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A long time ago in a galaxy far, far away -...

The New Republic has entered a period of relative

peace, rebuilding after the Empire’s unsuccessful bid for ;
dominance. Palpatine’s grip on thousands of worlds has ..,

weakened following the resurrected Emperor's defeat.
While Leia Organa Solo attempts to persuade new worlds to
) - :join the New Republic, Luke Skywalker begins his search for
. Jedi students to teach, and a place to teach them. s ik

But the Empire is restless. A new commander emerges
from the secret Maw Installation, an Imperial facility built for

the express purpose of the creation of superweapons.

. While the New Republic is forced to combat Admiral Daala '

and her plan to destroy Coruscant, Luke Skywalker must battle .
something even more dangerous: the spirit of a Sith Lord who £ )
plans to enslave Luke's students and bend the galaxy to his will ...
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Bl Chapter One
The New Republic

The State of the New
Republic

The New Republic has had a tumultuous
history since its inception seven years ago. It
has faced external threats in the form of Impe-
rial fleets, alien armadas, and ravaging pirate
bands which strike in isolated systems where
the New Republic can not yet establish a pres-
ence, It has had to contend with internal threats
no less real if not as immediately threatening —
bickering and feuding amongst senators, worlds
at the borders of the New Republic who give
sheltertolmperial ships, and the constant threat
ol sleeper spies lurking in the many chambers of
government on Coruscant.

Only recently has the New Republic become
stable enough to devote serious resources to
consolidating its power and reaching out to
establish diplomatic relations with worlds not
yet a part of the New Republic. Now that the
remnants of the Empire have fallen to fighting
amongst themselves, Mon Mothma has shifted
the main thrust of her foreign policy from Impe-
rial containment to establishing diplomatic ties
with neutral and pro-Imperial worlds. Dozens of
planetary systems are on the verge of joining
the New Republic, but need reassurance and
coaxing from skilled diplomats and negotiators
to ease their transition.

Mothma does not enjoy solid support for her
change in policy. Many members of the Inner
Council favor a continued push into Imperial
space while the Imperials are in disarray. They
argue that it would be much easier to divide and
conquer individual Imperial factions now than
face them as a united front in a year or so when
they have had a chance to regroup and fall in
behind a strong leader. This argument, champi-
oned by Garm Bel Iblis (among others), was a
very persuasive one which garnered a great
deal of support both in the Inner Council and the
Senate itself.

Mothma successfully argued that the New
Republic is entering a critical period in its his-
tory, in which it must stop reacting to the ac-
tions of external forces and begin charting its
own course, She assembled a coalition which
agrees that the time bought by beating back
Thrawn and the resurrected Emperor could be
better spent strengthening ties with non-aligned
worlds, Her coalition holds a bare majority in
the Inner Council, which is severely disrupted
when both she and Admiral Ackbar step down
from the Council, she to fight her illness, and he
to go in to self-imposed exile on Mon Calamari.
Leia Organa Solo successfully manages to keep
her agenda on an even keel, however,

Mon Mothma

Elegant and strong-willed, the auburn-haired
Mon Mothma has been one of the New Republic’s
guiding lights virtually from its inception as a
rebel government operating within the greater
Empire. She has an overpowering presence, and
is always the center of attentionin any room she
enters, Though charismatic, Mothma tends to
hold herself a bit apart from others.

As Chief of State for the New Republic, her
days are filled with the countless tasks demand-
ing the attention of the paramount leader of the
New Republic. She reviews economic plans and
reports from various governmental bodies,
meets with visiting dignitaries, maintains ties
with allies in the Inner Council and Senate to
ensure her initiatives are supported, manages
the recavery of Coruscant and other worlds
hardest hit by the Empire, and sees that New
Republic holdings are adequately protected.

By far her greatest task and responsibility is
strengthening the fledgling New Republic and
ensuring that it grows stronger with each pass-
ing year. To this end, she begins an aggressive
program of establishing ties with neutral worlds
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A Paradigm Shift

Address to New Republic Senate
Mon Mothma, Chief of State

My Dear Fellow Beings,

Once again, we emerge from a galactic
conflict with the remnants of the Empire:
we are bloodied and battle-weary, and
yet we are victorious. The effort to re-
claim — and now rebuild — Coruscant
has been an arduous journey.

Though we have a great deal of work
ahead of us in rebuilding our capital, we
have a still greater task in rebuilding
ties with former allies and forg-
ing new alliances with the
thousands of neutral
worlds which have vet to
choose a New Republic
or Imperial affiliation.

This will be a tremen-
dously difficult task.

What world will desire
to throw its lot in with us,
when the Empire is still at
large? When we cannot even
hold our capital, who has faith
that the New Republic can protect
them from Imperial assault should they
ally with us? The sad fact is that the
Imperial threat is far from eliminated. As
long as the Empire maintains a partial
hold in the Core, we may expect addi-
tional military challenges in the years to
come.

However, our NRI analysts expect no

immediate attacks. Deprived of strong
leaders, the Imperial enclaves have fallen
to bickering and fighting amongst them-
selves. As long as their energies are
turned inward, we are afforded an oppor-
tunity to shift our focus from a military to
a diplomatic paradigm.
We shall therefore cease our offensive
against the Empire for a time, and
concentrate on bringing more
worlds into the New Repub-
lic. We must begin restor-
ing relationships with the
worlds in the more re-
mote sectors, many of
which have languished
since losing the protec-
tion of the Empire. Every
world we bring into the
New Republicfold is aworld
we deny the Empire.
This effort will require a great
deal of planning, and will demand a
great deal from our diplomacy corps.
Minister Organa Solo shall head this ini-
tiative, acting as my direct representa-
tive. | am asking for the support of the
Senate in enacting this new policy, and
hope that you will join me in welcoming
new worlds into our republic.
May the Force be with you.
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Inside the Inner Council

The Inner Council is the executive branch The High Command
of t.he New Republic. The Chief of State is During the days of the Rebellion, the Alli-
elected by the Senate, and serves as the  ance High Command was responsible for di-
Speaker of the Senate. She fills her ministries  pectly setting overall strategy, and oversee-
as she sees [it, She may create as many min-  jng nearly every facet of the Rebel military.
istries as she likes, but the Senate is granted Since reclaiming Coruscant, the High Com-
the'nght by the New Republic Char_!er 10 mand has changed to allow more flexibility in
place as many of its own members in the dealing with a crisis. Essentially, the High
Inner Council as there are ministers. The  Command acts as an advisory board to the
Chief of State may replace ministers at any  ChjefofState, as well as providing instruction
time, but she has no power to appoint or 554 guidance to the New Republic’s Supreme
dismiss Senate representatives. Allied Commanders.

Most executive decisions are made by The High Command is the hand-picked
straight vote, which gives the Senate the  capinet of Inner Council members who com-
ability to greatly influence proceedings  prigethe Chiefof State’s inner circle. Because
(though the Chief of State_always has the  {he New Republic has been engaged in armed
power to break ties). In time of war, the  cqnflict since its inception, the military has a
Senate may grant the Chief of State special significant presence in the High Command.
emergency powers which allow her to act The following people are some of the key
without approval of the Inner Council. To  pembers of the High Command at the time
prevent such HOWexs from being abused, the  that Coruscant first learns of the Sun Crusher
New Republic Charter places restrictions re- 414 Maw Installation.
garding their use.

Thesize and of the Inner Council varies from Mt_]" Mothma, Chigh of State
year toyear as the Chief of State and Senate add Leia Organa Solo, Minister of State
or phase out positions, and occasionally posi- Admiral Ackbar, Minister of Defense
tions change and members are replaced. General Crix Madine, Minister of the Army

During Admiral Daala's campaign, the New
Republic is in a “transitional” form; it is likely General Jan Dodonna, Executive Advisor
that the structure of the New Republic will General Carlist Rieekan, Military Advisor
change considerably in the future, to reflect Senator Garm Bel Iblis, Senate Representative
the needs of the time.

\. J

by sending out numerous diplomats to forge
relationships, develop cooperative development
programs, and establish embassies. She places
a particularly high value on courting pro-lmpe-
rial worlds such as Carida, since she sees them
as being the greatest resistance points to New
Republic reunification.

Though Mothma has traditionally been some-
what cool toward Leia due to ideological differ-
ences between herself and Leia’s [oster father
Bail Organa, she comes to rely more on Leia
when Furgan's nano virus attacks her body. As
she weakens, she delegates more of her duties
to others. Ultimately, she turns her office over
to Leia, with the support of the Inner Council,
because she feels her sickness has made her
appear weak in the eyes of the New Republic.

= Mon Mothma
Type: New Republic Chiel of State
DEXTERITY 3D
Blaster 3D+ 1*, dodge 4D*
KNOWLEDGE 4D
Alien species 90+2, bureaucracy 12D, bureaucracy: New

Republic Inner Council 13042, bureaucracy: New Repub-
lic Senate 12D+2, cultures 11D, intimidation 7D, lan-
guages BD, planetary systems 9D, survival 7D, value 6D,
willpower 8D

MECHANICAL 3D

Astrogation 5D, beast riding 3D+ 2, communications 5D+2,
repulsorlift operation 4D-1, space transports 4D,
starfighter piloting 4D

PERCEPTION 4D

Bargain 11D, command 10D, command: New Republic
bureaucrats 100+2, command: New Republic soldiers
11D+1, con 9D, gambling 6D, hide 6D+2, persuasion 8D,
persuasion: debate 10D.2, persuasion: oration: 11D«1,
search 7D, sneak 4D+1*

STRENGTH 2D

Stamina 3D+ 1*, swimming 2D+2*

TECHNICAL 2D

Computer programming/repalir 60, droid programming
5D, droid repair 4D, first ald 7D, security 5D+ 1, starfighter
repair 2D« 1

Force Points: 5

Character Points: 10

Move: 8*

Equipment: Comlink, datapad

* Note: Some skills have been lowered to reflect aging
and lack of use. All of these stats represent Mon Mothma's
skills and abilities at the onset of her illness. Most skills
drop considerably as her illness progresses.
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Nano viruses are artificially created mi-
crobes which attack a victim's body as a
virus, dismantling the cells one nucleus at a
time. They can be administered orally or by
physical contact, and have a gestation that
can beas short as one to five days, depending
on the design.

Once contracted, nano viruses are exceed-
ingly difficult to stop before they completely
ravage the victim's body. Total immersion in
a bacta tank can delay the onset of the dis-
ease, but is ineffective in purging the body of
the viruses themselves. In the space of a
month or two, the victim grows less and less
active, and finally slips into a coma and dies.

Fortunately for the galaxy at large, nano
viruses are extremely difficult and expensive
to develop, though the technology for creat-
ing them has been around several centuries.
Designing a virus requires a large and well-
equipped suite of laboratories, a staff of highly
specialized nano-scientists, and several
months of extremely expensive development
time. Genetic samples from the target person
are also required.

As high as they are, the research and de-
velopment costs would likely be negligible
for most organizations which routinely em-

\

Nano Viruses

ploy assassination as a business tool but for
one key factor — each specific strain of the
virus must be custom-designed to attack the
genetic structure of each individual victim.
Otherwise, the nano virus becomes a tool of
indiscriminate murder, only useful as a
weapon of mass destruction—aweapon that
can turn on those who wield it. A virus de-
signed to attack one person would be ineffec-
tive if used on another. '

Few organizations possess the means, the
need, and the will to use such horrible tech-
nology on a person-by-person basis, and those
that do usually favor less complicated and
more direct methods of eliminating competi-
tors and obstructions. Still, the nano viral
solution can be useful under certain circums-
stances, such as if a well-heeled assassin
desires toeffect amysterious and slow death,
Nano viruses are extremely difficult to detect
if the medical staff doesn't know exactly what
to look for, and few doctors and medical
droids are trained to look for the subtle signs
of anano virus at work, sinceitis soveryrare,

Nano virus technology was developed by
human researchers, and thus far can only be
used on other humans, and some near-hu-
man species.

Admiral Ackbar

As Minister of Defense, Admiral Ackbar is
responsible for the military forces of the New
Republic. This is a lonely, high-pressure job,
and Ackbar has been shouldering it for a long
time. He finally breaks after he crashes his B-
wing into the Cathedral of Winds on Vortex
(due, unbeknownst to him, to sabotage by his
aide Terpfen).

Guilt-ridden, and believing his clumsy pilot-
ing is to blame for the disaster, his only desire is
to fade from sight and be forgotten. He resigns
his commission and retreats to Mon Calamari.
There he retires to a childhood retreat out in the
seatree beds and devotes his time to performing
geological studies in an attempt to determine
whether the recent Imperial attacks have dam-
aged the planetary crust.

When Daala attacks Mon Calamari, Ackbar
comes out of his funk and rallies the Mon
Calamari forces. His victory enables him to re-
deem himself in his own eyes, and reminds him
that he is not the sort of person who can run
from his failures and problems. However, he

resolves to stay on Mon Calamari.

When Leia travels to Mon Calamari to enlist
Ackbar’s aid in rescuing Winter and Anakin from
Furgan, he drops everything to help. He rapidly
recruits the most loyal members of his salvage
crew on Reef Home City, and rounds up a ship
from Mon Calamari’s orbital defense fleet.

After engaging and driving the Vendetta away
from Anoth, he accompanies Leia and the Mon
Calamari commando team down to the surface,
where they recover young Anakin Solo and slay
Furgan.

Akbar prevents Terpfen from killing himseli,
and tells his subordinate that he cannot take the
easy way out of atoning for past misdeeds — he
must work to repair them. He realizes, at the
same time, that he himself cannot run away
from his own duties and responsibilities.

= Admiral Ackbar
Type: Mon Calamari Admiral
DEXTERITY 3D
Blaster 5D+2, blaster artillery 4D+ 1, dodge 4D+1, melee
combat 5D+ 1, missile weapons 4D+ 1, missile weapons:
power harpoon 5D+ 1
KNOWLEDGE 3D
Allen species TD+1, bureaucracy 8D+1, bureaucracy:
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New Republic Senate 8D+2, cultures 5D, intimidation
5D+ 1, languages 6D, planetary systems 8D, scholar: Mon
Calamarl marine geology 4D+1, survival 4D, survival:
ocean/undersea 6D4+2, tactics: capital ships 9D+1, tac-
tics: fleets 8D+ 2, tactics: starfighters TD+1, value 5D+2,
willpower 6D

MECHANICAL 3D+1

Astrogation 8D, capital ship gunnery 7D+2, capital ship
piloting 8D+1, capital ship piloting: Mon Calamari battle
cruiser 10D, capital ship shields 6D+1, repulsorlift opera-
tion 3D+ 1, repulsorlift operation: submersible 4D+ 1, sen-
sors 5D+ 1, spacetransports 5D+ 2, starfighter piloting 7D
PERCEPTION 2D+1

Bargain 7D, command 9D, command: Mon Calamari crew-
men 12D, hide 4D+ 1, persuasion 6D, search 5D+ 1, sneak
4D.2

STRENGTH 3D

Lifting 40, stamina 6D, swimming 8D+2

TECHNICAL 3D+1

Capital ship repair 5D+1, capital ship weapon repair
43+2, computer programming/repair 4D+ 1, droid pro-
gramming 4D«1, first aid 4D+1, first aid: Mon Calamari
aD+1, repulsorlift repair 5D+ 1, security 7Ds1

Special Abilities:

Moist Environmenis: When in moist environments, Mon
Calamari receive a + 10 bonus to all Dexterity, Perception
and Strength attribute and skill checks.

Dry Environments: When in very dry environments, Mon
Calamari seem depressed and withdrawn. They suffer a
-1D penalty to all Dexterity, Perception and Strength at-
tribute and skill checks.

Force Points: 3

Character Points: 15

Move: 10

Equipment: Comlink (wired into the HoloNet ), datapad,
military dress uniform, standard military uniform

Leia Organa Solo

Princess Leia Organa Solo has seldom been
so busy. In the first few years of the provisional
New Republic government, the fledgling gov-
ernment was concerned primarily with contain-
ing Imperial forces while it established itself on
Coruscant. Leia's duties as Minister of State for
the New Republic, the government's second-
highest-level diplomat, mainly consisted of me-
diating between the various member worlds of
the former Rebel Alliance, and establishing
embassies on pro-New Republic worlds.

Now that Mothma has shifted policy tactics
away from direct confrontation with Imperial
forces toward wooing neutral and pro-Imperial
worlds into the New Republic, Leia finds herself
busier than ever, especially when Mothma's
advancing illness forces her to put more of her
duties on Leia. Ultimately, Mothma sees that
Leiais appointed Chief of State in her place. Leia
is not sure she wants the job, but agrees for the
sake of the New Republic to take on the heavy
responsibility of representing the New Repub-
lic.

Leia's busy professional life leaves her very
little time for her family, which she finds dis-
tressing. She does what she can to make time for

SRR

her husband and children, but events constantly
conspire against her. She is overjoyed at having
Jacen and Jaina home again, but finds that she
has grown much more protective and fearful for
them now that they are near,

She feels guilty for not devoting more time to
her Jedi training, but it takes a definite back seat
to her professional duties and family time. Luke
has said nothing, but Leia knows that he worries
about her lack of progress. Perhaps by way of
apology, she personally takes on the task of
selecting a location for Luke's Jedi academy,
despite her full schedule.

m Leia Organa Solo
Type: Minister of State
DEXTERITY 3D
Blaster 90, blaster artillery 4D+1, brawling parry 5D+2,
dodge 8D, grenade 4D+ 1 lightsaber 5D+ 2, melee combat
6D+2, melee parry 6D+ 1, running 5D, vehicle blasters 4D
KNOWLEDGE 4D
Alien species 8D, bureaucracy 9D+2, bureaucracy: New
Republic Inner Council 10D, bureaucracy: New Republic
Senate 10D, cultures 9D+ 1, languages 7D+2, law enforce-
ment 7D+ 1, planelary systems 9D-1, streetwise 7D, sur-
vival 8D, value 6D+1, willpower 7D+2
MECHANICAL 2D+2
Astrogation 5D, beast riding 4D+ 1, communications 5D+ 2,
hover vehicle operation 3D+2, repulsorlift operation
5D+1, sensors 4D+2, space transports 3D+ 1, starfighter
piloting 6D, starship gunnery 6D+1, starship shields
5D42
PERCEPTION 3D+1
Bargain 7D, command 11D, con 6D, gambling 5D, hide 7D,
persuasion 90, persuasion: debate 11D, persuasion: ora-
tion 11D+2, search 6D, sneak 7D+ 1
STRENGTH 3D
Brawling 4D+ 2, climbing/jumping 5D+1, stamina 7D, swim-
ming 50+1
TECHNICAL 2D
Computer programming/repair 402, demolitions 3D+ 1,
droid programming 50, first aid 7D, security 6D, space
transports repair 4D+ 1
Special Abilities:
Force Skifls: Control 50+ 1, sense 4D+ 2, alter 3D
These are only some of the powers that Leia has demon-
strafted:
Control: Absorb/dissipate energy, control pain, resist
stun
Sense: Danger sense*, lite detection, life sense, magnify
senses, receptive telepathy
Alter: Telekinesis
Control, Sense, and Alter: Force harmony**
* Described in The Thrawn Trilogy Sourcebook
“* Described in Dark Empire Sourcebook,
This character is Force-sensitive
Force Points: 4
Character Points: 14
Move: 10
Equipment: Lightsaber (50), comlink, datapad, hold-out
blaster (3D).

Han Solo

Han Solo, who at one time teased his old
mentor Roa about settling down and “going
respectable,” finds that these days Roa has had

10
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the last laugh. Han doesn't
necessarily enjoy the frip-
peryand formality of State
dinners and the cloying
false friendships which
come with being the hus-
band of the Minister of
State of the New Repub-
lic, but Leia and the chil-
dren are worth all of the
minor inconveniences
and annoyances, He may
have lost some of the in-
dependence and freedom
ofasmuggler captain, but
he has gained so much
more,

Not that his wayward
past doesn’t occasionally
come back to haunt him,
Now that Han has such a
high profile, old friends
and enemies are con-
stantly reappearing to re-

new acquaintances and

even old scores. When he travels to Kessel as a
representative of the New Republic, he runs
afoul of one of these old acquaintances, an
amphibian named Moruth Doole. Doole once
betrayed Han to the Imperials, which forced
Han to dump an entire shipment of spice, and
subsequently led to his falling out with Jabba
the Hutt. Doole, who has his own reasons not to
love Han, imprisons Solo and Chewbacca in the
spice mines of Kessel,

While in the mines, Han encounters a young
man named Kyp Durron. As Roa took Han under
his wing, Han in turn befriends Kyp and forges a
mentor-like bond with the young man. He is
determined to see that Kyp gets ataste of the life
that has been denied him up until now, and the
two spend a lot of time together on Coruscant
before Kyp leaves to join Luke on Yavin Four.
When the Sith-maddened young man begins his
one-man crusade against the Empire with the
Sun Crusher, Han successfully uses his bond
with him to bring Kyp back from the edge of the
abyss.

m Han Solo
Type: Smuggler
DEXTERITY 3D+1
Blaster 80+2, blaster: blaster rifle 5D+1, blaster: heavy
blaster pistol 10D+ 1, blaster artillery 6D+1, brawling
parry BI, dodge 8D+2, dodge: energy weapons #1042,
grenade 6D+ 1, melee combat 6D+ 1, melee parry 5D+ 1,
missile weapons 6D+ 1, pick pocket 50-2, running 5042,
thrown weapons 50+ 1, vehicle blasters 6D |

KNOWLEDGE 2D

Alien species 7D, bureaucracy 7D, business 60, busi-

ness: smugklers 70+2, cultures 6D-1, intimidation 8D

languages 6D, law enforcement 6D, planetary systems
8D, streetwise 9D, streetwise: Jabba the Hutt's organiza-
tion 10D-<1, survival 8D, value 6D, willpower 60+2
MECHANICAL 3D+2

Astrogation 9, beast riding 5D+ 2, beast riding: Tauntaun
610, capital ship gunnery 60+ 2, capital ship piloting 8+ 2,
capital shipshields 6D+ 2, communications 50+ 2, ground
vehicle operation 5D+ 2, repulsorlift operation 8D+ 1, sen
sors 6D, space transports 8D, space transports: YT-1300
transports 12D, starfighter piloting TD.2, starship gun-
nery 90, starship shields 7D+ 1, swoop operation 8D+2
PERCEPTION 3D

Bargain 8D+ 1, command 8D, con 8D« 1, forgery 5D, forg-
ery: ships 1Ds 7D, gambling BD+ 2, hide 8D+ 2, persuasion
GD-2, search 6D-1, sneak 6D

STRENGTH 3D

Brawling 7TD+2, climbing/jumping 6D, lifting 50- 2, stamina
B, swimming 4D+2

TECHNICAL 2D+2

Blaster repair 5D, compuler programming/repair 7D=«1,
demolition 6D+ 2, droid programming 6D+ 1, first aid 3D-2,
ground vehicle répair 5D+ 2, repulsorlift repair 7D, secu-
rity 7D+ 1, space transports repair 7D+ 2, space transport
repair: YT-1300 transports 90-2, starship weapons re-
pair 5D

Force Points: |

Character Points: 10

Mowve: 10

Equipment: Modified heavy blaster pistol (5D+2), comlink

Jacen and Jaina Solo

Jacen and Jaina are feisty, strong-willed two-
and-a-half year old twins with well-defined fea-
tures and dark brown hair.

They have spent very little of their young
lives in the company of their parents, having
lived in remote secret locations to prevent Im-
perial agents from kKidnapping them. Not sur-
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prisingly, they view Winter more as a mother-
figurethan Leia, since the serious woman has all
but raised them. '

The Forceis strong in the Solo twins, and they
have already demonstrated a crude ability to
manipulate objects from time to time. They
seem to share a kind of psychic link, speaking in
half sentences to each other or somehow com-
municating in complete silence.

The twins are strong-willed children, and
take a lot of discipline to control. Winter and
Leia established early on who was in charge, but
whenthetwins areleftin the hands of Chewbacca
and C-3PQO, it is only a matter of time before
something goes horribly wrong.

It doesn't take long. Jacen and Jaina steal
away from the two guardians, and embark on a
series of adventures in the wilderness of
Coruscant's Undercity. Fortunately, between
their fledgling Force skills and the aid of King
Daykim, they emerge unscathed, and are re-
turned to their parents none the worse for wear.

Leia and Han bring the twins with them to
Yavin Four when they rush to Luke's side after
Kyp places him in a Sith-induced coma. They
immediately demonstrate a sensitivity for de-
tecting the non-corporeal presences of Exar
Kun and Luke in the complex, and play akey role
in protecting Luke from the Sith Lord’s attacks
on Luke and the others.

Anakin Solo

Baby Anakin isn’t quite old enough yet to get
into much trouble, though he causes plenty of it
by virtue of his heritage. He has already demon-
strated that he is strong in the Force. Even as an
unborn child he helped his mother and uncle
defeat the reborn Emperor, and he acts again to
defend himself and his family when Furgan
threatens him— by compelling a power droid to
deliver a mild shock to Furgan, which provides
just enough of a distraction to allow the Mon
Calamarians to rescue him. As far as Luke can
ascertain, Anakin's grasp of the Force is purely
reflexive at this stage in his life.

Chewbacca

Chewbacca had already lived nearly two cen-
turies when he was enslaved by the Empire. He
learned to hate both the Empire and his chains
while in forced captivity, and extended a life-
debt to Han Solo when the young Imperial of-
ficer freed him.

Since that time, he has stuck close to Han,
gradually guiding him toward a more stable
lifestyle and a more respectable line of work. It
took years of patient effort, but now Chewbacca
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considers his work just about done, as he smugly
reminds Han when the human gets particularly
cocky. Not that he shows any signs of leaving
Han — the man bears constant watching, in
Chewie's opinion.

Chewbacca bears many psychological scars
from his time as an Imperial slave, scars which
have never completely healed. These scars have
recently been cruelly reopened by his experi-
ences on Kessel and in the Maw, though he takes
pains to hide this from his friends. On both of
these occasions, faced with slavery, he seri-
ously considers fighting to the death rather
than submit again. Only his concern for Han
prevents him from entering a berserker rage
and taking out as many of his enemies as pos-
sible before dying.

While a prisoner in Maw Installation,
Chewbacca meets a small band of broken
Wookiees who have toiled for over a decade
under a sadistic slave driver. He promises both
himsell and his fellow captives that he will see
them free. After escaping with Han and Kyp,
Chewbacca makes this promise his personal
mission in life.

With the support of Wedge Antilles and Han
Solo, Chewbacca successfully convinces the
Inner Council to send a rescue and occupation
force back into the Maw to free the Wookiees.
His proposal flounders at first, but makes imme-
diate headway when he points out that the New
Republic cannot risk leaving Maw [nstallation
unmolested as long as there is a chance that it
might be used as a platform to devise weapons
which might be deployed against the New Re-
public,

He accompanies the SpecForce team which
is assigned the task of taking the Maw Installa-
tion and frees the enslaved Wookiees. When
Daala's forces return to the Maw during the
mission, Chewie leads the now-freed Wookiees
in an attack in the Installation's own assault
shuttles, with some atypically useful help from
C-3PO.

m Chewbacca
Type: Wookiee
DEXTERITY 2D+2
Blaster 7D, bowcaster 10D, brawling parry 8D+ 1, dodge
7D, grenade 5D+1, melee combat 8D, melee parry 8D,
vehicle blasters 7D
KNOWLEDGE 2D
Alien specles 7D+1, bureaucracy 4D+2, business 5D+ 1,
cultures 3D+2, languages 6D, planetary systems 8D,
streetwise 7D, survival 7D+2, value 8D
MECHANICAL 3D
Astrogation 8D+ 2, beast riding 4D, communications 5D+ 1,
repulsorlift operation 7D+2, sensors 7D, space trans-
ports 8D 1, space transports: YT-1300 transports 11D+2,
starship gunnery 8D+ 1, starship shields 7D, walker op-
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eration: AT-ST 4D.2

PERCEPTION 2D

Bargaln 5D+ 1, command 50+ 2, gambling 5D+ 1, hide 4D« 2,

search 4D+ 1, sneak 4D 2

STRENGTH 5D

Brawling 11D, brawling: martial arts 6D, ¢climbing/jump-

ing 8D, lifting 11D, stamina 10D, swimming 7D

TECHNICAL 3D+1

Blaster repair 5D+2, bowcaster repair 6D, computer
ing/repair 9D, demolitions 6D, droid program-

ming 8D, droid repair 7D-2, first aid 5D+ 1. repulsorliit

repair 7D+ 1, security 7D+ 2, space transports repair 11D,

space transports repair: YT-1300 transports 12D.2

Special Abilities:

Brawling: martial arts: Chewle learned the rudiments of
the Noghri martial arts style. He gets +2D to brawling
when fighting somebody without this specialization and
causes Strength + 1D+ 2 damage. See page 94 of the Dark
Foree Rising Sourcebook lor more information.
Berserker Rage: Chewie gains + 2D to Strength when brawl-
Ing In berserker rage. See page 137 of Star Wars: The
Roleplaying Game, Second Ediion and page 124 ol Star
Wars Gamemaster Handbook.

Climbing Claws: +21) to climbing.

Force Points: |

Character Points: 10

Move: 11

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

Winter

Winter has long been a friend and confidante
to Leia, and her most trusted aide and servant,
When the Solos realize what tempting targets
their children pose to Imperial schemers, they
immediately turn to Winter. When the base on
New Alderaan is penetrated by the resurrected
Emperor's agents, Winter, Luke, and Ackbar
establish a secret base on the fractured world of
Anoth. Winter serves willingly as nanny and
protectress to the Solo children in their years in
hiding. She dearly loves her charges, and fiercely
protects them with her life.

Her duty is not without sacrifice, however.
The life of an exile is a lonely one for someone
who has only infants for company. Winter looks
forward to the few visits Han, Leia, and their
close circle of family friends can make to the
remote world with great anticipation. When the
twins leave Anoth to rejoin their parents, she
becomes very depressed, though she rarely
shows any trace of emotion. She is also greatly
disappointed when Ackbar declines her invita-
tion to visit for awhile after he resigns from the
Inner Council.

Winter faces the Imperial intruders alone
when Furgan invades to steal away Anakin Solo.
She takes out a number of the Imperial MT-AT
“spider” walkers using the automatic defenses
of the base, and then lies in wait inside, so that
she can lead the invaders on a chase through
the interior. She successfully leads the pursing

stormtroopers into the depths of the station,
and into the dim computer core chamber. There
she unleashes the room’s hidden occupants on
the stormtroopers — assassin droids. Fortu-
nately, Leia and the New Republic arrive with
reinforcements before Furgan's remainingforces
can overpower her,

m Winter

Type: Councilor Aide

DEXTERITY 3D+1

Blaster 5D+2, blaster: hold-out blaster 7D+ 1, brawling
parry 4D+ 1, dodge 6D+2, grenade 4D+ 1

KNOWLEDGE 4D

Alien species 6D, bureaucracy 6D, bureaucracy: New
Republic Inner Council 7D+2, cultures 5D, cultures:
Alderaan royalty 9D, Imperial supplies 61, languages 7D,
planetary systems 70, streetwise 503, value TD+1, will-
power 6D

MECHANICAL 2D

Beast riding 4D, communications 5D« 1, repulsorlift op-
eration 3D, sensors 4D+ 2, space transports 50, starfighter
piloting 3D+ 1, starship shields 30D-2

PERCEPTION 3D+1

Bargain 61+ 1, bargain: military supplies 8D+ 2, command
4D+1, con 7D+1, forgery 5D-2, hide 6D+2, persuasion
5D+1, search 4D-2, sneak 5D-1

STRENGTH 2D+2

Brawling 30, stamina 4D+2, swimming 40)+2
TECHNICAL 2D+2

Computer programming/repair 4D+2, drold program-
ming 40, first aid 4D+2, security 7D+1

Special Abilities:

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

Force Polnts: |

Character Points: 15

Move: 10}

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

R2-D2

Artoo-Detoo has spent most of the last de-
cade at the sicle of Luke Skywalker, and has been
in more adventures than any one droid has a
right to be. Small wonder, then, that he decided
that a quiet week or so in the relatively sedate
environs of the Imperial database center would
do him some good. At Luke's behest, he combs
the Imperial databases in search of potential
candidates for Luke's Jedi academy, while Luke
goes on to check a few leads of his own.

He and Threepio accompany Lando on a trip
to Umgul to check on one lead that he turns up,
The lead turned out to be a dead end, but Artoo
does help Lando land a million credit reward,
for which Lando is no doubt grateful.

When Luke returns from his journeys, Artoo
resumes his duties of keeping a watchful eye on
his master. He accompanies Luke and Lando to
Kessel, and guards Luke's defenseless body on
Yavin Four after Kyp places him in a Sith coma.
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A Change of Command

“The Admiral will see you now."

Wedge nodded to the young ensign. She
looked tired. He looked around the central
corridor of the Headquarters Frigate. Every-
one looked tired. And defeated. He stood,
slowly smoothing his uniform. The deck plates
thrummed as one of the main engines coughed
— it had been damaged during the escape
from Coruscant,

Wedge stepped into the Admiral’s office,
and remained respectfully by the door wait-
ing to be acknowledged. Admiral Ackbar stood
looking out of his window at the knotted
swirling maelstrom of hyperspace. He turned
with a rasping sigh, his hands thoughtfully
stroking his chin tendrils. His glassy eyes
swiveled in their sockets to focus on Wedge.

“Please make yourself at home, Com-
mander.” He waited for Wedge to seat him-
self, and then sat down himself. “ have read
your report. You and Rogue Squadron are to
be commended for your work in covering the
evacuation of Coruscant.”

“Thank you, sir."

“I did not bring you here to offer congratu-
lations, however.” Ackbar bowed his domed
head. “The Imperials have done their work
well. By launching their sneak attack while
wewere celebrating our victory over Thrawn,
they caught many of our military leaders in
the review stands at the parade grounds.
Between the first wave of attack, the ensuing
battles, and the evacuation, we have lost over
60 percent of the Army’s command staff. The
upper hierarchy has been severely disrupted.
We still have majors and colonels aplenty,
but above that ... You must understand that
this information has yet to be made public.”

Wedge gasped. He had heard that some of
the Army divisions had lost commanders,
but he had had no idea that the situation was
so serious. “That news is going to decimate
morale,” he said. “Generals Rieekan and
Madine must be going out of their heads
trying to dig up replacements.”

Ackbar nodded. “We are, of course, pro-
moting as many from the lower commissioned
ranks as we can, and General Madine is taking
steps to recall officers from other posts and
worlds. I'm sure they are able commanders,
but many of our best COs, even those sta-
tioned on other worlds, had traveled to lImpe-
rial City for the victory celebrations.” He
sighed again and fingered a small coral sculp-
ture on his desk. “The bottom line is that the
Army’s leadership has suffered a grievous
blow. General Dodonna and other members
of the gray cadre have offered to come out of
retirement, and Calrissian has reactivated
his commission, but we are facing a definite
shortage of other high-ranking officers.”

Wedge furrowed his brow. He wasn't ex-
actly sure where Ackbar was going, but he
did know he didn't much like the general
drift. "Well, what can | do for vou, Admiral?
You want me to brief the new guys? Bring
some retired officers up to speed on current
technology and naval tactics?”

Ackbar leaned forward, and looked into
his eyes. “l want you in the Army."

Wedge tried not to laugh, but the request
was too sudden, too unexpected. On top of
everything that had happened in the last
week, it was simply too much. He snorted.

Ackbar's tendrils twitched. “You find my
request amusing, Commander?”

m R2-D2

Type: Industrial Automaton R2 Astromech Droid
DEXTERITY 2D

Electroshock prod 4D+2, dodge 5D

KNOWLEDGE 2D

Planetary systems 9D, survival 6D+2, value TD-2
MECHANICAL 4D

Astrogation 12D, communications 7D, repulsorliit op-
eration 6D+2, sensors 8D+, starfighter piloting 7D,
starfighter piloting: X-wing 9D, starship gunnery 5D,
starship shields 5D+2

PERCEPTION 3D

Command 4D, con 40+ 2, gambling 60D, search 4D, sneak
5D

STRENGTH 3D

Lifting 4D, swimming 30+1

TECHNICAL 4D

Computer programming/repair 9D+2, droid program-
ming 5D+2, droid repair 8D, machinery repair 5D.2,

repulsorlift repair 5D, security 7D+ 1, starfighter repair
7D, starfighter repair: X-wing 9D+2, space transports
repair 7D, space transports repair: YT-1300 transport

9D-1

Equipped With:

* Three wheeled legs (one retractable)

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

* Extendable 0.3 meter long video sensor (360° rotation)
* Small electric arc welder (3D damage, 0.3 meter range)

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

* Video display screen

* Holographic projector/recorder (one meter range)
* Fire extinguisher

* Small Internal “cargo” area (20 cm by 8 cm)

* Inner pltch acoustic signaller

* One long range sensing array; includes radar, Geiger
counter and life form sensor, infrared receptors, electro-
magnetic field receptors (add «3D to search at range of

up to 100 meters)

14

The Jedi Academy Sourcebook



—ﬂ'ﬁl——_(ha ter One: The New Republic

A Chiapter One: The New Republic

Wedge blanked his face. "No, sir, my apolo-
gies, sir. | just don't ... | mean, me, a ground
pounder? | don't have the training for that!”

*You are too modest. Your role as wing
commander of Rogue Squadron has more than
prepared you for such duties. And the work
you did in rallying the Imperial City militias just
this week has dispelled any lingering doubts |
may have had regarding your ability to lead
men on the ground as well as in the air.”

Wedge hesitated. You don't simply say
“no” to an Admiral. *With all due respect,
Admiral, | feel |1 can better serve the New
Republic in my cockpit thanin a repulsortank
somewhere.”

Ackbar opened his jaws in a Mon Calamari
chuckle. “l do not anticipate sending you into
the field, Commander Antilles. | want you on
my command staff. You are about due for a
promotion, are you not? How would you like
to be a general?”

Wedge grinned wryly. “I'm deeplyflattered,
Admiral, but | didn't exactly join the Navy to
become a general,”

Ackbar gestured for Wedge to lean closer.
“Il am Navy myself, Antilles," he said in a low
gravelly voice, “and | do not ask you to turn
your back on the Service lightly. But as you
sald yourself, morale Is low. We need leaders
the troops can rally around. You have been
withthe Alliance for a long while. You are well
regarded and loved by the men and women
you lead, and you are a hero in the eyes of the
people. | must have veterans like yourself at
the head of my Army."” He paused. “l will not
order your transfer. | don't want you if you
won't go voluntarily, however desperate the
hour might be.”

Wedge winced. Ackbar knew exactly what
he was doing, tugging at his sense of duty and
honor. Ackbar might pretend he was giving
Wedge a choice, but they both knew he was
as good as hooked. No, you just didn't say
“no” to an Admiral.

Not that he had to go without a fight. With
the Empire on Coruscant and chasing the
New Republic up and down the Trade Spine,
he might have some bargaining power. “As
long as I can lead Rogue Squadron, you can
pin whatever rank or title you want on me."

Ackbar's eyes swiveled in surprise. Well,
there it was. Either Ackbar went for it or he
didnt. “A ... general commanding a naval
starfighter squadron is certainly a novel
proposition. But, I suppose that Rogue Squad-
ronisnot atypical squadron, either...” Ackbar
paused a long moment, and made a show of
examining his coral sculpture again. “Very
well. [ shall probably never hear the end of it
from Madine, but 1 will agree.” Ackbar stood,
and Wedge quickly followed suit.

“General Antilles, from this moment on,
you shall be my Fighter Command Liaison.
You will serve on my command staff as a
representative of the Army, and | expect you
to familiarize yourself with the protocols of
that branch and get to know your fellow
officers and troops throughout the command
chain. You may remain wing commander of
Rogue Squadron, and may continue to fly
missions so long as your doing so does not
interfere with your new duties. You will con-
tinue to report directly to me, Is that satisfac-
tory?”

Wedge grinned. “You got yourself a gen-
eral, Admiral.”

7

* Broad-band antenna recelver (can monitor all broad-
cast and communication Irequencies)

* Information storage/retrieval jack for computer link-up
* Onecompressed air launcher (used for Luke's lightsaber
or for flares)

Force Polnts: |

Character Polnts: 6

Move: 5

Size: 0.96 meters tall

Cost: Not lor sale

Equipment: Long-range comlink attachment (100 kilo-
meter range)

C-3PO

C-3P0is fond of telling anyone who will listen
how under-appreciated he is, and he does have
a point. He has many decades of experience as
a protocol droid, and is highly skilled at the

tasksinvolved. Unfortunately, heis seldomcalled
upon to perform the protocol duties he was
designed for, and more often than not finds
himself in situations his programming does not
prepare him for — such as babysitting or flying
into combat as a battle coordinator,

C-3PO spends a lot of his time doing domestic
chores for Leia Organa Solo. He has trained
himself to prepare gourmet meals, and is as-
signed thetask of managing the twins when they
return from Anoth (unfortunately for him, Leia
discovered he had spent a year supervising
preschoolers on Alderaan many years ago). He
eventually escapes this ignoble duty (along with
Chewbacca) by accidentally misplacing the twins
during a field trip.
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He undoubtedly wishes he hadn't, since he is
almost immediately assigned to accompany
Chewbacca and Page's Commandos on a raid of
Maw Installation. Officially, he is expected to be
useful in analyzing the data stored in the Maw
computers, and translating for the various alien
scientists. However, he more than suspects that
Leia put his name in to get him away from the
twins.

Things do not go as expected In the Maw,
however, and the droid is dragooned into flying
into combat against Daala with Chewbacca. He
serves as battle coordinator, and provides navi-
gation guidance for the various Imperial assault
shuttles the New Republic presses into action.

m C-3PO
Type: Cybot Galactica 30 Human-Cyborg Relations Droid
DEXTERITY 2D
Dodge 50)-2
KNOWLEDGE 5D+2
Alien species 8D+ 1, burcaucracy 9, cultures 8D, lan-
guages 13D, planetary systems 60, scholar; child care
6D, survival 3D+ 2, value 5D.+2
MECHANICAL 3D
Repulsorliit operation 51+ 2, space transports 4D, starship
shields 3D
PERCEFTION 3D+1
Bargain 7D, con 6D+ 1, hide 5D, sneak 513
STRENGTH 2D
TECHNICAL 3D
First aid 4D
Equipped With:
* Humanaid body (two arms, two legs, head)
* Two visual and two audial sensors — Human range
® Broad-band antenna receiver
= AA-1 Verbo-brain
* TranLang Il Communication module with over seven
milllon languages
* Vocabulator speech/sound system capable of provid-
ing an extraordinarily wide range of sounds including
sound effects and exact impersonation of Princess Leia's
volce as well as very passable imitations of Han Solo,
Chewbacca, Lando Calrissian and Luke Skywalker
Force Points: |
Character Points: 5
Move: 8
Slze: 1.67 meters tall
Cost: Not lor sale

General Wedge Antilles

Asmuchas herelishes the command of Rogue
Squadron, Wedge is beginning to get a little
restless as he nears his fourth decade. He is
beginning to realize that he’s never had much of
anormal life. He went from being a kid knocking
around a spaceport to a pilot flying for the
Rebellion, with not much of a chance to get out
and try a few things, see a bit of the universe,
enjoy himself for a while, and try to figure out
who Wedge Antilles is.

As the New Republic seemingly enters a new
era of peace, Wedge decides to take a leave of
absence from Rogue Squadron and tackle a few

WARS

personal projects of his own. He spends his first
four months supervising salvage crews working
to clear away the battle debris still clogging the
orbital traffic lanes around Coruscant, Once
that project is off and rolling, he takes on the
task of heading a large-scale work crew charged
with clearing away a portion of Imperial City's
sundered cityscape. A few weeks later, the urge
to get back into space grows too powerful to
resist, and Wedge volunteers to head the reloca-
tion of the Eol Sha colony to Dantooine.

Wedgde agrees to look after Qwi Xux, the
Imperial research scientist who defects to the
New Republic, after he and she hit it off at an
initial debriefing session. Some in the Inner
Council feel that a professional bodyguard might
be more appropriate [or the task, but others,
Wedge among them, feel that she might be
better off with someone she [eels comfortable
around,

When he learns that Qwi is uncertain about
what she wants to do with her life, he simply
takes her along as he pursues his own interests
— al first, out of convenience, and later, out of
agrowinginterestin her. Together, they join the
disaster relief crews on Vortex, and work to help
the Vors clear away the ruins of their Cathedral
of Winds.

For a long while, Wedge holds himself re-
sponsible for Qwi's memory loss. If she had had
areal professional rather than a lovesick fighter
pilot for a bodyguard, she wouldn't have fallen
prey to Kyp. Only later can he accept Luke's
gentle argument that if he, a Jedi Master, could
not stand up to Kyp's Sith-augmented powers,
Wedge could not be expected to doso when Kyp
came for Qwi Xux.

Theemergence of Admiral Daala's forces ends
Wedge's period of introspection and personal
exploration. With Imperial forces once again on
the move, he must return to his duties as a
general and a warrior.

m General Wedge Antilles
Type: Brash Pilot
DEXTERITY 3D
Blaster 6D, brawling parry 4D-1, dodge GD+1, meles
combat 4D+ 1, melee parry 41, vehicle blasters 4D
KNOWLEDGE 2D
Alien specles 6D, bureaucracy 60«1, cultures 4D, lan-
guages 4D+2, planetary systems 6D+2, streetwise 50,
survival 5D, tactics 5D
MECHANICAL 4D
Astrogation TD-2, repulsorlift operation 5D+2, space
transports 5D+2, starfighter piloting: X-wing 7D+2,
starship gunnery 7D+ 1, starship shields 6D
PERCEPTION 3D
Bargain 5D, command 7D+1, command: Rogue Wing
8D+2, gambling 5D, hide 4D, search 5D, sneak 4D
STRENGTH 3D
Brawling 4D, stamina 6D, swimming 5D
TECHNICAL 3D
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Computer programming/repair 6D, repulsorlift repair
4D-1, space transports repair 60, starfighter repair: X-
wing 602

Force Points: |

Character Points: 8

Move: 10

Equipment: Blaster pistol (53D damage), comlink, blast
vest (+10 physical, -1 energy), New Republic uniform,
survival pack (see page Y6 of The Rebel! Alliance
Sowrcebook )

General Jan Dodonna

Every now and then, Jan Dodonna, the bril-
liant general who conceived the Rebel attack on
the first Death Star at the Battle of Yavin, thinks
about retiring. He has tried it a few times, but
events always conspire to bring him back into
the thick of galactic affairs.

These days, Dodonna leaves the running of
the military to younger men and women. He
serves the Inner Council by special appoint-
ment as an elder statesman. He directs no min-
istry, and takes on only the projects which
interest him.

Most recently, he has taken on the issue of
reintegrating the feral humans of the Undercity
intomainstream Coruscant life. This has proven
to be a daunting task, and Dodonna has had to
expand his staff several times to maintain the
rapidly expanding program. Even so, he has
successfully brought several hundred families
back to the surface, and is working with govern-
ment health and support departments to pro-
vide them housing and a means to earn a living.

m General Jan Dodonna
Type: New Republic General
DEXTERITY 1D+2*
Blaster 3D, dodge 3D*, melee combat 3D 1*
KNOWLEDGE 3D
Alien species 6D, bureaucracy 6D+2, cultures 70+ 1, lan-
guages YD, military history 7D+2, military history: moc-
ern fleet battles 12D+2, planetary systems 80D+ 1, tactics:
capital ships 9D+2, tactics: fleets 7D+1, tactics: sieges
10D+2, tactics: starfighters 7D+2
MECHANICAL 3D+2
Astrogation 5D+2, repulsorlift operation 60, space trans-
ports 4042, starship gunnery 4D-2
PERCEPTION 3D+1
Bargain 5D+1, commaned 91, con 9D, gambling 9D 2,
search 7D, sneak 5D
STRENGTH 1D+2*
TECHNICAL 3D
Computer programming/repair 7D, demolition 5D, droid
programming 70, droid repair 5D+2, security TD+1
Force Points: 2
Character Points: 18
Move: 8*
Equipment: Datapad, blaster pistol (4D), comlink
* Note: Some attributes and skills have been lowered to
reflect aging and lack ol use.

General Crix Madine

General Crix Madine has always viewed him-
sell more as a military man than a politician,

which makes his current position as New Re-
public Minister of the Army somewhat surpris-
ing. However, thelosses the New Republic Army
officer corps has suffered within the last 24
months has forced a drastic shuffling of upper-
level officers within the Army, and Madine has
not escaped the reorganization.

Madine is not altogether thrilled with the
situation — he favors field assignments over
staff jobs — but at least he has discovered he
can handle the demands of the job with compe-
tence. He is still a trifle unsure of himself in
political matters, however, and tends to take
Mon Mothma's lead when asked to vote on non-
military matters.

Madine, who defected from the Empire when
ordered by the Emperor to lead a squad of
Storm Commandos to Dentaal to unleash the
dreaded Candorian Plague. has never been in
favor of employing weapons of mass destruc-
tion, and has viewed the never-ending proces-
sion of Imperial superweapons with consider-
able distaste. He prefers to use surgical strikes
to achieve military objectives rather than the
imprecise and indiscriminate bludgeons favored
by the Empire.

Since his feelings are well-known by his col-
leagues in the Inner Council, it comes as no
surprise to anyone that he adamantly opposes
any use of the Sun Crusher,

= General Crix Madine
Type: New Republic General
DEXTERITY 2D+2
Blaster 61)+2, blaster artillery 5D+2, blaster artillery:
anti-infantry 90, blaster artillery: anti-vehicle 71+ 2, brawl-
ing parry 510, dodge 7D+ 1, grenade 50-2, melee combat
5D, melee combat: force pike 7D, melee parry 4D
KNOWLEDGE 3D
Alien species 6D+2, bureaucracy 70, languages 4D-2,
military history 12D, planetary systems 70, streetwise
aD, survival 5D, tactics: ground assault 10D+2, tactics;
squads 14D, willpower 502
MECHANICAL 3D+2
Beast riding 50+2, beast riding: Cracian thumper 6D-2,
capital ship gunnery 4D+2, ground vehicle operation
5D+2, powersuit operation 5D, repulsorlift operation GD,
starship gunnery 5D
PERCEPTION 3D+1
Bargain 50+ 1, command 1113, con 5D+1, gambling 4D+ 2,
hide 6D+1, persuasion 5D+2, search 7D, sneak 6D-1,
sneak: forest 60+2
STRENGTH 2D+1
Brawling 60, climbing/jumpingdD+1, stamina 604 1, swim-
ming 313+ 1
TECHNICAL 3D
Compulter programming/repair 5D, demolition 6D, droid
repair 4042, first aid 4D+ 1, ground vehicle repair 40:2,
security 83, space transports repair 6D, starflghter re-
pair 4D+2
Force Points: |
Character Points: 12
Move: 10
Equipment: Blaster pistol (4D damage), comlink, datapad
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Senator Garm Bel Iblis

Garm Bel Iblis, one of the founders of the
Rebel Alliance and a popular senator —even the
notoriously cynical Han Solo looks up to him —
from Corellia, fell away from the Alliance many
years ago to form his own anti-Empire organiza-
tion. With the rise of the New Republic, how-
ever, Bel Iblis has once again become an influen-
tial member of the New Republic Senate, and a
Senate-appointed member of the Inner Council.

Though Bel Iblis has moderated his views
somewhat since the days of the Empire, he still
tends to favor military solutions over diplo-
matic ones. He leads the opposition to Mon
Mothma's new foreign policy initiative, because
he feels that the New Republic cannot allow the
Empire to regroup in the Imperial Core without
taking steps to disrupt them or at least contain
them.

When presented with the awesome power of
the Sun Crusher, Bel Iblis is sure that it repre-
sents a solution everyone will be able to sup-
port. Without diverting resources Mothma has
allocated to diplomatic programs, the military
can use the Sun Crusher to rob the Imperials of
their most strategically important systems, and
perhaps force them to surrender when they
realize that they are faced with an unbeatable
weapon and an opponent willing to use it.

Unfortunately for the Bellblis Plan, they aren’t
faced with such an opponent. To his surprise
and displeasure, Mothma and her coalition in
the Inner Council successfully block his plan on
moral grounds. Bel Iblis finds this vastly dis-
couraging, but is able to affect a philosophical
attitude about the matter — this isn’t the first
time he and Mothma have held differing opin-
ions, after all, and it probably won't be the last.

m Garm Bel Iblis
Type: New Republic Senator
DEXTERITY 3D
Blaster 8D, blaster artillery 7D, brawling parry 6D, dodge
7D, grenade 5D, melee combat 5D, melee parry 5D,
missile weapons 5D:2, thrown weapons 4D+2, vehicle
blasters 6D
KNOWLEDGE 4D
Alien species 8D+ 1, bureaucracy 8D, bureaucracy: New
Republic Inner Council 8D+ 1, bureaucracy: New Repub-
lic Senate 8D+2, business 8D, cultures 7D+ 2, intimidation
7D, languages 7D, law enforcement 6D, law enforcement:
Old Republic law 7D+2, law enforcement: New Republic
law 5D+2, planetary systems 7D+2, streetwise 7D, sur-
vival 6D, tactics: ground assault 9D+1, tactics: capital
ship 9D, tactics: starfighter 8D+2, value 5D, willpower 7D
MECHANICAL 3D
Astrogation 5D, beast riding 5D, capital ship gunnery
5D+2, capital ship piloting 7D, capital ship shields 5D+2,
communications 5D, ground wvehicle operation 6D,
repulsorlift operation 60, sensors 60D, space transports
5D+1, starfighter piloting 6D, starship gunnery 6D,
starship shields 6D

WARS™

PERCEFTION 4D

Bargain 9D, command 9D+ 2, commancl: Peregrine's Nest
troops 11D, con 6D, gambling 7D, hide 7D, investigation
6D, persuasion 7D+2, persuasion: debate; 9D+ 1, persua-
sion: oration 8D+2, search 5D, sneak 7D

STRENGTH 2D

Brawling 6D, climbing/jumping 3D+ 1, lifting 3D, stamina
5D+1, swimming 4D

TECHNICAL 2D

Capital ship repair 3D+2, capital ship weapon repair
3D+2, computer programming/repair 3D, demolitions
3D, droid programming 3D, droid repair 3D, first aid 5D,
ground vehicle repair 4D, repulsorlift repair 4D, security
500, space transports repair 4D

Force Points: 2

Character Points: 26

Move: 10

Equipment: Sporting blaster (3D+2), comlink, datapad

Senator Hrekin Thorm

Hrekin Thorm is a native of the Core world
Fedalle. Like Leia Organa Solo and Mon Mothma,
Thorm was a member of the Imperial Senate
before it was disbanded.

Fedalleans do not particularly care who runs
the galactic government so long as they are
taken care of, and Thorm is a typical represen-
tative of this pragmatic if self-centered philoso-
phy. He vaguely supported the Emperor when
he was in power, and he vaguely supports
Mothma now that she controls the agenda.

Since Fedalle is a powerful and wealthy Core
world, Thorm has an influential place in the
Senate, and the backing to get himself appointed
to the Inner Council (he has many contacts in
Core industry). For the most part, he prefers to
go along with the flow. However, he can be
ruthless when it suits him, and tends to strike an
opponent when he or she is already down.

Thorm is an obese man with graying black
hair and a kindly wizened face. He dresses very
stylishly, and is a lover of life of the highest
order. He has a vast repertoire of jokes and
anecdotes to fit every occasion,

m Senator Hrekin Thorm
Type: New Republic Senator
DEXTERITY 3D
Dodge 4D
KNOWLEDGE 4D
Alien species 6D+ 1, bureaucracy 6D, bureaucracy: New
Republic Inner Councll 7TD+2, bureaucracy: New Repub-
lic Senate 8042, cultures 6D, intimidation 7D, languages
7D, planetary systems 9D, survival 4D+2, value 6D-1,
willpower 7D+1
MECHANICAL 3D
Astrogation 4D, communications 5D+2, repulsorlift op-
eration 5D+ 1, space transports 4D-+2
PERCEPTION 4D
Bargain 9D, command 8D+2, command: New Republic
bureaucrats 9D+2, con 9D, gambling 7D, hide 6D+2, per-
suasion 8D, persuasion: debate 8D+2, persuasion: ora-
tion: 61, search 7D, sneak 5D
STRENGTH 2D
Brawling 4D+1
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TECHNICAL 2D

Computer programming/repair 6D+2, droid program-
ming 5D+1, droid repair 3D-2, first aid 5D, security 501
Character Points: 14

Move: 9

Equipment: Comlink, datapad

Captain Tresk Ortola

Tresk Ortola first ran into Rebel sympathiz-
erswhile astudent at the Academy. He and a few
friends entered the merchant marine after gradu-
ation, and soon found a chance to jump ship and
join the Rebel Alliance. He spent a number of
years as the first officer of a Rebel gunship
protecting Rebel transports, and after anumber
of bold actions, was promoted to command the
Corellian corvette NovaFlare, shortly before the
Battle of Endor.

Ortola is a bold captain, and is not above
taking tremendous chances if he gets the gut
feeling he can pull off a difficult maneuver. While
his service record is exemplary, he has a repu-
tation for developing selective hearing or cre-
atively interpreting his orders when he feels he
has a better solution to a given situation. This
weakness has brought him his biggest successes,
but it is also the reason he is still commanding
an aging corvette while other Alliance veteran
captains have gone on to bigger and more mod-
ern ships.

m Captain Tresk Ortola
Type: New Republic Captain
DEXTERITY 2D+2
Blaster 5D+ 1, blaster artlllery 3D+ 1, brawling parry 4D,
dodge 5D, grenade 30:+2, melee combat 3D+1, melee
parry 4D, running 3D
KNOWLEDGE 3D
Alien specles 5D, bureaucracy 6D, intimidation 4D«1,
planetary systems 6D-1, tiactics: capital 1hl|]\- D,
streetwise 5D+ 1, survival 4D+2, willpower 4D
MECHANICAL 3D+2
Astrogation BD, capital ship gunnery 50+ 1, capital ship
plloting 5D, capital ship plloting: Corellian corvette 8D« 1,
capital ship ;:llolmg Corelllan gunship 70, repulsarlift
operation 5D+2, sensors 5D+2, space transports 60«1
PERCEPTION 3B+1
Bargain 5D, command 7D, con 50+ 1, gambling 40+ 2, hide
4D+ 1, persuasion 6D, search 5D, sneak 4D« 1
STRENGTH 2D+1
Brawling 4D, climbing/jumping 3D+2, lifting 4D, stamina
30«1
TECHNICAL 3D
Capital ship repair 4D, compuler programming/repair
SD-1, first aid 4D, security 5D+2
Force Points: |
Character Points: 9
Move: 10
Equipment: Comlink, datapad, hold-out blaster (3D)

Terpfen

In his youth, Terplen was a gifted mechanic
whoworked on Mon Calamari's fleet of beautiful
and elegant spaceliners. When his world was

discovered and attacked by the Empire, Terpfen
joined the many Mon Calamari engineers and
mechanics who rushed to arm their ships for
war.

He was eventually captured by the Imperials,
and taken from Mon Calamari to work on design-
ing and refining Star Destroyers. He and a small
band of enslaved mechanics sabotaged one of
the Star Destroyers they were working on. Un-
fortunately, they were recaptured before they
could slip out of the shipyard and escape.

The saboteurs were scheduled for termina-
tion, but were shipped to Carida for a new top
secret experimental program instead, Of the 14
Mon Calamari that entered the program, only
Terpfen survived, a horrible scar on his smooth
domed head a permanent souvenir of his or-
deal.

Upon obtaining his freedom, Terpfen lost no
time in rejoining the Mon Calamari Rebel star-
ship repair crew, He soon rose to become Admi-
ral Ackbar’s chief starship technician,

While all who know Terpfen are aware of his
horrible ordeals with the Empire, none are aware
of the dark secret that Terpfen has harbored for
allthe years he has worked for the New Republic
—heis anunwilling spy controlled like a puppet
by his Imperial masters on Carida. While he was
aprisoneron Carida, Imperial doctors had placed
organic circuitry in his brain which forces him
to comply with their every command.

Ambassador Furgan, his final controller,
places some new minor compulsion on Terpfen
every few days or so, to maintain and reinforce
his hold over him. Furgan takes particular de-
lightin torturing Terpfen, and channels the hate
the Mon Calamari feels for him into treasonous
acts.

Furgan has compelled Terpfen to spy for
years, and begins demanding more overt acts of
sabotage and treason. Terpfen is forced to ob-
tain a genetic cell sample of Mon Mothma for his
Imperial master, and then compelled to sabo-
tage Admiral Ackbar's personal B-wing in an
attempt to kill Leia and Ackbar. His final act of
betrayal is to deliver into the hands of Furgan
the secret location of the planet where Anakin
Solo is being raised.

With the destruction of Carida and Furgan's
departure for Anoth, Terpfen's conditioning be-
gins to break down, and he finds the strength to
confess his crimes to Leia and Ackbar. He accom-
panies the New Republic’'s rescue force to Anoth,
and has the pleasure of taking a part in foiling
Furgan's plans. Freed to express at long last his
deephatredfor Furgan, Terpfen pursues his former
master into the depths of the base. The two
engage in a furious walker battle inthe landing bay
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Imperial Organic Implants

One of the many sadistic medical research programs
Imperial doctors engaged in at the height of the Empire’s
expansion was organic mind control implants, Early sub-
jects for experimentation were all Mon Calamari, because
the compartmental structure of their brains made them
ideal subjects.

Imperial xenosurgeons opened the skulls of their “pa-
tients,” and surgically removed the portions of their
brains which control a Mon Calamarian’s loyalty, voli-
tion, and resistance to special commands. The doctors
replaced the missing areas of the brain with specially
grown circuits that mimic the size, shape, and composi-
tion of the removed tissue,

The organic circuits were perfectly camoullaged and
were invisible to the most thorough medical scan. In
theory, they would make the subject a perfect slave and
spy — helpless to resist Imperial commands, and able to
employ all of his abilities and knowledge to complete his
assignments.

In application, the program either killed or drove insane
all but Subject X-2B who, after extensive monitoring and
conditioning, was released to serve the Empire from within
the enemy's camp. The program was canceled soon after,
when it became apparent that the process could not be
reliably duplicated on other Mon Calamari, let alone
humans, the eventual goal of the program.

of the station. Terpfen casts Furgan’s walker out
into the void beyond the opening of the hangar,
and destroys it before it strikes bottom. Driven
mad with grief and guilt, he attempts to hurl his
walker out after it, but Ackbar stops it before it can
plunge off the side of the cliff.

Ackbar reminds Terpfen that he too was
forced to work in the service of the Empire. The
best any of them can do now is to do their best
to defeat the system they once aided.

In view of the involuntary nature of his trea-
son, Mon Mothma grants Terpfen a full pardon,
Nonetheless, Terpfen cannot bring himself to
don his uniform again. Ultimately, he asks Ackbar
permission to return to Mon Calamari so he can
help rebuild the destroyed city of Reef Home.

m Terpfen
Type: Mon Mon Calamari Starship Mechanic
DEXTERITY 3D
Blaster 4D+2, blaster artillery 4D, dodge 4D+ 1, melee
combatl 5D-1, missile weapons 4D, missile weapons
power harpoon 4D
KNOWLEDGE 3D
Alien species 4D+ 1, bureaucracy 4D+« 1, cultures 503, lan-
guages 6D, planetary systems 6D, survival 4D, survival
ocean/undersea 6D, value 5D-2
MECHANICAL 3D+1
Astrogation 8D, capital ship gunnery 5D+2, capital ship
piloting 4D+1, capital ship piloting: Mon Mon Calamari
battle cruiser 5D, capital ship shields 40+ 1, repulsorlift
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Cutting Ties

Leia maintained an air of absolute calm, as the
Barabel ambassador smashed his fist into the con-
ference table. Growling curses in his native tongue,
the Barabel railed against the New Republic, the
Empire and negotiations in general,

“lam sorry that you feel the request for access to
the spaceport facilities at Alater-ka is unreasonable,
Ambassador. Perhaps you can suggest an alterna-
tive,” Leia spoke soothingly. Hopefully she could
calm the angry Barabel, recognizing that the violent
outbursts and aggressive gestures were in fact a
component of the aliens’ negotiation style.

"Not unreasonable, Organa Solo,” the Barabel
growled leaning across the table until his face was
scant centimeters from Leia's. “Impossible! Barab 1
will not play host to New Republic military. Empire
was bad enough. What you ask is folly!”

The Barabel had intended to emphasize his state-
ment by pounding his fist into the conference table
again, directly in front of Leia. Normally, the sight of
an angry Barabel was enough to convince most
sentient beings to capitulate, and the angry ambas-
sador believed his size and ferocity would easily
persuade Organa Solo to grant more favorable treaty
terms to his people.

A steely grip settled on his wrist, stopping it
before it struck the table and a gravelly, catlike voice
purred at him. “You will not harm the Mal'ary'ush,”
the voice sald, silky and menacing. “You will step
back now."

The Barabel ambassador swung around suddenly,
aiming a ferocious blow at the small, grey-skinned
alienthat had appeared at his side as if conjured. The
blow never connected, and the ambassador only had
time toregister surprise before he fell {lat on his back
on the cold stone floor of the conference room. His

consciousness fled a moment later,

Moving quickly to the fallen Barabel, Leia con-
firmed her fears: the Noghri bodyguard that had
been skulking in the shadows had used his species’
peculiar martial arts skills to render the angry am-
bassador unconscious. At least he's not dead, Leia
thought.

The problems associated with her Noghri body-
guards had become evident in the days following the
assault on Mount Tantiss. Several species that had
once been enslaved by the Empire took exception to
Leia's relationship to the Noghri. The Elomin repre-
sentative to the New Republic went so far as to call
Leia a “slaver.” Mon Mothma had been gently pres-
suring her for months to cut her ties to the Noghri,
though Leia was not sure if she could actually sever
them: getting some distance from her overzealous
protectors was the best she could hope for.

“Apologies, Lady Vader,"” the Noghri growled, “but
I feared he would strike you. That cannot be al-
lowed.”

“Iknow, Ahk'laht,” Leiasighed. "But I cannot allow
any more incidents like this. Between the political
problems associated with your life-debt to my fam-
ily. and this,” she paused, gesturing to the prone
Barabel, “I simply cannot allow vou to stay.”

Ahk'laht seemed despondent, and Leia laid a com-
forting hand on the Noghri's shoulder. “This isn't a
dishonor, Ahk'laht,” she said, gently. "I simply no
longer require your services. Send a message to the
clan dynasts on Honoghr,” she finished. “Tell them
you and your comrades are coming home.”

Now, Leia thought glumly, all | have to do is
explain this mess to Mon Mothma. | think I'd rather
face the Barabel when he wakes up ...

aperation 51)-2, sensors 5D, space transports 4D+ 2,
starflighter pllating 4D« 1

PERCEPTION 2D+ 1

Bargaln 500, commmand 71, command: Mon Mon Calamari
crewmen 82, hide 4D 1 persuasion 4D« 1 search 5041,
sneak 402

STRENGTH 3D

Lifting 4103, stamina 6D, swimming 70-2

TECHNICAL 3D+1

Capital ship repair 7D« 1, capital ship weapon repair
TD+2, computer programming/repair 6042, droid pro-
gramming 50+ 1 firstaid 40+ 1, first aid: Mon Mon Calamari

50«2 repulsorlilt repair 513+ 2, security 71+ 1, space trans-

ports repair 8D, starfighter repair 10D, starship weapon
repair 8D 2

Special Abilities:

Maist Enveronments: When in moist environments, Mon

Mon Calamari receive a « 11 bonus to all Dexteriy, Per-
ception and Streagth attribute and skill checks

Dy Enciromments: When In very dry environments, Mon
Mon Calamari seem depressed and withdrawn, They
suffer a-10 penalty toall Dexterity, Perceptionand Strength
attribute and skill checks

Willpower: Because of physical alterations to Terplen’s
brain, he cannot resist a command issued by an lmperial
officer. His willpower is always assumed to be zero in
such cases, though Force and Character Points may
modify this score.

Force Points: |

Dark Side Points: 2

Character Points: 12

Move: 10

Equipment: Comlink, datapad, military dress uniform,
standard military uniform
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Coruscant

Coruscant

A year ago, the diagnosis for war-torn
Coruscant was rather dire, Disaster consult-
ants, economists, and public policy experts all
agreed that the beloved center of human civili-
zation had suffered a grievous blow that would
take years, if not decades, to recover from.
When the hysteria died down, it was discovered
that, while Coruscant had suffered incalculable
damage and millions of its people had died
during the recent Imperial Civil War, the situa-
tion was not nearly so dire as first thought.

The large solar mirrors which warm the up-
per and lower latitudes of the planet still ride in
their orbits, and no permanent damage has
been done to the planet itself. Many of the urban
centers still stand, and most critically, the ma-
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Another restoration priority is clearing away
the hazardous debris drifting in orbit — parts
from wrecked starships destroyed in the vi-
cious battles the New Republic fought to re-
claim Coruscant choke the spacelanes, posing a

. real danger to shipping. With no production

capabilities of its own, Coruscant is absolutely
dependent on regular shipments of food and
other consumables. Fortunately, after several
months of hard work, the New Republic Navy
has cleared safe zones through the debris, al-
lowing ships to come and go on a somewhat
regular timetable,

Meanwhile, the Emperor’s construction
droids range through the rubble of destroyed
urban centers, sifting salvageable raw materials
out of the wreckage for re-us d assi
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source, and certainly will not be able to decode
the information carried by the transmission.

Translation

Sense Difficulty: Moderate for humans or
aliens, Difficult for high-density languages used
by droids. If the target is being purposely cryp-
tic, add +5 to the difficulty, +20 if the language is
written down.

Required Powers: Receplive telepathy, pro-
Jective telepathy

This power may be kept “up.”

Time to use: One minute,

Effect: This power allows the character to
translate a language and speak it in kind. The
Jedi may decipher body language, explore the
spoken word, or translate ancient Sith texts. In
order for this power to work, the character must
first hear the target speak, or see the words in
written form (such as an ancient text or docu-
ment). This power has many advantages. First,
it takes only one application of this power to
“understand” a language. As long as they all
speak the same language and the power is kept
up, the character need not roll for each indi-
vidual talking. Also, because they also “speak”
using beeps and whistles, droids may be com-
municated with using this power. Finally, the
Jedi can translate ancient texts, even if the
language has long since vanished from the gal-

Note that the character does not really know
the language. Once this power is no longer in
use, the Jedi is once again unable to decipher
the target language.

\Weather Sense

Sense Difficulty: Easy if the Jedi has lived in
the area for more than a year; Moderate if the
Jedi has lived in the area between six and 12
months; Difficult if the Jedi has lived in the area
between one and six months; Very Difficult if the
Jedi has lived in the area less than one month.
Modified for proximity and local meteorological
conditions.

Required Powers: Magnify senses

This power may be kept “up.”

Time to use: One minute.

Effect: This power allows the Jedi to attune
himself to the workings of local weather pat-
terns. By sensing the movements of clouds,
winds, tides, and solar bodies, someone using
this power can discern patterns in the weather,
and so make limited predictions regarding the
behavior of atmospheric phenomenon.

The power does not lend itself to quick pre-
dictions, however. It usually takes weeks for a
Jedi to become accustomed to local weather

WARS™

patterns and become familiar with unique fea-
tures of the local topography that it is possible
to obtain accurate readings.

The prediction is effective for four hours. The
difficulty increases if the Jedi wishes to make
more extended forecasts.

Control and Alter Powers

Detoxify Poison in Another

Control Difficulty: Very Easy, modified by
relationship.

Alter Difficulty: Very Easy for very mild poi-
son (such as alcohol); Easy for a mild poison;
Moderate for an average poison; Difficult for a
virulent poison; Very Difficult to Heroic for a
neurotoxin,

Required Powers: Accelerate healing, accel-
erate another’s healing, control pain, control
another's pain, detoxify poison

Time to Use: 5 minutes

Effect: This power allows a Jedi to remove or
detoxify poison from a patient’s body faster
thanis normally possible. While using this power,
the Jedi must remain in physical contact with
the patient. As long as the Jediis in contact with
the target, that person is considered immune to
the effects of the poison. Failure to make the
required confrol and alter difficulty checks or
breaking physical contact during the use of the
power wounds the patient.

Remove Another’s Fatigue

Control Difficulty: Easy,

Alter Difficulty: Moderate. Modified by prox-
imity and relationship,

Required Powers: Accelerate healing, accel-
erate another’s healing, control pain, control
another’s pain, remove flatigue.

Effect: This power allows the Jedi to remove
the effects of fatigue in another. However, unlike
the basic power, the Jedi must wait until the
target is actually fatigued, before offering assis-
tance. Hence the penalties for failing a stamina
check can be counteracted, but must be ad-
dressed as they occur.

Sense and Alter Powers

Lesser Force Shield

“A second after he hit the ground, a wall of
steam and superheated water belched from the
geyser. Luke shielded his exposed flesh from the
scalding droplets and waited for the blast to
dwindle.”

Sense Difficulty: Easy

Alter Difficulty: Moderate
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Required Powers: Absorb/dissipate energy,
concentration, magnify senses, telekinesis

This power may be kept “up.”

Time to use: One round

Effect: This power allows the Jedi to sur-
round his body with a Force-generated shield.
The shield can be used to repel energy and
physical matter away from the Jedi's body, down
to the molecular level.

Theshield acts as STR+1Darmor to all energy
and physical attacks made against the ledi,
including non-directional attacks such as gas
clouds and grenade blasts. The shield is not
particularly strong, but can sometimes be just
enough to protect the Jedi from serious injury.

Control, Sense and Alter
Powers

Projected Fighting

Control Difficulty: Difficult.

Sense Difficulty: Difficult

Alter Difficulty: Moderate, modified by prox-
imity.

Required Powers: Concentration, telekine-
Sis

The target must be in within the Jedi's line of
sight.

Time to use: One round

Effect: Projected fighting allows a Jedi to strike
at an opponent, inflicting damage without physi-
cally touching the target. Use of this power is
more than a little risky; in many cases projected
fighting is quite simply using the Force to attack.
However, the Jedi attempting to use projected
fighting can elect to cause stun damage only, and
even then should only attempt to use this power
ifitis to protect an innocent in immediate danger.
A Jedi who uses projective fighting for any other
reason, or causes anything more serious than
stun damage, receives a Dark Side Point.

After successfully using the power, the ledi
makes a brawling skill roll. If attacking a Force-
sensitive, the target may use the control or
brawling parry skill to avoid the attack. Other-
wise, the target cannot deflect the Jedi's blows.
If the target is not Force-sensitive, a Difficult
brawling parry roll is necessary to block the ledi
attack. If the brawling roll is successful, the Jedi
rolls his or her full Strength versus the target's
Strength. The Jedi may target a specific portion
of the body (which adds +1D to damage), but
must subtract an additional -1D from his brawl-
ing skill (see Star Wars, Second Edition, page 63).
Be sure to add any armor bonuses that the
target may have.

This power can be kept up as long as the
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distance between the Jedi and the target re-
mains the same. Should the target move signifi-
cantly orthe Jedi wish to select a new target, the
power must be rerolled.

Example: Harlan declares she is going to
make a projected fighting attempt aimed
specifically at a guard’s head. She makes
her control, sense and alter plus proximity
rolls each with a -3D multiple action penalty
(she is doing four things: using her control,
sense, alter, and brawling skills, plus target-
ing the head). If she successfully rolls the first
two, she then must make an Easy brawling
roll, this time with a -3D modifier, due to her
preference in hit location. Because the tar-
get is not Force-sensitive, no brawling parry
attempt can be made. Harlan makes her
brawling rofl and then rolls her Strength
dice against the guard’s Strength. Because
she aimed for the head, Harlan gains an
additional + 1D to her damage roll.
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Bl Chapter Four
Echoes of the Sith

The Seduction of Exar Kun

For many millennia, the dark Sith Lords stud-
ied the Force in their towers and palaces, amass-
ing great power and knowledge of the mysteries
of the dark side. Many dynasties of Sith Lords
ruled over the Sith people before the Jedi Knights
of old united with the armed forces of the Old
Republic to drive them from their marble pal-
aces and murky libraries.

The Sith were driven to near-extinction, and
the Jedi destroyed as many of their fortresses,
artifacts, and Sith holocrons as they could find.
Only a few isolated Sith strongholds were per-
mitted to stand, so that selected Jedi Masters
could carefully study the Sith teachings to de-
vise defenses should the Sith ever rise again.

Four thousand years ago, 1,000 years after
the Sith Empire had fallen, Exar Kun, a disciple
of Vodo-Siosk Baas, discovered fragments of
Sith teachings. Drawn by a thirst for forbidden
knowledge, Exar Kun delved into the study of
Sith philosophy.

Disregarding his master’s warnings that only
very advanced and experienced Jedi Masters
could safely study the Sith teachings without
going to the dark side, Kun traveled to one of the
preserved strongholds on Onderon. There he
located the tomb of Freedon Nadd, a great Sith
initiate who had brought the dark side to
Onderon and retired there.

The shade of Nadd, still lingering in the musty
halls, revealed itself to Kun and promised him
great power if he would consent to become
Nadd's disciple. Kun agreed, sure that he could
use Nadd without himself being used. However,
even as Kun prided himself on his strength and
ability to learn from Nadd without surrendering
to the dark side, Nadd brought him further
under his sway.

In time, Nadd brought Kun to Yavin Four,
where a fallen rival Sith Lord had once worked
shadowy miracles with dark side alchemy. There,
Exar Kun fully embraced the dark side and
destroyed Freedon Nadd.

While building his empire on Yavin Four, Kun
formed his own synthesis of Jedi and Sith teach-
ings to form a new philosophy and school of
Force manipulation. With this knowledge Exar
Kun established a vast and powerful brother-
hood and claimed the title of the first Dark Lord

" of the Sith.

The Great Sith War

Exar Kun did not long content himself with
ruling over the Massassi people of Yavin Four.
He had greater ambitions. Joining forces with
another powerful Jedi, Ulic Qel-Droma, Kun
worked his invisible threads into the fabric of
the Old Republic, bringing the Jedi Order to the
brink of ruin through treachery and his dis-
torted abilities with the Force.

There is no telling what Kun and his Brother-
hood of the Sith might have accomplished if Qel-
Droma had not in the end betrayed Kun and
given him over to the Jedi Knights. When the
Jedi combined their might and came to Kun's
retreat on Yavin Four to fight him, they un-
leashed such power that Kun had to drain every
last one of his Massassi slaves just to trap his
spirit within his temples — to survive so that
one day he could come back. There he rested in
uneasy slumber for thousands of years, stirring
fitfully from time to time, awaiting the day when
beings strong in the Force would again visit his
temples and provide him the energy he needed
to revive himself dnd escape his prison.

Meanwhile, in the greater galaxy, generations
passed, and the memory of the Great Sith War
passed from public knowledge. Ashamed of the
conflict caused by one of their own, the Jedi
themselves did nothing to keep the memory
alive.

Of the great Brotherhood of the Sith, only a
very few survived to pass their dark knowledge
down to small bands of disciples. In the time
between the fall of Kun and the rise of the
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Empire, the Dark Lords of the Sith were secre-
tiveand elusive. Only with the rise of the Empire
would the Sith name again gain the power to
strike terror in the hearts of millions ...

The Return of Exar Kun

Exar Kun passed the millenniain uneasy slum-
ber. For a moment, and only for a moment, he
was roused partially from his stupor by the
bright presence of a man strong in the Force.
Slowly extending feelers in the direction of the
mysterious man, Kun discovered that one of his
great temples was inhabited by a small band of
armed humans. But before he could gather
enough strength to reach out to tap this energy
source, the Force-user and his fellows departed,
and Kun again lapsed into sleep.

Afewscant years later, Kun is brought sharply
awake by the arrival of not one or two, but a
dozen humans blazing with the power he needed
to live again. Eagerly but cautiously, Kun ob-
serves each arrival, probing for weaknesses and
the power he needs to restore his lost reserves
of energy. For a time, he is able to subside by
feeding on their residual energy, but soon he
will need worshippers if he is to grow more
active. With a nucleus of followers to provide
him energy-providing anger and fear, Kun will
have enough power to escape his exile and take
on human form.

To his surprise, Kun recognizes the leader to
be the same man who had visited Yavin Four
years earlier, now much more powerful in the
Force. Too powerful, for the moment, for Kun to
tackle.

Kun finds Gantoris, strong-willed and impa-

tient to learn, to be a more promising first

candidate. He easily seduces Gantoris in the
same manner that Nadd had seduced him — by
promising forbidden knowledge and the truly
Fowerful Jedi secrets Gantoris cannot wait to
earn.

Carefully building up and feeding on the an-
ger of his first apprentice, Kun grows in power.
Soon he feels confident to make an attempt to
subvert Luke, knowing that if he can sway the
teacher, the students will all follow. Kun, posing
as Anakin Skywalker, appears to Luke and at-
tempts to pull him toward the forbidden Sith
teachings by tempting him to use Sith power to
seize control of the New Republic and destroy
the Empire. Realizing that this shade is not that
of his father, Luke rejects the offer.

Enraged and drained, Kun returns to Gantoris.
Desperate for more energy, he goads Gantoris
to new heights of anger by showing him the Eol
Sha colonists dying on Dantooine. Gantoris is
pushed too far, however, and turns on his Sith

master. Realizing that Gantoris is no longer his,
Kun utterly drains him to provide himself a
reserve of energy to last until he can subvert
more students.

Kun has just begun edging in on Streen when
Kyp Durron arrives at the Jedi academy. Kun
immediately senses in the young man his ideal
subject. Like Gantoris, Kyp is strong-willed and
impatient to learn. Moreover, he is far more
powerful than the Eol Sha leader, and yvoung
enough to be overconfident and naive,

Over a number of weeks, Kun slowly bends
Kyp to his will, and begins to augment his power,
He grows very powerful on Kyp's hate, and soon
his hold on Kyp is so complete that he can send
Kyp beyond the planet to do his will and still
retain control over his subject.

Ultimately, he has Kyp return to Yavin Four
and helps him reclaim the Sun Crusher. He also
bolsters Kyp's talents to allow him to defeat
Luke and place him in a coma.

He reveals himself to Luke in his coma-like
state, to taunt him. He tells Luke of his plans to
revive the Lords of the Sith, using his disciples
as his first generation of students. He boasts
that he already owns Kyp and Streen, and de-
stroyed Gantoris.

Still not ready to take on Luke directly, Kun
makes several attempts on Luke's body. Each
attackis thwarted by the Jedi students and Leia.
Thanks to the Solo twins (who can speak with
Luke) and Kirana Ti (who has studied Exar Kun
in the Holocron), the students learn the identity
of their foe and how to defeat him.

The students corner Kun in the great cham-
ber where Luke's body is resting, He seeks to
tempt and taunt each, but they close in on him.
Attheveryend, his master Vodo appears among
them, along with Luke. Kirana Ti and Streen
jointly deliver the final blow, using the
lightsabers of Luke and Gantoris to destroy Exar
Kun.

Sith Powers

The Sith philosophy is very different from the
Jedi Code. Whereas a Jedi uses the Force for
knowledge and defense, a Sith uses the Force to
bend the universe to his will. The Jedi manipu-
lates the Force passively, whilein a state of calm
and control. The Sith gives himself over to his
passions, and channels the Force by harnessing
the power of anger, hate, love, and jealousy. To
use any Sith power is to relinquish any claim to
call oneself a Jedi. Even the minor powers of the
Sith are extremely dangerous for Jedi to use,
since they lead to the dark side.

TheSith teachings have largely vanished from
the universe by the time of the New Republic.
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Even 4,000 years ago, when the Jedi Exar Kun
first sought the forbidden teachings, they were
virtually impossible to find. The true power of
the Sith has largely passed from the universe.
Many now regard the once-feared Sith as little
more than silly superstition.

The following powers are some of the rem-
nant powers Exar Kun taught his disciples
Gantoris and Kyp Durron. Exar Kun himself
possessed a great many other dark powers that
he was unable to harness without the energy he
needed to fuel his disembodied will. Some of
these powers he was able to channel through
Kyp. Gantoris, and Streen to achieve his ends.
How he was able to. do such things is a Sith
mystery which has not been revealed for many
centuries.

Note: The dark knowledge of the Sith teach-
ings died with Kun; it is extremely unlikely that
any records survive, either on Yavin Four, or
elsewhere (keep in mind that even Lord Vader,

himself a Dark Lord of the Sith, did not know all -

there is to know of the Sith powers). Under no
circumstances should a Jedi use any of these
powers, even for the best intentions.

Control and Alter

Aura of Uneasiness

“Insects and small biting creatures buzzed and
scuttled around them, but none bothered Kyp. He
consciouslyexuded a shadow of uneasiness around
him so that lower creatures had no incentive to
come nearer. Exar Kun had taught him that trick
too.”

Control Difficulty: Easy. Modified by proxim-
ity, but limited to line of sight.

Alter Difficulty: Easy.

This power may be kept “up."”

Warning: A character who uses this power
against asentient being immediately gets a Dark
Side Point.

Effect: This power allows a Sith to project a
field of vague discomfort and unease around
him, which causes nonsentient creatures to
avoid him. Sentient creatures sense a vague
"uneasiness” about the person.

Aura of uneasiness effectively acts as the
intimidation skill. When used against a sentient
being, the Sith rolls alter+3D against the target's
willpower or Perception. (See sample modifiers
and skill description on page 76 of Star Wars,
Second Edition.)

When used against predatory animals, the
Sith rolls alter+5D against the target's willpower
or Perception.

— ETAR —
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Electronic Manipulation

“In outrage Kyp found the power to send a burst
of controlling thought through the integrated cir-
cuits in the Sun Crusher's computer. He flushed the
alien programming, wiping pathways clean and
rebuilding them in an instant. He remapped the
functions with a sudden mental pinpoint that
made the Sun Crusher whole again.”

Control Difficulty: Easy for non-sentient
machines; Moderate for sentient machines; Dif-
ficult for sentient machines hostile to Sith. Modi-
fied by proximity.

Alter Difficulty: Easy for slight alterations;
Moderate for significant changes in program-
ming; Difficult for major reprogramming.

Required Powers: Absorb/dissipate energy,
affect mind

Time to use: One round

Warning: A character who uses this power
immediately gains a Dark Side Point.

Effect: This power allows a Sith to channel his
anger into the electronic circuits of a computer,
droid, or machine, and reprogram it by manipu-
lating its physical and electrical components,
The reprogramming can only restore original
programming which has been altered, not actu-
ally rewrite a computer's programming.

Since this Sith power can only be evoked ina
state of rage, the Jedi have long avoided usingit,

Sense and Alter

Force Wind

Sense Difficulty: Moderate

Alter Difficulty: Moderate to affect 5 meters;
Difficult to affect 10 meters, Very Difficult to
affect 15 meters.

Required Powers: Magnify senses, shift sense,
telekinesis

This power may be kept “up.”

Warning: A character who uses this power
immediately gets a Dark Side Point.

Effect: This power allows the Sith to manipu-
late and channel air currents to form powerful
and destructive tornadoes which can lift people
bodily up into the air and fling them about. The
cyclone does the Sith's alter code in damage to
all within its range.

Control, Sense, and Alter

Drain Life Energy
Control Difficulty: Easy.
Sense Difficulty: Easy. Modified by proxim-
ity.
Alter Difficulty: Easy.
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Required Powers: Affect mind, control pain,
control another's pain, dim other’s senses, hiber-
nation trance, life detection, life sense, receptive
telepathy, sense Force, transfer Force

This power may be kept “up.”

Warning: A Jedi who uses this power gains a
Dark Side Point.

Effect: This power allows a Sith to draw power
from nearby nonsentient beings to boost his abil-
ity to go without sleep. As long as this power is
kept up, the Sith will not fatigue or require sleep,
Use of the power depends on a ready supply of
nearby insects, small rodents, birds, and so on to
draw energy from. This power may not be used to
draw energy from sentient beings.

Memory Wipe
Control Difficulty: Moderate.
Sense Difficulty: Target's willpower, Percep-

Chapter Four: Echoes of the Sith

tion or control roll. Modified by relationship.

Alter Difficulty: Target's willpower, Percep-
tion or control roll. Modified by relationship.

Required Powers: Control pain, hibernation
trance, life detection, life sense, magnify senses,
receptive telepathy, sense Force, telekinesis, far-
seeing, projective telepathy, affect mind, control
mind, dim other’s senses

Warning: A character who uses this power
immediately gets a Dark Side Point.

Time to use: Five minutes.

Effect: This dreadful power allows a Sith to
sift through another person’s mind, and destroy
allknowledge of specific events or learned skills.
Use of the skill requires direct contact with the
target, and only one specified objective can be
pursued per session.
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B Chapter Five
Forces of the Empire

The Imperial Core Systems

Though many Core worlds readily embraced
the New Republic when the provisional govern-
ment established itself on Coruscant, the vast
majority resisted integration into the new gov-
ernment, primarily because they feared the con-
sequences of allying themselves with the former
Rebellion when there was stilla very good chance
that the Empire might rise again to eclipse the
New Republic.

The arrival of Grand Admiral Thrawn exacer-
bated these fears, and it was very difficult for
New Republic diplomats, led by Mon Mothma
and Leia Organa Solo, to woo worlds into the
New Republic fold even after his defeat at
Bilbringi. Worse, the Emperor's reappearance
and subsequent attacks occurred shortly after
Thrawn's campaign. During the Emperor's lat-
est campaigns, the New Republic suffered might-
ily, reduced once again to a band of Rebels. It
has been a long, difficult struggle, but the re-
stored New Republicis finally beginning to make
some progress in establishing itself as a legiti-
mate form of government, in the wake of
Palpatine's latest defeat.

Recently, the Council decided to direct more
resources into winning over neutral worlds than
in clashing with the remnant armies and navies
of the Empire.

Many Core worlds refused to enter the New
Republic under any circumstances, out of loy-
alty to the Imperial systems. These “Imperial
Core Worlds” fared very well under Palpatine,
and many owed the Empire for their influence
and power. Their leaders and people preferred
aiding the remaining Imperial forces, inthe hopes
that they would have an exalted place in a
restored Empire.

The various Imperial warlords, both those
who desired to restore the Empire, and those
who merely wanted to establish one of their
own, retreated into these Imperial Core systems

to regroup, vie and bicker for resources, and
await a leader that would reunite them. Their
greatest hope rose and died in the form of the
resurrected Emperor. Bereft of a great leader,
the Imperial Core has pulled in on itself, leaving

. the New Republic to lick its wounds for a few

years of uncertain peace.

For atime at least, the New Republic is freeto
pursue more peaceful pursuits, confident that
the Imperial threat is safely bottled up in the
Imperial Core. Little do its citizens realize that
another threat lies in the Maw just beyond
Kessel, waiting to be unleashed, Or that a still
greater threat to its leaders lurks plotting in the
marble halls of Carida ...

Ambassador Furgan

Ambassador Furgan, the pompous ambassa-
dor and nominal ruler of the Imperial training
world of Carida, is a short, barrel-chested man
with spindly arms and legs. He sports thick
eyebrows on his squarish face, which flare up-
wards like birds’ wings.

His pseudo-Imperial uniformis bedecked with
more badges, ribbons, insignia, and achieve-
ment studs than any one person could possibly
have earnedinalifetime. These accolades could
certainly not have been earned by Furgan, who
has no combat training or experience, and only
a vague idea of what it means to command
men's lives responsibly.

A loyal servant of the Empire, Furgan is en-
raged to see many of the warlords in the Impe-
rial Core systems waste their considerable re-
sources wrestling for dominance among the
remnants of the Imperial fleet rather than fight-
ing against their real enemy, the New Republic.
Furgan himself has the will but not the means to
restore unity to the feuding factions; while Carida
has some of the most sophisticated weaponry
and soldiers in the entire galaxy, she lacks a
fleet. All the troops on the planet mean nothing
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without the means to transport them. Furgan
has been unsuccessful in obtaining capital ships
from other warlords, because his fellow Imperi-
als jealously guard the ships which Thrawn and
the reborn Emperor did not claim as their own
and remove from their fleets,

Furgan has nonetheless been productive, If .

he cannot strike a blow against the New Repub-
lic with direct military forces, he must use what
resources he does have more creatively. What
he has is diplomatic status, elite troopers, a
large staff of brilliant military scientists, and a
well-placed spy on Coruscant,

From these resources, Furgan conceives a
daring plan which will deprive the New Republic
of its key leaders, and place the Jedi children of
Leia Organa Solo in his hands. He envisions
himself as the man who will forge a new Empire
from the ashes of the old, with a grandson or
granddaughter of Darth Vader on the throne
and himself as foster parent and “helpful” re-
gent.

The first segment of the plot involves assas-
sinating Mon Mothma, Leia Organa Solo, and
Admiral Ackbar, the three best-known leaders
in the New Republic government. To arrange
theaccidental deaths of Leia and Ackbar, Furgan

uses his key spy on Coruscant, the Mon Ca-
lamari starship mechanic Terpfen, who has been
biochemically brainwashed to obey his every
command. At the same time, he instructs his
research staff to concoct a traceless nano virus
which will destroy Mon Mothma's body from
within.

Terpfen successfully sabotages Ackbar's B-
wing, and though Ackbar and Leia survive the
subsequent accident, Terpfen convinces Furgan
that the disgrace Ackbar has suffered is far
more effective in lowering New Republic morale
than his death would be. Furgan himself travels
to Coruscant to inoculate Mothma with the
nano virus by throwing a drink containing the
contaminant into her face at a diplomatic func-
tion.

With the Chief of State doomed to die of a
mysterious wasting sickness, Ackbar gone, and
Leia’s coalition in the Inner Council severely
weakened, Furgan turns to the second stage of
his plan — discovering the location of the Jedi
children. Again he uses Terpfen, who plants a
beaconin Ackbar's shipinthe hopes that Ackbar
will eventually travel to the mysterious world,
Eventually, Ackbar does so, and Furgan discov-
ers that the Solo children are hidden on Anoth.
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No matter that the two older twins are no longer
on the planetoid — all Furgan needs is one token
Jedi, and Anakin Solo will do just as well as his
older brother and sister.

Furgan plans the operation to kidnap Anakin
with extreme care. He selects the best
stormtroopers on Carida to form his assault
force, and incorporates the new Mountain Ter-
rain Armored Transport (MT-AT) into the at-
tack. He entrusts the mission to the best ship in
his meager fleet, the Vendefta,

His plans are almost ruined at the last mo-
ment by the appearance of Kyp Durron in the
Sun Crusher. In attempting to capture the Sun
Crusher, Furgan goads Kyp into launching one
of his system-destroying torpedoes into the
Caridan sun. When it becomes obvious that
Furgan cannot save Carida, he gives the evacu-
ation orders, and barely escapes with only his
attack ship Vendetta and its crew.

Eager to claim Anakin at the earliest possible
moment, Furgan accompanies the eight spider
walkers which raid Anoth. Furgan successfully
captures Anakin, but is forced to sacrifice all his
men to do so. New Republic forces arrive, led by
Leia and Ackbar.

For a moment, an impasse holds, until young
Anakin causes a power droid to distract Furgan
long enough for Terpfen to snatch the baby
away. Displaying amazing speed, Furgan man-
ages to flee into the depths of the base, the
Calamarians in hot pursuit. Furgan attempts to
flee in one of the spider walkers, but is de-
stroyed by Terpfen before he can escape the
area.

m Ambassador Furgan
Type: Imperial Diplomat
DEXTERITY 2D
Blaster 3D, dodge 4D+2, running 2D+2
KNOWLEDGE 4D
Allen species 5D, bureaucracy 5D, bureaucracy: Carida
10D, bureaucracy: Imperial Army 7D+2, business 6D«1,
cultures 4D+2,-intimidation 5D+2, languages 5D, law
enforcement: Carida 7D+1, planetary systems 5D, tactlcs
4D+ 1, willpower 6D
MECHANICAL 3D+1
Communications 4D+2, hover vehicle operation 4D,
repulsorlift operation 4D+ 2, sensors 4D+ 1, walker opera-
tion 3D+2
PERCEPTION 3D+2
Bargain 5D, command 7D, con 5D+ 2, hide 4D, investiga-
tion 4D, persuasion 6D, persuasion; oratlon 8D+ 1, search
4D+ 1, sneak 4D
STRENGTH 2D
Brawling 3D+ 1, climbing/jumping 3D, stamina 3D
TECHNICAL 3D
Computer programming/repair 5D, droid programming
4D+ 1, first aid 4D, security 6D+2
Force Points: 5
Dark Side Points: 12
Character Points: 22
Move: 9
Equipment: Ornate custom Imperial uniform, comlink,
datapad
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Colonel Ardax

Colonel Ardax, a middle-aged Chandrila na-
tive, is as accustomed to commanding men on
the bridge of a starship as he is to commanding
men on the ground. He has spent the last decade
serving aboard various Army-controlled ships
in the Carida system, from small patrol craft to
larger cruisers,

A few years ago, he took command of the
Dreadnaught Vendetta, one of the few capital
ships in the Carida system. Ardax has honed his
crew into a finely-tuned machine capable of
responding to changing tactical situations in
seconds. He is a tough but fair taskmaster who
always puts his crew first, and his crew is ex-
tremely loyal in return.

The Vendetta is chosen by Furgan to transport
his assault team to Anoth. Furgan evacuates the
doomed Carida aboard the Vendertta just as the
system is destroyed, and takes nominal com-
mand of the ship. Ardax, however, is an indepen-
dent captain who is more concerned with com-
manding his ship properly than humoring a bu-
reaucrat who has no real military experience.

When the New Republic shows up during the
raid on Anoth, Ardax abandons Furgan's assault
team and prepares to flee the system. He flies
between the two largest portions of the shat-
tered world in an attempt to lose the New Re-
public ship in the sensor-blind area as he pre-
pares for a leap to hyperspace. The immense
static discharges generated by the planetary
fragments discharge directly on the hull of his
ship, destroying it.

m Colonel Ardax
Type: Imperial Army Officer
DEXTERITY 3D
Blaster 5D, dodge 40)+2. grenade 4D. vehicle blasters
4D+2
KNOWLEDGE 2D+1
Bureaucracy 3D, bureaucracy: Imperial Army 6D+2, cul-
tures 3D-+2, intimidation 3D, law enforcement: Imperial
law 5D, planetary systems 4D+1, survival 4D, tactics:
capital ships 5D, tactics: ground assault 7D, willpower
3Ds1
MECHANICAL 3D+2
Astrogation 4D, capital ship gunnery 4D+ 1, capital ship
piloting 5D+2, capital ship shields 4D+2, communica-
tions 5D, hover vehicle operation 4D+ 2, repulsorlift ap-
eration 5D, sensors 50, space transports 40+ 2, starship
gunnery 4D, starship shields 4D«1, walker operation
4D-+1
PERCEPTION 2D+2
Bargain 3D, command: Vendetta crew 8D+ 1, hide 3D+2,
investigation 4D, persuasion 4D, search 401
STRENGTH 4D
Brawling 6D, stamina 5D
TECHNICAL 2D+1
Capital ship repair 3D, capital ship weapon repair 3D+2,
computer programming/repair 4D, droid programming
302, first ald 4D, repulsorlift repair 3D, security 4D+1
Character Points: 12
Move: 10
Equipment: Imperial Army uniform, comlink, datapad
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Lieutenant Dauren

Lieutenant Dauren is an ambitious young
officer who spent much of his early military
career staying just one step ahead of the New
Republic. He graduated with honors from Raithal
academy only months before the New Republic
reclaimed the campus. He spent afew months in
advanced communications training at Corulag,
before that world was abandoned by the re-
treating Empire.

After completing his training, Dauren was
sent into the field under a variety of command-
ers, including at various times Grand Admiral
Thrawn and the resurrected Emperor. He spent
several years being tossed about by the un-
stable winds of war before he managed to obtain
atransfer to Carida, where he looked forward to
a few years behind a desk while he worked on
finding a political patron.

Dauren is quite young to be one of Carida's
main comm officers, but he is talented and
already has enough friends in the upper ech-
elons to ensure a favorable assignment. He has
made considerable headway in winning friends
in Ambassador Furgan's command structure,
and is confident that within a year or two he
might come to the attention of the Ambassador
himself.

Dauren actually comes to Furgan's attention
a bit sooner than he plans, but not under ideal
circumstances; Carida is about to be inciner-
ated by its collapsing sun. Dauren is charged
with locating Kyp Durron’s brother, Zeth (now a
stormstrooper). He succeeds and hopes that he
can use the man to get himself off the doomed
planet. Unfortunately, in his panic, Dauren in-
jures Zeth and is in turn slain by the
stormtrooper. ’

m Lieutenant Dauren
Type: Imperial Army Officer
DEXTERITY 3D
Blaster 4D+2, dodge 5D+1, grenade 4D
KNOWLEDGE 2D
Bureaucracy 4D, planetary systems 5D, value 4D+ 1
MECHANICAL 3D+1
Communications 6D+2, repulsorlift operation 4D, sen-
sors 5D+ 1, space transports 4D, walker operation 4D+1
PERCEPTION 2D
Bargain 4D, command 3D+2, con 4D, investigation 3D,
persuasion 4D+2, search 3D+1
STRENGTH 2D
Brawling 3D, lifting 3D, stamina 3D+1
TECHNICAL 2D
Computer programming/repair 4D, droid programming
dD+2, droid repair 3D, first ald 4D+1, security 5D
Character Polnts: 8
Move: 10
Equipment: Imperial Army uniform, comlink, datapad,
hold-out blaster (3D+2)
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Trooper 2112 (Zeth Durron)

Zeth Durron was raised on the colony world
of Deyer along with his little brother Kyp. Zeth
was an active boy, and spent many hours out on
the lakes of his colony, fishing, swimming, and
working. He was a very bright student as well,
and had plans to attend Deyer’s civil engineer-
ing school so he could take a hand in guiding the
growth of the colony.

When the Imperials came to arrest his house-
hold for sedition, Zeth was separated from his
family. While they were sent to the spice mines
of Kessel, Zeth was deemed “salvageable” (from
an Imperial point of view).

He spent over a year in a strict boot camp for
politically deviant youths, where his personal-
ity and loyalties were challenged and assaulted
at every level. At first Zeth resisted, but soon
learned that the only way to survive was to bury
his own will and let events take control. He
became a model student, and impressed his
supervisors with his athletic and academic tal-
ents.

Eventually, they sent him to Carida to enroll
in a special stormtrooper training camp. Over
half of the recruits died in training (many simply
failed loyalty tests and were shot), but Zeth
survived, and was inducted in a regular
stormtrooper unit as trooper 2112,

Trooper 2112 has spent the last few years in
endless training cycles, awaiting the day he will
be called upon to do his duty for the Empire.
Unexpectedly, the call to duty he receives is not
from his superior officer, but from his brother
Kyp.

When Kyp gestures to him from the Sun
Crusher, he, for the first time in years, thinks of
something other than his duty to the Empire.
Unfortunately, as he attempts to escape doomed
Carida with Kyp, Dauren stuns him with a blow
to the head. He manages to shoot Dauren, but is
too injured to make it aboard the Sun Crusher.
Kyp grabs him with the tractor beam, and is on
the verge of opening the cockpit and getting
Zeth himself, when the sun explodes, destroy-
ing Carida and Zeth,

Much later, in the temple of Exar Kun on
Yavin IV, Zeth appears before Kyp to thank his
brother for freeing him from the Imperials.

m Zeth Durron
Type: Imperial Stormtrooper
DEXTERITY 2D
Blaster 5D, blaster artillery 4D, dodge 4D+2, grenade
3D-2, melee combat 4D, melee parry 4D, vehicle blasters
4D+1
KNOWLEDGE 2D
Intimidation 3D, survival 5D, tactics 3D+1
MECHANICAL 2D+2
Repulsorlift operation 4D, walker operation 4D
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PERCEPTION 2D

Command 3D+ 2, hide 3D, investigation 20+1, search 30
sneak 40+1

STRENGTH 2D

Hrawling 4D, climbing/jumping 30« 1 lifting 302, stamina
ap

TECHNICAL 2D

Armor repair 20+2, blaster repalr 2D-1, demolitions
2012, first ald 30, security 4D, walker repair 2132
Character Points:

Move: 11

Equipment: Stormtrooper armor (=200 physical, <10
enerdy, -1D to Dexteriy and related skills), blaster rifle
(503}, hlaster pistol (40)

Admiral Daala

Admiral Daala has spent her entire life mov-
ing at full speed. As a cadet, she pushed herself
to her physical and mental limits, and occasion-
ally beyond. She excelled in every curriculum,
and used her strategic skills to wipe out entire
navies in wargames.

She soon developed a reputation as a bril-
liant tactician, and might have gone on to an
equally brilliant career in the fleet, but for one
seemingly insurmountable problem — the anti-
female prejudices present through every layer
ol the Imperial Navy, all the way up to the
Emperor himself. Daala found herself in a dead-
end career, watching less qualified men pass
her by on their way to their own commands.

Out of frustration and a desperate desire to
be heard and respected by her peers, Daala
created a false persona in the computer net-
works to serve as her mouthpiece. This fictional
person rapidly made a name for “himself” by
proposing radical but effective tactics and ideas,
and drew the attention of Moff Tarkin. He trav-
eled to Carida to find this brilliant new tactician
and found Daala instead.

More innovative and open-minded than the
Emperor (or perhaps simply more willing to
make use of all resources available to him),
Tarkin quietly took Daala under his wing, reas-
signing her to his personal staff in the Outer
Rim, and set her to work. She absorbed every
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kept herseli and her troops at peak perfor-
mance, honed to a fine point through constant
drilling and wargames, She prides herself on
keeping hermen primed foractionat amoment’s
notice,

The news that the Empire lies broken, along
with Tarkin and his mighty Death Star. shakes
her to her core. She resolves to hit the New
Republic as hard as she can, with her arsenal of
experimental weapons.

Unfortunately, things go wrong for her al-
most immediately. Daala soon learns that an
aptitude for theory is no substitute for experi-
ence, Her inability to alter her plans to take into
account the unexpected is instrumental in her
eventual downfall, Han Solo, Kyp, and
Chewbaccaescapewith her prize superweapon,
the Sun Crusher, and destroy the Hyvdra, one of
her four Star Destroyers.

After battling Moruth Doole’s forces at Kessel,
Daala retreats to the Cauldron Nebula to re-
cover and plot her next step. Refusing to submit
to any of the warlords in the Imperial Core, she
settles on a hit-and-run strategy designed to
strike terror in the New Republic.

Her plan works for a time, until she decides to
hit the orbital dockyards at Calamari. Her plan
is tactically flawless, but it reveals her greatest
weakness: hertendencytorely on Tarkin's strat-
egies rather than her own instincts. She uses
one of Tarkin's classic maneuvers which is rec-
ognized by Ackbar, who is also familiar with
Tarkin's tactics. He recognizes her feint for what
it is, and counter-strikes in a brilliant move
which results in the loss of Daala’s second de-
stroyer, the Manticore.

Daala again reassesses her goals, and deter-
mines that she has not been doing much dam-
age to the New Republic. After briefly detaining
(and then destroying) a Sullustan trader and
learning from his records that the shield genera-
tors on Coruscant have not yet been repaired,
Daala forms a new attack plan. She resolves to
strike at Coruscant itself, ramming the stripped-
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tine. The Maw stormtroopers are sharp and well
trained, though they carry older model blasters.

There are normally 53 law-enforcement per-
sonnel on the base at any one time. When Daala
pulls her fleet out, she orders an additional 70
stormtroopers to stay behind to protect the
facilities.

Maw Installation Personnel

Maw Installation houses the most brilliant
scientists and engineers Tarkin could obtain
when forming his research facility — or at least,
those who were not so prominent that they
would be missed by their colleagues. They rep-
resent a wide cross-section of fields and special-
izations within both theoretical and applied
science, from advanced hypernautics theory to
droid and robotics design.

The researchers are supported by a large
staff of men and women who breathe life into the
horrible visions conjured up by the Maw scien-
tists. These people — draftsmen, naval archi-
tects, welders, electrical engineers, mechanics,
dry-dock workers, foundry operators, and soon
— work for the Prototype Construction and
Design Support Division (PCDS). Until fairly re-
cently, the PCDS division was directed by an
engineer named Tabbot. Tabbot was killed when
an experiment exploded at the construction
docks (Wermyn lost his arm in the same acci-
dent).

Since that time, Sivron has taken over as
acting director of PCDS, until he can find an
“appropriate successor.” So far, he hasn't made
much progress in doing so.

Tol Sivron

Tol Sivron is the pasty-faced Twi’lek Director
of Maw Installation. He is in charge of the vari-
ous divisions that make up the installation, and
is also currently acting director of the PCDS
division,

More a bureaucrat than a scientist, Sivron is
impatient, petty, uncreative, and maintains a
stifling control over his scientists. He believes
that the first task of management is to delegate
duty down and outward,

He revels in bureaucracy, and believes that
what he cannot generate in actual research he
can make up for in forms, contingency plans,
feasibility studies, and progress reports. Alas,
he very rarely actually reads the mounds of
paperwork his policies generate, which is pain-
fully obvious to his staff. It certainly doesn't
occur to him that his ceaseless efforts to be
prepared prevent him fromactually accomplish-
ing anything productive.

-head of the Maw Installation .

Sivron has no respect for life, and is very
cavalier at sacrificing others to get ahead. Heis
extremely threatened by true talent, for ex
ample, and back in the real world usually dealt
with perceived threats by sabotaging careers
and having the offending person removed Irm_n-‘
his staff. This tactic has failed him spectacularly
in the Maw, since just about everyone that
works for him is more talented than he is, and
there isn't much he can do to get rid of any of
them. About the only thing he can do to protect.
himself (by his way of thinking), is to make sure
that his name goes on every research paper:
produced by the staff of the installation,

Despite his attraction to advanced planning,
Sivron fancies himself a quick decision maker
when snap decisions are called for. In many
ways, he has been adapting to new situations all
his life, from his final departure from Ryloth, to
his tough ascension in the Imperial academic
and research field, to his appointment as the

Sivron was a pampered young member of a
head-clan on his homeworld of Ryloth. He ex-
pected to live in luxury for many years, but
when one of the five leaders died, the others —
Sivron among them — were exiled from the
community according to Twi'lek custom. Ban-
ished to the merciless desert wastes of the
permanently sunlit hemisphere of Ryloth, Sivron
killed his three companions to increase his own
chances of survival.

While wandering through the desert, he en
countered an Imperial naval training and refuel-
ing base. There he met a young commander
named Tarkin who was establishing the base as
an important refueling depot for his small Outer
Rim fleet. Sivron made himself useful to Tarkin,
and proved to be an able manager and assistant
as Tarkin moved up in the ranks. When Grand
Mofi Tarkin established the Maw Installation, he
tapped Sivron to manage it.

Sivron is resentful that Daala abandoned her
post and left him and the Installation unpro-
tected. He doesn’t much like her, because she
refuses to accept her subordinate position, but
he depends on her to provide security.

Ultimately, when the New Republic invades
the Maw, he decides to evacuate in the prote
type Death Star, and embarks on a terror spree
during which he destroys Kessel's moon before
retreating back into the Maw.

When the Sun Crusher reappears in the Maw
and attacks Sivron's Death Star, he orders the
crew to pursue it, against the advice of his sole
remaining military advisor, as it flees toward the
black holes of the Maw. When the beam of the
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superweapon fails to hit the Sun Crusher, Sivron
takes direct control of the Death Star, despite
his lack of experience piloting the craft. In pur-
suing Kyp in the Sun Crusher, he is lured beyond
the event horizon, and is slain along with most
of his remaining scientists when the Death Star
is sucked down into the black hole.

m Tol Sivron

Type: Director of Maw Installation

DEXTERITY 2D+1

Blaster 4D, brawling parry 3D-2, dodge 6D
KNOWLEDGE 4D

Alien species TD+1, bureaucracy 9D, bureaucracy; Em-
pire 10D, bureaucracy: Maw Installation 13D+1, business
50+2, Intimidation 6D, scholar: delense technologies
7D+2, scholar: Imperial science community 6D, streetwise
5D, survival 6Ds2, value 6D, willpower 7D
MECHANICAL 2D

Communications 4D+2, repulsorlift operation 4D, sen-
sors 5«1

PERCEPTION 4D+2

Bargain 7D, command 5D, command: Maw Installation
stalf BD, con TD+1, forgery 5D, hide 5D+2, investigation
6D, persuasion 10D+1, search 5D, sneak 5D+ 1
STRENGTH 2D

Brawling 4D, stamina 5D

TECHNICAL 3D

Battle station repair 513+2, (A) capital ship engineering
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7D, capital ship repair 5D+1, (A) capital ship weapon
engineering 4D+ 2, capital ship weapon repair 3D +2, com-
puter programming/repair 7D+2, droid programming
4D, security 8D+2

Special Abilities:

Head Tails: Twi'leks can use their head tails to commu
nicate in secret with each other, even if in a room full of
others. The complex movement of the talls is, in a sense,
a “secret” language that all Twi'leks are fluent In.
Force Points: 1

Dark Side Points: 4

Character Points: 14

Move: 10

Equipment: Datapad, lab tunic

Doxin

Doxin is one of the head scientists at Maw
Installation. He is director of HECIL, the High-
Energy Concepts and Implementations Labs
Division, which conceives of and tests new ap-
plications for energy and laser technology.

Doxin was one of Bevel Lemelisk’s prize stu-
dents, and followed his mentor from job to job,
He was elated to be involved in the Death Star
project, and gladly transferred to Maw Installa-
tion to work on Lemelisk’s team. He was less
elated to discover he was trapped there, espe-
cially when Lemelisk departed with Tarkin to
work on the actual Death Star.

Doxin spent several yvears developing the
laser focusing system for the Death Star
superlaser, and several more tinkering with it
after Lemelisk had left, even as he worked on
other projects. He finally took his beloved pro-
totype focusing lens in Lab Module A offline
when he needed to cannibalize it for the MCPS
project. He is currently working full-tilt on the
MCPS projector, which he hopes to have fully
operational within a year. He is planning to woo
Sivron for the resources to construct a brand
new prototype, since he suspects the limita-
tions of the laser lens he is working with are
holding him back.

Wider than he is tall, Doxin is a decidedly
rotund man. He is completely bald except for
very dark, very narrow eyebrows that look like
thin wires burned into his forehead. He has very
thick lips. Doxin is slain by Sivron’s incompe-
tence when the Twi'lek pilots the prototype
Death Star they are aboard into a black hole.

m Doxin
Type: Maw Scientist
DEXTERITY 1D
Brawling parry 3D, dodge 3D+ 1
KNOWLEDGE 4D
Alien species 5D, bureaucracy 6D+ 1, bureaucracy: Maw
Installation 9D+2, business 6D, cultures 5D+ 1, languages
6D, scholar: defense technologies 5D+2, scholar: Impe
rial science community 4D+2, streetwise 5D, value 602,
willpower 5D
MECHANICAL 4D
Capital ship gunnery 4D+ 2, capital ship shields 5D, com-
munications 4D+ 2, repulsorlift operation 5D, sensors 70
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PERCEFPTION 2D

Bargain 6D, command: research staff 8D+2, con 5D, hide
3D+2, persuasion 7D+ 2, search 4D, sneak 4D
STRENGTH 1D+2

TECHNICAL 4D

(A) Battle station engineering 8D, battle station repair
6D, (A) batlle station weapon engineering 13D, battle
station weapon repair BD, (A) capital ship weapon engi-
neering 90, capital ship weapon repair 7D+ 1, computer
programming/repair 7D, droid programming 5D+2, secu-
rity 6D, (A) starship weapon engineering 12D, starship
weapon repair 7D+2

Force Points: 1

Dark Side Points: 1

Character Points: 7

Move: 8

Equipment: Datapad, lab tunic

Golanda

Golanda, the eldest daughter of a wealthy
industrialist, was sent to the finest schools in
the Empire. She quickly revealed a talent for
mathematics and energy sciences, and went on
tostudy at several exclusive scientific conclaves,

While an intern at one such complex, Golanda
fell in with a crowd of young weapons special-
ists, and, when her internship was over, ac-
cepted a position with their team at the Imperial
Ordnance Research Facility on Shumogi. She
found the science of ordnance design endlessly
fascinating, and soon proved to be a brilliant
researcher as well as an able manager. Within
10 years, she was running the IORF labs she
had entered as a raw intern.

When Tarkin's representative Tol Sivron
arrived and offered her a prestigious position
ina new project the Grand Moff was develop-
ing, Golanda was initially thrilled. However,
when she learned that she was tobe placed in
virtual exile for an indeterminate amount of
time, she decided that she'd rather stay in-
the Core,

Unfortunately for her, Sivron had offered
the IORF director a three-million-credit per-
sonaldonationtoensure she made the “right
choice,” and when she tried to back out of
the deal, she found that not only had her
old position been filled, but that other doors
in IORF, university research facilities, and
defense firms were closing as well. Robbed
of a livelihood, and faced with a sudden,
mysterious (and highly ominous) Impe-
rial tax audit, she had no choice but to
accept Sivron’s generous offer of employ-
ment.

Golanda is not at all happy to have
been torn from her comfortable research
facilities to suffer total exile in the Maw,
and has spent the last 11 years seething
with resentment, She still finds some

pleasure in her work, however, and as the direc-
tor of Ordnance Research and Development,
she finds plenty to keep her busy.

Golanda's division developed the torpedoes
and targeting systems which deliver the Sun
Crusher’'s payload to its target destination, and
is currently field-testing a new ion torpedo and
has an experimental cluster-resonance shell
project in early development. She is also re-
sponsible for conducting artillery trials, and
constantly makes pointed comments about the
wisdom of conducting artillery research in the
middle of a black hole cluster, where gravity
fluctuations render all research data flawed and
useless, but no one listens to her anymore,

Golanda plays sabacc regularly with some of
the Hydra's officers. She is the only Maw director
who has any meaningful non-professional contact
with military personnel under Daala's command.

Golanda is tall and hawkish. With an angular
face, pointed chin, and aquiline nose that gives
her face the general shape of a Star Destroyer,
she is not pleasing to look upon. She dies along

with the other scientists aboard the prototype
Death Star.
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= Golanda
Type: Maw Scientist
DEXTERITY 2D+1 "
Blaster artillery 6D, dodge 6D, missile weapons 6D«1,
vehicle blasters 3D+2
KNOWLEDGE 4D
Alien species 5D, bureaucracy 5D+1, bureaucracy: Maw
Installation 7D+2, business 5D, culturés 7D, languages
4D+2, planetary systems 5D
MECHANICAL 2D+2
Capital ship gunnery 4D, communications 4D, repulsorlift
operation 5D+1, starship gunnery 6D
PERCEPTION 2D+2
Bargain 4D, command: research staff 6D+2, gambling
5D+1, hide 3D-2, persuasion 6D, search 4D, sneak 4D
STRENGTH 2D+1
Brawling 4D+2, stamina 5D, swimming 3D
TECHNICAL 4D
{(A)Artillery engineering 12D+2, (A) battle station weapon
engineering 5D, battle station weapon repair 4D+2, (A)
capital ship weapon engineering 7D, capital ship weapon
repair 5D+2, computer programming/repair 6D, droid
programming 5D+2, droid repair 5D, (A) starship weapon
engineering 7D, starship weapon repair 5D
Force Points: |
Character Points: 6
Move: 10
Equipment: Datapad, lab tunic

Yemm

Yemm'’s goalin lifeis to go as far in the Empire
as a non-human can go, and he has done fairly
well by any standard. The young Devaronian
was one of the few non-humans in the Outer Rim
to obtain a SAGEducation grant to study in the
Core. He obtained his business administration
and law degrees at the Dansuun Priory on
Rhinnal, and went on to work for several
megacorporations in the Colonies and C5A as a
personnel resources manager.

He has a great talent for saying the right
things at the right time, and making the right
friends. He found that even humans who pro-
fessed an intense dislike for aliens warmed to
him in time.

Yemm's ability to get along with and manipu-
late people served him well in moving from job
to job, and ever upward, but backfired drasti-
cally when he impressed then-Moff Tarkin at a
diplomatic function at the capital of Seswenna
sector — scant months later, Tarkin (now a
Grand Moff) asked Yemm to serve as the admin-
istrative director of a new research facility he
was putting together.

Atthetime, Yemmthoughtthe position would
be an excellent opportunity to move up again.
He would be regularly in contact with high-
ranking Imperials, and besides, one does not
turn down an offer made by a Grand Moff with-
out good reason.

Upon reflection, Yemm imagines he should
have found one. He anticipated being in the Maw
for two years — perhaps three — by which time
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he was to have created for himself a position
somewhere higher in the Imperial hierarchy,
possibly on Coruscant itself. He soon discov-
ered he had made a dreadful mistake in coming
to Maw Installation. He had expected the secu-
rity to be tight, but he had not realized that the
base would operate in total isolation until it was
too late. How was he to develop contacts lan-
guishing in forgotten obscurity?

Yemm has spent many long and extremely
restless years trapped in the Maw. His natural
desire to move onto new environments —a trait
common to Devaronians — has been amplified
by the knowledge that 20 years of contacts and
connectionsin the political and business worlds
are being wastefully neglected. He has moved
his department offices 22 times in half as many
years, just for the change in scenery. This con-
stant moving drives everyone else crazy (espe-
cially those who must move their offices else-
where to make way for Yemm and his staff), but
since he has the power to reassign just about
everyoneelse s offices as well, official complaints
have been remarkably low-key.

Yemm mainly manages personnel resources
(except for the slaves, who are Wermyn's re-
sponsibility), and the documentation offices
which attempt to keep up with Sivron’s huge
volume of paperwork. He also manages the legal
counsel offices, and entertainment services. The
latter, which includes holobroadcasts for the
Maw staff and troops, library stacks, and so
forth, used to be more popular before they were
recycled for the nth time. Yemm has tried to
keep things interesting by starting sabacc
leagues, small chamber orchestras made up of
amateur players culled from the personnel files,
and locally produced plays, with varying suc-
cess.

Partially in apology for moving his offices
around so much, Yemm has taken it upon him-
self to keep Sivron amused and off the backs of
the scientists as much as possible. For this he
has the entire Maw staff in his eternal debt,
which is how he likes it.

Yemm vanishes into one of the Maw black
holes with everyone else aboard the prototype
Death Star.

m Yemm
Type: Devaronian Director of Administration
DEXTERITY 3D
Archalc guns 4D+2, blaster 4D, dodge 5D+1, running
4D+2
KNOWLEDGE 4D
Alien species 6D+2, bureaucracy 10D+2, bureaucracy;
Maw Installation 7D, business 8D, business: business law
6D+2, cultures 6D, languages 5D+2, law enforcement:
Imperial law 6D, planetary systems 5D, streetwise 5D+2,
value 5D
MECHANICAL 2D+1
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Astrogation 4D, repulsorlift operation 5D, sensors 4D+ 2,
space transports 5D, starship shields 5D+1
PERCEPTION 3D

Bargain8D+1, con 90D, investigation 6D, persuasion 10D +2,
search 4D, sneak 5D

STRENGTH 3D

Brawling

TECHNICAL 2D+2

Computer programming/repair 6D, droid programming
4D+2, first aid 5D, security 8D

Force Points: 1

Character Points: 12

Move: 10

Equipment: Datapad, comlink

Qwi Xux

Qwi Xux is the brilliant but naive scientist in
Maw Installation who heads up the Sun Crusher
team. She focuses entirely on her work, never
considering the consequences of her actions,
nor the needs or feelings of those outside her
immediate interests. She does the work she
does because she enjoys the challenge of beat-
ing a supposedly unsolvable problem. She feels
that if outside forces abuse her creations, that is
not a reflection on her activities.

Qwi is a member of the Omwati people, a
near-human race. Several years ago, then-Moff
Tarkin discovered the Omwati children pos-
sessed a fantastic ability to retain and process
vast amounts of information. She was recruited
as a child by Tarkin and placed in a grueling
training program designed to break the stu-
dents — those who failed were forced to watch
as their home cities and families were destroyed
from orbit. Of the 10 Omwati children who en-
tered the program, only Qwi made it through all
the training.

She survived by eliminating everything that
might distract her from her work. She knew all
too well that should her concentration falter,
thousands of her people would die, including
her kin. She learned to suppress compassion,
and take refuge in the problems and lessons
before her. There was the safest path, the only
sure path,

At the end of her training, Tarkin brought her
to Maw Installation to work in his secret think-
tank under Bevel Lemelisk. Inthe early days, she
worked with Lemelisk to design and perfect the
Death Star weapons system (she was his pri-
mary assistant), When the preliminary design
was completed, Lemelisk departed with Tarkin
to oversee construction of the actual Death
Star, and Qwi moved on to other projects.

Sheis shocked tolearn from Han Solo that the
projects she has worked on have been used as
military weapons. She was told that the Death
Star was to be used to break up dead planets to
allow direct mining of the heavy metals trapped

in the core, and that the World Devastators
were to be autonomous factories combing as-
teroids or sterile worlds to produce a wide
range of items without polluting inhabited plan-
ets. To her, the open sharing of information is
imperative and paramount. She becomes out-
raged when she discovered that Daala had been
withholding information and deceiving her.

When Qwi defects to the New Republic, she
goes before the New Republic Assembly to cham-
pion the destruction of the Sun Crusher. Bereft
of all of the crutches that have kept her propped
up all these years, and all alone in an alien place,
Qwi comes to rely on Wedge Antilles, who has
volunteered to be her bodyguard and guide.
Only upon meeting Wedge does she realize how
empty her life has been, how devoid of personal
relationships. Her only joys have come from
completing a project or proving her designs and
theories correct.

After her address, she and Wedge leave
Coruscant for Vortex, to help in the disaster
relief efforts, During the trip, Wedge's interest in
Qwi grows, and she shyly encourages him. On
the return trip, they stop by Ithor to take in the
sights. Kyp Durron finds her there, and using
Sith powers, drains her mind of all she knew of
the Sun Crusher.

The purge is not extremely focused, how-
ever, and many other memories are destroyed
as well. Fortunately, most of her basic scientific
knowledge is intact, but she has lost a lot of her
advanced knowledge.

Since losing her memory, Qwi has been ob-
sessed with replacing her lost knowledge with
intensive study. Some memories return with a
bit of prodding, but most remain forever lost to
her. She intends to fill the gaps as best she can.
Even so, she is not sorry to be rid of the knowl-
edge that created the Sun Crusher —she has no
intention of regaining that knowledge,

A willowy near-human, Qwi has a blue tint to
her skin, and very fine white hair. Her voice is
high and reedy, and sounds somewhat like
birdsong. Her eyes are wide and deep blue,
giving her an expression of perpetual astonish-
ment. She uses a special music keyboard to
interface with computers. Those of her species
find it much easier to input data via musical
chords rather than words and phrases.

= Qwi Xux
Type: Near-human Sun Crusher Project Director
DEXTERITY 3D
Dodge 4D, running 5D
KNOWLEDGE 4D
Alien species bD+2, bureaucracy 5D+2, business 50+2,
cultures 60, languages 50)+2
MECHANICAL 2D
Communications 4D, musical keyboard operation 7D+1,
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sensors 50, spacetransports 4D, starship gunnery D1,
starship piloting 3D+2, starship shields 4D
PERCEPTION 2D

Command: Sun Crusher team 6D, hide 4D+ 2, persuasion
5D, search: electronic TD+2

STRENGTH 2D

Climbing/jumping 41

TECHNICAL 5D

(A) Battle station engineering 9D, battle station repair
TD+2, (A) capital ship engineering 4D, capital ship repair
5D, (A) capital ship weapon engineering 6D+2, capital
ship weapon repair 6D, computer programming/repair
8D+ 1, droid programming 8D, droid repair 6D, security
9D+ 1, (A) starfighter engineering 12D+2, starfighter re-
pair 7D+ 1. {A) starship weapon engineering 11D, starship
weapon repair 6042

Special Abilities:

Enhanced Learning Capability: Thanks to their advanced
minds, Omwati children, if properly trained, can absorb
and process a great deal of information at a young age.
Omwati who were so trained may have a Technical
attribute as high as 5D.

This character is Force-sensitive

Force Points: |

Dark Side Points: 2

Character Points: 12

Move: 10

Equipment: datapad, lab tunic, musical keyboard

Wermyn

Wermyn is the director of plant operations in
Maw Installation. He supervises the work crews
who keep the base going, and is himself very
hands-on when it comes to maintaining the
facility. He can often be seen climbing over
piping in the water treatment plant, floating
over the pitted face of the Hub in a vacc suit
making minor repairs to girders and local com-
munications arrays, or running safety tests in
Life Support Systems.

Wermyn lost his right arm two years ago
when an experimental beam projector blew up
during a zero-G test firing. The doctors and
medical droids present in the installation were
not properly equipped to handle bionic replace-
ments, and rather than make do with a cruder
artificial arm, he opted to go without. The lack of
anarm hasn’'t hindered Wermyn too much; when
he has solo work to do which requires two
hands, he takes along a humanoid droid.

Many people, on first sight of Wermyn's pur-
plish-green skin, assume he is a member of one of
the many races of near-humans scattered through-
out the greater Empire. In reality, Wermyn is a
normal human — his strange skin color is a com-
bination of permanent dye and micro-tattooing,
applied to young Wermyn in a rite of passage
ceremony on his homeworld of Aquella.

Wermyn is charged with sabotaging Maw
Installation while the Imperials evacuate the
Maw. He succeeds, but is abandoned by Sivron
and is forced to surrender to Wedge's soldiers
to escape the doomed asteroid complex.

m \Wermyn
Type: Plant Supervisor
DEXTERITY 2D+1
Dodge 4D, running 3D
KNOWLEDGE 2D+2
Alien species 3D, bureaucracy 4D, bureaucracy: Maw
Installation 603+2, business 30, cultures 30«2, planetary
systems 5D, streetwise 6D, value 8D
MECHANICAL 4D
Astrogation 5D, communications 6D, repulsorlift opera-
tion 5D, rocket pack operation 5D, sensors 7D, space
transports 60, starship shields 6D+ 1
PERCEPTION 2D+2
Bargain 5D, command: work crews 8D, con 7D+2, gan-
bling 5D, investigation 6D, persuasion 4D+ 2, search 6D
STRENGTH 2D+1
Brawling 5D, climbing/jumping 5D, lifting 6D, stamina 7D
TECHNICAL 4D
Battle station repair 61, computer programming/repair
7D, droid programming 5D+ 2, droid repair 60+ 1, first aid
5D, repulsarlilt repair 7D, security 7D
Force Points: |
Dark Side Points: |
Character Points: 8
Move: 10

Equipment: datapad, tool belt, comlink. Maw Installa-
tion

Captain Fredja

stormtrooper Captain Fredja, as the garrison
commander on Maw Installation, is caught be-
tween two superiors, Officially, he reports to
Admiral Daala, who is the Maw Commander. In
day-to-day affairs, however, he sees more of Tol
Sivron, who has the distressing habit of confus-
ing Fredja for a stormtrooper corporal or ser-
geant rather than the elite officer he is.

Under normal circumstances, Fredja extends
to Sivron the customary unquestioning obedj-
ence expected of all stormtroopers. However,
when Sivron steps over the line and begins to
interfere with the duties of the stormtrooper
garrison, Fredja puts a stop to it, usually by
quoting Sivron’s own rules back to him. (Fredja
has discovered to his dismay that this is the
only sure way to get Sivron to back down —the
captain doesn’t much like being a rules lawyer.)

When Daala moves out of the Maw with her
Star Destroyers, Captain Fredja becomes the
highest-ranking military man left on the site,
which technically places him in command of
every military asset in Maw Installation. He uses
this authority to destroy the main computer
core of the base when the New Republic occupa-
tion force arrives.

Unfortunately for every person who evacu-
ates to the prototype Death Star to escape the
occupation force, his authority only extends to
the outermost asteroid of Maw Installation it-
self. Once aboard the Death Star, he has no
choice but to obey Sivron's every command,
though he does his best to sway Sivron in the
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right direction by offering timely and reason-
able suggestions. This works reasonably well
until Kyp Durron taunts Sivron past rational
thought and lures the Death Star and its passen-
gers to their doom.

m Captain Fredja
Type: Stormtrooper Garrison Commander
DEXTERITY 2D+2
Blaster 6D, blaster artillery 5D+1, brawling parry 5D,
dodge 6D, grenade 50, missile weapons 5D+ 1, vehicle
hlasters 4D
KNOWLEDGE 3D
Bureaucracy: Maw Installation 5D-+2, intimidation 4D,
law enforcement: Imperial law 5D+ 1, planetary systems
5D+2, survival 5D, tactics; ground assault 7D, tactics:
Maw Installation defense 9D, willpower TD+2
MECHANICAL 3D+2
Battle station piloting: Death Star 5D+1, capital ship
gunnery: superlaser 5D, communications 51+2, powersuit
operation: spacetrooper armor 7D, repulsorlift opera-
tion 6D, sensors 5D+2, space transports 6D, starship
gunnery 5D+2, starship gunnery; proton torpedoes 6D
PERCEFPTION 3D+1
Bargain 4D, command: stormtroopers 8D+1, hide 6D,
investigation 7D+1, persuasion 6D+2, search 7D, sneak
GD+1
STRENGTH 2D+1
Brawling 5D, climbing/jumping 5D+ 1, lifting 5D+2, stamina
5D+2
TECHNICAL 3D
Armor repair 4D+2, blaster repair 4D, compuler pro-
gramming/repair 5D, demolitions 6D, droid program-
ming 40+ 2 first aid 5D, powersuit repair 5D+ 1, repulsorlift
repalr 4D, security 7D+2
Force Points: |
Dark Side Points: 2
Character Points: 15
Move: 10
Equipment: Stormtrooper armor (+2I} physical, +1D
energy, -1D to Dexterity and related skills), blaster rifle
{50)), blaster pistol (4D)

Grodon Lakky

Lakky is the brutal and sadistic man who
oversees the slave labor pool of Wookiees used
by the Maw teams for construction and techni-
cal maintenance (in the base records, they are
designated “involuntary labor™). He is a fat,
repulsive-looking man with a face that looks like
pale wet clay roughly twisted and formed into
the shape of a man’'s face,

Lakky truly enjoys breaking Wookiees, and
having had over a decade to devote to his cur-
rent batch, is the proud overseer of the most
broken and pitiful work gang of Wookiees the
Maw has ever seen. He enforces his will with a
power-lash, which delivers a powerful and pain-
ful shock when he uses it to beat his slaves,

Absolutely no one in the Maw likes Lakky.
Even those who favor the enslavement of cer-
tain alien species think him a monster. (The
Wookiee Nawruun certainly feels this way; when
freed by Chewbacca and the New Republic oc-
cupation force, Nawruun goes berserk and slays
his former master.)

m Grodon Lakky

Type: Wookiee Keeper

DEXTERITY 3D

Blaster 4D+2, brawling parry 6D+2, dodge 5D, melee
combat 6D, melee parry 6D+1, power-lash 7D, thrown
weapons 50

KNOWLEDGE 2D

Alien species 4D, bureaucracy 3D, intimidation 8D, will-
power 5D+2

MECHANICAL 2D

Repulsorlift operation 5D

PERCEPTION 2D

Bargain 4D+ 1, command: Wooklee slaves 6D, con 4D+2,
forgery 3D+1, gambling 5D, persuasion 3D+1, search
6D+1

STRENGTH 2D+2

Brawling 81, climbing/jumping 4D+ 1, lifting 6D, stamina
4D+2

TECHNICAL 3D

Droid programming 5D, power-lash repair 4D, repulsorlift
repair 4D+2, security GD, space transports repair 5D,
starfighter repair 4D+2

Dark Side Points: 8

Character Points: 6

Mowve: 10

Equipment: Power-lash (STR+2D or STR+2D stun dam-
age, depending on setting)
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The Wookiee Slaves

The Wookiees of Nysshyyyk clan were proud warriors
and traditionally some of the best clockmakers on their
homeworld of Kashyyyk. When the Empire came, the
Nysshyyyk clan was particularly hard-hit when over half
its males were rounded up and shipped to slave labor
camps all over the Empire because of their high technical
aptitude.

Over 100 Wookiees of the Nysshyyyk clan were shipped
to Maw Installation when it was under construction.
Within a month, 12 of the warriors chose death rather
than work under the “loving eye” of Lakky — eight repeat-
edly sabotaged their work until slain, and the other four
simply opened their vace suits while in space.

The remaining Wookiees stayed on in the Maw when
the base was completed, and did a lot of the heavy zero-
Gworkin constructing and assembling the mighty girders
of the prototype Death Star. This was grueling and dan-
gerous work, and more than 50 of the Wookiees lost their
lives before it was completed.

Broken by a decade of harsh labor and abuse, the
remaining Wookiees are a sorry lot. They walk with a
hopeless stoop, and their fur is matted, tangled and
patchy. When there is not heavy construction or repair
work to be done, they are kept busy doing maintenance
work to the base's small fleet of shuttles.

Nawruun

Nawruun is the oldest surviving Wookiee of
the Nysshyyyk clan in the Maw. Gray-furred,
and slightly deformed after years of hard labor,
physical abuse, and malnutrition, he is a pitiful
sight, and few who see him could identify him as
the strong warrior who was brought to the Maw
over a decade ago.

Nawruun's natural optimism has been smoth-
ered by years of abuse and despair, but the
arrival of the Wookiee Chewbacca gives him
renewed hope of escaping the Maw and the
hated Imperials. When Chewbacca returns with
the New Republic, the tiny ember of defiance
and desire for freedom blazes into a raging fire.
It is Nawruun who turns on Lakky, and slays the
Wookiee keeper with his own power-lash.

=m Nawruun
Type: Enslaved Wookiee Mechanic
DEXTERITY 3D*
Bowcaster 4D, brawling parry 4D+1, dodge 4D, melee
combat 5D, melee parry 4D+2, thrown weapons 4D
KNOWLEDGE 2D+2
Alien species 4D+1, languages 5D, planetary systems
3D+2, survival 5D
MECHANICAL 2D
Sensors 4D, space transports 6D
PERCEPTION 2D+1
Hide 4D, search 4D+2, sneak 3D+1
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STRENGTH 3D*

Brawling 5D, climbing/jumping 4D+2, lifting 3D+2
TECHNICAL 4D

Battle station repair 6D, bowcaster repair 5D, capital
ship repair 5D+2, capital ship repair: Gamma-class as-
sault shuttle 7D, computer programming/repalr 5D+1,
droid programming 6D+1, droid repair 5D, repulsorlift
repair 5D+2, space transports repair 6D, starfighter re-
pair 6D, walker repair 4D+2

Special Abilities:

Berserker Rage: +2D to Strength or brawling in berserker
rage. See page 137 of Star Wars: The Roleplaying Game,

Second Edition and page 125 of Star Wars Gamemaster
Handbook.

Climbing Claws: +2D to climbing,

Force Points: 1

Dark Side Points: 1

Character Points: 6

Move: 10

Equipment: Tool belt

* Nawruun has weakened since being enslaved due to
malnutrition and mistreatment, All skills under Dexterity
and Strength have suifered.
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The Fringe

The Fringe

The fringe isn't a place or organization so
much as it is a socio-economic condition. [t
thrives on backwater worlds where the Empire
and New Republic are less diligent in enforcing
laws, and where law enforcement can be bought
or subdued.

It consists of pirate bands, smuggler fleets,
cities where anything can be had for a price,
small governments which willlaunder anyones's
credits, gambling casinos beyond the reach of
galactic law, space stations where bounty hunt-
ers and slavers gather, and factories where
illegal products — from ryll spice to assassin
droids — are made. The fringe Is anywhere
where society has been sufficiently weakened
to allow people to bend or break galactic laws
on a major scale.

The Smugglers’ Alliance

One segment of the fringe which has coa-
lesced into a semi-formal organization in the
aftermath of Thrawn's campaign is the
Smuggler's Alliance (SA). The SA is a tenuous
coalition of smugglers — a merchant league of
sorts — who have banded together to provide a
common defense, select leaders who can repre-
sent their interests before the New Republic,
and regulate competition and trade between
their various interests to allow all to flourish.

STAR—
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are those in the SA who would agree, but other
smuggler groups see the name as a tie to their
past — and a suitable reminder not to be fully
co-opted by any government, however benevo-
lent.

_ Thesymbol of the SA's affiliation is an elegant
crosshatched insignia, which is prominently
displayed on ship hulls, uniforms and docu-
ments produced by the SA leadership.

Mara Jade

When she was appointed by the Smugglers'
Alliance as an SA representative, Mara Jade
thought she'd found a job that would employ
her skills as a negotiator and businesswoman
rather than as some sort of armed trouble-
shooter. However, it seems that Mara is des-
tined to keep in the thick of things one way or
another.

She travels to Coruscant to warn the New
Republic through Han Solo that Admiral Daala
has been putting out feelers in the fringe, trying
to hire spies and saboteurs. While there, she
catches Lando’s eye.

Mara attends Luke's Jedi academy for a time,
but does not stay long; Kyp's stealing of her ship
sours her on the experience, and she begins to
worry how the SA is getting on without her. She
asks Lando to come pick her up.
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and synthetic rock. Its sheer walls slope back-
ward at a 45-degree angle, and turbolasers
mounted on turbolift turrets rotate watchfully
along each of the corners. There is only one
main entrance, located behind a fenced area
and next to a guard house,

Administration

A glassed and mirrored substructure pro-
trudes from the upper levels of the slanted face,
housing the administration offices and prison
personnel. Transparisteel elevators run up the
sloped wall, from a guard box at the bottom to
the administration building. This is the only
other entrance to the facility.

In the days of the Empire, the administrative
offices housed just the people concerned with
the running of the prison and the mining details.
Doole has established his entire “government”
in this complex. From here he manages his
mining empire — overseeing mine operations,
supervising spice processing and keeping an
eye on his employees on the garrison moon.

The interior of the administration area is
somewhat chaotic. Even years after the upris-
ing, many of the administration offices still bear
the scars of the conflict; some are riddled with
blaster burns, while others aresimply ransacked.
The lighting is somewhat unreliable, and hall
lights flicker on and off randomly from time to
time.

The offices nearer Doole’s office complex are
a bit more orderly and show signs of recent use.
Clerks, bureaucrats and seedy-looking function-
aries bustle about, clutching datapads and look-
ing harried. Some have the colorless look of
bureaucrats everywhere, while others have a
rougher demeanor; former prisoners who are
grateful for a plush, easy job.

A gang of “guards” usually hangs around the
outer offices of Doole's complex, ready to run
errands, entertain their boss and generally dis-
rupt the proceedings of the offices. Like all the
guards in the complex and the mines, these
thugs wear a mishmash of discarded and sal-
vaged uniforms and combat clothing, and bits of
armor modified from prisoen-guard and
stormtrooper plating.

Doole's, which was once the warden's office,
is a fittingly huge and impressive affair, with a
panoramic view of the wastes of Kessel and
several nearby atmosphere towers. There is a
hand-lettered sign mounted on the wall that
says “Doole’s Place.”

To the right of Doole's desk is the frozen
visage of the warden himself, frozen in carbonite
— a trophy of Doole's and a warning as to what
befalls his enemies. Doole captured the warden
and sent him down into his own mines to toil in

darkness until he was broken. When Doole tired
of this, he planted spice grubs in the warden’s
body and let the grubs slowly consume the
writhing warden from within. At the height of
agony, Doole had the man encased in carbonite.

The Prison Blocks

In its heyday, the prison was something of a
cross between a zoo and correctional facility,
because the life-forms came from a wide variety
of species with varying levels of sentience. The
prison cell block levels are largely empty these
days, since Doole began shipping most of his
prisoners to live down in the spice mines.

The doors leading to the blocks are heavy
and huge, and lift up when the control panel is
pressed. At one time it was necessary to enter a
security code to gain access to the area, but
when the prisons were emptied, it became too
much of a hassle to remember, so the staffers
simply stopped programming them in.

The turbolifts leading from level to level are
transparisteel, to expose the occupants to the
scrutiny of the guards. Numerous cameras and
motion detectors, some of which still work,
blanket the hallways, platforms and rooms. One
area of the cell blocks which is still secured
houses a carbonite chamber, which the Imperi-
als used to neutralize particularly dangerous
prisoners for transport.

Doole’s Private Wing

Doole has his own private wing of the facility,
which he converted from one of the prison
blocks. Despite his best efforts of camouflaging
the area with tacky riches and tarnished splen-
dor, it still looks like a prison cell block.

Doole is the only person privy to the access
code of the doors leading to this wing. He keeps
females of his species imprisoned in the maze-
like interior, fearfully awaiting his pleasure. In
other cells, he has stockpiled boxes and boxes
of glitterstim.

Spice Processing Rooms

In the center of the prison, behind double-
sealed doors, lies an area of the complex which
is kept in total darkness: the spice-processing
room. The processing room is a huge cavernous
warehouse devoted to packaging glitterstiminto
shipping containers.

Once the processing rooms were staffed by
prisoners wearing infrared goggles, but Doole
has found an even cheaper source of labor than
that — his own children. The blind, grub-like
larvae are equipped with four slender hands,
which makes them ideal workers for the job.
They are quite docile until they near maturity, at
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which point Doole has them killed,

Thegrubs wrap the fibrous segments of spice
in opaque paper and load them into special
protective cases, whichareferried upto Kessel's
moon for smugglers to pick up. As heartless as
Doole’s staffing solution is, the productivity of
the processing rooms is much higherthanit was
in the days of the Empire.

Doole forces the impregnated females to de-
posit their egg sacks in a humid side room,
where he tends to the young himself, centering
their existence on spice and rearing them to
revere him as a god. This does not endear himto
the female Rybets, who ultimately turn their
children on their heartless father.

Atmosphere Towers

Immense atmosphere towers dot the land-
scape of Kessel, producing air to replace that
which escapes the planet. The work of the atmo-
sphere towers allow people to survive outside
in mere breath masks rather full environmental
suits. Running full tilt, they produce enough air
to allow people to go without breath masks as
well, but Doole decided that running the stacks
all out was wasteful. Now they run at 68 percent
capacity.

WARS™

Deep within the towers, giant generating fac-
tories catalyze raw rocks into gases, releasing
gouts of oxygen, nitrogen and carbon dioxide
into the pinkish sky. These [actories are largely
automated, but turbolifts and catwalks run down
into the stacks to allow maintenance crews
access to the inner machinery. Next to each
atmosphere tower there is a small landing field,
where maintenance workers and guards land
their space tugs and landskimmers.

The towers, as vital parts of the Kessel infra-
structure, are protected by Kessel's security
forces. A squad of guards is stationed at each
tower, and regularly patrols the perimeter. As
anadditional precaution, the atmosphere stacks
are armed with turbolaser batteries,

Ironically, Admiral Daala knocks many of them
out during her attack on Kessel, not because she
means to destroy Kessel's atmosphere-produc-
ing plants, but because she thinks them to be
extensions of a Rebel base.

The Spice Mines of Kessel

The spice mines of Kessel are scattered across
the face of the planet, predominantly along the
equator, where the glitterstim deposits seem to
be most frequent. The landscape is littered with
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the huge shafts of played-out mines, deserted
now. Other mines are still in full production, and
show a bit more life about them.

Mine Shafts

Mines shafts are bored into the crust of the
planet by the giant atmosphere factories, which
chew through the rocks and dissolve out oxy-
gen and carbon dioxide to replenish the con-
stantly fading air. After the huge factory ex-
tracts what it can, its machine components are
dismantled and moved elsewhere, leaving be-
hind a drilled mine shaft giving access to an
entire network of underground tunnels for spice
mining,

The pit is framed in rusted girders and sup-
port structures, the outer framework of the
atmosphere stack which once stood over it. At
therim of the crater is a large industrial elevator
cage which runs down into the darkness.

The mining crews start near the surface, dig-
ging side tunnels out from the main shaft, in
search of spice. When the upper level tunnels
are played out, they move further down the
shaft and repeat the procedure. The miners’ job
is made easier in that the crust of the planet is
riddled with natural tunnels and caverns —
opening up a new side tunnel is usually simply a
matter of digging from the shaft to the nearest
one, which is found via electronic soundings.

All of the tunnel openings are sealed with
metal doors and airlocks. The metal doors serve
both to keep air in the tunnels and light out.

The Mustering Rooms

Each of the tunnels has been modified to
house the prisoners who mineit, Passing through
the airlock delivers travelers back into an oxy-
gen-rich environment — the mustering rooms.

The mustering room was Doole's innovation
to prevent anyone else staging a mining revolt
like his — the prisoners are kept isolated in
small groups of a hundred or so in their tunnels,
instead of traveling back to a central prison
where they are free to plot and plan. Escape
from the mines and the planet are made more
difficult becausethe escapee must traverse kilo-
meters of barren landscape in an atmosphere
which won't support him. As an extra precau-
tion, the breathing masks used by the guards
and prisoners only function for 10 hours before
they must be recharged — most of the mines are
more than 12 hours on foot from another source
of good air.

The typical mustering room (each tunnel has
two —one for each shift) is a large room blasted
out of the rock, where 50 workers sleep, eat and
gather to prepare for another day in the spice
mines. Tall banks of bunks run down the walls,

and the central area is taken up with long tables
where the workers consume their meals.

Each prisoner is assigned a number, and
must muster on the colored and numbered
square in the central area for roll call. Holocams
are mounted high on the walls and guards in
hodge-podge stormtrooper uniforms monitor
the workers from behind transparisteel obser-
vation cubicles which look out into the room.

At night, the bunks are bathed in a sleep-
generating field which forces the workers into a
nightmare-plagued slumber. This is another in-
novation of Doole's which reduces the opportu-
nity for prisoners to plot or make escape at-
tempts,

Spice Mine Tunnels

Beyond the mustering rooms is another metal
door, which opens up into an illuminated cham-
ber a hundred meters long. Centipede-like min-
ing trams are stored here. The tram cars are
linked by magnetic couplers, and run down to
doors at the far end of the room.

After the workers and guards take their seats,
the lights go out and the tram moves into the
pitch-black tunnels. Once beyond the end doors,
the miners are once again dependent on their
breathing masks, since the interior of the tun-
nels are not kept stocked with air.

The tram moves very fast through the tun-
nels and periodically passes through more of
the metal doors. Numerous side-tunnels wind
away from the main tunnel. As workers reach
their assigned areas, each guard splits his tram
car off and moves down various side tunnels
(the worker teams usually consist of one guard
and five prisoners— onlythe guardisissued the
infra-red goggles necessary for navigating the
tunnels). Once the miners reach the side tun-
nels, they debark, and continue on foot to their
assigned work sites.

Often, this necessitates traveling down an-
other mine shaft, especially if the man-made
tunnel opens up on a pre-existing natural tun-
nel.

The natural tunnels are different in character
than the man-made ones. An actual ecology
exists deep underground, mostly consisting of
small grubs, slugs and other vaguely unpleasant
and mostly harmless worm-like creatures which
dwellin and around the subterranean lakes and
pools which are frequently found in the natural
tunnels.

At the mining site, the guard uses an acoustic
disrupter to slough a layer of rock off the wall of
the tunnel, exposing another layer of glitterstim.
The workers pick through the rubble and har-
vest the spice, placing it in belt pouches.
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The Independent Class

The vast number of people in the galaxy live
their entire lives without leaving their planet of
birth. As common and easy as space travel is,
few have any occasion to travel to other worlds.

The Independent class is made up of people
who can move from planet to planet with rela-
tive freedom, either for business or pleasure.
They are not only the nobles and elite politi-
cians of the ruling classes, but also well-to-do
merchants, owners and managers of successful
import/export businesses, and those who offer
professional services on a variety of worlds,
such as gifted artisans, economists and law-
yers, and governmental consultants.

In the days of the Empire, those with money
and influence either served the Empire in pur-
suit of greater wealth, or paid just enough lip
service to Imperial interests to get by with a
minimum of Imperial interference in their af-
fairs, There was no third category; few people of
note could escape government interference or
regulation altogether. Those who attempted to
remain independent, or refused to pay bribes to
local Imperial officials, usually found their lands,
businesses, and properties nationalized.

With the rise of the New Republic, many
peoaple of the Independent class have quickly
moved away from the close government rela-
tionship they were forced to support in the
Imperial era. This is a natural reaction, and
some will likely move back into a comfortable
relationship with the New Republic in time. For
now, though, distrust for any sort of authority
backed with guns runs very high.

Lando Calrissian

Lando Calrissian has plenty of reasons to
distrust authority, having had his livelihood
and accumulated wealth taken from him several
times by the Empire. However, his natural dis-
trust for authority is tempered by his close

relationship with leaders of the New Republic
(particularly since he retook his general's com-
mission during the revived Emperor’s last at-
tacks). Besides, he is not exactly flush with
funds when he arrives on Coruscant — his luck
has not turned since losing his mining colony on
Nkllon, and Lando hopes some of his friends and
associates can help him sniff out some new
business opportunities.

While on Coruscant, he agrees to run an
errand for Lela — tracking down a lead on a
potential Jedi candidate named Tymmo whom
Artoo has discovered in the Imperial datacore.
It is well for Lando that he does, for the ensuing
adventure leads to the funds he needs to get
back into big-time investing.

Lando travels to Umgul, the world of the
curious but popular blob races, to check out a
man named Tymmo who has done very well for
himself at the blob races — too well for random
chance. Lando has little trouble locating Tymmo
once on Umgul, and soon learns that the scruffy-
looking human is not using the Force to win at
theraces, but ahigh-tech form of cheating which
even the eagle-eyed racing authorities of Umgul
have not detected.

Lando corners Tymmo in the Fondine blob
stables, and after a brief firefight, has him
rounded up by the authorities. When he learn
who Tymmo really is (and that there is a huge
reward for his return), Lando talks Slish Fondine,
owner of the stables, into suspending the tradi-
tional death penalty sentence so that the errant
consort could be returned to his wife. In return,
he agrees to split the million credit reward
offered by Duchess Mistal.

Han and Lando enter into an ongoing gam-
bling competition over who is the rightful mas-
ter of the Millennium Falcon. After several games
(each supposedly the final one), Lando wins
final ownership of the Falcon, but gives her back
to Han as a grand gesture designed to impress
Mara Jade, who he has taken a fancy for,
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He comes toregret the gesture when it dawns
on him that he is reduced to begging rides from
Han until he can recover his own ship. He is so
obsessed with recovering the Lady Luck that it
never occurs to him that he could buy any ship
he likes with a million credits in his pocket.
(Given Calrissian’s nature, it is likely that the
challenge of recovering his ship was more at-
tractive to him than the purchase of a new
vessel).

While helping Luke locate Han on Kessel,
Lando poses as a potential investor in Doole's
operation. The trip gets him thinking about
getting back into the mining business, and when
he learns that Duchess Mistal is so grateful to
get her consort back that she gives Lando the
full million credit reward, he decides that his
luck is finally changing.

Lando begins to pursue the acquisition of
Kessel and Mara Jade at about the same time. It
is unclear to observers which pursuit comes
first in Lando's heart, and he isn't all that sure
himself. It is likely that Lando sees Mara as a
charming “decoration,” as well as aworthy busi-
ness partner.

Working with Mara and the Smugglers’ Alli-
ance, he begins to work out a deal in which he

will take over Kessel, upgrade it with the reward
money he got from the Duchess of Dargul, and
then give the SA exclusive distribution rights.,

When Lando finally meets Mara out at Kessel
to look over the place, he is dismayed at the
extent of the damage Daala has done the place
since he last saw it. He is even less thrilled at
learning that Doole has sealed himself up in the
former Correction Facility, the only intact build-
ing of real value left on the planet.

Lando overcomes this obstacle with little
trouble, and his natural optimism begins to kick
in as he makes grand plans for the restoration of
Kessel. His good mood is ruined when the Maw
scientists blow up his newly acquired garrison
moon with their prototype Death Star.

m Lando Calrissian

Type: Gambler

DEXTERITY 3D+2

Blaster 9D, blaster: hold-out blaster 8D, brawling parry
6D:2, dodge TD+2, grenade 5D, melee combat 5D+1,
melee parry 5D+2, thrown weapons 40, thrown weap-
ons: knives 6D

KNOWLEDGE 3D

Alien species 5D+1, bureaucracy 8D, bureaucracy: Impe-
rial Navy procedures 9D+1, business 8D+1, business:
mining 12D, business administration 80+ 1, cultures 7D+ 1,
languages 6D, planetary systems 5D+2, streetwise 90,
survival 6D+2, survival: urban 8D, tactics: capital ships
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5D, tactics: starfighters 6D, value 7D, willpower 6D+ 1
MECHANICAL 2D+1

Archaic starship piloting 5D+ 1, astrogation 7D, commu-
nications 6D, ground vehicle operation 5D+1, hover ve-
hicle operation 3D+1, repulsorlift operation 5D+2, sen-
sors 5D+2, space transports 9D, starfighter piloting 9D,
starship gunnery 8D, starship shields 8D+ 1, swoop op-
eration 5D+1

PERCEPTION 4D

Bargain 9D, bargain: minerals 10D+2, bargain: tibanna
gas 11D+2, command 8D+2, con 10D+ 1, forgery 7D, gam-
bling 10D+2, hide 7D+2, persuasion 7D+2, search 5D,
sneak 7D+2

STRENGTH 2D+2

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

TECHNICAL 2D+2

Computer programming/repair 5D+2, demolitions 4D,
droid programming 4D+1, droid repair 4D+1, first aid
4D=1, repulsorlift repair 5D+ 2, security 7D+ 1, space trans-
ports repair 8D, starship weapon repair 6D+2

Force Points: 2

Character Points: 18

Move: 10

Equipment: Comlink, hold-out blaster (3D+1 damage),
sabacc card deck

Slish Fondine

Slish Fondine, a hirsute and bulky man, is the
owner of Umgul City's largest blob racing sta-
dium. An entrepreneur of the first order, Fondine
built the place up out of a collapsed sinkhole,
taking advantage of the new topography and
cheap property values,

His blob stadium has become a huge success,
because of his round-the-clock races, and the
innovative and entertaining courses he con-
cocts for his betting audiences. His blobstacle
courses are routinely copied by other stadiums,
and many have become classics intheblobstacle
racing repertoire.

Grateful for the return of her consort, Dack,
Duchess Mistal offers to build Fondine a subsid-
iary blobstacle course if he will name it after her
beloved. Fondine is pleased at the idea, and has
since begin plans to build an even grander rac-
ing stadium than his first.

m Slish Fondine
Type: Blob Stadium Owner
DEXTERITY 3D
Brawling parry 4D, dodge 3D+2, running 4D
KNOWLEDGE 3D+2
Alien specles 6D, bureaucracy 7D+1, business: blab rac-
ing 8D+1, cultures 5D+2, streetwise; Umgul 8D, value
6D+1
MECHANICAL 2D
Beast riding 3D, ground vehicle operation 4D, repulsorlift
operation 4D+2
PERCEPTION 3D
Bargain 6D, command 40+2, gambling 6D, persuasion
7D, search 5D+1
STRENGTH 2D+2
Brawling 6D, climbing/jumping 4D+2, lifting 4D, stamina
3D+2

ST R
ARS™

TECHNICAL 2D

Computer programming/repair 4D, first aid 3D,
repulsorlift repair 4D

Character Points: 8

Move: 10

Equipment: Datapad, comlink

Duchess Mistal

No one has ever accused Duchess Mistal of
Dargul of being a woman who doesn’t know
what she wants. Even as a young girl, she tried
the patience of members of her house with her
various interests and hobbies, which she pur-
sued with a single-minded obsession which bor-
dered on madness. None of the many pets she
acquired lived more than a few weeks — every
one of them died of enthusiastic overattention.

When she reached the age of marriage for
Dargullan nobles at 25, Mistal began looking for
a mate. Despite her great beauty, not one male
noble of her homeworld stepped forth to court
her. Nonplused, Mistal decided to find the per-
fect consort instead.

She advertised far across the galaxy, and
received millions of applicants, The Duchess
was rich and beautiful, and the consort merely
had to agree to live in total opulence and be
doted upon by the Duchess.

A young man named Dack won by rigging the
computer sorter, and Mistal proceeded to smoth-
ered him in affection, just as she had all of her
many pets. Rather than dying like her other
pets, Dack ran away.

Distressed, Mistal places a million-credit
award for the capture and return of her consort.
When Lando accidentally finds him on Umgul,
she is so grateful to have him restored to her,
she gives Lando the reward and offers to build
a new blobstacle course for Fondine.

m Duchess Mistal
Type: Duchess of Dargul
DEXTERITY 2D
Blaster 4D+ 1, dodge 5D, melee combat 4D, melee parry
4D, running 4D+ 1
KNOWLEDGE 2D
Alien species 4D+2, cultures 5D, languages 4D-2, plan-
etary systems 5D, willpower GD+2
MECHANICAL 2D
Astrogation 3D+ 1, beast riding 3D+2, repulsorlift opera-
tion 4D, sensors 4D, space transports 30D+ 1
PERCEPTION 2D
Command 4D, gambling 4D+ 1, persuasion 5D
STRENGTH 2D
Climbing/jumping 4D, swimming 3D+2
TECHNICAL 2D
Computer programming/repair 40, first aid 3D, security
3D

Character Points:
Move: 10
Equipment: Comlink, datapad, ornamental robe
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Dack (Tymmo)

Dack has always viewed the galaxy as “easy
pickings.” An extremely talented young man,
Dack learned how to get all he ever wanted by
relying on his charms and tapping into datanets
for credits and properties,

Dack knew to stop short of excess, but when
he heard that the lovely and very, very rich
Duchess Mistal was looking for a consort, it
presented an irresistible challenge. As a slicer,
he had no problem hacking into the central
computer at Palace Dargul which was handling
the selection process, and modifying the selec-
tion algorithm in such a way that his name was
selected.

Dack’s cocky attitude of triumph changed to
horror when he discovered what he had “won.”
After a few months, he had endured enough of
Mistal's constant attempts to be near him, and
managed to escape.

Hiding on Umgul as “Tymmo,” Dack grate-
fully reverted to his old ways. Using his knowl-
edge of electronics and slicing, he devised an
implant micro-motivator which
would drive a blobto
victory, by !
sendingouta  _—" _
powerful in-
ternal stimulus
which provoked a
frantic flight re-
sponse in the blob.
After a race, he de-
stroyed the micro-
motivator by re-
mote, leaving only
trace elements be-
hind.

In this way, he
was able to qui-

Storn Cook

etly amass a fortune, placing the implant in
blobs not favored to win, and betting on them.
Driven by the terror generated by the implant,
his blob always won. Dack was always careful
not to bet too often, lest he attract the attention
of the Umgullan racing authorities. He was not
so careful that he did not attract the attention of
Artoo Deetoo on far-off Coruscant, however,

Dack is young and handsome, but has a fidg-
ety, furtive look. He is now once again at the side
of Duchess Mistal, a victim of his own machina-
tions.

m Dack (Tymmo)
Type: Consort
DEXTERITY 3D
Blaster 5D, brawling parry 4D+ 1, dodge 4D +2, pick pocket
6D+2, running 5D
KNOWLEDGE 2D
Alien species 3D+1, business 4D, cultures 4D+2, lan-
guages 4D, planetary systems 2D+2, streetwise 5D, value
4D-+2
MECHANICAL 3D
Astrogation 4D, beastriding 3D+ 2, communications 4D+ 1,
hover vehicle operation 3D+2, repulsorlift operation
5D+2, sensors 4D, space transports 4D+2, starship gun-
nery 40, starship shields 3D+2, swoop operation 4D+2
PERCEFPTION 4D
Bargain 4D+2, con 6D+2, forgery
7D, gambling 6D+2, hide 5D, per-
suasion 7D+ 1, search 5D, sneak
4D+2
STRENGTH 2D
Brawling 3D+1, climbing/jumping
5D, swimming 4D
TECHNICAL 4D
Computer programming/re-
pair 8D+1, demolitions 5D,
droid programming 7D,
droid repair 4D+2, eneryp-
tion 6D+1, security 7D
Character Points: 4
Move: 10
Equipment: comlink,
datapad, hold-out blaster
(3
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Anoth

Long ago, the Anoth system suffered some
cataclysmic disaster, and its single world was
shattered into thousands of pieces. The entire
system is unstable and in a few short decades
will collapse in on itself.

The three largest fragments of the planet
orbit a common center of mass. The two largest
pieces hover in extreme proximity, and occa-
sionally grind together, generating horrendous
quakes. Together, they generate enough gravity
to retain a poisonous and stormy atmosphere.

The third and more distant fragment, Anoth,
orbitsinaprecarious, almost-safe position which
is far enough from the other two to escape the
violent clashes and the worst of the electrical
storms. Skittering electrostatic discharges dance
between the two great fragments. The resulting
ionizing fury bathes Anoth in electrical storms
that even the powerful sensors used by the
military cannot penetrate.

Ships entering Anoth’s atmosphere draw a
great deal of static energy. Most of these electri-
cal bolts are harmless, but occasionally, astrong
bolt can ionize the controls of a spaceship,
sending it spinning out of control

The small white sun of the Anoth system is
weak, bathing the world in a pale twilight which
is frequently supplemented by stark flashes of
interplanetary lightning discharges. The sur-
face of Anoth is a craggy forest of rocky spires,
sharp ledges and clawlike peaks that are riddled
with caves left behind when volatile incursions
in the rocks evaporated over the centuries,
leaving only glasslike rock.

m Anoth
Type: Planetary fragment
Temperature: Frigid
Atmosphere: Type lll(break mask required)
Hydrosphere: None
Gravity: Light
Terrain: Barren
Length of Day: 14 standard hours*

AR

ARS™
Length of Year: 286 local days®
Starport: Limited services
Population: 3-150
Planet Function: Hidden base
Tech Level: Space
* Anoth Base is kept on Coruscant standard time,

Anoth Base

Anoth Base is not simply a remote dwelling
for a guardian and a few babies. [t is a compact
but fully equipped military retreat capable of
supporting over a hundred technicians, pilots,
soldiers, and government officials, along with
two dozen space transports.

The main level contains the main hangar, the
operations center, briefing rooms, and a series
of barracks and VIP living suites. There are
other levels too, containing additional barracks,
mess halls, entertainment and exercise areas,
intelligence analysis centers, maintenance
rooms, auditoriums, laboratories, hangars, and
SO On.

The lowermost level houses the generator
room and central computer core. The generator
room is a dim room filled with a chaotic array of
power generators, coolant tanks, plasteel pip-
ing, cooling ducts, and life support systems.

The computer core is in the center of the
room, a pillar which runs fromthe ceiling through
the floor. The core glows with oblong green
lights which flicker downward in a soothing
waterfall-like pattern. Wires and cables spill out
of the sides of the station, leading into a tangled
morass of computer stations, portable diagnos-
tic machines, computer components, and gen-
erators positioned along the walls.

The room is an impressive display of techno-
logical wonder, but most of it is just stage dress-
ing for the actual purpose of the room: to kill
intruders. This room was designed by Ackbar
and Winter as a final, last-ditch defense should
the base be penetrated by intruders (this de-
fense will likely be dismantled when the base is
transferred to government control).
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When Leia Organa Solo gave birth to twins
who were strong in the Force, she and Luke
Skywalker immediately appreciated the need
to protect them from harm —the Empire was
far from defeated, and the capture of a young
Jedi child by one of Palpatine’s remaining
Dark Adepts might prove disastrous to the
future of the New Republic.

It was a difficult decision for the young
mother, but Leia decided that they would not
be safe anywhere near her. In consultation
with Winter, Luke and Admiral Ackbar, she
decided to send them into exile, secluded on
an unknown planet far from prying Imperial
eyes or dark-side influences that might cor-
rupt their fragile Force-sensitive minds.

Working together, Luke and Ackbar ulti-
mately selected Anoth as the perfect location
for a secret hideaway. It was a world unre-
corded on any chart, but habitable and pro-
tected; the electrical storms blanketing the
world served as a protective shield ship sen-
sors could not penetrate.

When it came time to establish a base on
Anoth, Leia ran into a problem. Though the
Senate was sympathetic to the need to pro-
tect her children, it was not willing to under-
write the vast expense of constructing a new
remote base in a secret location for only two

Establishment of Anoth Base

babies, a nanny, and occasional visitors.

In the end, the base was secretly funded
and built as a fully secure retreat which could
be used for secret diplomatic talks, as an NRI
safehouse, or, in the event of renewed con-
flict with the Imperials in the sector, a secret
military base. The Organa Solos are free to
make use of the facility until their children
are old enough to leave, after which the base
will be claimed by the government.

The location of Anoth Base is known only
to Luke, Anakin and Winter (even Han and
Leia do not know where their children are
hidden). Every one of the construction
shuttles was piloted into and out of the sys-
tem by one of the three to ensure that no one
else could discover the location of the sys-
tem (certainly, no one else was told why the
base was being constructed).

When time permits, Leia and Han make
trips out to Anoth to visit their children, in a
sealed shuttle piloted by one of the three
(usually Winter). When Leia first began mak-
ing these mysterious trips, the New Republic
Senate was appalled — what if an emergency
arose requiring the immediate attention of
the Minister of State? Ackbar eventually si-
lenced their objections.

4

When the room's sensor nets detect intrud-
ers in the room (i.e., those not entered in its
database), an order is issued to twelve battle
droids concealed in the walls which are camou-
flaged to conceal them. The droids are pro-
grammed to engage the intruders and slay them,
and protect those in the room who are entered
in the database.

Bespin

Bespin is best known for Cloud City, the
luxurious, airborne mining installation which
also attracts numerous tourists, gamblers and
traders. Cloud City was the first tibanna gas
mining facility on Bespin, but it is not the only
one.

Numerous airborne mining installations ride
Bespin's wind currents in various positions
above the mighty gas giant — floating auto-
mated refineries, storage tanks bobbing above
the clouds, and facilities which scoop tibanna
gas from the cloud banks.

Currently, Bespin has maintained its neutral-
ity, refusing to side with either the New Republic

or the Empire. (This neutrality is easy to under-
stand, given the tumultuous history of the min-
ing colony.)

= Bespin
Type: Gas giant
Temperature: Temperate (in the Life Zone)
Atmosphere: Type | (breathable) in the Life Zone
Hydrosphere: Moist (in the Life Zone)
Gravity: Standard (in the Life Zone)
Terrain: Gas giant
Length of Day: 12 standard hours
Length of Year: 14 standard years
Sapient Species: Human, Ugnaughts
Starport: Standard
Population: 8 million
Planet Functlon: Tibanna gas mining, gambling resort
Government: Guild
Tech Level: Space
Major Exports: Tibanna gas, tourism, cloud cars
Major Imports: Foodstuffs, mid tech, high tech

Tibannoplis
Not all of these mining colonies prove profit-
ableand several have been deserted. Tibannoplis
is one such colony, a creaking ghost town hang-
ing in the sky, buoyed by generators which
might last, at most, another five years. Already,
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The Main Level

The main level is the only level used by
Winter and the children in the normal course
of day-to-day activities. The lighting in the
halls on other levels is kept dim to conserve
energy.

Some of the areas in the main level, such as
the ready room and commandant’s offices,
do not see use at all — they will be used when
Winter and the Jedi children leave Anoth for
the last time, and the base becomes fully
operational. The descriptions below describe
areas of interest on the main level as they
might be used when the base is fully opera-
tional.

Ledge and Docking Bay. The docking bay
opens onto the face of a sheer cliff. Massive
shield doors can close to seal the entrance to
the hangar bay, and the interior of the base
(the docking bay is the only entrance to the
base). There is only a small ledge which is
exposed to open air.

Below the ledge yawns a deep chasm. Se-
creted in the cave-riddled cliff below the
ledge is a semi-organic droid, the Foreign
Intruder Defense Organism (FIDO), intended
as the first line of defense against a ground
assault. [ts armor-piercing tentacles can de-
stroy all but the most heavily armored attack
vehicles.

The docking bay can house two transports
(approximately the size of old Rebel trans-
ports), but it is usually kept clear if the base
is in full use because it contains the main lift
which runs to lower levels. This lift shunts
ships and cargo containers up and down the
complex.

Upper Hangar. The upper hangar can
house and service up to five smaller ships
(such as a light freighter) at once. If more
ships arrive, they can be shunted down to
lower level hangars via the main lift.

Maintenance Bay. This chamber contains
the tools used in the routine maintenance
and refueling of starships. An actual repair

L .

Anoth Base Floorplan

bay is located in the lower hanger levels
which is equipped to handle more serious
repairs.

Ready Room. The ready roomis where on-
duty pilots remain when they are in standby
mode — dressed in their pilot jumpsuits and
ready to scramble to their starfighters at a
moment's notice. There are entertainment
and library consoles and a small snack center
in the room to help them pass the time.

Operations Center. The operations center
is the brains of Anoth Base. From here, the
defenses of the entire complex can be coordi-
nated. By design, the base defenses can be
activated and run by a single person.

Remote sensors on various peaks sur-
rounding the base give a thorough view of the
area via monitor, and large windows over-
look the nearby terrain to give a direct view.

Commandant’s Office. This is the suite of
offices used by the commandant and his staff.

Briefing Room. This mini-auditorium
slopes downward to an open area containing
a tactical image projector. The base pilots
are briefed on their flight missions here.

Living Suites. The living suites on the main
level contain a mess hall, a fresher room, a
number of barracks, and VIP suites.

The barracks are not used by the base's
normal component of pilots and guards. They
are used by the security details and body-
guards of visiting dignitaries.

The VIP suites are used by visiting digni-
taries, diplomats and other honored guests
thought deserving of luxurious accommoda-
tions. The commandant is the only base offi-
cial to live in this area full-time. All of the VIP
suites are shielded.

Winter and the children live in this area
while on Anoth. The twins and Anakin live
together in one of the VIP suites modified for
use as a nursery. The nursery is a brightly lit
and cheery room decorated in soothing pas-
tel colors. Winter lives next door in another
VIP suite.

the repulsorlift generators are failing, and the
city tilts at a slight angle.

The roof, decks and sides of Tibannoplis
have been picked over by scavengers hauling
away scrap metal, and show signs of being
savaged by the velkors of Bespin. It looks like a
skeleton of its former self, with buckled plates
and twisted support girders in a broad hemi-
sphere; dented ballast tanks hang below. Nu-

merous antennae and weather vanes protrude
from the joints.

Powerful winds rip through Tibannoplis's
rusting and aging girders and structures, creat-
ing a moaning sound. The swaying metal groans
as rusted joints rub against one another. Few of
the landing pads are entirely sound; many have
lost plates and have weak areas.

A transient class of squatters and ne'er-do-
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Chapter Eleven: Creatures

Storm Cook

m Spice Spider
Type: Subterranean predator
DEXTERITY 1D
PERCEPTION 8D
Search 9D
STRENGTH 4D
Brawling: impale 5D, stamina 6D-2
Special Abilities:
frpating: The spice spider has a very simply method of
seizing prey — it impales it on one of its hundreds of
dagger-like legs, Each impalement causes STR+ 1D dam-
age, plus an additional -2 damage per turn from addi-
tionaljostling. A character must make an opposed Strengfh
roll to break free.
Drain energy: The spice spider feeds by draining energy
from living beings. Each impaled character takes 1D
damage per turn from having his or her energy drained.
Move: 15
Size: 2.4-6.8 meters wide

Umgullan Racing Blob

The versatile Umgullian blob is a gelatinous
species which has been bred to perform various
functions. Some are bred as pets for the well-to-
do, while others have been bred for medicinal
purposes such as performing back therapy by
oozing across a being's back.

Racing blobs are a specialized subspecies,
bred for speed and fluidity. They can move
themselves along at great speeds, by tumbling
and flowing forward like viscous walls of water.
They have a certain animal cunning which can

be manipulated to inspire them to run the
blobstacle course with great speed.

The syrupy racing blobs come in a variety of
colors, primarily grayish green, but laced with
bright hues ranging from vermilion to turquoise
to lime-green. They must pass strict require-
ments regarding age, mass, and viscosity before
being permitted to race, and are analyzed be-
fore and after each race to ensure they were not
tampered with.

Umgullan blobs do not fare well on other
worlds, since they derive certain nutrients from
the fogs of Umgul. Attempts to establish blob
racing on other worlds such as Dargul has met
with failure, since keeping the blobs healthy is
more trouble than it is worth.

m Umgullan Racing Blob
Type: Umgullan blob subspecies
DEXTERITY 2D
“Running” BD
PERCEPTION 1D
STRENGTH 2D
Stamina 4D
Special Abilities:
Defusion: A blob can detach portions of its bady, move
them separately to another location, and reform itself
once they get there. Each portion of a blob is as intelli-
gent as the main mass.
Move: 15
Size: 1-1.2 meters
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B Chapter Twelve
Starships

Starfighters

Starfighter technology never stands still.
Starfighter engineers and designers are con-
stantly looking for the slightest advancements
insuch areas as speed, firepower, sensor range,
or hull strength. All else being equal, even the
most seemingly insignificant edge over afoe can
mean victory for the pilot.

The immutable law of starship combat is
“improve or die.” This is as true of ships as of
pilots.

T-65AC4 X-wing

The venerable X-wing is no exception to the
law of starship combat. Thanks largely to pilot
loyalty to the design, the X-wing has been the
beneficiary of thousands of design upgrades to
keep it competitive with newer ships, such as
the E-wing and the A-9 Vigilance Interceptor.
The new T-65AC4 is as fast as an A-wing, but
much sturdier, capable of withstanding — and
dishing out — considerably more punishment.

After years of minor tweaks to the engines,
weaponry, and so forth, Incom has recently
begun rolling off the factory floor shiny new X-
wings which have very little in common with
their predecessors which braved the Death Star's
trenches over Yavin years ago. The new T-
65AC4s are slightly faster, equipped with better
laser cannons and more advanced torpedoes,
have cutting-edge sensor packages, and, thanks
to a new cockpit layout and improved flight
capabilities, are easier to fly as well.

The X-wing has always been a fierce weapon
in the hands of an experienced pilot, and nearly
all the pilots who prefer the X-wing to more
recent designs are very experienced indeed.
Now they are even more deadly, and only a
foolish enemy would laugh off an X-wing as a
near-obsolete design.

| X-wing
Craft: Incom T-65AC4 X-wing
Type: Space superiority fighter
Length: 12.5 meters
Skill: Starfighter piloting: X-wing
Crew: |1 and astromech droid (can coordinate)
Crew Skill: Starfighter piloting 4D+1, starship gunnery
4D+2, starship shields 3D
Cargo Capacity: 150 kilograms
Consumables: | week
Cost: 200,000 (new)
Hyperdrive Multiplier: x1
Nav Computer: Uses astromech droid programmed with
10 jumps
Maneuverability: 3D.2
Space: 12
Atmosphere: 450; 1,300 kmh
Hull: 4D
Shields: 1D+2
Sensors:
Passive: 30/0D
Scan: 60/1D
Search: 85/2D
Focus: 4/4D
Weapons:
4 Laser Cannons (fire-linked)
Fire Arc: Front
Skall: Starship gunnery
Fire Control 3D+2
Space Range: 1-4/15/27
Atmosphere Range: 100-400/1.5/2.7 km
Damage: 6D+2
2 Proton Torpedo Launchers
Fire Arc: Front
Skilt: Starship gunnery
Fire Confrol: 2D+1
Spuce Range: 1/4/8
Atmosphere Range: 30-100/400/800
Damage: 9D

Expanded B-wings

The B-wing/E2, or “Expanded B-wing," is an-
other example of engineers upgrading and up-
dating a proven design. The B-wing has been a
mainstay of the New Republic fleet for years,
and like the X-wing, is entering anew phase of its
career as a leaner and meaner fighting machine.

The B-wing/E2 (for “enhanced model two™) is
a significant advance over the original B-wing
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and the subsequent two-person B-wing (the B-
wing/E), which was developed under the super-
vision of then-Commander Ackbar at Research
Station Shantipole in the Roche Asteroid Field.
The B-wing/E2 is visually identical to the origi-
nal B-wing/E. The two-person vessel's cockpit
has been extended three meters to accommo-
date a gunner, who sits immediately behind the
pilot. This change alone has resulted in a dra-
matic increase in enemy kills because flying and
targeting weapons systems no longer rested on
the shoulders of a single pilot.

Other changes hidden under the engine cowl-
ing are no less significant. The B-wing/E's engi-
neers have bought speed and durability at the
cost of improved maneuverability. The shields
have been boosted. New weapons systems have
been added, with a standard configuration of
two fire-linked laser cannons, three ion cannons
and a single proton torpedo launcher, with a
magazine of eight torpedoes. The B-wing/E2
adds an extra proton torpedo launcher for a
faster rate of fire, although the payload itself
remains at eight torpedoes.

A recent modification by Slayn & Korpil engi-
neers is a removable torpedo ammo magazine
which can be mounted on the main pylon just
below the cockpit. This attachment adds 12
torpedoes to the B-wing/E2's payload. This im-
provement greatly enhances the starfighter’s
firepower, although it comes at an additional

Ackbar’s Personal B-Wing/E2

Admiral Ackbar used a variant B-wing/E2 as his per-
sonal diplomatic shuttle. He also used his ship as a
testbed for personal modifications he was thinking of
implementing across the board, and had his chief starship
mechanic Terpfen make several major alterations to the
design.

Ackbar was curious to see if an alternative seating
arrangement would be more efficient and had Terpfen
change the seating so the two seats were adjacent rather
than one before the other. After some thought, he decided
to test a new ejection system and had it installed in the
second seat.

Ackbar also had installed an experimental second aux-
iliary backup system he had designed himself, which he
wished to test personally. This system was designed to
take over should a catastrophic failure take out the main
backup power system.

Ackbar has a chance to test out all his new systems
when his ship spins out of control on the final approach
to Vortex. Unfortunately, his attempts to save the craft
are doomed to failure, since the very mechanic who had
made the changes was also the saboteur who had ensured
that they would fail.

STAR—
— WARS™

cost to maneuverability. It is therefore only
used in missions which specifically require the
additional payload delivery.

Due to the alterations made to the B-wing/
E2's torpedo loading systems to accommodate
the new ammo magazine, the ammo magazine
cannot be mounted on a standard B-wing or B-
wing/E. Some mechanics in the field have been
attempting to backdate the magazine to func-
tion with the older B-wings, however, though
this is not recommended by the manufacturer,

m B-wing/E
Craft: Slayn & Korpil B-wing/E Assault Fighter
Type: Heavy assault starfighter
Length: 16.9 meters
Skill: Starfighter piloting: B-wing
Crew: 1 pilot, 1 gunner
Crew Skill: Starfighter piloting 4D+ 1, starship gunnery
4D+2, starship shields 3D
Cargo Capacity: 50 kilograms
Consumables: | week
Cost: 250,000 (new)
Hyperdrive Multiplier: x2
Nav Computer; Limited to two jumps
Maneuverability: 1D

Space: 7
Atmosphere: 350; 1,000 kmh
Hull: 5D
Shields: 2D+2
Sensors:
Passive; 30/0D
Sean: 65/1D
Search: 80/2D
Focus: 4/3D+2
Weapons:

2 Laser Cannons (fire-linked)
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 1D
Space Range: 1-3/15/25
Atmosphere Range: 100-300/1.5/2.5 km
Damage: 8D
3 Medium lon Cannons (fire-linked)
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 4D
Space Range: 1-5/9/40
Atmosphere Range.: 100-500/900/4 km
Damage: 4D
1 Proton Torpedo Launcher (8 torpedoes carried)
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 3D
Space Range: 1/5/9
Atmosphere Range: 50-100/500/900
Damage: 9D

Note: The B-wing/E2 is identical to the B-
wing/E except that it adds a second proton
torpedo launcher. The optional ammo maga-
zine attachment carries 12 more proton torpe-
does, but lowers the B-wing/E2's maneuverabil-
ity to +2.

Hornet Interceptor

The Hornet Interceptor is an extremely fast
and maneuverable starfighter; a sleek, black,
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market-built ship commonly found in the hands
of pirates, smugglers and criminals.

The Hornet was designed by a freelance team
of engineers hired by the Tenloss Syndicate, a
shadowy criminal organization which wanted a
short-range fighter which could hold its own
against other starfighters, including the ubiqui-
tous TIE fighter. The engineering team, made up
of a group of unemployed ex-Imperial engineers
headed by an outlaw tech named Spang, de-
cided to base its design on the mission profile of
the TIE. They succeeded in turning out a com-
pact starfighter which is fast, lightweight and
easily mass-produced.

The Hornet has a slim, streamlined