},t Go backto ste ';:-abeééif
~voice calmiy intoned in: his‘ear. Hn‘ﬁfa;eﬂnﬂﬂ e
: I;'andwa{fﬁiﬂwuw&. H’e‘reaﬁﬁ;t}ﬁ& ﬁemnm =

Pain was that?™ h& ﬂnmhed mnking p-c-lnted}}' at -
Sergeant Hork: -
“Infiltrator. "ﬁuu can't see- e, hear 'em or tﬂuch-_;-

- 'em. Theywereheadingouttothe lmperial strongpoint.

tosoften things up forus, take outa few sStormtroopers:
and ‘scare. the flarg-out of the officers. They were.

prabably checking to - see if you were an Imperial

. forward guard, " said Hork. “You're alucky man. They
checktosee ifyau've gotlong hair or stubble: Imperial

mmwm renmhu}emraham- :
rell- i everin the feld.
“E} thewag m:u;lr can. shm nuw il’ ;-,rnu: renll}t: :

""..r -------

'ﬂm{“’rli'gh!\.hp.-:l:iu]dn‘t siaep. anaune anid<

' fear—the aftersffects ‘of the day's combat—con-
g 'splrﬂdl;nkeeprhmﬁ‘-mkﬁ: ‘They'dtakenthelmperial

nt with oniyalew casuaities: Theycouldn't

.::tmngpui
keep the position; of course—Alllance military doc- -

trime mandated that all such operations remain hit-—-
anddade. The: p]m:uun moved out almost I:nm&dt- <5

:ﬂIElF'mﬂl-ﬁﬂEﬂﬂﬁfs and'eaptured equipment; - .
lightfight, and wasn't eager to experience it again. |
- atill; l.hafia-whatﬂe‘d:slgnednu:ﬁm‘agrmn,;gmﬂg;.m.f.;-_ =

As he lay in his. makeshift-bunk that night; .lnp-

‘realized: his. hami ﬁadn’tltehﬁd a]l dn-jr Minutea
| tateriheslept. ;
He quietly r.'nwlad o hjs ﬂ[ﬂmlm Imperml_- S
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Historical Special Forces

There have been a number of special forces units
throughout history—most notably, the Old Republic
Rockel Jumpers, Freedom Warriors and Atrisian As-
sault Corps.

The Rocket lumpers—officially designated “the
Rocket-jumper Elite Advance Unit"—were short-range
assault troops propelled by primitive rocket packs.
They jumped into heavy fighting to break stalemates
and sieges, seized and held ground until regular units
could reinforce the area, and rapidiy reinforced threat-
ened positions. Only the most highly qualified and
dedicated troopers were allowed to serve the Repub-
lic in this way

The Freedom Warriors were highly trained troops
supporting the Jedi Order in resource-heavy opera-
tions. Although the unit's ranks were only open to
those who could not feel the Force as Jedl do, the
Freedom Warriors were able to effectively battle Sith-
tainted soldlers and Sith-spawned monstrosities.

The Atrisian Assault Corps was the hammer of the
Emperors ol the Kitel Phard dynasty—{ast, hard-hit-
ting, and able to roll over every enemy It encountered,

Chaprer One: Rebel SpecForces

The Corps included His Majesty’s Roto-gunners, the
Imperial Atrisian Grenadiers, and the Queen's Own
Armored Cavalry Troop.

Special Operations

“You aren't Skywalker. You aren't even Solo."—
apecForce Infiltrator to Rebel SpecUps trooper

Rebel Special Forces (SpecForces) should not be
confused with the similar sounding Special Opera-
tions (SpecOps) groups. Special Forces units are made
up of military prolessionals of the highest caliber (in
uniform and under military jurisdiction) who perform
planned, specific missions. Special Operations agents
tend to work on murky undercover missions involving
investigation, snooping, desperate lightfights, and
performing chaotle, seat-of-the-pants missions. Spec-
Forces recognizes the need for SpecOps—and Indi-
vidual SpecForce members may even consider SpecOps
members capable soldiers—but tend to think of their
counterparts as amateurs, relylng mainly on luck.
SpecOps, on the other hand, regards SpecForce as a
collection of arrogant, uptight, overtrained grunts with
delusions of importance. The rivalry between the two

branches of the Alliance runs very deep.

LT lama)

Regulars and Partisans

Special forces troops ("Specs”) are drawn
mainly from regular troops, but are more care-
lully and specifically trained to fight in certain
ways, on specific terraln, and for select mis-
slons.

in the modern galaxy, special forces are
used heavily by both sides in the Galactic Civil
War. Both the Empire and Rebel Alliance have
several such units, formed by the best physi-
cally and mentally able volunteers available.
No cone is drafted into elite units.

The Rebel AlHance relies on SpecForces to
raid lmperial strongholds, prepare landing
zones for regular troops, board and capture
Imperial ships, guard bases, operate tactically
Important equipment, and execute almost ev-
ery sort of important mission excepl one:
taking and holding territory. The Alllance
rarely takes ground, and when it does—usu-
ally temporarily—it uses regular ground
troops.

Regular troops—actually partisan fighters
and part-time soldlers—are mostly drawn from
available sector lorces (nicknamed
“SecForces” by Alliance special forces sol-
diers) and are usually only used to fill out
rank-and-file. Alliance High Command simply
has little use for standard infantry until strat-
egy calls for a general uprising. Local sector
lorces use regular troops much more often,
partially from lack of other troops and par-
tlally because a standard sector command
mission is to keep the Imperial forces busy.

¢
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Chapter One: Rebel SpecForces

tion, preparation and political groundswell,
followed by a period of hit-and-fade warfare
{often referred to as a "shadow war”) to wear
down and evenfually crack the Imperial grip
on the galaxy, followed by a general uprising
and conversion of the Reballion to a conven-
tional war.

The first step was executed over a period of
years, Arms stockpiles were built up and free-
dom-minded officers recrulled. Allles gradu-
ally made contributions and small lorces of
“shadow warriors "—troops that specialize in
hit-and-fade ground combat—began to raid
Imperial installations. As Imperial crackdowns
and “police actions™ grew harsher, Rebel com-
mandos began to strike back.

The second phase was thus launched un-
evenly. There was no formal beginning to hit-
and-fade actions. Local resistance had been
going on for some time. Unfortunately, local
forces could be crushed under the mass and
might of the Empire. The Alliance had to de-
velop a fast-response military force. It readily
became apparent that while most of the Alli-
ance forces would be local, the deadliest forces
would have to be under the direct control of
Alliance High Command.

The Alliance was entering a long period of
hit-and-fade operatlons. Early successes were
small and mitigated by the overwhelming size

em: Nl

o

Regulars deal with theaters of operations, battle lines
and control of physical areas. Attacks are lor tactical
gains and operational success. SpecForces attack ob-
jectives regardiess of the current battle lines, and
usually make no attempt to control zones. Special

lorces execute missions for operational gains and
strategic success

It should not be imagined that regular forces are
less important than special forces. Quite the opposite:
one of the special forces’ primary missions [s to reln-
force, support and aid regular troop operations,
SpecForces simply perform more difflcult missions
more routinely,

Creation of Alliance Special Forces

The original Alliance military plan was vague and
starry-eyved. Few of the original planners of the Rebel-
llon were militarily experienced. Fortunately. the Alli-
ance was able to recruit a cadre of experienced retired
officers like General lan Dodonna, Admiral Adar Talon, |
Marshal Pashna Starkiller, and Commander Vanden |
Willard

Bail Organa’s strategy for the Alliance military called |
lor a three-step process of revolution: First, insurrec- |

Tt Hadikis
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of the Empire. The conventional phase of the Rebellion
started in some sectors, [altered in most, and contin-
ued in a lurching way in others.

The newly lormed Special Forces were initlally di-
vided into two regiments—{_ombat and Recon. Over
several missions they evolved into the modern regl-
ments, This turned SpecForce from two medium-sized
units into several smaller units. Their numbers were
reinvigorated by an infusion ol SecForce experts. This
led to Increased conlusion, SpecForee, spread among
several commands and withoul a dedicated com-
mander, began to falter.

Then, shortly after the Battle of Yavin, General Crix
Madine defected Lo the Alllance and was placed in
command of Special Forces. At the time, SpecForce
was chaotically organized and squandering
its resources. Madine moved through
SpecForce like blast of wind, clearing away
confusion and sweeping up the very best ol
the Alliance military for duty, The hest of the
SecForces were offered positions in SpecForce.
The borderline SpecForce troopers were
whipped intn shape or transferred,

Conventional war campaigns restarted
SecForces, with SpecForce lending critical
support, began to make lasting footholds in
the Empire. SpecForce became a military
branch feared by the Empire. When Imperial
propaganda mentioned “Rebel terrorists™ they
meant SpecForce, the branch of the Alliance
that the Empire’s military feared the mosL

As the conventional war heats up, SpecForce
units can expect to be used more and more.
Infiltrator and Pathfinder units are already
being used to prepare the way for invasion
lorces, and SpaceOps and HWS units will likely
be attached to regular line divisions, spear-
heading planetary landings and assaults.

Special Forces in the New
Republic

Alllance Special Forces becomes New Re-
public Special Forces alfter the Alllance seil-
zure of Coruscant. The New Republic main-
taing SpecForce under the command of Gen-
eral Madine until his death

The main difference between Alliance and
New Republic SpecForces |5 that the later
units are somewhat better trained, perhaps a
little less experienced on average (since many

Chapter One: Rebel SpecForces

velerans of the war have retired in the post-bndor
period) and are given much better equipment.

New Republic Special Forces are instrumental in the
ongoing drive against the Empire until the change in
military policy toward the Empire, shortly before Mon
Mothma's resignation. Once the finalphase of Organa’s
overall plan is implemented and a conventional war
starts up, Speclal Forces comes into Its own as the
Alliance s most elite fighting lorce.

As the New Republic-Empire War calms down,
SpecForce contracts again, returning to roughly the
same operation size it was under the Alliance. In this
later period, SpecForce Is a tool for defense and rapid
solufions 1o military problems, and its role as an
invasion [orce is left largely behind.

Tem Hiddlim
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Chapter Two: SpecForce Life

SpecForce
Life

"Regular troops in the field live int holes or ruing, eatout of cold ration packs.

and mowve and fight according lo opaque orders (usually relaved from weil
behind the front lines ). Troopers are generally careful, fairly well-trained and
have a single overriding goal: avoid getting shot, They are under threat not
only fram the enemy, but from local creatures and diseases, and tend to wear
dowr to their physical and mental chassis. Special forces are much the same,
only more so."—Dunn Jassigan, military analyst

Candidates

“Your candidacy for SpecForce training is itself the mark of a superior
soldier. "—From the standard acceptance holo to SpecForce candidates,

Very few troopers can enter special forces units. The Galactic Empire,
for example, has a long and grueling series of examinations to determine
a candidate’s political, physical, educational, technical, and mental com-
petency to serve in an elite unit, Extensive background checks and
interviews of [riends,
relatives and acquain-
tances assure the
candidate's loyalty and
political acceptability.
Although the vast ma-
jority of Imperial troops
are draftees, no trooper
i5 drafted into special
military service. All Im-
perial military elite
forces are made up of
volunteers, Political
connectlons are of little
or no value to individu-
als attempting to enter
Imperial special forces
(although unacceptable
political views are
cause for disqualifica-
tion). It is unclear
whether stormtroopers
undergo the same can-
didacy requirements.

The Alllance makes

Ties Baslobi s
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aconcerted effort to periorm backgtround checks, but
interviews of relatives or old [reinds are usually Im-
practical. Extremely complete personal interviews,
interrogations and examinations make up the bulk of
the SpecForce vetting process. In cases where a candi-
date Is highly questionable, he or she is disqualified.
Alllance Intelligence makes the vetting of SpecForce
candidates a high priority and the percentage oi Impe-
rial agents pentrating the organization is surprisingly
low,

Surprisingly, the Empire has given the Alliance an
advantage in developing special forces assets. The
anti=alien bias ol the Imperial political system has
crealed a large pool of
non-humans who are
strongly opposed to the
New Order. Many ol these
allens possess special
skills or abilities particu-
larly suited to covert mili-
lary operations.

in addition, the Em-
pire's oppressive rule has
alienated uncounted
numbers of humans who
are willing to join the Alli-
ance. The Empire's worst
offenses have actually
served to bolster Alliance
ranks, allowing the
Rebels to carélully select
and traln SpecForce
troops.

Training

in both the Alliance
and Empire special forces
candidates have already
endured basic and spe-
clalist training. OUnce se-
lected for special forces
training, the candidate
goes through another
round of advanced drop-

Twao: Speckorce Life

not make it through special forces drop-camp go on to
good careers.

The identities of special forces trainees are high-
level secrets. The trainee ID card carries a holoflat
rank and security clearance, but no name. |l special
forces troop IDs were known to an enemy, families
would be endangered and personality profiles might
be assembled. This is a particular concern for Alllance
SpecForces, but also a problem for Imperial lorces,

Fundamental SpecForce training exercises include
two manths of weapons drills in blasters, slugthrowers,
heavy weaponry, and hand weapons, The trainees
perform numerous deployment simulations: overland
marches, stealth drills,
drop-ship and para-sail
deployments, and so on.
Also fundamental Lo ad-
vanced training are lec-
tures on military history,
theory and practice. As
training progresses, the
trainees go through in-
creasingly difficult sce-
narios, including live-fire
drills and fallure-rigged
reenactments, linishing
with an extremely realis-
tic war game. Once this
program is complete,
SpecForce trainees ad-
vance o a further four-
week specialization pro-
gram.

Specialization

“One expects they have
specialist sanitation engi-
neers as well "—Imperial
Ubigtorate olficer com-
menting on Alllance
SpecForce structure.

Oncetrained toa peak
in fundamental skills,
special lorces trainees
are sent to their final

camp training. Although
the trainees are taught
necessary skills, the main purpose of this camp s to
weed out those who lack the drive to succeed in their
missions. Standards are very high in every area, and
lallure rates are equally high. A large percentage ol
Alllance regulars are failed SpecForce candidates. The
Imperial washoul percentage is slightly higher (but
such troops are less common among the Imperial
regular forces due to the Empire’s larger size).
Fallure In the entrance program carries no stigma in
either military—washing out of a special forces pro-
gram s {ar less serious than [allure on the front lines.
Simply beiny accepted to a special forces program is
the mark ol a superior soldier, and most troops that do

©

Tim Honke

training camp for “finish-
ing and polishing” in a particular area ol expertise,
Each specialization requires a different application of
the basic skills learned at drop-camp. The main areas
of specialization in the Alliance SpecForces are;

* SpaceOps troops. SpaceOps troopers are typically
ship-based combat personnel. They spend most ol
their time developing combat skills and tactics needed
to fight effectively aboard starships, Secondary em-
phasis is placed on technical skills, and stealth train-
ingis kept to a minimum. When not engaged in combat,
they often provide security aboard ships or at Rebel
starship bases.

RULES OF ENGAGEMENT: THE REREL SPECFORCE HANDEOOK



Chapter Two: Specforce Life

» Pathfinders. Pathfinders’ main concentra-
tion is stealth and scouting of unexplored or
unknown terrain. Pathfinders receive the ba-
sic SpecForce training in hand-to-hand com-
hat, though technicalinstruction (computers, | .
demolitions and repair skills, for example} is .
less stringent. y

* rban Combat Specialists (UCSs). Lr-
han Combat Specialists are deployed in
cities and metroplexes, UCSs balance
their training between stealth and combat,
with secondary instruction in technical and
operational skills.

= Wilderness Fighters. Wilderness Fighters
are the rural counterparts to Urban Combat
Specialists, with an emphasis on survival and
an additional emphasis on a particular terrain
type: arctic, aguatic. desert, forest, jungle,
plains, or mountain,

» Technicians (T'echs). Technicians concen-
trate almost exclusively on select skills useful
to SpecForce operations—demolitions, repair
of SpecForce equipment, communications,
zensor operations, emergency medicine, or
“creative engineering.” Techs are marginally
deficient in combat skills, but are fully trained
as SpecForce troopers. Techs are usually as-
signed to augment other SpecForce units,

» Infiltrators. Perhaps the most feared of all
the Alliance SpecForce battalions, the Infiltra-
tors rely heavily on stealth technigue and
hand-to-hand combat. Select sabotage and
demolitions skills are also emphasized. Infil-

trators are typically deployved behind enemy
lines with minimal equipment.

» Heavy Weapons Specialists (HWSs). HWSs are the
hammer of Alliance SpecForces. The Heavy Weapons
Specialists’ training concentrates on combat skills—
particularly firing light and heavy repeating blasters.
HWS indoctrination focuses on the operation and
maintenance of mounted. ship, and vehicle blasters,
artillery, and other such weaponry. High casualty
rales keep this regiment's numbers lower than other
regiments and veteran HW3Ss are generally revered as
fearsome warriors.

In Alliance SpecForces, certain species are divided
by terrain adaptation; for exampie, most of the under-
water Wilderness Fighter units are populated by Mon
Calamarl and Quarren soldiers. Human reliance on
technology allows the species to perform adequately
virtually anywhere, but many non-humans perform
best in particular environments,

In most cases, specializations reflect the terrain in
which the trooper was raised. Wilderness fighters are
usually natives of rural areas, Urban Combat Special-
ists are typically from metroplexes. Space(Ops troops
are usually from heavily urbanized areas or spacer

stock. The main exceptions to this are the Infiltrator
regiment (made up of troopers with an exceptionally
strong reason to hate Imperials) and the Pathfinders
(who come from all sorts of locations).

Other specialists are usually assigned to tasks in
areas they are already conversant in; it is often more
efficient to train an already skilled medic, pilot, or
procurement specialist to SpecForce standards than
the ather way around. Medics, pilots, comm techs,
drivers, supply specs, translators, interrogators, and
a host of other necessary specialists are available for
missions.

Troopers

The average SpecForce trooper is a little older than
a Rebel soldier, has hetter-than-average intelllgence
and physical ability, and has a strong dedication to
Alliance, unit, and mission, SpecForce troopers can be
extremely wild in their private lives, but are usually
consummate professionals in the Held, Alllance sol-
diers in general are very idealistic and committed—
SpecForce troopers are even more dedicated. A large
percentage of SpecForce troops are former Imperial
soldiers.
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Chapter Two: SpecForce Life

Officers
"Rarking officers on the lines are dangerous.”—Experi-
enced trooper's comment.

A large percentage of human Alllance SpecForce
officers are ex-Imperials who have been extensively
vetted by Alliance Intelligence. SpecForce officers are
usually a little vounger than their regular counter-
parts, especially at higher ranks. The nature of special
forces usually allows a rapid rate of advancement,
both for success and because of positions opening due
totheSpecForce’s high casualty percentage. SpecForce
officers are typically exceptionally intelligent, physi-
cally fit and are among the most talented and driven
officers in the galaxy. It takes an extraordinary officer
to command the respect of SpecForce troopers.

The Daily Grind

“The only thing worse than a fight is waiting for a
fight "=—Comment overheard on a Space0ps shuttle in
the minutes before a landing assauit.

SpecForce troops spend the bulk of their time train- |
ing, maintaining their gear and moving from place to
piace A fairly small amount of ime is actually spent on
missions. Like a regular combat soldier's life, SpecForce
life is generally boring and tense, punctuated by mo-
ments of extreme stress and danger. When SpecForce
troops are assigned a mission (or "called up™) it tends
to be short and exceptionally nasty (unlike regular
trooper tours, which tend to be long and slightly less
nasty). The main difference is that SpecForce units go
out actively looking for trouble more olten, and are
expected to function more reliably.

Downtime—the period between missions—is sel-
dom purely recreational for Specs. Skills are con-
stantly being kept up and sharpened. Marginal skills
are improved and new ones developed. An experi-
enced SpecForce trooper is likely to be adept at a wide
variety of skills and operations, and has probably been
cross-trained to specialist levels in other llelds (medi-
cal, technical or operational).

SpecForce troops spend a great deal of their time
malntaining their own egquipment. While techs are
primarily responsible for unit equipment maintenance,
personal gear upkeep is the individual trooper's duty.
Blasters need only be cleaned and checked weekly,
but many units use chemical or compressed-air
slugthrowers or mechanical bolt-throwers, all of which
require more regular attention. SpecForce troops that
use armor must check it for damage and repair any
minor fallures; serious damage must be brought to the
unit technician for repair or the battalion quartermas-
ter for replacement. Other equipment, like night-
gogoles and stealth boots, must be checked for mal-
function after every mission. Technicians get the worst
of this, as they must perform their own gear mainte-
nance as well as unit equipment repairs, plus spend
time sharpening other skills.

Specs also tend to be in transit a great deal of time,
whether from system to system or on the ground. Life
aboard ship is cramped and dull. Spacers are used to
the close quarters and have dutles to keep them busy,
but specs have to [ill their spare time somehow. Even
the most dedicated soldier finds empty stretches of
time. Long hyperspace jumps are notoriously tense,
especially when the Specs know they are on the way to

.F:-Ené.r.ﬂ.l. -Dwmm-n
Colonel Regiment (TC)
Major Rﬂgimmt or Lﬂmpany {TL}

=8 Master Sergeant " Platoon Second in Command
s bErgEant Squad
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Chapter Two: SpecForce Life

a dangerous mission. Space(ips troopers are particu-
larty notorious for being vicious; this antisocial behav-
ior is generally attributed to the SpaceQps' long peri-
ods aboard ship—in close quarters and waiting for
action—t{or the bulk of their tours of duty.

Rest and recreation is crucial to keeping morale up.
SpecForce units can't simply drop into resorts or
return home, so most of this recreation is spent on
Alliance safeworlds. Interestingly, Specs tend tospend
their off-time pursuing intense or dangerous sports
and activities, Water-skimmer racing, rock-climbing,
para-sailing, big-game hunting, deep-sea fishing, and
contact sports like shockball are all popular pastimes
while on leave. Leaves are nearly sacrosanct, since the
mental health of SpecForces is a primary factor in their
performance, Except under the most serious condi-
tions, a 3pec can expect to have the full term of the
leave off, ranging from three-day passes to one month
vacations,

Most Specs report that missions are usually less
tense than off-times. The action-oriented Specs find
combat preferable to the interminable waiting and
training that dominates their lives, These missions are
extremely stresstul themselves, of course. with high
casualty rates in every unit.

SpecForce units concentrate almost entirely on the
task at hand. Mission parameters usually leave no
room for error or distractions, and a single trooper's
misstep can result in failure, Units are extremely tight-
knit, with bonds running as deep or deeper than
family. Such a group has no room for misfits, outsiders
or loners, and troopers who do not fit into the group
are quickly transferred, Specs who can't find a home
unit usually find themselves assigned to a SpecOps
Mission Group eventually—a minor embarrassment,
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Chapter Three: Operations and Missions

Missions

"Civilians think of this war as a single sweeping affair. Generals think of the
war in campaigns. For us, the war is defined in operations and missions,
usually foo long and too costly. "— Lt. Page, Katarn Commandos.

“Trooper, [ don't want to know your name unifil we 've both come back from
a mission. "—Unidentified SpecForce Infiltrator to Alliance soldier.

Strategy

“¥ou can win without fighting, but it's harder to do, the enemy s rarely so
cooperative, —Ground Marshal Haras Jundop to a subordinate.

Alliance Special Forces® overall strategy is simple: keep the Imperial
military ofi-balance through mobhility, stealth and overwhelming concen-
tration of resources followed by rapid dispersion of units. In short, the
SpecForces utilizes the same fundamental hit-and-fade strategy as all
other Alliance branches.

Application of this strategy varies, depending on unit specialization
and operational parameters. SpaceOps units usually have little need for
stealth, preferring to overwhelm enemy units, move fast and withdraw if
resistance is too stiff. Pathfinders, on the other hand, rely on mobility and
stealth to scout out territory and prepare a zone for a landing of Rebel
troops. Infilirators use stealth and rapid mobility to perform surgical
strikes on enemy security and personnel,

MNote that “overwhelming” is a relative term. If a small team can execute
and attack with sufficient preparation, surprise and firepower it may be
able to overwhelm a force three or four times its size, "Overwhelming"” is
as much a description of a mental advantage as it is a physical advantage.
SpecForce has acquired a veneer of superiority in the minds of many
Imperial regular units; consequently, Imperials Army troopers fear Alli-
ance SpecForce operatives to a degree that SpecForce raids are Increas-
ingly suceesstul,

Operations

“Plans change on contact with the enemy. "—Widely known military maxim.

An operation is a field mission with a general or specific goal. For
example, a campaign calculated to harass Imperial troops on a particular
planet may be an operation. A mission to ambush a pa rticular shipment
of military material is also an aperation.

Most SpecForce operations are of limited duration and with a specific
goal in mind. SpecForce is too busy and useful to tie up troops and
equipment during long-term campaigns (although SpecCom routinely
assigns Specs to augment large-scale SecForce operations).

RULES OF ENGAGEMENT: THE REBEL SPECFORCE HANDBOOK




Tl Dailibid

“‘Thaprer Theee: Operations and Missions

ASpeclarce Gpération lu- caried out hya Iﬂs,kmne
a looseledefined unitatvarying size. (Theﬁ?ﬂh.aﬁy a,

S

the attackers no g,ain In rﬂulpmmn d.I'I'EJ o
oheous aﬂvmﬂ:age toward gaining terrilory
talthough ralds can do boihy, Raide are used

manally by undersaining the lmperial® atti-

' SpecForeé missions are esduntially ragds,

Interastingly,
thealr dead betb IHJ:I orca raid,
recovered and shipped put of ihema 3, Brhc-
tige callesd “shatling youy dead.” Thils i done
for twz reasons: to create the im pressiin that
the rabders inflicted great damage withowt
. tﬂk;nﬁ sqrious casualties, ang ax & matter of
pﬁw_;fm:-rhmmr afidpride. Specs that fall to
recover their nlfetue Dﬂ:ﬁ'ﬂ:ﬁ‘:& uI[.en aufter se-
vers muraie P ‘nhiems. e

Ambushes

Al armbashis an npemtimr wh&rﬂ AR ﬂlmck-
ing loree hides, waititigtor a passing chemy In
pederta lmuneh a surprise attack, Ambushes
can be performed by regular troops (and in-

have a specilic._objective: the seizure of &
particular shipsriaint, plece of equipment GE
“individual. These sperationy are usually
“hrought to lie attentisn of—and are some
times supervised by—Alllance ntelligenice.
" Such ambushes are oiten carried: ‘ouf by the
L infiltrators, Ew;wmnllv in Imperialcontrolled
e,

Critical Strikis .

A sk ls a raid suainst a particular targes
to achieve
sonnel ssizure jofenemyirpops or sapturediriendlies}
arintellizence retrieval. Siriicss ﬁrﬂapﬂrfi;nned by e

deed often arel. SpacForce ambishesususlly ©

primariy in damage Imperdal personnel, both’
Blvaleally by :rrttlirtmg high sadialties) and

tisdes of dominance aad superiority). Mot

Ei}ELFﬁfL"i: s never leave_,_.
atalitics are

o

aft Imgrortant goal: sabotage, per-

-« tlaskiorescan L:]H_'ijﬂt ol &5[:_-1:.1:1 several squads, e1.=en" ! 2
Several rﬁsﬁmenta 1 Taskiordes are comimanded by an ] ngﬂm?gfﬂ té%iﬂt:‘ﬁ!ﬁl :;:g ﬂ:::;ﬂ f:;fj:! %ﬂz
% officerap prs:prt.itr_rm hesizeof theforce as available, .’ examplesaf -:ntiili'n Istrikes srecamission todestrovan =
UFﬁiPﬂ&nTs EH"iI:" [}fﬂ.ﬂﬂd in fumﬂiﬂ.ﬂ.& ol 'ES]“I’JTEI!E.- i i lm;;ml 5hiﬂid-$mﬂrﬂ$ﬂr‘ﬂeﬁﬂﬁﬂ ﬂ'liﬂlﬂ}'iﬂmtﬂ!}' B i
larger thiaii 0 tragpers. A captain night be in tharge mission ta adyuire crucial data without alerting lmpe-
ol up to 70 troopers, while'a taskioree of 100-would rial authorities, or a strileon s Imperial star galleon
likely be commanded by a major. A colenél would to seize cargo. Critizilstrikes are usually fonceived tis
__thd.hly tak= command of taskdorces of mare than jnlntuperamm:; with units ifemthe various SpecFarce
1100, Tasklorces are assembled 1o meet mission re regimeits coordinating their activities to achfeveihe
quﬂ*&nmnu as clogely as possible with avallabie LHTCS migston objective.
clalists, Generally, squads are the basic taskforce build- | | N g LY R
:-:-ﬂ.ﬁiﬁeﬁiﬁ#ﬁ;—r%ﬁ?ih.ﬁﬁi&ﬁﬁ'%ﬁ'ﬂl;ﬁ}r%ﬁﬂhﬂ&m i m;w‘maw
*fiw“f@f‘m‘ifﬁiﬁﬁﬁﬁﬁi3?35??3?.???.i???f.i?'5;’35'@?w*?un??w?w?ﬁ%r ..... ﬁﬂtf“ﬁ?*?‘?.”???
e e e SR e L Wﬁ*:’??ﬂi‘*%ﬂﬂ%ﬂ??ﬁt *?ﬁ’ﬁ%m:z:
S@ ﬁ"ﬁg?ﬁ;ﬁﬁSﬁMfﬁ PIIIrTE Y ki i 16 ik debekt Wit i i
o ;’:iii',’i”;ﬁiﬁﬁ*?ﬁtﬁfwﬁ!?ﬁ*ﬂ??‘*‘ﬂ?!ﬁhﬁ@i@ﬁﬁﬁ%;;;
:::: syt date du Ez*fa*fnfﬂ:m?i‘%’% ?Eﬁiﬁ%?ﬂtﬁ ty s e et directrosearch doag cam -
& A o, Wik S FomaRn. S vy ﬁﬂdiﬁ»ﬂﬂtg mmﬁmw resdarol ma i ndizate polable o

!":"!"!":"!"!":"!"!":"!"!":"!"!":"!"!":"!"?????????????????????e’?

"'?'Rﬁ.ﬁi??"?"?'?"?"?'?'.""".?'?‘?’?"???‘?’??*’a?*’*’*’*’?’??’?’??’?’??""? .......................
:-':-':-':-':-':-':-':-':-':-':-':-':-':-':-':-':-':-':-':-':-':-':-':-':-'??????????32%@#}?{#3&# ﬂ'f}
e o

:"
E

.......

o TR -

?’

o

woow o

F -

'ﬂi ﬂ-‘%iﬁ? fi i

Pk

-
-

psierils wedllitie and THIRE ingle ﬂfwﬁ*’ Rt bal i)
A iﬂﬁiiﬁmﬁlﬁﬁi*i

-
=

ey

H“iai W#Ikrﬁﬁ‘%ﬂﬂimﬂmﬁﬂfﬁﬁﬁ?E?a'???a'a'a'???a'a'a'???a'a'???????????????????????

:"!"!"
=
!-'!-'!-'
:"K!"

’“fﬁﬁ??? WG TR ERRAE. Ha DGR RN

:"?’?’
F -

























































Chaprer Four: Quartermaster’s Supplies

Pathfinders rarely use comlinks—only when very im-
portant—and other Specs use comlink only a little
more often.

Comlink

The MultiNode is typical of field comlinks used by
Alliance troops. To keep the threal of detection and
signal interception low, these comlinks are tuned to a
very narrow wavelength, The comlink can be set to
beep or vibrate to flag a call.

SecForce and SpecForce unit techs commonly wire
their unit's comlinks into headsets or helmets, distin-
guishable by antennas sticking out at odd angles.

m Comlink ;

Model: BCC MuitiNode Communications Link
Type: High-durability comlink

Skill: Communications: combiink

Cost: 75 credits

Asaflabillty: 2

DiMiculty: Moderate

Liame Notes: 50 Klometer surface range, surface-to-orbit range
in clear weather,

Comset

The OmniNode is a typical of field comsets used by
Alllance taskforce commanders. To'keep the threat of
detection and signal interception low, these comsets
are tuned to a very narrow communications wave-
length. The OmniNode weighs just under two kilos and
is the size of a small clothes case. It can be wired into
vehicles for additional sig-
nal and processing power,
though this increases the
chance of detec-
tion. Such com-
sets are capable
of  punching
through all but
the worst weat-
herand can pro-
cess up to
twenty signals
al a time.

Harn Craak

m Comset

Model: BCC OmniMode LCommunications Sl
Type: High-power multisignal comset
: Communications: comset
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Game Notes; M0-meter surlace range, surface-to-orbit in harsh
weather
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Chapter Four: Quartermaster's Supplies

Directional Transponder

The Graph 18 is a very handy device lor scouls,
hikers, "athfinders and Wilderness Fighters. The tran-
sponder |ocates itself on a planet by tracking and
correlating known orbital features, planetary north/
south, and solar and lunar degree. The unit has over
25,000 planetary maps recorded and is easily updated
with commercially avallable software or updates from
Alliance MasterNav, although the unit is only as good
as the best data available. The unit is somewhat bulky,
weighing aboul three kilos and Is roughly the size of a
brielcase,

A more compact and powerful version of this de-
vice, called a survey datapad, is used by deep-space
scouts, but it is not vet for sale to the general public.

m Direcrional Transponder
Model: Graph I8 Surface Locator
Type: Oricntation console
Ski: Sensors: directional transponder
Crew; |

Cost: 1000 credits
Availability: 2
i Game Nobes: Successiul use adds «2D 10 searching frocileiry
atlempts 1o navigate unfamillar terram

Survival Equipment

“Terrain can be vour best Inend.  .ar vaur worst nighi-
mare. "—Wilderness fighter to SpecForce trainee.

in the field, SpecFarce troops are often issued equip-
ment that helps them adapt and survive harsh or
hostile environments. This equipment is designed to
keep troops alive and relatively comiortable prior to
engagement with an enemy; well-rested troops that
have not been injured or sickened by local conditions
will fight batter than exhausted, demoralized soldlers.

Survival Pack

A survival pack is a stiff backpack. used to carry
several kilos of equipment. Standard-issue Alliance
survival packs include two week's rations, three
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medpacs, a glowrod, two thermal [lares, a single-per- * Hand-Held Diggrostic Sconner: Easy first aid or Moderate seq.
son di-crome shelter, a breath mask, six meters of m-rf.E'.' roll tio I.IEE;I.];I:IIdeE'E readout of wital signg, with specific data,
: A - and recomme treatment,
syr_:therclrpe in a dispenser, a utility knife in a auto- » Medicines: Anesthetics, bioud pressure, respiration and pulse
Ef_lcu‘uﬂlllllg sheath, a blaster power pack, and a small regulators, and other essential medicines (for humans and other
high-power generator. common species). Can be custom-lilled
A very similar pack, a multipack, is used by long- * Emergency Procedure Datolase: Easy computer programming’

repuir roll. Using scanner readings the database provides user
with a quick reference collectlon of treatment procedures.

* Filtvatian Mask: Supplies vich oxyvgen llow; may be connected to
ather atmosphere canisters for non-oxvegen breathers,

range scouts. It has a somewhat different standard set
of equipment.

Shelter | * Clogure Packs: Pressurized sealant bandages with medicines
The Hiker & Hunter DuraShelter is a small, easily | which. when exposed to air, sterilize a wound up 1o 10 centime-
erected shelter that collapses to a package about the ters in diameter.

* Loser Sordped! Dilficult Sest odd roll. Precision cutting tool for
emergency surgery.

= Medicine Nspensers Moderats frsr aid roll, Can be custam-
Irsacded.

* Poriable RepulsorSiretcher; Collapsible one-person operation
stretefer capabile of supporting 154 kilos,

& Pregsure Cuffs! Circular metal slesves of varying diameters (5=
30 centimeters) which inflate pressurized chambers around
wioLnds.

= Senile Heating Cloth: Covers an area up lo 1.6 meters x 73
centimeters with a sterilized. heat-insulated covering,

# T Urrfversal Plasera Floid Saecks: Reguires Moderate frst aid
roll, ntravenous leed provides universal plasma stabilization
SEFILME.

Medisensor
A medisensor is an extremely handy tool for
field medics (who typically add such equip-
ment toamedlcal backpack). The unit is small
and light, and can be carried on a belt clip, A
small keypad and display screen relays data
back and forth between the sensor and the diag-
nostic scanners in a medical backpack or computer
| inamedical bay. Imperial platoon medics often carry

size of a large datapad. The shelter Is popular with
hunters {and Rebels) for its di=crome reflection coat-
ing. The di<crome surface is reflective until charged.
While charged, it absorbs the ba-

sic images of the surrounding "4
environment and blends into
the background,

A

4

m Shelter _ only this unit for diagnostics and patch into the unit’s
Model: Adventure Hiker & Hunter DuraShelter medical computer. The medisensor has a scanning
E:ﬂpﬂ: bthigle-]:IET&ﬂn di-crome multi-environment shelter range of three meters

Wt ;

Cost: 120 credits

Availability: 2 m Medisensor

Game Notes: Adds +2D Lo fride attempts onee actvated. Model: BinTech EFGK Medisensor

Medical Type: Portable medical diagnostic relay
Skill: First afd
cal Equipment Cost: 5,000 credits

Availability: 2

Medical Eﬂtkpﬂ.ﬂk Game Notes: Anvone using thig model
The ECM-598 is a complete medical kit carried by RSB Qe Wb 10 R ik meconss

n‘_LEdu:s in the field. The unit weighs a modest twenty ::mﬁ E:];E Egtﬁm&ﬁﬂﬂf “:”1'!,::!: 3

kilograms and includes tutorial programming for non- issuie units, 300 metersfor civilian units)

medics. This type of medical gear contains several of its medical computer.

types of diagnostic scanners, anti-venom, medicine to
counteract the side-effects of contaminated water or Fastflesh M‘Edpac

radiation, burn treatments, and limited surgical and The BioTech Fastflesh

first-aid apparatus. medpac is an improved
version of the standard

= Medical Backpack first-aid medpac.

E‘ﬂlrdei_' Chiewab Amalgamated Pharmaceuticals Company ECM- While it is designed

Type: Advanced medical kit to be used only

Skill: First ald when absolutely
Cost: 600 credits necessary,
Availability: 2 | BioTech's
Game Notes: Components require an Easy first aid roll unless Fastflesh can

otherwise indicated, Kit Includes the following:
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be alifesaver. The Fastflesh contains several advanced
healing agents and accelerants that boost cellular
repair in humans and near-humans to unbelievable
levels, though the process Is excruciatingly painful
and can be fatal. Toxic backlash is a strong threat il
used more than once per day.

m Fastflesh Medpac

Madel: BioTech Fastllesh Medpac

Type: Advanced medpac

Skdll: First aid

Coat: 500 credits

Avallabiiity:

Game Notes: Can only be used once per day un a patient. Can be
used with regular medpacs. Heals wounded characters at Difll-
culty 3, incapacitated characters al Ditficulty 10 and mortally
wounded characters a1 Dilficulty 15, If used imore than once per
day. the character sulfers a mortally wound in eddition fo the
wounds he or she may atready have incurred; this 1s usually fatal,

Sensors and Anti-Sensor Equipment

Sensors are a vital part of the modern military.
Imperial forces are much less shy about using sensors
than their Alllance opponents, although many Alliance
regulars units use sensors as a matter of course,
Special Forces rely on sensors less, but do use them to
effect,

On the other hand, Special Forces routinely use
anti-sensor equipment to conceal their position. Infil-
tralors are most concerned with this, but most of the
other units are also interested in keeping as low a
profile as possible. Some of these anti-sensor systems
are active, meaning that they transmit jamming or
decoy signals to lool sensors, but most are passive,
absorbing sensor transmissions or the telltale slgnals
that alert detectors.

The simplest and most common forms of sensors
are sensory enhancers—macrobinoculars, audio pick-
ups and chemical sniffers, for example. Sensor trips
(another type of sensor) are automatic sensor sys-
tems that continually scan for a single phenomena and
trigger an alarm or mechanism if the phenomenon is
detected. Trips are effective, but stupid, and can be
triggered by accident or fooled on purpose . Scan-
ners—the third most-common form of sensor—re-
quire consclous ongoing monitoring to use, Scanners
are usually dedicated to detecting a particular funec-
tion and have interpretation software to assist the
operator. General purpose scanners do exist, but are
so generalized that it takes an expert to effectively
operate them,

SpecForce taskforces sometimes include a sensor
specialist (a “scanner,” or “scan-com™) to scan for
lifeforms, tactical movement, specific materials, en-
ergy and radiation types and levels, or to counter
ENEMYy sensor systems.

ter Four: Quartermaster’s Supplies

Macrobinoculars, Pickups, and
Sniffers

Standard Macrobinoculars

A standard model macrobinocular has a one-kilo-
meter range, zoom leature, readouts lor azimuth, range,
and elevation, a light amplifier for twillght conditions,
and Impact-resistant casing. Ziko also sells the 1020/A,
a macrobinocular set with a long-range audio pickup,
and the 1125, a headstrap set.

m Srandard Macrobinoculars
Model: Zika 1000 Fleld Macrobinoculars

Type: Image-magnification sensor
Skill: Senairs

Cost: 100 credits

Availability: |

Range: 100-250/500/ 1000

Game Notes: All muodes ave an Easy sensors difficulty at shont
range. increasing one level per range band Search and other
Perception-based rolls may be increased when using
macrobinoculars by - 10 when used 10 lind something more than
100 meters away, at the gamemaster's discredion

Headstrap Macrobinoculars

Headstrap macrobinoculars are flatter, goggle ver-
sions of the hand-held sets, strapped to the head of the
user, Manual controls are set into the sides of the unit
and can be easily manipulated with one hand after a
little practice. This set has a
minimum range of 100
meters. The “enlarge”
mode can be set to “off,”
blanking the display, or
“standby,” grant-
ing normal dis-
tance vision, but
once turned on
skips to the mini-
mum 10)-meter
range. Automatic light
intensity manage-
ment—which works In
“enlarge” and “stand-
by"™ mode—makes twi-
light conditions seem
like day, and night condi-
tions seem like twilight.

Headstrap Macrobinoculars

Model: Ziko 1125 Heads-Up Macrobinoculara

Type: Head-mounted image-magnification sensor

Skill: Sensors

Cost: 200 credits

Avallability: 2

Range: 100-250,500 | (00

Game Notes: All modes have an Easy senson difficulty at short
range, increasing one level per range band. May be nsed to
kmprove aiming by « 20 with blaster or stugthrower weapons (at
medium and long range) if the weapaon Is equipped with a laser.
sight. Search and other Perception-based rolls may be increased
when using macrobinoculars by +3D when used to find some-
thing more than 100 meters away, at the pjamemasier's discre
thon.
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Snooper Goggles

A civilian model macrobinocular headset, the
VidGraph is highly suitahle for Infiltrator purposes.
Infiltrator snooper goggles are fitted with
photoreducers to prevent blinding from sudden in-
creases in light. Snooper goggles sulfer from a limited
range, only about half that of regular macrobinoculars,
but allows the viewer to see in near-total darkness as
if under daylight.

= Snooper Goggles

Model: VidUraph Peer Macrohinoculars

Type: Lowight Image-magnification sensor
Skill: Sensora

Cost: 300 credits

Availability: 2. X in some systems

Range: H0-100250/500 meters

Ganmve Nobes; Add «2D (o search in low light. All modes have an
Easy sersors difficulty at short range, increasing one level per
range band. Search and other Perception-based rolls may be
increased when using macrobinoculars by «3Dwhen used tofind
something more than 50 meters away, at the gamemaster's
discretion.

Experimental Holorecording
Macrobinoculars

Designed by the a small group of SpecForce techni-
cians and scan-comm operators, holorecording
macrobinoculars are very useful for long-range field
recordings. Expensive to produce and bulky to carry,
holorecording macrobinoculars are still fairly innova-
tive, but fill a gap in the market for effective recorders.
Earlier methods of recording an image required a
scomp link from macrobinocular to holorecorder, forc-
ing the user to carry two units and hope the software
wasn't glitchy. After the Battle of Endor, NeuroSaav
developed a commercial model of holorecording

macrobinoculars that were immediately adopted into
the SpecForce arsenal.

m Experimental Holorecording Macrobinoculars

Model: SpecForce Holorecording Macrohinocoulars

Type: Speclalized image-magniflication/recording device
Skill: Senaors

Cogt: 8000 credits

Avsuilability: 2

Range: 1025075004 1 (40

Game Notes;: All modes have an Easy sernsors difficulty at short
range, increasing one level per range band. Search and other
Perception-hased rolls may be increased when using
macroblinoculars by « 30 when used to find something more than
I imeters away, at the gamemaster’s discretion.

Sighting Macroscope

Theoretically sold to the target-shooting and com-
petition-marksmanship market, the Merr-Sonn Targeter
ranging scope drastically improves long-range accu-
racy by magnifying targets and superimposing a laser-
sight target designator on the image. The macroscope
must be mounted on the firing weapon, and the firer
must spend a round sighting in the target before firing

(once sighted, the firer may keep firing until a new
target is selected).

SO Conk

m Sighting Macroscope

Maodel: Merr-Sonn Targeter Ranging 3cope

Type: Weapon-mounted image magnifier

Skill: Sensors

Cost: 750 credits

Availability: 2

Game Motes: Adds +3D to medlume- and long-range shots from
blaster and slugthrowing rilles and carbines, Requires a Moder-
ale sensors roll to sight-in a target.

Audio Pickup
The TeleSonic directional sensor can detect, filter,
and magnify noise at a distance. The unit can filter out

~ambient nolse and record it for future playback. The

recorder can store three hours of recordings per
datacard. Datacards are simall and relatively inexpen-
sive (costing roughly ten credits aplece).

m Audio Pickup
Model: NeurnSaay TeleSonic Model Audio Pickup
Type: Specialized audic-magnlificarion device
Skl Sensors
Cogt: 450 credits, 10 credits per replacement datacard
Availability: 2
Range: S0-100,250/500 "
Game MNotes; Easy to detect noise, Moderate to magnily. and
Difficult to filter, plus ome bevel of Dillbcolty per range band.,

Sniffer

Sniffers absorb small molecules from the alr, ana-
lyzing them and warning of the presence of hazardous
chemicals. In the field, a sniffer iz typically left on
*Hazardous Standby" mode (automatically alerting
the operator with a sonic or vibratory alarm if danger-
ous amounts of chemicals are detected).

m Sniffer

Meodel: NeuroSaav ChemDetect

Type: Chemical detectlon and identification device

Skill: 5ensors

Cost: 1,500 credits

Availability: 2

Game Notes: Range highly variable, depending on wind cond|-
tlons, humidity and the presence of other chemicals,
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Sensor Pack

The NeuroSaav 9320/B is a general-purpose sensor
apparatus that can be used formost sensing functions,
including detecting life forms, presence of a comm
signal, movement, density, mass, volume, and energy
type and intensity. The unit is so generalized that it
does not offer any aid to the user, who must rely on
practiced skill to collect and interpret data.

m Sensor Pack

Model: NauroSaay 912078 Sensor Pack
Type: Portable scanning device

Skill: Sensora

Comiz |.200 credizs

Availability: 2, R
Range: 50,150,300
Game Noles: N sentory hodis.

Motion Sensor Pack

This type of scanner is designed to detect motion by
sending low-power sensor pulses out at regular inter-
vals (typically one per hall-second) and locating differ-
ences in air movement, displacement and tempera-
ture to identily movement. The motion sensor dis-
plays the mover's range and direction on a flat display.
The scanner can penetrate most interior building
materials, but exterior walls and energy shielding or
armor generally prevents an accurate reading.

m Motion Sensor Pack

Model: Zone Control Motion Security Scanner
Type: Motion detector

Skiil: Sensors

Cost: 50 credits

Availabdlity: 2

Ramge: *5/50/ 100

Game Notes: Allows the user to delect motion up to 100 meters
Away

Lifeform Scanner

The ILF-5500 can detect lifeforms, quantity and
species present in the immediate vicinity. The ILF-
5500 can store “species templates” for up to ten differ-
ent creatures or allens. This allows an operator to
instantly determineif specific types of aliens are present
almost Immed|ately,

m Lifeform Scanner

Model: |dellian Arrays ILF-3500

Type: Lileform scanner

Sl Sengors

Cost: 3,500 credits

Availability: 2

Range: 500,11 5

Game Notes: 4D afien specres programming for idemtification, [f
the species is unidentiflad, the user may attempt an alien spectes
Fiall

Comm Scanner

Comm scanners are very handy lor keeping an ear
out for enemy activity and occasionally allow an able
tech to listen in on transmissions, which are usually,
but not always, coded.

©-

Four: Quartermaster’s Supplies

|| m Comm Scanner

Model: Courler Communications Scanner

Type: Comm detector and scannes

Skill: Sensors or communications

Cost: 2 500 credits

Availability: 7, R

Game Notex: Allows user lo detect and Lap into com Dransmis-
flons

Sensor Trips

Trips are sensors programmed to trigger a system
under certain circumstances, Trips might set off an
alarm, a mine or any other mechanism. Trips are
notlced on a Moderate search roll.

Heat Sensor Trip

An automated heat sensor that detects any passing
heat source. Heat trips can be used outdoors and can
be programmed to Ignore certain specific heat pat-
terns; Imperial bases use heat-producing elements in
armor to allow stormtrooper patrols to pass trips
without disturbing them (requires Moderate computer
programming roll).

= Heat Sensor Trip

Model: SoraSuub Heat Sensor

Type: Heat sensor

Skill: Sensors

Cost: 100 crediis

Availability: 2

Range: 20 meters, 45deyree arc. Has a variabie (rigger mecha-
nism; can be set to trip il it delects a heat source with a
temperature ranging from thres o thirty degrees standard

Motion Sensor Trip

An automated motion sensor that detects any pass-
ing object. Motion trips are best used indoors, where
they cannot be triggered by a passing breeze or ani-
mal. The sensor can be deactivated with a remote
control, which has a 50-meter range.

m Motion Sensor Trip

Model: RlasTech MoveSense 34 Motion Trip

Type: Motion sensor

Skill: Sensors

Cost: 100 credits

Availability: 2, F

Range: 4 meters, |80-degree dome arc

Game Notes: Trips if any motion above 0.2 meters-per-second is
detected.

Pressure Plate Trip

Pressure trips are mats that trigger if a minimum
amount of pressure is applied. The amount |s adjust-
able, and can be used as antipersonnel or anti-vehicle
devices (although they can’t detect repulsor fleids).
The mats come in assorted camoullage colors for
assorted terraing. Small mats are 30 centimeters square
and weigh 300 grams, large mats are one-meter square
and weigh | kilogram.

= Pressure Plate Trip

Model: Zune 3upplles, Lid. Pressure Plate Trip
Type: Trip sensor
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r D
Scanners
Sensor Pack
: Lifeform
Scanner
Jammer
 Pack
_ p, Heat Sensor Trip
Sensor No-Show .
p P,
o S m Repuisorfield Trip
Availability: 2 Model: Zone Supplies, Lid, Repulsor Trip
Game Notes: Can be sel o trip at minimum weights. Type: Trip sensor
Skill: Sensors
Repulsorfield Trip Cost: 500 credits
Used primarily to trip anti-vehicle mines, this de- Adniaiiity- 2

vice is also the kev to an lmperial security tactic.
Ellurmg an occupation where local Rebel forces are
know to have repulsorlift vehicles, the Imperials seize
all registered civilian vehicles and store them. Any
active repulsorcraft that are detected are logically
controlled by Rebels and are immediately destroyed.

Game Notes: Can be set to trip Lo minkmum field Intensitles,

Anti-S5ensor Equipment

Jammer Pack

Jammer packs are used by Infiltrators to sow confu-
sion if their presence is detected. Jammers announce
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the presence of trouble, but they at least slow down
coordination of response.

m Jammer Pack

_;hﬁﬂ: Moddified MicraThrust ComTech Eavesdrop Protection
nit

Type: Communications disruption umit

Sty Communicallons

En_-i:;: 1050 (basic unit), 3.400 (mperial issue), 1,750 (Jury-rigged
Linit

Avallability: X

Game Noles Moderate commenications roll to loul comlinks
within 160 meters. Difflcult eommunicotiaons roll to the into and
disrupt a local communications network {whiich requines several

additional compuer programming/repair rolls ).

Disruption Bubble Generator

Used to assure privacy among those who can afford
it, a disruption bubble generator creates a sonic shell,
through which ordinary sound cannot pass, thus cre-
ating what appears to be a two-meter zone of silence.
Very loud nolses can break through the bubble. The
bubble generator weighs about one kilogram and is
the size of a small box. It is usually marketed to the
audlophile market as a way to enjoy music without
disturbing others, but has lound a market among
thieves and Infiltrators,

m Disruption Bubble Generator
Model: Audio Performance Inc. Sheer Silence Bubble Generator

Type: Antl-survelllance device

Cast: 3.000 credits

Avallability: 2

Game Notes: Sensor stealth code of 40 to counter audio pickups;
tallure indicates the bubble tself s dedected.

Sensor Scrambler

Sensor scramblers are also used by Infiltrators if
they are discovered. Scramblers are typically used to
decoy pursuers. A favorite trick is to place ascrambler
into a mouse drold’s cargo compartment and send it
running to the other end of a base, tripping alarms the
whole way.

m Sensor Scrambler

Model: Modified MicroThrust Com-Repeater

Type: Sensors disruption unil

Skill: Sensors

Coat: 1,176 (basic unit), 1,825 (Jury-rigged unit)

Availability: X

Game Notex Moderale sensors roll to foul sensors within 200

maters, Sensor operators altempting to descramble the signal
musi make a Difflcult sensors roll.

Sensor No-Show

Much sought alter by thieves and Infiltrators, a no-
show Is a wristband that masks body heat emissions
with an electromagnetic sheath. It renders the user
almost invisible on most sensors. No-Show users ap-
pear on scanner and sensor screens as wispy, wraith-
like apparitions or curls of smoke,

= S5ensor No-Show

Maodel: Alllance No-Show
Type: Passive fleld generator

Four: Quartermaster's Supplies

Skill: Sneak
Cost: Not for sale (5,000 credils lor similar hlack market onits)

Avallability: 4, X
iGame Nolex: Prolects an individual. adding -2D 1o weeak in

regards to hesl and infrared sensors. Battery draing after 15
minules of use.

Cam

Increasingly difficult to acquire since the Empire
cracked down on Fabritech's sales of militarily useful
equipment, camo-netting is ideal for concealing ships,
vehicles, supply dumps or camp-shelters. The CN-15
unit is 225 square meters, 15 meters to a side. The unit
consists ol a square metal mesh with a small power
unit at a corner. It is relatively light, and can be set up
by two people with ease. The net is covered with
flexible plastic scales coated with sensor baffling ma-
terial, tricking sensors into reading the netting as if it
were the surrounding terrain. Since the image is vi-
sual, It works on human eyesight as well. Other CN
units were under development, but the Empire has
forbidden their marketing to the civilian market.

m Camo-netting
Model: Fabritech CN-15 Camoufiage Netting
Type: Camo-netting
Skilk: Hide
Cost: 3,500 credits

Avallability: 2, R

Game Notes: Camo-netting adds «2D to the dilflculty to detect
the camoullaged object with sensor cqulpment al ranges ol more
than 250 meters, Camo-netting offers no bonus at ranges of less
than 250 meders, although the object |8 still coverad and caimoi-
flaged. Il more than three nets are uscd in (andem, the difficulty
maxdifier is roduced 16 + | D {since the multiple nets intericre with
each other),

Miscellaneous Equipment

Smoke Generator

Primarily used 1o create smoke effects on stage,
SpecForce uses this simple effects device to cause
problems for Imperial troops. The generator produces
thick smoke that obscures sight and partially disrupts
blaster fire.

= Smoke Generator

Model: GFBS BFX Smoke Generator

Type: Mood elfects stage smoke generator

Ciosnl: 40 credits

Avallabiliry: 2

Game Nobess Adds + 2D of cover 1o blaster firer's diffliculty. Adds
=10 to difficulty with physical weapons (due (o obscuration)

Landing Beacon

Landing beacons are used by Alliance forces to
mark out coordinates for a landing or drop. The bea-
cons can be set to transmit tight-beam comm signals,
or infrared or ultraviolet flashes. These are often de-
ployed by local SecForce troops to guide in supply
drops or troop drops, and is part ol a Pathfinder unit's
regular equipment.

-
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m Landing Deacon Lmk‘ﬂfﬂﬂj‘ing Kit )
Model: Alliance Landing Beacon Athief’s best friend, most lock-breaking kits are sell-
Type: Multilrequency landing heacon assembled from other tool kits, with some unusual and
Cost: Not availahle for sale rarecomponents acquired from special security manu-
Availabitity: 3 facturers,
Game Notes: Uses sensors to detect, Moderate If frequency and
mede is known, Very Difficult otherwise, m Lock Ilreuhing Kit

Muodel: Individual manutacture

Type: Security-code descrambler

Cost: 8,000 credits (legitimate agent), 16,000+ credits (Hlegal)
Skl Securily: lockpicking

Availahbility: 4. R or X

Game Notes: Adds +20to s user’s securify skill when attempting
to open an electronically sealed entryway,

B Desert . Btastem shnujd be rtf:anﬂl:! once per da].r to Mnderate
: prevent failure of the trigger mechanism.
* Slugthrowers should be oiled twice per day.
* Cooling units in medical kits and electronic
equipment should be cleared of sand and grit.
. Swampjjungle = rmmmm;w h&m&mwﬁmﬁ;' Mo

Arctic ' El.':'usters bhuuld be dﬂqﬂnl?ﬂd twiﬂe per da:.r Mﬂde:rate to Diﬁlcult
to prevent static electric discharge |
* Electronic equipment should be adapted for
cold-weather use prior to mission deployment;
cold-weather modifications must be maintained
twice per day.

Hlﬂh Rﬂdihilﬂn '::i: s Bhﬂmm ﬂﬂﬂzﬂﬂ Elettrﬂnmqpimnm: ﬂiﬂﬂ]ﬂb&
= caﬂmateﬁmmaﬂmmadaﬂnumﬂmt
* circuitry is not degrading. - st

----—-_
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& Transportation

"Get there first with more. "—0ld adage on winning battles,
“Getting there is the first problem. "—0ld response to that adage.

Ships

Although SpecForce Is not specifically a space service, its units do
spend an inordinate amount of time In space, usually in transit between
assignments. SpaceCps troopers and some HW3s are assigned to space
duty, but most other specs are just along for the ride and look forward to
getting off as soon as possible.

Landing Craft

A landing craft is, technically, a ship without hyperdrive capability
used to transfer troops from ship to surface. The term “shuttle” is often
used interchangeably with “landing craft,” but “shuttle” is a broad de-
scription which includes non-combat and civilian craft, while “landing
craft” is more suitably military-sounding.

Kappa-class Troop Shuttle

A shuttle design dating from the Old Republic Navy, the Kappa-class
shuttle carries a full platoon into hot landing zones, using its double
blaster cannons and repeating blasters for supporting fire. The Kappa
was one of the last landing shuttles used by the Imperial Navy prior to the
modern drop-ship design. The Kappas were designed to carry AT-PTs for
close support, as well as platoon supplies and equipment. The shuttle
interior troop cabin design allows for internal modifications—the seats
are moveable and removable, and up to an additional platoon can be
seated aboard if the cargo space is sacriliced, or the shuttle can carry
twice its listed cargo if the passenger seating is eliminated.

The Kappa is still in use by Imperial forces, and still in limited produc-
tion for sale to system militaries and mercenary units. It is also a much-
demanded ship for use by Alllance SpecForces. Very few Kappas still have
the AT-PTs they were originally outfitted for. Some units, especially merc
units and shock-troop platoons, use the AT-PT bay in the rear of the ship
to store and maintain power armor. Others simply use the bay as an
assault staging area.

i
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m Kappa-class Troop Shuttle

Craft: Republic Slenar Systems Troop Shuttle
Type: Kappa-class shutitle
Senle: Starfivhter
Length: 35 mefers
Hﬂpﬂ ﬂ-ﬂl'ﬂSS Skill: Space transporis: Kappa shuttle

. il g i Crew: 2, gunners: 2

Tl'ﬂﬂp Sh uttle A\ b : Crew Skill: Typically space transports 40, starship gun-
- : i nery 4D, starship shieids 3D

}"-' ‘ﬁ ; <4 *"“M : Passengers: 40

" i _:'.‘_' i - 3

- L}
poa | g

o

i

Cargo Capacity; 50 metric tons
Consmuomables: | month
Cosl: Mot generally for sale
Hyperdrive Multiplier: x|
Hyperdrive Backup: x10
May Compuber: Yes
Maneuverability: 1D
Space; 5
Armosphere; 295; 850 kmhb
Hull: 40
Shields: |D
Sensors:
Passive: 20,10
Seer; 40K 1D
Search: B0/2D
Focus: 4/20-2
Weapons:
2 Double Blaster Cannons
Fire Arc: Turret
Shill- Btarship gunnery
Fire Contral: 20
Spoce Ronge, 1=37/12/25
Afmosphere Range, 100-300/1.2/2.5 km
Darmage: 4D
2 Repeating Blaster Cannona (fre-linked’)
fire Arc: Front
Skell- Starship guncery
Soale: Speeder
Fire Control: 21
Abmosphere Ronge: 1=30, 1007250
Darmge: 30+2

Aegis-class Combat Shuttle

A superior and much-demanded landing shuttle,
the Aegis is specifically designed to deliver vehicles
and troops directly into a hot zone, The interior cargo
bay has room for three light combat vehicles, two
medium-sized vehicles, or one fairly compact heavy
vehicle, or up to 40 troopers and their gear.

The ship has two side airlocks that open in seconds
toformunloading ramps. [t is armed with a pair of lazer
cannons and a concussion missile launchers, for fire
—— _ : _ support.

Aegis Combat Shuttle

Craft: Telgom Corp. Ae,gll':-dass. Combat 3hutkle
Type: Ship-to-surface combat transport
Scale; Starfighter
Length: 29 meters
Skill: Space transports: Aegis shuttle
z Crew: 2 gunners: 2, skeleton: 1/10
Crew Skill: Varkes
Katain-class ! _ - Flasgorehs =
: E i | o argo Capacity: 120 metric tons
nﬂ ﬁfdlﬂg ShU'I"HE" e il Consumables: 4 days
’ i = Cost: 40,000 credits {used)
b Mancuverability: 10
Space: i

Atmosphere: 330; 950 kmh

Aegis-class ¢

‘Combat Shutrle
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Hull: 6D
Shields: 20
Sensors:
Passive: J/1D
Sran: A520
Search: G0/20+2
Focus 4750
Weapans:
2 Lazer Cannons
Fire Arc: Turrel
Crew 1
Skl Starship sunnery
Fire Coptrrd, 102
Space Range: 1-3/12725
Atmosphere Range! [ON=3000 1.2/2.5 kin
D.:rmr:gﬂ.‘ )
2 Concossion Missile Launchers
Fire Ave: Front
Sl Starship gunnery
Fire Conemd: 1D
Space Range, 1/3(7
Atmasphere Eange; 50=10017300,7
Damage: TOD

Katarn-class Boarding Shuttle

Rendili StarDrive's Katarn-class boarding shuttle is
intended to quickly move troops to boarding actions.
The Imperial Navy uses the Katarn to move MNaval
troopers quickly into boarding action, as do the Alli-
ance Space(ips troops.

The katarn is designed as a boarding shultle and
features a nose-end boarding airlock. The ship rams a
prize, seals the airlock to its hull. and launches a
boarding party through the hull in as little as two
minutes.

m Korarm-class Bearding Shurtle

Craft; Bendili StarDrive's Katarn-class Boarding Shuttie
Type: Boarding shuttle
Scale: Starfighter
Length: 28 meters
Skill: Space transports: Katarn shuttle
Crews 2 guniners |
Crew Skill: Varies tremendously
Passengers: 30
Cargo Capacity: 500 klograms
Consumables: 1 day
Cuost: 10,00 credits (new), 55,000 credits
fusied)
Maneuverability: 1[+2
Space: 8
Atmosphere: 305 150 kmh
Hull: 30
Shields: 20
Sensora:
Passive: 10700
Scan: 20710
Search: 40020
Focos: 273D
Weapons:
Double laser cannon
Fire Arc: Fromit
Crew |
SEill: Starship gunnery
Fire Confrod- 20
Spece Range: -3712/25
Atmosphere Ronge: 100-300/1 2725
km
Damage: 30

@
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Plasma Torch Boarding Device

Fire Arc; Front

Skl Slarship gunnery

Crew: 2

Fire Conifrod; U0

Kernge: 4 msters

Dameage: 8D

Noter: The plasma lorch hoarding device 1s mounted on &
ship’s airlock system. The controls are jusl inslde the main
airlock. Rail the target ship's hull -20; i the torches roll scores a
“lightly damaged” resull, it has breached the hull. Once the bl
is breached, the torch requires a ull minute (o cut & one-meter-
wide-hy-two-meter-high hole, The extendable boarding tube at-
taches to the hull and Torms and airtight seal in 30 seconcds.

Squad Pod

Allianee techs occasionally modify escape pods to
drop a small taskforce of SpecForce troopers onlo a
planet's surface, usually while creating a distraction
elsewhere in orbital space so the pods aren’l sitting
targets. These pods are only one-way and retrieval
must be arranged separately. The pods are automatic,
and head toward their landing point at full speed, with
evasive maneuvers programmed in.

m S5quad Pod
Craft: Alliance Sguad Pad
Type: Modified escape pod
Scale: Starfighter
Length: 6 melers
Skill: None
Crew: None
Passengers: 10
Cargo Capacity: 100 kilograms
Consumables: | day
Space: [0
Maneaverablility: 20
Atmosphere: 415; 1.200 kmhb {drop}
Hull: 1D

Sdsrn ook
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Troop Transports

Transport ships are usually overcrowded, none too
clean, noisy, and full of jumpy, anxious and bored
troopers. Transports usually have some recreational
facilities, but never enough to keep the embarked
troopers from periods of mental drag. There is a
widespread farcical opinion among Alliance naval per-
sonnel that the reason SpecForce troops—particu-
larly SpaceOps platoons—are so ferocious is that they
don't want to have to retreat back to a transport.

BR-23 Courier
The BR-23 Courter 1s an outdated personnel trans-
port formerly manufactured by Republic Sienar Sys-
tems. When the Empire suddenly swung away from
this sort of design and Sienar found the TIE market
vastly more profitable, the large Courier back stock
was partially refitted and dropped on the open market.
Most of this surplus entered the freighter market,
although the durable little craft has found its way
into cut-rate shuttle services and personal skiff
use. Alliance Support Service snaps up the
Courlers when it finds them (occa-
sionally even resorting to buying
them), as they are easily re-
converted to troop-
transport duty.

M BR-23 Courier

Craf: Republic Sienar Svstems BR-23 Courier
Type: Long-range troop transporl
Scale: Starfighter
Length: 20.7 meters
Sk Space transports: BR-23 Courler
Crew: 1, gunner: |
Crew Skill: Varies
Pasrengers: 40
Cargo Capacity: 40 melric tons
Consumables: 2 weeks
Hyperdrive Multiplier: x2
Hyperdrive Backop: x12
Mav Computer: Yes
Manenverability: 1D
Space: 5
Ammosphere: 205; 850 kmh
Hull: 3042
Shiclds: 1D.2
Sensors:

Pazsipe: 10/0D

Sean 25/1D

Search; 40/20D

Focus: 2/3D
Weapona:

2 Laser Cannons

Fire Arc Turret
Shill: Starship gunnery
Fire Comtral: 1D
Space Hamge: 1-3/12/23
Afmosphere Range: 100=-300/ 1,225 km
Damage: 4D
Kleegque-class Transport
. A medium-range shuttle modified
into a regimental troopship, Kleeques
are used by some of the larger Alli-
. ance units to move from op-
erational theater to
operational the-
ater. The
Kleegue
is not in-
tended
to enter
space com-
bat, although they have been used both to
run blockades and as landing craft into hot
landing zones. Alliance space, personnel and equip-
ment pressures being what theyare, the Kleeques
tend to be overcrowded, overworked and
undercrewed.

Kleegue-class Transport
Craft: Corellian Engineering’s Kleegue-class Inter-

Type: Modified ferm—regimental troepship
Scale: Starfighter
Length: 250 meters

Skill: Space transporis: Kleeque Transport

Crew: 16, skeleton: 4/« 10

Crew Skill: Varics

Passengera: 1,080

Cargo Capacity: 3000 metric tons

Consumahles: 1 month

Comt: Mot avatlable for sale

Hyperdrive Multiplier: x2

Hyperdrive Backups x10

Mav Computer: Yes

Manemverabllity; 11

Spaces 4

Atmosphere: 430; 800 kmh

Hull: 30

Shields; 1D

Sensors

Passipe: 20400
Scan: 40/ 1D

Search: 60/2D
Focye: 3/20-2

Weapons:

2 Laser Cannons (fire-linked)
Fire Are- Turret
Skill: Starship gunnery
Fire Control: 2D
Space Ronpe: 1-3/12/25
Atmosphere Bange: 1003007 1.2/L5 km
Damage: 402 !

Vehicles

SpecForce prefers to transport their troops inarmed
and armored repulsorlift craft. While this isn't always
practical for mission parameters, there are a number
of such craft available.
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Assorted Conveyances

Speeder Bike

A stripped-down, rebuilt civilian speeder bike, the
Alliance-madified Overracer is essentially a chassis,
laser and comlink. Passive sound dampers and sensor
baiflers reduce the bike's repulsor “footprint,” making
detection much less likely. Pathfinders are very fond
of these bikes when sent on a time-critical missions.

m Speeder Dike

Craft: Combal-modified Mobquet Overracer Speader Bike
Type: Moditied scout bike
Scale; Speeder
Length: 4.4 meters
Skill: Repulsorlilt operation: speeder bike
Crew: |
Crew Skill: Varies
Cargo Capacity: 4 kilograms
Cowver: |4
Altimde Range: Ground level-20 meters
Cost; 3.000 credits (new), 3.200 credits [used)
Maneuverability; 3D-2
Move: 183; 330 kmh
Body Strength: 1D-2
Sensors:
Sensor baffiing: + 1D to difficulty to detect.
Weapons;
Laser Cannon
Fire Arc: Front
SRill: Vehicte bhlasters
Flire Cowmirad: 1D
Reerrgrer: S0-300 500/ km
Domage: 30
Submarine
An Alllance-adapted Mon Cal submarine, usually
used for intercity travel, this little sub allows a half-
squad of sea commandos to travel swiftly and quietly

through Imperial-patrolled waters.

Submarine

Craft: Modified Urukaab Submarine Transport
Type: Madifled compact submarine

Srale: Spesder

Length: 15 meters

Skill: Repulsortift opera-
tions: submarine
Crew: |

Crew SKill; Yaries
Passenpgers: 4

Cargo Capacity: 50 ki-
lograms
Cover: Full
Depth Range:
Cost: 40, (KD

Slorn Gk

credits (new), 10,000 credits (used)
Maneuverability: 1D

Maive: TU: 2041 kmh

Body Strength: 3D

Sensors

Passive: 50D

Soan: HYID

Search; 15720

Fovus: 2730

YWeapons:

Laser Cannon
Firee Are: Front
Scale: Spesder
Shell: Vehlele blaster
Fire Corpfreal- 20
Rarge: 25-1007300,500
Damage: 5D

Drogue

Whisper-guiet with moderate cover, decent speed
and sustained hover capability, the WorkStar is used
by some SpecForce units to rapidly and quietly move
cross-country. The Alliance-modified WorkStar is able
to carry an operator and two troopers,

m Drogue

Craft: Modified Aratech WorkStar Repulgoriift Skiff
Type: Small cargo skifl

Scale: Speeder

Length: 5 meters

Skill: Repulsorift operation: skiff

Crew: 1

Passengers: 2 (subtract from cargo capacity)
Cargo Capacity: 350 kilograms

Cover: 1/4 |

Altitude Range: Ground level- 200 meters

Coatz 1,000 credits

Maneuverability: 1D

Mowe: 14: 40 kmh (wertical), 8 25 kmh (horizontal)

Body Strength: 20
SpecForce Freerunner APC

Une of dozens of Freerunner variations, this model
carries a squad off of their landing craft and directly
into combat with decent armor and good fire support.

m SpecForce Freerunner APC

Craft: Modilied KAAC Fregrunner
Type: Modified combat assault vehicle/personnel carrier
Scale; Speeder
Length: 14.6 meters
Skill: Repiilsoriiit operation: freerunner
Crew: 2, gunners: 1
Crew Skill: Varies
Passengers: A
Cargo Capacity: 300 kilograms
Cover: Full
Altitnde Range: Ground |level-2 meters
Maneuverability: 10
Move: 105; 300 kmh
Body Strength: 3D
Shields: D
Sensors:
Passive: 1D
Sean: 20
Detect: 3D
Wenpona:
Twn Anti-Infantry Blaster Batteries (fire-linked)
Frre Arc; Turret
Crew: 1
Skl Vehicle blasters
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Fire Contral 2D
Range- 50-300/800/1.5 km
Damage: 302

Jet Packs

Popular with people who need to move fast in the
field, in numbers and Individually, jet packs are be-
coming increasingly compact, versatile and quiet. Mili-
tary units have used them, on and off, for millennia.
They are ideal lor rapid movement of units without
needing to keep a personnel carrier in a combat zone.
Unfortunately, they usually aren’t subtle and expose
their pilot to fire. Their milltary use may return in the
next generation as lighter and quieter units become
available.

Several SpecForce units like jet packs lor rapid
movement, especially Urban Combat Specialists and
Infiltrator units, While they are not useful for long-
distance movement, they can be very handy lor fast
attacks, flanking maneuvers and rapid withdrawals.

Arakyd Whisper Jet Pack

A 20-charge jet pack with hover mode and a 150-
kilogram cargo capacity (Including pilot), the Whisper
is preferred by Infiltrator units for its internal sound
bafflers, mid-range performance, moderate welght (30
kilos), high efliciency, and hardy construction.

Arakyd Whisper Jet Pack
Craft: Arakyd Whisper Jet Pack
Type: Jump pack

Scale: Specdér

Length: .75 meiers

Skill: Jet pack operation

Crew: |

Cover: 1/4 (lrom rear only)
Altiiude Range: 70 meters
Cost: 400 credits

Move: 100

Body Strength: 2D

Jump Boots

A combination repulsor/rocket unit with cable-
attacked hand controls, The boots are lightweight
and allow greater freedom of movement than most
rocket or et packs. Such bools are used in some
games, but have their use as emergency rapid trans-
portation for SpecForce troops.

Siorn Colk

Jump Doots

Cruft: Araiopd RE2 Jump Boots

Type: Rapulsor boots
Skill; Repulsorlift operation (repulsor engine ), roclet
pack operation (rockets)
Altitude Range: 35 meters
Cost: 150 credits, 25 credits (fuel)
Maowve: 15
Ginme Notes: One hour repulsorlift chargs, Rocket-lets have
led or 5 bursts; each burst moves the wearer 38 meters horizon-
takly or 50 meters vertically,

Gliders

Essentially repulsor engines with airfoils, gliders
are useful for stealthy approaches and atmospheric
drops. The Empire uses a custom-manufactured glider
for their special missions forces, but the Alliance has
to make do with modified gliders that were originally
intended for clvillan use.

Paraglider

Paragliders come in several varietles. The Nen-
Carvon paraglider features a light repulsor motor,
used (o maintaln or change altitude when conditions
arcunfavorable. Generally the paraglider is controlled
by manlpulating the gliders wings via hand controls
and shilting weight, They are valued by SpecForces for
their quiet running and sensor transparency.

m Paraglider

Cradt: Nep-Carvon R-23 Recreational Paraglider
Typee: Becreational paraglider
Scale: Speeder
Leagth: 4 meters
Seill: Repulsoriift operation: glider
Crew: |
Altilude Range: Ground level=2 000 meters
Cost: 300 credits
Avmilability: 2. F
Maneuverabillty: 3D
Mowve: 80; 230 kmh
Body Strength: 10
Combat Paraglider
These unusual convevances have besn substan-
tially modified from their civilian form in a number of
ways. Sensor-balfling reflec body panels absorb many
low-powered sensors, glving oll only a slight re-
turn (in eflect making the paraglider appear to
be substantially smaller than it actually is).
Careless sensor operators often mis-
take a combat paraglider for birds
or other such innocoous avian
creature.
In addition, combat
paragliders have a num-
ber of mounting brackets
for equipment storage,
even ol modestly heavy
Items. The repulsorlift
package has also been
augmented to help lift
heavier equipment and
improve the vehicle's sta-
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bility and handling. In general, the paraglider can
carry up to B0 kilograms of equipment in addition to
the pilot

The combat paraglider also possesses a pull-down
display visor that is deployed directly In front of the
pilot’s face. This display gives easy access to night
vision, terrain following and directional modules.

Finally, each paraglider Is equipped with a low-
powered transponder that allows the pilot to locate
other similarly equipped paragliders in the immediate
vicinity (lor operations in darkness or other low-vis-
ibility conditions)

m Combat Paragliders

Model: Modified Nen-Carvon B 19 Paraghider

Type: Combat paraglider

Scude: Character

Lengih: 4.5 meters

Skilk: F[l:pui.h:r;hf! aipseralion

Crew! |

Althude Range: Ground level=5 000 meiers

Cost: 1,500 credits (black market onty)

Avallahility: 2, X

Manecuvernbility: S0

Mowve: 3 250 kmh

Body Strength; 20

Guné MNotea! Rellec body panels increase sensor checks to
deteci the glider by one difficulty level. Heads-up display has
night-vigion made (allows sight with no penalty in a 45-degres
arc In front of the pllot, up to a range of 30 meters), terraln-
following mode (« 1D to sensors checks to follow terrain), and o
directional mwode (which shows the ghider’s current position). A
lonw-leved trans ponder allows the pilot o identity other paragiiders

Chaprer Five: Transportation

using the same Irequency (allowing the pilot to remaln in visaal
contact wilh ofher team membserg).

Para-wing Glider

The ShadoWing4 is a recreational para-wing glider
based on Imperial military gliders, The civillan models
is equipped with safety features including a sensor
beacon, navigational equipment and emergency thrust-
ers. The geomorphous wings allows it superior ma-
neuverability and, combined with the highly efficient
repulsorlift, a high flight ceiling. It is, however, quite
fraggile and should not be used in poor weather, Alli-
ance-modified versions remove the broadband sensor
beacon to keep it sensor transparent. The ShadoWing-
b is a bit larger and can carry a passenger, but other-
wise performs identically to the ShadoWing-4.
ShadoWings are particularly popular with Pathiinders
and Infiltrators as drop cralt for their high-altitude
capability.

m Para-wing Glider
Craft: Neor-Yatten ShadoWing- Para-Wing Glider
Type: Glider
Scale: Speeder
Length: 4 meters
Skill: Repulsorillt pperation
Crew: |
Cover: 1/4
Altitude Range: Ground level-5 000 meters
Cost: 15,000 credits
Mancuverability: 2D
Move: T0; 2080 kmh
Body Strength; -2
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Microweight Glider

A hobby glider, popular for its low price and high
performance, the microweight is only used by Alliance
troops when other models are not available. its flight
ceiling is very low and its sensor footprint is fairly high
due to a strong repulsorfield and a reflective wing
coating used to enhance strength and durability, The
microweight is useful for troops not trained to gliding,
as its agility comes from its compact repulsor engine.
The microweight can be folded down to a small back-
pack-sized bundle, for transport.

m Microwelght Glider

Craft: lliseni Aerodyne HobbyCraft Microweight
Type: Ultra-light repulsor vehicle
Scale: Speeder

Length: *.1 meters long, 4 meter wingspan
Skill: Repulsorlilt vperation |
Crew: | -
Cover; 172

Altitude Range: Ground level-300 meters

Cost; 500 credits (new’), 30 credits used

Mancuverability: 30

Mowe: #; 230 kmh

Body Strength; 2D

Mounts, Pack Animals and
Droids

This more primitive method of transportation is
still widely used, even with modern groundcraft and
repulsorcraft. Walking is slow and tiring, but difficult
to detect and able to cross nearly every ground type,
Creatures have the added benefit of usually being |
edible in the event of short food supplies.

Dantha

Huge quadrupeds with shaggy coats, the bantha is
very commmon throughout the palaxy, with dozens of
wild and domestic breeds. They are used by hundreds
of species on thousands of worlds and can carry vast
amounts of baggage ur several riders. They are not
particularly quiet, however, being heavy, lumhbering
creatures. A bantha can carry up to 300 kilograms all
dav lang,

m Bantha
Type; Mack animal
DEXTERITY 2D
FPERCEPTION 2D
STRENGTH 5D
Special Abilities:
Howrns: 3TR L[ damasce.
Treeerpie: STR damage.
Moves 52 13 kmh.
Sizer 2-35 meters (atshouider?
Crmeriness: 20

Bergruutfa

Useful as beasts of burden and noted [or their
considerable lovalty to those who treat them well,
hergruutfa have heen exported to several worlds in

recent history. They are not yet commonplace. Some
Alliance commands use themn as patrol riding heasts,
although they aren’t common enough to use in large
numbers with-

out notice,

.
5
i
L]
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i

m Dergruutfa

Type: Domestie viding Deas

DEXTERITY 1D

PEFRCEPTION 10042

Search J0+1

STRENCTH 6D

Brawling: head bald VLY, liftieg 400

Special Abilities:

Armnored Head! 2D to reslst anergy and physieal dange
Armnored Bodv: + 1T to resiel enersey amnd plovsical dierge,
Head Bk STR | Dodamagse: foe every 2 pesult uints the taree| (s
Thrown ome meter.

Drvod: Any being wha steps in hergranlfa drool must make a
Lrexrerine roll to avoid slipping.

Mowe: 13; 42 ki

Size: Up tor ¥ meters (at shaouolcler)

(hmeriness: 1D

Cracian Thumper

The Cracian thumper, a Cracian riding beast named
for the sound it doesnt make, is oue of the most
commaon personal riding animals in the civilized gal-
axy. This makes it ideal for SpecForee Wilderness
Fighters and Pathfinders, since it can be used an
thousands of plancts withwut vondue attention. The
thumper is also quite popular with Iniiltrators, since
its padded foot is adapted to make very lillle noise.
The thumper can carry up to 100 kilograms of rider
and/or haggage,
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m Cracian Thumper
pe: Common riding animal

Ty

DEXTERITY 3D

PERCEPTION 3Da-2

Sneak 40-2

STRENGTH 3D

Special Abilities:

{miss: STR+1 damage.

Tail STR+10+2 damage.

Srfevet Mogemeent Sdd 10+2 1o the thumper's snealk if it is moving
at cruising speed or slower,
Mowve: 12 35 kb

Size: 1-1.5 meters (at shoulder)
Omerdness: 1D

Dewback

Dewbacks are riding lizards from the sandy world of
Tatooine. They are exported, but notl common off that
world except in the service ol desert stormtroopers. A
desert-specialist team of Wilderness Fighters also uses
dewbacks—which they call *sun lizards" since they
operate so much faster in the heat of the day.

m Dewback

Type: Desert beast of buerden

DEXTERITY 3D

PERCEFTION 2D

STREMGTH 4D

Brawling 4D+1

Move: 1 300 kmb (day), 7; 20 kmh (might )
Slze: 1.5 meters (at shoulder)

Chneriness: 30D

Methnap

Methnaps are the calm cousins of the tsaelke and
cy'een of the oceans of Chad. On average less intelli-
gent than their cousins, they are loyal, calm and highly
dependable mounts.

Methnaps are gracelul, barrel-bodied cetaceans,
wilh long necks and small heads. They have brass-
colored hide with mottled camouflaging. Each methnap
has a unique pattern of stripes, spots and rings,
Methnaps can bear up to 125 kllograms or a rider and
75 kllos. Methnaps are fish-grazers, quietly hbrowsing
their way through a variety of fish schools as they
cruise through the ocean. At least one sea commando
unit uses methnaps as mounts.

m Methnap

Type: Domesticated cefacean

DEXTERITY 2D

PERCEFTION 20

STRENGTH 30+ 2

Special Abilities:

Sea-Singing: Methnaps have a long range form of communication,
allowing reasonably complex exchanpes of information. With
extended exposure, riders can develop understanding of more
basic concepts in the methnap “tongue.”

Mowe: 11 35 kmnmh

Slze: 12-15 meters

Omeriness: 1D

C ————— e T
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Runyip

This stubhorn and annoying herbivore from Tran
Mariel is reasonably common on frontier planets, not
for its manners but for its excellent footing on treach-
erous ground and considerable load-bearing capacity.
It has long ears and a semi-prehensile nose, used o
grasp leaves and shrubbery, The runyip can bear
loads up to 250 kilos without difficulty, and twice as
much or more in emergencies,

m Runyip
Type: Pack animal
DEXTERITY 4D
Movement 40+2
PERCEPTION 3D
STRENGTH 3D+2
Lifting 3D
Special Abilities:
Kick: TR+ 2D damage,
Mowve: 3; 27 kinh
Size: 1-1.4 meters {at shoulder)
Ormerineas: 40

Tauntaun

Tauntauns. native to the frozen world of Hoth, are
used by some arctic Wilderness Fighters as riding
beasts and beasts of burden. They are handy for their
broad diet—they will eat anything from fungus to
carrion,

Storn Dok
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= Tauntaun

Type: Arctic climate omnivore
DEXTERITY 2D

Stamina- arctic 50

Special Abillties

Charge Amack: 5TR-1D- | damage
Arctic Creafure: Tauntauns can withstand frigid tem-
peralures deadly o other creatures (although
their stamina Iz not unlimited),
Mowe: 16; 45 kmh

Stre: 1.3-2 meters (al houlder)
Urmeriness: 1D

Tuggle

Tuggles are the draft animals
used to draw the Whiphid sledges.
They are lightly colored, long and

wiry, with short powerful legs and
thick fur. Six of these carnivores,

[

&

s
5

i
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hitched to a sledge in tandem, can pull two riders and

up ta 50 kilos of baggage. Wild tuggles are pack hunters

and have developed considerable stamina, which

they use to harry, drive and pull down prey. Domes-

tic tuggles can draw their sleds all day with only

a couple of rest breaks, for days on end If fed

regularly. They are popular with arctic Wilder-
ness Fighters for their tenacity.

Tuggle
Type: Domeaticated sledge heast
DEXTERITY; 2D
PERCEFTION: 1D
STRENGTH: 2D
Lifting: pulling 4D, stamina 4D
Special Abilitles:

Bire: STR+ 2D damage.

Maove: 12, 35 kemh (unhitched), 10; 30 kmh (hitched)
Slxe: 5 meters tall, 1.5 meters long
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Droids

“The droid rthat saves your life isn't irvitating, "—Com-
mon technician's rebuttal to complaints about droids.

Exploration Droid

Explorer droids are handy for remote scout work,
light pack work and watch duty. F2s are not able to
pack nearly as much as a MULE, but are more difficult
to detect as they leave no repulsor signature, TheF2is
able to recognize its “masters” and is programmed to
be extremely loval, often performing beyvond its design
specifications.

m Exploration Droid
Type: Cybat Galactica F2 Exploration Droid

Survival 40

MECHANICAL 2D

Communications 313, sensars 30

PERCEPTION 1D

Hide 30, sneak 30, search 4T

STRENGTH 1D

Lifting 3D

TECHNICAL 1D

Security 2D

Equipped With:

® Four legs

* Heavy grasper jaw

¢ Video, audio and olfactory sensors attached to head

= Movement Sensor

= Comiink

+ Rear-mounked anténna

Story Factors:

Lovalre: The F2 18 loval, dedicated and moderately clever, and
wlill often go to extremes to perform its duty or probect a wnil
member,
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Mowe: 1{: 3 kmh
SiEe: | meter-tall
Cost: 3,000 credits

MULE Droid

A dedicated lifting droid, the MULE is used to carry
equipment over hostile lerrain an animal might be
unable to, While the MULE is handy and strong, it does
emit a detectable repulsor “footprint” and is only used
when necessary.

m MULE Droid

Type: Mechanical Universal Labor Eliminating Drold, PackTack
41LT-R

DEXTERITY 1D

ENOWLEDGE 1D

MECHANICAL 3D

Repulsoriift operation 4041

PERCEPTION 3D

Search D=2

STRENGTH 6D

Lifting 7D

TECHNICAL 2D

Drold programming 403, droid repair 50

Equipped With:

* Heavy lifting claw

» Large storage bay with 2 cubic meters space protected by 1D
armaor

¢ Repulsorlift (altifude 1 meter).

Specinl Skills:

Repair Advice: Although the MULE cannot repair itsell, i1 can
advise anyone attempting to [ix it, using the combined actions
rules,

Mowve: 7: 20'kmh

Skze: 1.5 meters

Cost: 7.500 credits

Equipment: Often slung with additional storage pods.
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Weapons

"When in doubt, open fire."—5SpecForce axiom.

Optional Rules: Deadliness in Star Wars

SpecForce adventures feature a significant amount of combat.
Star Wars combat Is, In theory, fairly deadly given the nature of
technology that is present (blasters, smart explosives, sensors.and
so forth). Thereare only five wound levels and anaverage character
is essentially useless after being wounded two or more times, &
blaster pistol inflicts more damage than an average dmra-::t&r’:.
Strength, and armor typically adds only a die to reduce that. ;

In practice, character points can drastically offset this apparent -
danger. Characters ¢an:spend up: to five points, one at a time, to-
increase thelr resistance-rolls: For a character with an average 200
Strength, that's the equivalent of 7D Strength to reduce damage. In
addition; the effects of the Wild Die can, In some cases, add a great
deal of resistance to damage: 7D (or mare} ‘?#Pngfh agnlnst’ 4D
blaster damage fsn't moch of a contest. :

Combat should be da.ugermm——ril combat s easy on the player >
characters, they will just blast their way out of every situation ;
without much effort and. fearlessly walk where they should fear to-
‘tread. This 1s unheroic. Tihere are, hﬂweven wa;ﬁ tn I:ﬁep -::nmhaﬁ
deadly:

- EEEF ﬂmml:ter puinta mn-d&uL Chara.ﬂer pu:unts shﬂu]d. not be
- dispensed lavishly. If a player has too many points available the:lr
can Improve their skills and throw their character polnt pools at a.
skill, Character points shouldn't be heavily restricted; the charac-
ters should be able to improve skills and have some in reserve for
_emergency situations. Three to five points might be given outforan
- average adventure, even for adventures where the players spent a-
ot of points. Five to eight points might be g‘i"l.r['.tl'.nl.tt'fm: a tough
adventure. A really hard, deadly adventure with: gn-o-rl mlf.playlug
.._.-am:i_. !;['tarp thmk]n:gax:m}a: !ﬂpelght tu I.Eu points:

- = Combined actions. Soldiers group tagether in units: mmdertl}

" have more firepower than they can bring to bear alone: The com-

- bined action rules allow characters:to pour fire/ lnto a target and

: jmﬂ:tr:ta great df:a.mrﬂamage. Thﬂftﬂltﬂlﬂhinﬁiﬂﬂﬁﬂ{m rules areon

- pages 82:83 of the Star Wars Role Playing Game, Second Edition,

- Repised and Expanded. Most combined action d]fﬁ-caﬂheafm-ﬂumhat
‘are Very Easy to Moderate. =~
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| Optional Combat Rules
» Skill
deadly is to: make.

i ﬂmutaﬂn
: ber of 15 Hﬂrﬂﬂt&hﬂlﬁlﬂﬁvﬂmhﬂﬂﬂr&tﬁrr
weaponinflicts 19 pc - Inthiscase the -

Bonus: ﬂnu ‘way to make combat |

~reflect skill—when: a |-
character hits, add the result points (the difference |

~ between the to-hit difficuity number and the rolled -} .=
number) to the damage score. If you have a sure- | T S

- shot gamemaster character, it makes that charac- | d v o L =

| tﬁm“fhm Eﬂ!ﬂrﬂmmmhﬂtﬁtmhﬁs&;.,{ e i

ammmaﬂﬂnm;tynum.f**

: 1uﬁ|mmradt&aﬁaa¢mﬁﬁummnfm— ' the enemy ints

35 Chets it IS Qhedieutannbe) | sipress e £ ,.r '::E‘a
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Hand Weapons

Molecular Stiletto

A rigid monofilament weapon housed in a carbonite
casing fashioned to resemble a datapad stylus, this
deadly little weapon cuts through armor, flesh, bone,
and plasteel with little difficulty. The main limit on the
weapon's damage potential is the extremely fine cuts it
makes—unless the cut is fairly large, the damage can be
minor. Stabbing with the micron-thin stiletto is point-
less, unless followed by a slicing maneuver. Although
safer than slicewire, it is rarer due to the high price and
secret manufacturing process used by Xana Arms,

m Molecular Stiletre

Model: Xana Exotic Arms M3W-0 Malecular Stiletto
Types Monomolecular hand weapon

Scale; Character

Bkdll: Metee combat: stilatto

Coeat: £00 credits

Availability: 4. K or X

DHfficulty: Moderate

Damage: STR«2D

Garrote

This garrote is a 60 centimeter wire cord with
handles on each end. It Inflicts damage by strangula-
tion. It is not a noble weapon, but it is effective and
quiet. Users usually have to maintain pressure until
the victim ceases struggle.

m Garrote

Model: Alllance-lzsue Garrote

Type: Single cord strangling weapon
Scale: Character

Skill: Melee combat; garrote
Avallability: 1

Difficulty: Moderate (from behind}

Damage: STH-10
Game Notea: Target may attempl a brouding parry o resisi with
a » 10 difficulty modifier.

Slicewire

Standard issue slicewire is a one-meter-long
monofilament cord wrapped around carbonite handles
on each end. The molecule-thin monofilament Is able
to cut through most materials, including flesh, bone,

€&

RULES OF ENGAGEMENT: THE REBEL SPECFORCE HANDBOOK



A selection of common SpecForce weapons (from fop): garrote, sticewire, snap baton, combat knife and multi-ipeapon.
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stone, duranium, or plasteel. It is only issued to quali-
fied experts, most often Infiltrators, as errors with this
weapon are crippling or fatal. The weapon can be used
as a pseudo-garrote, or swung as a lash, using one
handle as a counterweight. The results are usually
fairly messy. Some Infiltrators carry a few meters of
slicewire to string across Imperial base corridors. and
convoy or patrol routes,

m Slicewire

Model: Alliance-issue Slicewires

Type: Monofilament weapon

Scale: Usually character; see Game Motes

Skill: Melee combat: slicewire

Availability: 4. X

Difficulty; Difficult

Damage: STH-20

Game Mobtea: If damage 3 caused hy collision, use colliding
character’s, vehicle's, or starfighter's Strength +20 to roil dam-
aghe,

Snap DBaton

The snap baton is a commercially available per-
sonal-defense weapon where streel crime demands
sell-defense but local codes forbid ranged weapons.
Ordinarily, the baton is a 12-centimeter-long cylinder,
but when released extends to a meter-long club suit-
able for combat, For such a simple device it is quite
effective and when coated with a thin laver of black
sound-damper makes a good, cheap hand weapon for
infiltrators.

m Snap Daton

Model: Merr-Sonn Snap Baton
Type: Modified personal defense baton
Brale: Character

Skill: Meles combat: baton
Caost; 200 credits
Avallability: 2

Difftculiy: Moderale
Damage: TR+« 1D

Combat Knife

The combat knife is a basic, practical weapon. It is
rarely actually used in combat, but is handy as a
cutting tool. Infiltrators and other Specs relying on
stealth do lind It useful as a weapon. and usually coat
the blade flat with a nonreflective blackening agent.
Although it requires very close use, it is fairly quiet,
never runs out of ammunition and requires no energy
pack to operate.,

m Combat Knife
Type: Combat knile
Cost: 3 credits
Scale: Character
Skill: Melee comban: knkie
Avallability: |
Difficulty; Easy
Damage: STH+ 10«1 (maxmuam 607

Vibredagger

The Talon is a favorite among pirates, Infiltrators,
Imperial Storm Commandos, and others who need to

Chapter 5ix: Weapons

operate silently. LaserHone has perfected vibration
engineering that emits no sound in the human-audible
range. The Talon does give off aslight ultrasonic whine
that can be detected by properly adjusted audio sen-
50rS.

m Vibrodagger

Model: LaserHone Talon Vibrodagger
Type: Personal combat vibroblade
Cosk: 50 credits

Skill: Melee combat: vibrodagger
Availabillty: 2, R

Difficulny: Easy

Damage: STR-2D {maximum; 607

Multi-Weapon

Infiltrators share acommon tendency among troop-
ers: theytry to carry more weapons and gear than they
reasonably can. This weighs them down under exces-
sive mass and makes finding any one piece of equip-
ment difficult in the clutter. A recent attempt by unit
armorers to cut down on this extra gear is a multi-
weapon, combining an ordinary cosh, dagger and
garrote in one housing. The tubular device has a
weighted club-end, a thin sliding dagger with a twist
lock emerging from the other, and a coiled garrote
cord with handling ring. Multi-weapons are usually
secured by a lanyard strap. Since these are individu-
ally developed by unit armorers, other designs have
appeared according to individual requests, the most
popular variation being a slicewire in place of the
garrote cord.

m Multi-Weapon

Model: Alllance Infiltrator Mult-YWeapon

Type: Perzonal combat multbweapon

Cost: Mot for sale

Skill: Meles combat: dagger, club, garrote

Avallablility: 3

Difficulty: Easy; Moderate for garrote (from behind

Damage: Dagger; 5TR-1D-2, cosh: STR+ 1D, garrote; STR+ID,

{ maximum: &0

Ranged Weapons
Blasters

“All blaster fire is a tracer and tracers lead to you too. "—
O1d infantry caution on injudicious fire.

There are thousands of blaster models in the galaxy
today. Merr-Sonn, BlasTech, Czerka, and SoroSuub
each have tens of lines with dozens of models and
variants. Those are just the four largest blaster manu-
facturers—there are hundreds more selling toregional
and sector markets.

Penetrator Mini-blaster

A marvel of modern miniaturization, the Penetrator
is a powertul and compact sporting blaster, not much
larger than a hold-out blaster. The Penetratoris ableto
deliver a massive punch-per-shot, due to its highly
tocused beam and precision galven circuits, although
its charge cycle is fairly long. The little dynamo is

O
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Ranged Weapons

Ivay Boilizam
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somewhat fragile due to the precise alignment of the
internal lenses and their susceptibility to misalign-
ment. The Penetrator is generally considered a “spook
weapon, " though some Specs use the weapon in the
field.

M Penetrator Mini-blaster

Model: Luxan Personal Armaments, Ltd. Penetrator MB-5{
Type: Mindaturized heavy sporting blaster

Scale: Character

Skdll: Blaster: sporting blaster

Ammo: 100

Cost: 600; 50 (power cell)

Availability: 4, For B

Body: 1D

Fire Rate: |

Range: >20/40/60

Damage: 50

Game Notes: Increase normal blasrer ditficulties by one level due
toprecise targeting requirements (because of the focused beam).

Intimidator

Awicked little rapid-fire blaster pistol, the Intimida-
tor lacks stopping power, but does lend suppression
In target-rich environments. Used by a few Infiltrators
and spooks.

m Intimidator

Model: Merr-3onn Munitions “Intimldator™ IR-5
Type: Rapid-fire blaster pistol
Scale: Character
Skill: Blaster; blaster plstol
Ammo: 5
Cost: 1. 250, 25 {power pack]}, 200 {optional retractable stock)
Availability: 3, X
Fire Control: 2D
Range: 3-7/25/30

e |
Game Notes; Fire-control bonus applies only to multiple shots at
different targets within a 30-degree arc of fire; single shots or
multiple shots at the same target grant no bonus. Addition of
retractable stock adds -1D to bluster roll when atming for one
round.

Rifles and Carbines

Heavy Carbine

Popular with Wilderness Fighters and Urban Com-
bat Specialists for its good range, stopping power and
easy handling. Long rifles snag and trip in cluttered
environments, a problem the short-barreled carbines
largely overcome,

M Heavy Carbine

Model: N'gant-Zarvel 3118 Carbine
Type: Heavy carbine
Scale; Character
Skill: Blaster: heavy carbine
Ammin: ]
Cost: |, 000 credits
Avallability: 2
Range: 3-23,/50/200
Damage: 50+
Sniper’'s Blast Rifle
Merr-Sonn's LD1 is an expensive and rare “target

rifle” sold to sports shooters, hunters, and anyone else
who has the credits and proper llcensing and wants to

hit targets at fairly long ranges with personal weapons,
Alliance Intelligence and SpecForce uses this weapon
and others in the same class to pick off targets at
extreme range.

M Sniper’s Dlast Rifle

Model: Merr-Sonn LD-1 Blaster Rifle

Type: Long range blast rifl

Scale: Character .
Skill: Blaster: blaster rifle

Ao 100

Cost: 3, 000 credits

Availability: 2, F, R, or X
Fire Control; 102

Range: 2-50/130/500

Duamage: 30

Game Notes: The rifle’s [ire control is due to builtdn macro-
scopic sight and auto-steady gyrogimhbals, Additional sighting
modifications require removal of this sight.

Firearms

Firearms are not as powerful as blasters and lack
range, but have the advantage that they can be si-
lenced, while a blaster cannot. Without a silencer or
integrated silencing system, a firearm is very loud and
can be heard for several hundred meters under ideal
conditions.

Merr-Sonn Silencer

An attachment placed onto the barrel of a firearm,
the NonSonic silencer absorbs sound by emitting pre-
cisely tuned counter vibrations. The result is a silent
weapon that makes no noise even If dropped onto a
hard surface. This silencer does not work on blasters
because most of a blaster's report comes from the bolt
Interacting with atmosphere.

= Merr-5onn Silencer

Model: Merr-3onn NonSonic Silencer

Type: Flrearm noise suppressor

Scale; Character

Skill: Blaster repalir; modilication

Cost: 1, 200 credits

Availabiiity: 2, R

Game MNotes: Absorbs the sound of a firearm, preventing the
need for a Perceprion check when fired.

Alliance Adjudicator

A relatively common slugthrower, used by civilians
as a personal defense weapon, the Alllance tech-modl-
fled Adjudicator Is one of the most common
slugthrowers used by Infiltrator units, The pistol is
completely silenced and highly suitable for stealth
missions. The original model's wrist-mounted spring
clamp-holster has been removed, and is usually worn
on a belt, wrist or ankle holster,

m Alliance Adjudicator

Model: Modified Caerka Adjudicator

Type: Sllenced slugthrowing hold-out pistol
Scale: Character

Skill: Slugthrower

Ammo: 4

Coat:z 300, 10 (amma)

Avallabllity: 2. For R

-
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Fire Rate: 2

Range: 1-5/10/25

Damage: 30+ |
Silenced Slugthrower

The Alliance 5H-9 is a modified version of the Czerka
SH-3, which has a predisposition to silencing. Alliance
technicians modified the weapon so that the only
noise it makes is a moderate clicking as the slide
operates, Infiltrators are very fond of this weapon, one
of the few ranged weapons available in their armory.

m Sllenced Slugthrower

Model: Alliance/Crarka Arms SH-9
Type: Modified slugthrowing pistol
Seale: Character

Skill: Firearms: pistol

Ammuo: 10

Cost: Modifled version not lor sale
Avallability: 4

Range; 3-10/20/60

Damage: JD-2

Game Notes: Silenced slugthrower makes very little noise, add-
ing only +1 to opponent’s sagreh,

Other Ranged Weapons

Air Gun

A common sports targeting weapon, the air gun is
not especially powerful, but at short ranges and in the
hands of a skilled shooter it can be effective, once it
has been upgraded with a powerful compressed air

canister. This weapon is commonly used by several of -

the sneakier Spec units. It has the advantage of being
available in sports shops throughout the galaxy and of
usually not being confiscated if discovered, since it is
generally regarded as a toy.

= Air Gun

Model: Fleld Sports Air Pistol
Type: Compressed air plstol
Seale: Character

Skill: Firearms: air pistol
Ammo: 20

Cost: 200 credits
Availability: 1

Range: 3-10/20/40

Damage: 3D

Game Notes: Air guns make very little noise, adding only +2 to
opponent’s zearch to detact,

Bolt-thrower

This Infiltrator weapon is a low-tech solution to
high-tech conflict, the bolt-thrower is constructed
from spring steel, spun graphite, and uses a fluffed
shadowsilk braid to provide a nearly silent ranged
weapon with stopping power approaching that of a
blaster. The bolt-thrower has the strong disadvantage
of being a one-shot, slow-loading weapon. This is not
considered a sufficient disadvantage to counter the
weapon's advantages,

o Bolt-thrower

Maodel: Alllance Bolt-thrower
Type: Mechanical bow
Seale: Character

Skdll: Bow: mechanical bow
Ammo: |

Costz: 200 credits

Avallability: 2 or 3

Flre Rate: 1

Range: 3-25/100/200)

Damage: 4D
Magna Caster

A dart-shooting magnetic rail gun, this weapon is a
clone of the unusual Frohad Galactic Firearms Magna
Caster-100, a whisper-quiet weapon that impressed
the few Infiltrators to get a hold of them. It was not
available on the black market in sufficient numbers to
satisfy Alliance needs, and was manufactured by Alli-
ance arms factories in a short production run. As the
magna caster uses a simple-to-produce steel dart
loaded into a side-loading clip, it is fairly easy to keep
ammunition stocks supplied. The Alliance currently
has no magna casters in stock, as they have all been
izsued, but they do periodically recycle through quar-
termasters as their operators become inactive.

m Magna Caster

Model; Alliance Magna Caster
Type: Magnetically propelled missile weapon
Scale: Character
Skill: Missile weapon: magna caster
Amma 10 (clip)
Cost: Not avallable for sale (2, 000; 150 (quarrel clip))
Availability: 3
Fire Rate: 2
Range: 5-30/75/100
Damage: BD/50/AD
Vac Blades

Another silent Infiltrator weapon, wrist-mounted
vac blades fire three circular blades at a target, The
launchers are usually worn in pairs (one per arm if the
species has more than two) to keep the need for
reloads to a minimum.

m Yac Dlades
Model: Golon Arms Vac Attack Mark-127
Type: Anti-personnel weapon
Scale: Character
Skill: Missile weapon: vac blades
Ammo; 2 (3 blades per shot)
Caost: 700, 30 {blade clip}
Availability: 3, F
Fire Rate: 2
Range: 10-20,30/50
Damage: 50 {combined), 3D (separate shots)
Game Notes: Uzually, all three shots are fired against one oppo-
nent. Can be fired in arc, againat separate opponents. If fired this
way, each blade shot i3 requires a separate missile weaporns rofl,
with penalties,

Heavy Weapons

“There are very few military problems that cannot be
resolved with sufficient firepower. "—Heavy weapon
specialist creed.

Heavy weapons—or Infantry Support Weapons
(15Ws}—are mainly the province of Heavy Weapons
Specialists. SpecForce has no standard heavy weap-
ons, and a gunner can expect to work with a variety of
[5Ws, ranging from light repeating blasters to turbolaser
artillery.
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Repeating Dlasters

t Repeating Blaster
lasTech's repeating blaster, based on a riot gun
model originally marketed in the Corporate Sector, is
quite popular with Alllance heavy weapons Specs for
its relative ease ol handling and high volume of fire.
This weapon is found both as an ISW and as a primary
LrOOPEr weapon.

= Light Repeating Dlaster
Model: BlasTech Light Hepeating Blacier

Type: Repealing blasfer
Scale: Characier

Skill; Blaster: repeating blaster

Ammo: Jd

Cosl: 1, 500 crediis

Availability: 2. R

Range: 330100, 400

e S

Game Notes: On constant-fire mode the riol gun fires a burst of

& hiasts per shol. Once & hit is sstablished, all following alods

against nearty (| meter ) (angets are one difficulty lower
Prax “Blast and Smash” Rifle

This intimidating weapon was originally developed
lor bounty hunter operations. A pair were captured by
an Alllance privateer and sold to the Alliance, which
has set up a limited duplicate production run in one of
its arms factories. The original design has been some-
what modified, and is in high demand among SpaceOps
and HWS units.

The rapid-fire blaster rifle has been stabilized with
an internal damping system, making its burst-fire mode
more effective, The repeating rifle Is supplemented
with a Locris Syndicates microgrenade launcher. a

half-meterdong lubular antipersonne! yrenade-deliv-
ery system slung underneath the rifle barrel.

m Prax “Blast and Smash” Energy Rifle
Model: AlEance-moodifeed Pras Arms Moded AXM-50
Type: Repeating blaster rifle/micro-grenade launcher
Scale: Character
Skill; Blaster: blasber rille (Tor blaster rille), Missile weapons:
micro-grenade lsuncher (lor micro-grensde launcher)
Ammmax: 250, (rille). 30 [ micro-grenads magarine)
Cost: Mol available for sale (original modet: 4, 500 250 (hi-pod ),
|, 000 (micro-grenade magarine). 100 (power pack). 500 (hack-
pack power gendralon))
Availability: 3. F or i
Flee Rabe: 7 (blaster rifle), | (micro-grenade Launcter)
Fire Control: 1D (see Game Notes)
Range: 3-25/50/75 (blaster rille), 5/25/ 100,200 (micro-grenade
Inuingher)
Blast Rodios: (2046 (micro-grenade lponcher)
Dammage: 50 (blaster rifle), 4D/30ZD (micro-grenade launcher)
Game Notes: The micro-grenade launcher has & computerized
fre-control sysiem, i the shopter makes 4 Moderate Menepiion
ol [ ree action ) add « 1D 1o hit. § the shooler is liring at the same
targst repeaiedly, ihe 1D add continges until the target is
wwitched A bi-pod may be stisched to the rille, sdding < 1D 1othe
Baaser roll. On conntant-fire mode the ot gun fBres & bl of 2
blasts per shot. Unce a hit is established, all following shots
agninst nearhy (1 mater) targets are ane dificulty Tower

-

Flame Carbine

Flame carbines are medium-sized rifle-like weapons
that are connected to a fuel cell via a reinforced
transfer hose. The Czerka carbine model is a weapon
used by some SpaceOps and Pathfinder units, and Is
the preferred weapon of Urban Combat Specialists
during street-lighting operations.

m Flame Caorbine

Model: Coerka Flame Carbine

Type: Flamet hrower

Scabs: Character

Shill: Flamet hrower

Ammawe: (0

Cost: 500 credits

Availlability: 2, X

Fire Rate: 1,2

Range: 3-4/5/7

Damage: 50 first round, 30 each round for the next lve. unlcss

cxtinguinhed
Flame Rifle

The rifle version ol the flame carbine, usually used
in the open to clear out trenches, strongpoints or
fortified urban positions. The rifle is usually used by
Heavy Weapons Specialists, or occasionally by Urban
Combat Specialists.

m Flame Rifie

Model: | reria Flame Hille
Type: Plamethrower
Scale: Character

Sl Flammethrower
Ammn: 15
Cosl: 700 credits
Availability: 2, X

Fire Rate: 1/2

Raoge: -5/7/10
Damage: 501 first round, 30 each round for the next five, unkess
extinguished

Heavy Flamer

The vehicie-mounted version of the flame projec-
tor, almost aiways reserved for HWS Specs. This
weapon s used to take out bulldings and squads. It is

even less popular than the more portable versions.
but still highly effective,

m Heavy Flamer
Maodel: Crrrks Vehicle Flamer
Type: Flamethrower
Scale: Speader
Skill: Flamethromwer
Ammau: 50
Coat; £, 000 credits
Avallability: 2, X
Fire Rate: /2
Rasmge: 3710720
Damage: 50--2 first round. 4D each round for the next five. unless
extinguished

Missile Weapons

Missile [SWs are physical matter weapons, usually
with a high damage rating and low ammunition capac-
ity and fire rate.

L]
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Flechette Launcher

Useful for taking out clustered groups or improving
hit odds on a single target, a flechette launcher has the
advantages of a grenade and the range of a rifle. The
canisters hold scores of microdarts that shred every-
thing in the blast area.

o Flechette Launcher

Model: Golan Arms FC1 Flechette Launcher

Type: Flechette launcher

Scale: Character or Speeder

Skill: Misslle weapons

Ammao: § per canister

Costz 800, 100 (antipersonnel canister), 200 (anti-wehicle canis-
1ery

Availabilin: 2, F R, or X

Fire Rate: |

Range: 325/ 100,250

Blast Redlus: (-1/3/5

Damage: 60/50/30 (character scale, antlpersonned), 5D/A0/3D
(speeder scale, antl-vehicle)

Jowy Robinson

Grenade Launcher

The Viper 2 is a modestly upgraded version of Zone
Control’s original Viper model grenade launcher, It
has the same excellent accuracy at short ranges as the
Viper and has a 150% larger capacity grenade maga-
zine. It is considered one of the best rifle-attached
grenade launchers in the industry, and is a favorite
among Alliance troops.

MW Grenade Launcher

Maodel: Zone Control Viper 2 Grenade Launcher
Type: Grenade launcher rifle attachment

Scaler Character

Skill: Misalle weapons: grenade launcher
Amma: 5

Caost: 500 (Jauncher), 200 (grenades)
Availability: 2, R

Fire Rate: 2

Range: |-250/350/500

Blast Radius: Per grenade

Damage: Per grenade
Game Notes: Two rounds to reload grenade magazine,

S

Grenade Mortar

A rare item, the Espo grenade mortar is in high
demand among Heavy Weapon Specialists since a
shipment was “liberated” by a privateer raid. The Espo
mortar fires any type of grenade (which otherwise has
its normal characteristics), with excellent range and
ammo capacity.

H Grenade Mortar

Model: Fapo Grenade Launcher

Skdll: Blaster artillery

Crew: 1

Ammo: 100

Cost: 3. 500 credits

Avallability: 1 (2, F. R, or X In Corporate Sector)
Boedy: 4D

Fire BEate: 5

Fire Conlrol: 1D

Range: 25-100/300/1 km

Damage: Varies by grenade type

Game Notes: Fires any type of grenade.

Micro-Grenade Launcher

A half-meter long tubular antipersonnel grenade-
delivery system, this weapon has found its way into
several Alliance HWS squads. It is still fairly rare, but
at least one Alliance arms factory has scheduled a
clone version for production,.

m Micro-Grenade Louncher

. Muodel: Locris Syndicates Model MGL-1
" Type: Micro-grenade launcher

Scale: Character
aldll: Missile weapons: micro-grenade lanncher
Ammo: 30 (magazine}
Cost: 2, 500; 1, D) {micro-grenade magazine)
Availability: 3, F
Flre Rate: 1
Fire Control: 1D (3ee Game Notes)
Range: 5/25/100/200
Blast Radius: 0-2/4/6
Damage: 40/3002D
Game Notes: This micro-wrenade launcher has a computerized
fire-cantrol system; if the shooter makes a Moderate Perception
roll {free action) add - 1D to hit. lf the shooter is firing af the same
targel repeatedly, the <10 add continues until the target is
switched.

Rocket Launcher

Merr-Sonn's RPS-18 rocket launcher is primarily
marketed to the mercenary and system defense mar-
ket but is also found among Alliance units. This is the
rocket launcher line that Locris based the somewhat
more sophisticated RDP rocket launchers on, but the
RPS is more directly lethal.

M Rocket Launcher

Model: Merr-Sonn Model RPS-8 Rocket Launcher
Type: Rocket launcher

Scale: Character

Skill: Missile weapons: rocket launcher

Amma: 4 (internal magazine): 20 (external magazine)
Cosl: |, S00; 200 {internal magazine); 1, 000 (external magazine)
Availability: 3, For R

Fire Rate: |

Range: 3-30/ 100,300

Blast Radiws: 0-1

Damage: )
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Artillery

"Armored vehicles wish they had artillery. "—Artillery
crewer's opinion.

Artillery, like infantry support weapons, are gener-
ally left to Heavy Weapons Specialists. SpecForce is
using artillery more than it had expected to, especially
as the conventional side of the war heats up.

Golan M102 Fire Arc

Slow, towed, old-fashioned, and loud, lob-shell artil-
lery has the great advantage of being able to pick out
targets the crew can't see, on the other side of inter-
vening terrain, at extreme range, and drop a shell on
top of them from nowhere.,

The Golan Arms M102 Fire Arc artillery piece was an
attempt to recreate a market for lob-shell pieces, but
the prime market, the Empire, had little interest in
artillery. Most of the production run scattered across
the arms market, and a number came into the posses-
sion of the Alllance. The Fire Arc incorporates a Tana
[re GroundSweeper-3 omniprobe sensor array to lm-
prove its targeting at short ranges.

m Golan M102 Fire Arc

Model: Golan Arms M102 Fire Arc Artillery Plece
Type: Surfacelo-surface shell launcher

Scale: Walker

Skill: Artillery

Speizoc v-188 Heavy
= Anti-Vehicle Artillery Piece

SP .9 Anti-Infantry
Artillery Vehicle

e — i

Crew: 4

Cowver: 1/4

Ammn: 20

Cost: 25, 000 {new)

Avallabiiity: 3, X

Body: 2D

Fire Rate: 1

Fire Control: 2D (3D against targets at short range)

Range: 1-3/10/20 km

Blast Radins: 20 meters

Damage: 50

Game Notes: Shells In transit can be shot down by lager weapons
(this is Very Difficult). Shells remaln In the air {or one round for
every range band it crosses: | round for short range, 2 rounds for
medlum range, 3 rounds for long range. Shells are not especially

durable (they're intended to break up) and have a Body Strength
of only 1D,

Alliance 5P .9 Anti-Infantry Artillery

Vehicle

Golan’s self-propelled .9 artillery piece is not in
common use by Alliance forces, as they take up a great
deal of cargo space, but when it is needed it performs
decently. A practically identical weapon is used by the
Imperial Army.

m Alliance 5P .9 Anti-Infantry Artillery Vehide

Model: Golan Arms BP 9

Type: Modified antl-Infantry battery

Scale: Speeder

Skill: Blaster artillery {to fire), repulsorlift operations (to drive)
Crew: 1, gunners; 3
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Cover: Full

Ammo: Unbimibed
Costz 20, 00 (used)
Availability: 2, X
Body: 3D

Mowe: 21; 60 kmh

Fire Rate: &

Fire Control: 20

Fire Arc: Turret; front, leit, right
Range: 20-600/3/16 km
Blast Radina: i meters

Damage: 40
Alliance Speizoc v-188 Heavy Anti-
Vehicle Artillery Piece

The Alliance has several Speizoc v-188s, some liber-
ated, others purchased in the invisible market. This iz
one of the heaviest guns available to Alllance forces.
Most are deployed to secure warehouses, waiting the
outbreak of conventional war, some are in the field
with regular units in conventional theaters, A few are
in SpecForce service, for missions that require extra
punch. Stored units are usually not equipped with seli-
propulsion, but the field units have been mounted on
amodified Aratech 440 Super-Heavy Armored Chassis
(the name Is more impressive than the vehicle). These
440s have themselves been modifted, with repulsor
motivators added for increase mobility, targeting com-
puter upgrades, high-efficlency rechargers, and asepa-
rate fusion generator to power the gun.

m Alliance Speizoc v-188 Heavy Anti-Vehicle

Artillery Plece

Model: Alllance-modified Speizoc v-188 Penetrator
Type: Modified anti-vehicle gun

Scale: Speeder

Skill: Biaster artillery: anti-vehicle gun
Crew: 1. gunners: 8

Cower: Full

Amme: Unlimited

Cost: 70, 000 (as modified)
Availability: 3, X

Body: 30|

Move: 35; 100 kmh

Flre Rate: 1,2

Fire Control: 1D=1

Fire Arc: Turret; front, left, right
Range: S0-500/5/25 km

Blast Radias: 20 meters

Damage: T/5D 27302

Ammunition

“Ammo is cheaper than medpacs. Expending ammuni-
tion is preferable to expending medical supplies. "—
Combat survival advice.

Power Packs

Power packs are among the most standard items in
the galaxy. They vary little from system to system or
manufacturer to manufacturer. Soldiers can go from
world to world, and while the food, social customs,
terrain, climate, gravity, and atmospheric pressure
might be radically different, the blaster gas power

packs are comfortingly familiar. Power packs can be
used as currency in any back-world with periodic
contact with the galaxy. Credits have abstract and
fluctuating value, but power packs are always usable,

This high degree of standardization is for extremely
practical reasons: all manufacturers comply to Old
Republic-set standards in order to have equal access
to the market. Soldiers want to be able to have easy
access to blaster gas, If a blaster uses irregular stan-
dards, it fails in the market, Quality is less a factor in
this than one might think: tibanna spin-sealed blaster
gas Is more efficient than most other kinds, but is rare
and requires effort to re-gauge blaster systems. It is
accordingly not dominating the market, despite the
predictions of market analysts.

Power packs are refilled from blaster gas canisters,
able to hold up to 5, 000 shots worth of smallarms fire,
Filling an empty power pack iz automated and takes
only about a minute. Small-arms combat power packs
generally hold 100 shots, although some blasters are
modified to squeeze out extra power by igniting more
gas per shot. This is highly inefficient, requiring 400%
as much gas for a mere 25% increase in power.

m Blaster Power Packs

Model: Standard Blaster Power Pack
Scale: Character

Cost: 25

Avallabllity; 1

Damage: Per weapon
Game Notes: May be used [or any blaster in its class: blaster

pistol packs fit most blaster pistols, blaster rifle packs fit most
blaster rifles, etc.

m Dlaster Gas Canister

Model: Standard Blaster Gas Dispenser

Scale: Character

Cost: 1, 250

Availabillty: 2. Ror F

Game Notes: Vending port auwtomatically fills power pack in
about 10 rounds.

Slugs

Much less standardized than blaster ammunition,
firearm slugs are less effective and more expensive
than blaster shots, but still fairly deadly. They are
most commonly avallable on Industrial- and Informa-
tion-technology worlds.

m Slugs

Model: Various manufacture

Scale: Character

Cost: 25-100 per clip

Avuilability: Highly variable: 1, 2, or 3
Damage: Per weapon

Explosive Slugs

A reinvented and recycled idea for ages, explosive
slugs help mitigate the advantage armor has over
ordinary slugs. This sort of ammunition is commonly
used by Rebel units on less-advanced planets, where
firearms outnumber blaster weapons.
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Smoke Grenade
. Impact Grenade
Antigrav Field Mine
Thermal Detonator Thermal Well )
e —
m Explosive Slugs fairly stable substance and will usually explode only

Model: Alliance Manufacture Explosive Slugs

Type: Exploaive slugs

Scale: Character

Skdill: Demolitions

Cost: 50 {micronite for 10 slugs), 25 (phospha lor 10 casings)
Availability: 2, F or R (micronite), 1 (phospha)

Difficulty: Moderate

Damage: « |1 to slog’s damage against hard srmisr

Game Notes: The slugs work on any hard armor, including
siormiroopar Armor, adding « 1D to the basic damage of the
weapon. Sofl armor (armor that adds less than a full die of
protection) and ordinary tasus do not detonale the shogs, and
they do normal damaie

Explosives

“Imperials don't appreciate subtlety. Use more
defonite. "—Platoon sergeant to his demolitions tech.

“Five-second fuses are incredibly accurate .. .give or take
two seconds. "—Demolitions tech rule,

Most SpecTroopers are trained to set and detonate
explosives, but prefer to leave it to experts.

Detonite

Detonite cubes are fist-sized putty-like explosives.
Detonite is the most common high explosive on the
market, used lor every explosives job from civil engi-
neering to military demolitions. Modern detonite is a

when charged with electricity, high doses of radiation
or extremely energetic kinetic impact. Old detonite
destabilizes after a shelf lile of about 10 years and can
explode much more easily. Very small amounts of
detonite are occasionally used for pyrotechnic dis-
plays or precise explosions. These tiny charges are
sometimes referred to as micronite,

m Detonite

Type: Common detonite
Scale: Speeder

Sldll: Demaolitions

Cosk: 500 credits per cube

Availability: 2, B
Damage: |
Shaped Charges

Shaped charges are—as the name implies—explo-
sive devices that are molded In such a way as to focus
the brunt ol a detonation to maximum effect. Shaped
charges are particularly effective against extremely
hardened targets: starship hulls, armored garrison
walls and reinforced doors.

m Shaped Charges
Madel: Merr-Sonn Munitions Pre-shaped Detonite Charge

Type: Shaped charge
Scale: Speeder
Cost= 200 credits
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Skill: Demolitions

Availability: 2, R

Difficulty: Moderate

Damage: 1D per charge (plus bonuses)

Game Notes: Shaped charges are used to penetrate strong
bullding materials, such as duracrete, plastesl, and durelium
ships’ hulls, Successful use of a shaped charge Increases the
explogion’s damage =20,

Plasticene Thermite Gel

Thermite gel, a grey-white moldable substance, can
be used to burn through many materials, and is often
used to make improvised doors, Most Specs do not use
thermite gel, unless they have a great deal of demoli-
tions training.

m Plasticene Thermite Gel

Model: Gatrelliz Plasticene Thermite Cube

Type: Controfled pyrotechnic explosive

Scale: Character

SKill: Demolitions

Cost: 1, 000 credits per kilogram

Availability: 2, X

Damage: 20D for a full kdlogram; 2D per hundred grams

Game Notes: The gel can be lgnited by reimole relay. Thermite gel
can be shaped, molded, or stretched, and a full kilo can cover up
to 2 square centimeters. The gel burns for 3 rounds.

Detonite Tape

Detonite tape Is a plastic adhesive tape impreg-
nated with a detonite gel and packaged in 5-meter

rolls. The compound is highly stable and requires - .

intense heat or an electrical charge to detonate.
Detonite tape is use much like shaped charges, to open
hatches and hulls, but is more flexible and self adhe-
sive, D-tapeis alsoeasy tocut, and can be used in small
amounts to sever connections and cause precise dam-
age.

m Flex-5 Detonite Tape

Model: Merr-Sonn Munitions Compound Flex-5 Detonite Tape
Type: Adhesive explosive strip

Scale: Character

SEiN: Demalitions

Coat: 1, 5300 credits per 5 meters

Avallability: X

Difficulty: 10

Damage: 30

Grenades

Smoke Grenades

Smoke grenades were originally developed as non-
lethal explosives, ideal for sowing chaos among enemy
ranks. The BlasTech Nacht-5 smoke grenades (nick-
named "smokers"). The Alliance has modified several
cases of Nacht-5 grenades to release colored smoke:
red, green and blue. These are often issued to SpecForce
units to be used as low-tech, long-distance signalling
devices.

o Smoke Grenade

Model: BlasTech Nacht-5 dmoke Grenade
Type: Smoke grenade

Scale: Character

Cosk: 25 credits

Skill: Grenade

Hanges: 3-7/20/4(

Blast Radius: (-3

Damage: None

Availability: 2, B

{ame Motes: Relesses thick, obscuring smoke, which adds 20
to blaster shooter's difficulty.

Impact Grenades

Developed by an engineer who once had a delayed-
timer grenade lobbed back at him {which turned out to
be a dud), the BNO impact grenade is very handy for
sight-specific destruction. No stormtrooper ever tosses
back an impact grenade. The BNO is only used by
approved troopers and under certain circumstances—
the BNO must be thrown fairly strongly to detonate,
but if dropped against a hard surface it might be
instantly fatal.

m impact Grenade
Model: BN Impact Orenade
Type: Impact-activated grenade
Seale: Character
Skl Grenade: impact grenade
Cost: 150 credits (for a boo of three)
Availahility: 2
Range: 3-7/20/40
Blast Radius: 0-2/4/6/10
: BD/4D/ 302D
Game Notes: Grenade explodes only on impact,

Antigrav Field Mines

Handy for covering retreats and as nasty surprises
for patrols or convoys. Specs are fond of laying out a
mine field, pulling off 2 hit-and-fade attack, and retreat-
ing across the fleld with ground vehicles, hovercraft,
or animal mounts. When the repulsor-mobile Imperi-
als give chasze, they run into another trap.

m Antigrav Field Mines

Model: 2orofuuh XG Anti-Gravity Field Mine

Type: Light Repulsor Mine

Scale: Speeder

Skill: Demolitions: mines

Coat: 4(K) credits

Availability: 2. X

Blast Radius: 1-2/4/6/10

Damage: 60¢50/30/20

Game Nobes: Triggered by any repulsor field within three maters,
Moderate demoditions rollto disarm (fallure detonates the mine).

Thermal Detonators

Used as a military-engineering explosive, baradium
charges, commonly known as thermal detonators, are
highly effective but highly unstable, They are rarely
used for direct attack—too dangerous to the user.
Instead, the charges are primarily used for blasting
and other demolitions work. Only the extremely des-
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perate use thermal detonators as weapons. Since it is
so unstable (and popular as a terrorist weapon), pos-
session of baradium charges is illegal without a li-
cense, and illegal possession is a capital offense in
many systems. Tarascii (a subsidlary of BlasTech) is
one of the few explosives companies licensed to manu-
facture baradium. The Empire tries to keep a careful
watch on baradium distribution, but shipments do go
missing—even ships well-prepared to carry baradium
surrender to pirates when carrying the touchy mate-
rial. One stray shot could easily destroy both ships.

m Thermal Detonators

Model: Tarascii Explosives Thermal Detonator
Type: Baradium explosive device

Scale: Character

Skill: Demaolitions or Grenade

Cost: 2, 00 credits

Avallabllity: 2, B

Blast Radius: 0-2/8/12/20

Damage: D/EDSGIND

Game Notes; Mishaps—such aralling a* 1" on the Wild
Lir—indicate premature explosion,

Thermal Well

The Alliance is no more pleased to work
with baradium than anyone else, but often
finds the sabotage potential to outweigh the
risks. To minimize these risks, Alliance technl-
cians have developed a method of mixing the
baradium with stabilized ytterbium, resulting
in amuch denser material. The resulting stabi-
lized baradium ignites when energized, rather
than explode, The thermal reaction lasts for
several seconds and reaches temperatures of
several thousand degrees, hot enough to melt
through five meters of permacrete as the ther-
mal sphere sinks toward the center of local
gravity. This makes a much more suitable
sabotage weapon than a thermal detonator,
able to disable machinery without destroying
the saboteurs.

Thermal Well

Model: Alliance-manufactured Thermal Well
Type: Baradium melldown device

Scale: Character

Skilk: Demolitions

Cost: Mot for zale

Avallabillty; 4

Blast Radius: 0-1

Damage: 10D
Game Nates: Mishaps—sucharollinga “ 1" on the Wild

Die—indicates premature lgnition,

Luma Flare

Primarily used as an illumination device for
artillery, a marker for starfighter strikes, or a
rescue signal, luma [lares also serve as effec-

tive attention-getters and decoys. Inactivated luma
flares are half-meter long tubes housing one rocket-
propelled flare. Single-use, the flares effectively turn
dark night into bright daylight.

M Luma Flare

Model: Salaminl Chemical Munitions Model-3257

Type: Aerial illumination

Skill: Missile weapons

Cost: 1iK) credits

Avallabiliry: 2

Range: 5 kilometers vertical, 10 kilometers horizontal

Blast Radins 20 meters

Damage: A0

Game Motes: Maximum range for the loma flare is live kilometers
vertical and 10 kilometers horlzontal. The illumination lasts for
three minutes, and an area 300 meters in diasmeter 1z affected.
While not designed as a weapon, luma flares will cause 40D burn
damage to anyone within 20 meters of the detonation point,
Anyone within 3 meters of the detonation point and who is
looking directly at the detonation point must make a Difficult
Perception total or be blinded for eight minutes.

Jesery Bobdnson
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ecForce
rganizafion

“The key to SpecForce s fexibility is its unigue command structirre, a owing
virtually any composition of troops and equipment with minimum confusion
and friction. "—Excerpt from an Internal Alliance document,

"Never send a generalist to do an expert's job. "—Colonel Anena Seertay,
Alliance High Command Special Forces Regimental Marine Commander,
KIA during the Primtara Offensive.

Infroduction

“The Rank Rule! those who have the Rank make the rules. "—0Old military
bruism.

specForce generally [ollows the same organizational model as the rest
of the Alliance’s military assets, though SpecCom is given greater flexibil-
ity and autonomy than other branches of the service (largely to facilitate
SpecForce’s operational response time). SpecForce is broken down into
various elements: divisions, regiments, companies, platoons, squads, fire
teams, and taskforces,

Divisions

There are roughly 10 SpecForce divisions scattered throughout the
galaxy at any time, One division, the Command Division, is attached to
Alliance High Command at all times and has a representative regiment of
all specializations, A wilderness regiment is assigned to the actual Com-
mand Base, along with local SecForce units, specific unit types varying
depending on the terrain of the current baseworld. A SpaceOps regiment

-and HWS regiment is attached to the Fleet. The remaining regiments are
divided among the other Supreme Commands. Intelligence uses an Infil-
trator regiment and Pathfinder regiment, for example, while Starfighter
Command uses a mixed specialty regiment, doubling as support person-
nel and fighting forces. This division answers to General Madine, via
subordinate generals and colonels.

Five divisions are assigned more or less by region, some regiments
attached to Sector Commands on an ongoing, but not permanent, basis.
Other regiments are mobile from sector to sector, as operational de-
mands shift. These divisions answer to a general,

The rest are deployed as rogue divisions, mobile by regiments or
companies from command to command, sometimes attached to sector
commands, sometimes attached to other divisions. In theory, these
divisions and constituent units answer to whatever divisional general
they are currently assigned to, but are headed primarily by regimental
colonels.
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Divisions are made up of several regiments, gener-
ally one regiment of each specialist troop type, A
division should be able to call up a sizable number of
each kind of specialist, but attrition and transporta-
tion difficulties sometimes makes this a logistical chal-
lenge. Thus, a division theoretically has a minlmum of
eight regiments under its command.

Regiments

Regiments, like divisions, are primarily an account-
ing unit. They rarely see action as a unit, Regiments are
usually commanded by a colonel, although majors are
often in command as situations dictate, Regiments are
consistently numbered by type in each division (see
below). Regiments are made up of three to six compa-
nies, four being the norm.

A regiment is the pool from which operational
taskiorces are assembled. Once a mission is defined
and a taskforce commander assigned, the TC meets
withregimental commanders and hashes out the needs
of the mission. Regiments, companies, platoons, and
squads are then assigned to the mission as available,

Companies

A company is usually comprised of five platoons
and commanded by a captain or major. Companies are
usually the largest unit to see action. Functionally,
there are two kinds of companies: order companies
and taskforce companies.

Order companies (order of battle companies, or
OBCs) are administrative units, useful for keeping
track of assets, OBCs are made up of a single specialist
type, and rarely see action as a unit.

Taskforce companies (TFCs) are cross-attached with
other regimental order companies to comprise field
mission units. Such units are generally composed of
two or three platoons of a particular troop type (for
example, Pathfinders), with two or three other pla-
toons of mixed kinds rounding the unit out, Thus, the
company is referred to as a Pathfinder company, but
may include a number of other specialists.

In either case, companies are identified by a letterin
the aurebesh alphabet: Le. Aurek, Besh, Cresh, and
Dorn Companies.

Platoons

Platoons are made up of four squads, They are
identified numerically and commanded by a lieuten-
ant. Platoons are also cross-attached with other pla-
toons to match their missions and sent on missions as
small taskdforces.

Squads

A squad has five to fifteen troopers and Is com-
manded by asergeant. 3quads areidentified by color—
Red Squad, Blue Squad, Green Squad, and Gold Squad,
for example. There is no set method of assigning squad

colors and the designations change as needed,

Most squads are primarily of a particular troop
type, but can include cross-attached elements, most
often as an attached fire team. Any squad with a heavy
weapons detail, APC driver, Pathfinder point team, or
other inconsistent squad member has a cross-attach-
ment. These cross-attached squad members tend to
remain attached to their squad for morale and perfor-
mance purposes.

Fire Teams

A fire team is the basic tactical element of squad
maneuver, consisting oftwo to five troopers. Troopers
should not act in the field without fellow team mem-
bers, il possible. A fire team Is usually supervised by a
senior trooper, also called a first trooper in scandocs.

Taskforces

As mentloned earlier, SpecForce missions are per-
formed by a taskforce. A taskforce may include any-
where from a regimental-sized unit to several squads.
Most taskforces are company- or platoon-sized, A
taskforce is commanded by a taskforce commander, an
officer temporarily assigned to mission command. A
TC s selected purely on the basis of ability. There is no
ego involved—TC is not a coveted position. The TC is
ultimately responsible for mission success and every
mission is considered crucial to the advancement of
the Alliance's war.

Usually the TC is of a rank appropriate to the size of
the units involved. A platoon-sized taskiorce is typi-
cally commanded by a lleutenant. A company-sized
taskforce would probably be commanded by a captain
Or major.

Once selected, the TC requisitions however many
units of appropriate size are needed for the mission,
limited by the available force mix. There is no typical
taskforce mix. A taskforce may be made up of one
Pathfinder company. Another could be a SpaceOps
company with an Infiltrator squad. Another might be
as complicated as: two Pathfinder squads, one Infiltra-
tor squad, one Wilderness Fighter squad, one HWS
squad, one UCS company, and necessary additional
specialists,

D
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1st Regiment
SpecForce SpaceOps Regiment

“Never go into space with someone braver than you. "—
Conventional SpaceOps wisdom.

SpaceOps troops are space and shiphoard

SpecTroops, used for ship or station security, board-
ing actions, and spaceport landing assauits. Referred
to as “vacheads,” SpaceOps have a reputation for
thick-headedness and charge-ahead attitudes.
SpaceOps are trained to fight in close quarters and
in zero-g. They are typically armed with hand weap-
ons, pistols, carbines, and grenades. A few SpaceOps
units have access to armored
spacesults and battlesuits.

anm

2nd Regiment

SpecForce Pathfinders

"The easy way is always mined "—
Pathfinder observation.

Pathfinders make covert drops into
Imperial-held territory to perform dan-
gerous reconnaissance missions, clear
beachheads, and hold landing zones
until relieved. This sort of mission
must usually be performed by a fairly
small taskforce, perhaps a company
at most. If not relieved or retracted
this small force can be annihilated
| once the local Imperial forces have

regrouped.

The Pathiinder's secondary mission
is to scout for other Spec units in
ground operations. This mission is
also performed in small units, but at
least they have better backup if some-
thing goes wrong.

Pathfinders are typically equipped with blasters
rifles, grenades, and survival gear, They often also
field heavy weapons and repulsorcraft, in order to
apply sufficiently concentrated firepower, and travel
fast and light.

m SpecForce Pathfinders
Type: SpecForce Pathiinder
DEXTERITY 2D+2
Blaster JD+2, blaster: blaster rifle 4D-2, blaster artillery 30,
dodge 30, grenade 3D-1, vehicle hiasters 3042
ENOWLEDGE 2D
Allen species 3D, survival 30
MECHANICAL 1Ds1
Repulsaritft operation 2D-1

m SpaceQps Troopers

Type: Spectorce Spacelps Trooper

DEXTERITY ID+2

Blaster 30+ 1, brawling parry 3D. dodge 3D,
grenade 300 |, melee combat 4D meler com-
hat: zero-g 30+2

KNOWLEDGE 1D+ |

Survival 20, survival: space 1D
MECHANICAL 1D+2

Capital ship gunnery ZD+1. starship gun-
nery 20«1, powersuit operation 302
PERCEPTION 2D4+2

Command 3D-1. search 3D

STRENGTH 2D+2

Brawling 3D-2, stamina 20+1

TECHNICAL 1D

Capital ship repair 20, first ald 2D, security
20, space ransports repair 20

Character Points: Varies; typically (-5
Move: 10

Equipment: Blaster pistal (410, hlaster car-
bine (5I)), 2 grenades (500, space suit (+10D
physical, <2 energy), vibroknife (STR- 100

HULES OF ENGAGEMENT: THE REREL SPECFORCE HANDBOOK

Kty Falsinaam

0



h?? ; i Ry ,-"' - ___.' '|.- ¥ | I == 1 oy ;-..':'3:-__ _"‘.l_,’“."-':_l F _..: l.l-.-._ P §oe

= S cuni . ¥ l-’é E
M‘! 1T, l: FJ’ Y oa ";“-\--'h-' mﬂﬂhvﬂ} HHL‘-:IW ﬂ!ﬁ‘m#ﬂ E“ 1. :llp":'.l '.I
. =$IIIL Ml;m'iha{_ |'.rl H_‘?ﬂ ﬂﬂ‘! 148 rr:l!lil..ln.. : ri:‘“ tj-lc j%q;—ﬂm i]h‘r ﬂe*:ll. l“ ﬂ"t’-{" ||“ _.;-'il ! 1
‘-ﬁsﬁﬁﬂﬂwﬂﬁr'ﬂﬂﬁiﬂwdﬂl‘rﬁ."ﬁ e itz g oitapoua, Giagter, Rons. +-
t 1!1'-%#! L M T U I L ™ BN AN i p'ﬂ’ muj?m;t - - hx I
R~ ..,_,, iy iy e -ﬁr—aun s, gt 1SW SO0ty e
E: -1# "!I_ﬂ‘l 'T'“__T‘:? ;'*.;h.a.n 'I""'-!Ji:ﬂ":;'E;"n. |, combat resulsércridl, ¥ IMP;"'I" .
N J,._:u.h.a L Lipen: h.- b gl e e T o i ae-f hur
{‘ﬁﬁ Jmﬁaﬂr e Sl ‘T'ﬂj@mﬁﬁ; Ham w

¢ iy st rhw-:.m ’ sy Fepuia i 4!
I '.'-.; —x "J ,rr The Ir E:ﬁ‘.:r*rmi‘ _
3@%% L I - *'fmatE,L_h &1 W-&ﬂ i w'-alu.:x“_:ll.’f mpﬁ;:‘
oy o RPN 1 1' r-""-i-- : d 1 __—J |_,'J ’Lh# J_‘I i f {18
‘Specfores Urban Ca» Eﬂmhﬂi Spacialists ..afén-qx.n A et VA Wi T

I Ty : |

1 r"||"'|I
|

u!m‘n" T4 # g Y #
ﬂiu&?l ﬂrr.t%ﬂﬂ*-i- I ﬁ '- ! 11, LG -:,
= '!F!'P".-.-!'_-!'L"'""- ol
ﬂufﬂﬂr"’g& .Ltu: mfﬁ*fdﬂﬂﬂ-r&&“-" T Gt 30~ L.l A1 wrms T i
Wk PRSI el 4-5'!- Pﬂ¥d~¥' e g -_-:a--_;:i .ﬁ_lup:ﬁ.p.;itﬁl:!lr:#l--ilrrJr!-&
* 0o 3“:!“‘{‘;_ -:-4-.*;_ la."nﬂﬁ—ﬂ ”‘G*\'T' 1 e oD ene wg,h;:ﬂ,_ﬂﬂﬂﬂﬂ- L Oarpanting
r-ﬂil"l'ﬂ;h '!;F..}Ji'rr‘l-r‘-'- . .'“ T m-!lf;f' i:!i?‘hlé s
——fﬁﬂ#{%&?wzmwwmﬂh .fF'L-'TE'I :Lfm I“E—f’{% .—ﬁ‘? I:u?.;-.}l.% %;'lll!h@y E o [ I s Ll Brawi
BITT *1.- Fiy AT |1FM,|£&'_"& f:i.!w#mq r “1?_“' | :l i §
i! Vet KA ‘iﬂt‘r fitesh mmmﬁﬂ.im L5 s =Tt Lﬂs—f ,ﬂlu-.urﬂ.r?f'—;;;" -h% -:'II-f’-,!jl_!,L A
'r'llu I! 5 R : o m Y e R B e W R
- | i i

*{um'i LI.I'LH (L1 T Bty -”_

T s ST 3 "lé rf;Lé..'?rﬂer agtlEd cann Al - .'.- g - g i

Tl 57 WS ill_l‘l'l- i'J.I]I\LFI. L Py I_FII'IFIIHH BEFE luqull ld.l.'lul'llli":] “-"&.:-‘r‘,qf I“""- [ﬁ#”:_ﬂ Mﬂm‘ﬁr : c 1: ' i -

*tw}-r*fuﬂ-rﬂmwehn-ﬂmﬁl;-.ﬂ--rz-.{-dpqwhmﬁl e S R s e h o
et R R LI ﬁ}“:uw_.@;& fﬂpﬂv‘zﬂ. e M RS F' ; s

woridgaanth Tvte e R ity Ao ﬁmm'-‘rdﬂm'ﬂm'ﬂ o , P " s

w i ‘r:-ﬂﬁ:&h-ﬂh. I-,-t e bbs Imad aee il lemnd | [T f!'.i q_q;'l |“]:§H Iil..r-r' Wm fwmﬂ;‘“'m i :!':]”Ihﬁl ‘:"irﬁ'-"'
| by cityaprawiy Cotuscaim being e most futoel 2 ““""”f "Eﬁhﬁmm u'fh;f m‘ 78 550 78 7 Al T W.,jmgj et

) A RSO0 Ml e TP b b M i

Ferpc i T ol tre VEA F.h.u—.;l"' B B b L L caroliee 'ﬁhq‘ﬂlﬂﬂlﬂ _*"‘ z P LG R ¥ Sl Caghng -1“31:-*
=4 W S A PR ek i—d-“- gt « g‘““"i Wi vl sptn e SEtorres e dhandf v il 1 !
Yiall -F‘C&?Hn ml-t-l--'hm HEel iy hr P ek T ! exndd, ""‘t‘% Lorris % e et ol weiticd berrpidn "'Eu-na ]
.w.....&h_.. : h&ﬂ{“?ﬁh "‘]“'“’Eﬁ by ko ﬁ'l-u toy R EEnT s taln types that The wildemmess
PR L) h'l'l':_-.: H !.'I.-r.f‘l'l ..... = -
TR TR [LT ﬁ&,ﬁi;‘%‘ﬁ!‘:% ‘iﬁﬂm‘- 1"_:“”)“ ,: st hivm Y Ep LU Y

i "-'[” i “:.I i |luI T T T . 'Hfh-iu M H-f.!-"-*-ih-:_l* i ﬂ“iz-_ﬁ"
e et B i nernL .u"ﬂ.inmthﬂu ripgh e
i AT TR S T e g MR e b
nor il tarh el B -mm-;
“‘H‘r[* dll—‘!!- t-f-!x-!-um-‘ut-g Jd mas .sf‘q—i}ﬁmiu THIl

s I_..-‘

ARTL hga ell =

[*T'Fi“’i aH e j;-a 4:‘5 Al rtH'-F

' ylieeiliTe ' “* yere | ...H-!-‘LT' l!."h" ﬂll‘i‘l"ﬂ"i.‘.‘i m‘ra
it S it i VLRGeS a6 kT K 'w

g A

J'"rm": bases {0 rein Proc
.ﬁwiﬁ wumnmﬂ- nﬁmm*um.cm-

'%#ﬂg

ﬂ&\-‘ﬂ' [,sl,_.,.l.L -'i..u.l..,l|,ﬁ|,¥,






































































































































































’ Indiltrate a secret mpenal mstallation to rescue captured

Rebel spies, Steal prototype weapons lrom the heart of the f
Erpire, Sow confusion aned destroction behind eneimy lines. i
Perform missions thal other soldiers consider impossibile
“ Ritles of Enggovmiend gives vou all the inlormation [/
A A m 1|t"t1||LIH:HlJI.l."ﬁ|h.1f1|!1_1_‘1_.1l|||1.||ﬂ|1_h'.[[mlm:_ /
. & = Pelailed descriptions of the elite torces of the Einpirve. _"IF
1 H . *
e New weapons. equipment and vehicles. /
; 'S" * hew SpecForce character templales. - J
, v Dogens of optional rules that retlect the dan- )
verous nature ol hitand-tade combat E

‘l

* A guide 1o commando training ol SpecForce
iperational tactes.
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