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" Along time ago in a galaxy far, far away ....: -

.-

Luke Skywalker has returned to his :
~ home planet of Tatooine in an attempt to
rescue his friend Han Solo from the
- clutches of the vile gangster Jabba the -
Hutt. _ S
Little does Luke know that the GALACTIC |
L . "EMPIRE has secretly begun construction ona
‘ ) new armored space station even more powerful
than the first dreaded Death Star. _
When completed, this ultimate weapon will spell |
certain doom for the small band of Rebels strug-
gling to restore freedom to the galaxy ...
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To: Major Arhul Hextrophon, Executive Secretary and Master Historian, Alliance High
Command

From: Lieutenant Voren Na'al, Assistant Historian

Regarding: Continuing research into the events surrounding the Battle of Endor

Sir:

So here we are once more. This is the third report I will have the privilege of filing for you;
l'expect this to be the most enjoyable of them all. By all the gods. Arhul — we 've won! Now
that the deed is done and we are victorious. | can honestly say that I never really believed
we'd do it.

Think about it. Despite our claims of a great victory in escaping the Imperial trap at Hoth,
in fact. what took place there was no less than disaster. Most of our heavy equipment lost.
Hundreds killed. The Alliance’s entire command structure in disarray. Deities protect us
from any more such “great victories.”

Even worse, in many ways. the “heroes of Yavin,” whom we had learned to look up to and
revere, were as battered, disorganized, and demoralized as the rest of us. Han Solo
imprisoned — maybe dead. Princess Leia stumbling around in a haze of misery and despair.
Commander Skywalker crippled and crushed under some great personal grief. | can assure
you, morale aboard the Command Ship was none too high.

And now look at us, a few short months later! We sit around the campfire, wrapped in joy
and surrounded by the laughter of Ewoks. Pieces of the broken Death Star hit and burn up
in Endor’s atmosphere, looking for all the world like a whole pack of shooting stars for us to
wish on. By the gods — we ve done it! ‘

Youmust pardon my exuberance, Major Hextrophon. The heady brew of victory has made
us all giddy as children, though perhaps a different brew — fermented grava berries
presented us by our new Ewok friends — has something to do with it as well. But | assure you
that my research will be as sober, complete, unbiased, and honest as were the previous two.

But, if you don’t mind. I'll start tomorrow, okay? Somebody’s taught the Ewoks the
Starfarer’s Return. and they want me to dance.

Galaxy Guide 5: Return of the Jedi
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B VVoren Na’'al

When he first joined the Rebel Alliance, Voren Na’al was an unimpos-
ing young man. His years of work on behalf of the Alliance have seen him
grow wise with experience. Placed in the Historian Corps, an arm of the
Rebel Alliance, Na’al was charged with documenting the people, places,
and events of the Galactic Civil War.

Na’al came from an ordinary background. Working as a stringer for
the Galactic News Service, Na’al was covering the prestigious swoop
races on Corsin, in the Greater Plooriod Cluster. His life changed when
a platoon of Imperial stormtroopers entered the press area, and with-
out explanation, placed everyone under arrest. In the intervening
weeks, Na'al learned that the Empire had forcibly deposed the plan-
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Chapter One: Jabba’s Palace

“WARS

to keep the edge by fawning over Jabba, but
Kwerve nearly got the prestigious position
through sheer luck. One day, a group of excited
Jawas told Kwerve of a ship that crashed out in
the desert. It turned out that the ship contained
the fearsome rancor. Kwerve nearly got full
credit for retrieving the beast, but Fortuna knew
enough to watch the Corellian closely. Fortuna
arrived on the scene just as Kwerve subdued
the beast with a case of grenades, and was able
to extort Kwerve into sharing the credit with
him.

Three days later, Kwerve and Fortuna gave
Jabba the creature for his birthday. Jabba
showed both men the full measure of his grati-
tude. Bib Fortuna finally received the promo-
tion he desired, as Jabba announced that the
Twi'lek would now serve as his chief lieutenant
and major-domo. He was given responsibility
for the day-to-day operations of the palace and
Jabba’s townhouse in Mos Eisley.

Bidlo Kwerve, however, made history. He
was given the honor of becoming the rancor’s
first meal in Jabba’s presence. Fortuna was glad
that the “greater” reward went to his honored
opponent.

Fortuna was aboard Jabba's sail barge when
the Mighty Hutt was killed by Leia Organa. Some-
how, these upstart Rebels were making a mock-
ery of Jabba’s henchmen. The wily Twi'lek rea-
soned that it was time to head for safer ground,
and made his way down to the small patrol craft
compartment, barely escaping before the sail
barge exploded.

m Bib Fortuna
Type: Twi'lek
DEXTERITY 3D
Blaster: hold-out blaster 3D+2, dodge 4D+1
KNOWLEDGE 3D
Bureaucracy 5D, business 7D, languages 4D, streetwise
5D, streetwise: Jabba's organization 8D+2, value: ryll
6D+2, value: spice 7D
MECHANICAL 2D+2
PERCEPTION 4D+1
Bargain 5D, command: Jabba’s minions 6D+2, con 5D+1,
forgery 5D, hide 5D, investigation 6D+ 2, persuasion 5D+1,
sneak 5D
STRENGTH 3D
TECHNICAL 2D
Security 3D
Special Abilities:
Tentacles: Twi'leks can use their head tails to communi-
cate in secret with each other, even in a room full of
individuals. The complex movement of the tentaclesis, in
asense, a “secret” language that all Twi'leks are fluent in.
Force Points: 1
Character Points: 9
Move: 10
Equipment: Hold-out blaster (3D), datapad, ryll spice
snifter (ryvll spice gives +1D to Perception and related
actions for one hour, but reduces Dexterity and related
actions by -2D for three hours; requires an Easy will-
power roll, which, if failed, means the user is addicted)

Gamorrean Guards

Jabba employed nine Gamorreans as palace
guards,in addition to several others whoworked
at his townhouse or were out “on assignment.”
Gamorreans are fierce and determined, if some-
what slow, warriors, completely loyal to their
employer (as long as they are paid on time and
they get to hurt things on a regular basis).
Occasionally Jabba would send them out into
Tatooine to handle very simple assignments,
such as strong-
arming moisture
farmers whowere
reluctant to pay
protection, but
mostly they re-
mained withinthe
walls of Jabba's
Palace, at their
bloated master’s
side.

The leader of
this band of thugs
was Ortugg, who
Jabba put in
charge after see-
ing him put up an
impressive fight
during the “em-
ployment test.”
The toughest and
most intelligent of
thelot, he and his
right-hand man,
Rogua, were as-
signed the very
important position of front entrance sentry.

Ortugg was also given the private task of
keeping an eye on Tessek, who Jabba suspected
didn’t always have the crimelord’s best inter-
ests at heart. Ortugg had clashed with Tessek
several times, though the clever Quarren al-
ways backed down before risking the ire of the
fierce Gamorrean or, worse yet, Jabba himself.

The other Gamorreans served as sentries
throughout the palace. Jabba particularly liked
to put them in charge of guarding uppity prison-
ers who, knowing to expect little mercy from the
Hutt, would invariably try to escape. The result-
ing butchery gave His Eminence almost as much
pleasure as watching his beloved rancor swal-
low someone whole. Jabba had often toyed with
the idea of dropping a Gamorrean or two into
the rancor pit — just to see what would happen.

Typical Gamorrean Guard. Dexterity 3D,
melee combat: vibro-axe 4D+2, Knowledge 1D,
survival 2D, Mechanical 1D, Perception 2D,

Galaxy Guide 5: Return of the Jedi

11



e o 5 e

Chapter One: Jabba‘s Palace
"WARS™

\
( The Employment Test

The following story was related by Ephant
Mon, who participated in the event.

Jabba’s organization is always in need of
cheap muscle for protection: goons who
would break heads without thinking twice
about it, and who would not betray their
employer. Jabba needed creatures who were
strong, vicious, loyal, and stupid. Inshort, he
needed Gamorreans.

But needing Gamorreans and gettingthem
to work for you are two entirely different
things. These brutish mercenaries live by a
strict code of “honor” that states that a
Gamorrean will only serve someone whois a
better warrior than he. Anyone who wishes
to hire a Gamorrean must first defeat him in
battle.

Now, Mighty Jabba knew that he would
have no problem defeating a Gamorrean in
single combat, but, considering the amount
of Gamorreans that he wanted to hire, the
fighting could soon become tedious. And
besides, it is so very easy to trick them.

Jabba had a group of 12 likely candidates
brought to his palace throneroomto receive
their “employment test.” The Hutt’s thugs
ringed the room, the Gamorreans were
herded into the center, and Mighty Jabba
heaved himself off of his throne and faced
his guests. His massive tail rose high in the
air, casting a shadow over the Gamorreans.
With great fanfare, Jabba’s interpreter an-

nounced that the Mighty Hutt would take
them on all at once!

But as the first of the brutes advanced,
Jabba signalled him to stop. He clapped his
pudgy hands, and a henchman brought out a
handful of blindfolds. The Gamorreans
bristled and made threatening noises at the
henchmen.

Thecrimelord’s interpreter then explained
that this was the traditional Huttese way of
doing personal combat — fighting by smell
and touch and blind instinct. Among the Hutts,
the interpreter explained, fighting with eyes
uncovered was dishonorable and cowardly.
Seeing Jabba allow himself to be blindfolded
first, the Gamorreans accepted at face value
Jabba’s proposition to fight them all at once.
The none-too-bright Gamorreans accepted
the condition.

After all the Gamorreans were blindfolded,
the gong signalling the commencement of
combat was chimed, and the Gamorreans
advanced clumsily, swinging wildly with their
vibro-axes and force pikes. Of course, by then
Jabba had slipped back onto his throne and
twenty of his henchmen, brandishing gaffi
sticks and clubs, moved in to replace him.
Jabba’s henchmen, who were of course not
blindfolded, had little trouble pummelling
the brutes into submission.

A cacophony of strange alien laughter sur-
rounded the bewildered Gamorreans as they
flailed wildly in every direction. Jabba's hench-
men darted between the blind thrusts and
slashes to deliver savage blows to the help-
less Gamorreans. Most of the Gamorreans
were easily dispatched, but a few of them,
particularly the axeman, Ortugg, displayed
remarkable endurance and determination,
and by luck managed to down one of their
tormentors. This was unfortunate, but Jabba
reasoned that “that is the price you pay for
good help these days.”

When the combat was over, Jabba moved
backinto place, with a few cosmetic cuts and
bruises added for effect. The blindfolds were
removed, and the stunned and beaten
Gamorreans gaped in awe at the giant slug-
like creature who had single-handedly de-
feated 12 Gamorrean warrior clansmen blind-
folded. All nine of the surviving Gamorreans
swore fealty to the greatest warrior they had
ever known.

Galaxy Guide 5: Return of the Jedi
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Strength 4D, brawling 5D, stamina 5D+1, Techni-
cal 1D. Move: 9. Vibro-axe (STR+3D+1, Moderate
difficulty), force pike (STR+3D, can reach up to
two meters, Moderate difficulty).

= Ortugg
Type: Gamorrean Guard
DEXTERITY 3D
Melee combat: vibro-axe 5D+1, thrown weapons 4D+2
KNOWLEDGE 1D
Intimidation 5D, survival 3D, survival: desert 4D
MECHANICAL 1D
PERCEPTION 2D
STRENGTH 4D
Brawling 6D, stamina 6D+2
TECHNICAL 1D
Special Abilities:
Voice Box: Gamorreans cannot speak Basic.
Stamina: Gamorreans can make a second stamina check
if they fail an initial one.
Story Factors:
Droid Hate: Most Gamorreans hate droids and delight in
needlessly destroying them.
Character Points: 4
Move: 8
Equipment: Vibro-axe (STR+3D+1), force pike (STR+3D)

Oola

Twi'lek women are known the galaxy over for
their exotic dancing. It seemed to Bib Fortuna
that this would be the perfect gift with which to
appease his employer, Jabba the Hutt. It might
also convince the Hutt to overlook the recent
difficulties Fortuna had been having with inter-
cepted spice shipments.

However, it was difficult to find just the right
girl for Jabba. Most of the popular dancers were
too common and ordinary to captivate Jabba
the way that Fortuna wanted his “gift” to. He
traveled out to the “place of twilight” on his half-
light, half-dark homeworld of Ryloth, where there
still existed many quaint, primitive clans, living
inignorance and peace. It took him two weeks to
find the perfect woman.

Heknew from the moment hesaw Oolathat she
was the one. The daughter of the clan chief, Oola
moved like a serpent and possessed the finest,
most delicate head tails Fortuna had ever seen.

During the night, Bib kidnapped the innocent
girl and brought her to his smuggling complex.
There, he hired several famous Twi'lek dancers
to tutor the young Oola in the ways of seduction
and dance. Four months later, he presented
Oola to Jabba.

Jabba was instantly smitten with the young
Twi'lek. To show his appreciation, he chained her
to his throne, an honor he reserved for only his
most prized possessions. Fortuna had done well.

It became evident before long, however, that
Oola did not share the sentiment of her new
master. Dancing for the court was bad enough,
but when the grotesque Hutt began to make his

obscene advances toward her, she fiercely re-
sisted. She was punished, and punished again, but
still she held firm. Eventually Jabba tired of the
game, and the young Twi'lek became food for his
other “most prized possession,” the rancor.

m Oola
Type: Twi'lek Dancing Girl
DEXTERITY 2D
Dancing 6D, dodge 4D
KNOWLEDGE 2D
Survival 3D+2
MECHANICAL 1D+2
PERCEPTION 3D+1
Hide 4D+1, sneak 5D+1
STRENGTH 2D
TECHNICAL 1D
Special Abilities:
Tentacles: Twi'leks can use their head tails to communi-
cate in secret.
Move: 10

Jabba the Hutt

There are many, many stories about Jabba the
Hutt: who he really was, where he came from, and
how he became one of the most powerful under-
world figures in the galaxy. Jabba is said to have
been behind every single unsolved crime commit-
tedinthe past 20 standard years. Countless cheap
hoods give themselves airs by claiming to have
doneajobwiththeBloated One. Politicians across
space have gotten themselves elected promising
to “bring down the Hutt and all like him.” The Hutt
has even achieved the status of galactic
boogeyman: mothers everywhere usehimtokeep
ornery children in line— “You'd better goright to
sleep or Jabba will get you.”

It was not that Jabba was the most vile or evil
or hideous gangster in the galaxy (although he
was certainly in the running). It was simply that

Galaxy Guide 5: Return of the Jedi
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infantry 6D+2, blaster artillery: anti-vehicle 6D, dodge
4D+2, grenade 4D, melee combat 3D, melee combat:
force pike 4D+1, melee parry 3D

KNOWLEDGE 3D

Bureaucracy 4D, military history 7D+2, planetary sys-
tems 5D+2, streetwise 4D, survival 4D, tactics: ground
assault 6D+2, tactics: squads 9D+2, willpower 5D
MECHANICAL 3D+2

Beast riding 4D, beast riding: cracian thumper 5D, capi-
tal ship gunnery 4D, ground vehicle operation 4D+2,
powersuit operation 5D, repulsorlift operation 4D,
starship gunnery 4D

PERCEPTION 3D+1

Bargain 4D, command 7D, search 4D, sneak 4D, sneak:
forest 5D

STRENGTH 2D+1

Brawling 3D+2, stamina 4D

TECHNICAL 3D

Demolitions 4D, first aid 4D+2, security 5D

Force Points: 2

Character Points: 9

Move: 10

Equipment: Blaster pistol (4D), comlink

Admiral Ackbar

As commander of the Rebel Fleet, Ackbar had
one of the most important and demanding jobs
in the Alliance. The fleet was the Rebellion’s
most valuable asset, and its most important tool
to challenge the overwhelming might of the
Empire. Admiral Ackbar was the natural choice
for fleet commander.

His skills and character are above question.
But even beyond that, Ackbar was a symbol to
the rest of the galaxy: a symbol that the Alliance
was fighting for everyone, no matter what their
sex, color, creed, or planet of origin. All are
welcome; all have a chance to help.

The Empire has made discrimination against
aliens a long-standing policy. This was but one
of the deplorable policies that the Rebellion
fought against. Admiral Ackbar and the Mon
Calamari proved that assertion.

Ackbar proved his competence while com-
manding the Shantipole project, which added
the valuable B-wing fighter to the Alliance’s
arsenal. He was also extremely influential on his
home planet and was largely responsible for
that planet’s decision to supply their precious
Mon Calamari Cruisers, the cornerstones of the
Rebel Fleet.

Although widely recognized as a fine tacti-
cian, it was more his organizational and admin-
istrative abilities that make Ackbar an outstand-
ing leader. He is known for being rather conser-
vative in battle strategy. But this aspect of his
personality was nicely counterbalanced within
thefleet’s command structure by the innovative
impetuosity of his young officers and the ag-
gressive nature of General Madine.

A case in point was the Battle of Endor. When
the Death Star surprisingly went operational
and began systematically destroying the Rebel
Fleet's most powerful vessels, Ackbar’s first
instinct was to call off the attack. But General
Calrissian pleaded with him to continue by en-
gaging the Imperial Star Destroyers, in the hope
that the Death Star wouldn’t be able to open up
on them without hitting Imperial ships.

For all of his conservatism, Ackbar was open
to, and saw the logic in, General Calrissian’s
radical plan. The gamble paid off.

The battle over Endor proved to everyone
that Mon Mothma'’s choice for command of the
fleet was perfect. It was the Alliance’s shining
moment, and Ackbar deserves much of the
credit.

m Admiral Ackbar
Type: Mon Calamari Admiral
DEXTERITY 3D
Blaster 5D+1, blaster artillery 4D+1, dodge 4D, melee
combat 5D+1
KNOWLEDGE 3D
Alien species 7D, bureaucracy 7D-1, planetary systems
5D+1, survival 4D, survival: ocean/undersea 6D, tactics:
capital ships 7D, tactics: fleets 6D, tactics: starfighters
5D+1, willpower 4D+1
MECHANICAL 3D+1
Astrogation 6D, capital ship piloting 5D+2. capital ship
piloting: Mon Calamari battle cruiser 6D+1, capital ship
shields 4D+1, sensors 5D+1, space transports 4D+2,
starfighter piloting 4D+2

Galaxy Guide 5: Return of the Jedi
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Gambler's Run

“We've got a problem here,” Lando stated, as
calmly as his thumping heart would allow, “We've got
a big problem.”

‘The Falcon was chasing a pair of TIE Interceptors
up toward the underside of an inconceivably massive
Super Star Destroyer. His co-pilot, the Sullustan, Nien
Nunb, had just polished off the last of the two when
Landorealized what he had gotten himself, and every-
one else aboard the Millennium Falcon, into.

In his eagerness to chase down the two retreating
TIEs, Lando had brought the Falcon in close to the
massive Imperial vessel. Too close. The laser fire was
so heavy now that Lando could barely make out the
cavernous hangar bay of the cruiser that loomed
above him. If he didn’t do something fast, they were
going to be cut to pieces.

It was too late to swing the ship around and gun it
out of danger — all that would accomplish would be
to bring them into the fire arcs of more weapons —
they’d be scragged before they made two kilometers.
And they couldn’t stay where they were for much
longer: eventually somebody would get lucky with a
laser cannon or tractor beam, and that would be the
end of his career as an Alliance soldier, or as anything
else for that matter.

They couldn’t stay where they were, and they
couldn’t leave. What other choices did they have?
Only one, really. Acting quickly, before he would have
a chance to realize just how crazy he was, Lando
pulled back onthe controls and sent the Falcon straight
up — into the Super Star Destroyer’s hangar bay.

There was no time for discussion, and Lando ig-
nored the cockpit crew’s gasps of shock and terror as
he nosed the Falcon up into the mammoth hole that
was the Star Destroyer’s main hangar bay. There was
a stunned silence as Lando’s expertly timed firing of
the braking thrusters brought the ship to a halt. The
Falcon hung suspended inside the hangar opening,
with countless small docking bays ahead and behind.

Ashehad hoped, thelaser fire ended and they were
safe for the moment, but what now? It wouldn’t be
long before the command crew of the giant Imperial
vessel figured out what happened and ... he didn't
want to think about it.

Keep moving, Lando thought. Just keep moving and
you'll think of something.

While the rest of the cockpit crew threw switches,
turned dials and adjusted scopes to compensate for
the tight quarters Lando had just gotten them into, he
concentrated onthetaskat hand. Gunningthe throttle,
Lando shot the Falcon down a tight access corridor
running through the ship’s countless hangar bays.

This is insane, he thought. Of course, Han has done
worse to the Falcon. Why did I ever put her up in that
Sabaac game?

The ship flew through the openinginto what looked
\_

like a staging area of some sort. Lando could barely make
out the blurred images of a ground crew leaping for
cover as he rocketed overhead. Another opening lay
ahead, but a repair gantry was partially obscuring the
entrance. There was virtually no time to react, but Lando
managed to dip the Falcon slightly, avoiding the worst of
the collision.

A stunned Nien Nunb mumbled something in his
peculiar language as the wrenching sound of the gantry
scraping on the ship’s upper hull reverberated through
the cockpit. But the Falcon was only superficially dam-
aged by the accident, which is more than could be said
of the poor techs who were working on the gantry.

This was certainly enjoyable, Lando thought. Now, how
do we get out?

They needed some kind of cover, some kind of diver-
sion. The clock was running, and soon the TIEs would be
here to smoke them out ...

Hmmm. Smoke.

Again, Lando no sooner thought of a solution than he
proceeded to act upon it. Until now, he had avoided
blasting away at the innards of the giant Imperial ship for
fear of bringing something crashing down upon them.
But the only way he saw to provide the Falcon with
enough cover to escape out from beneath the Star
Destroyer’s guns was to create a fireball. A big fireball.

“Open up with everything we've got,” Lando ordered,
“blast anything that looks important. Blast anything that
doesn’t, too.”

Nien Nunb shot a quick glance at his partner. He had
silently run the idea of blasting away inside the hangar
through his mind when they first entered the Star De-
stroyer, but he too had realized that it was entirely too
risky. What was Lando up to?

The alien finally decided that Lando, figuring them for
dead, wanted to make as much damage as possible
before they went. Not having any better ideas, and with
silent apologies to his ancestors, he complied.

The alien immediately began raking the hangar ahead
with the Falcon’s concussion missiles, and Lando could
feel the distinctive vibrations in the Falcon’s hull that
meant that the two quad gunners were doing the same.
The space around them became a chaotic inferno, as the
ship’s blaster cannons tore into the unarmored innards
of the mighty Star Destroyer.

The gambler’s grin on Lando’s face revealed nothing
ofhis own inner panic as he banked the Falcon over, back
through the access corridor, and out of the giant hangar
complex and into space, closely followed by the fireball
the ship’s guns had created. As he hoped, the fireball
obscured the fleeing target from the Imperial gunners’
sights for the crucial seconds it took to get the Falcon out
of range.

The gamble had paid off, this time. But there would be
afew more hands to play before this day was through, and
Lando knew what a fickle mistress Lady Luck could be. J
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PERCEPTION 2D+1

Bargain 4D, command 8D, com-
mand: Mon Calamari crewmen
10D

STRENGTH 3D

Stamina 4D-1

TECHNICAL 3D+1

Capital ship repair 5D+1, com-
puter programming/repair
4D+1, security 4D+2

Special Abilities:

Moist Environment: When in
moist environments, Mon
Calamari receive a +1D bonus
to all Dexterity, Perception and
Strength attribute and skill
checks.

Dry Environments: Whenin very
dry environments, Mon
Calamari seem depressed and
withdrawn. They suffer a -1D
penalty to all Dexterity, Percep-
tion and Strength attribute and
skill checks.

Agquatic. Mon Calamari can
breathe both air and water and

can withstand extreme pres-

sures found in ocean depths. g

Force Points: 1

Character Points: 17

Move: 10

Equipment: Comlink, datapad

Rebel Crewers

The Rebel fleet was a motley assemblage of
vessels of all types, sizes and configurations. Its
crew was similarly varied in race, creed and
experience — and some would say, equally
motley. They would be quite wrong indeed.

The cornerstones of the Rebel fleet were the
intrepid Mon Cal crewmen manning the Mon
Calamari Cruisers. These highly skilled aliens
were hand-picked and extensively trained by
Admiral Ackbar. This consistency of crew was
necessary because the controls aboard these
cruisers were designed specifically for the Mon
Calamari. Vital information, displayed in wave-
lengths beyond human vision, would be missed
by any non-Calamari crewmen, and there wasn't
time to redesign the controls. This was espe-
cially true of the holographic displays, which
are designed to match the Cals’ unusual eye
configuration. To a human, the images would
seem warped and distorted, somewhat out of
phase, but to a Mon Calamari they are crystal
clear.

Further, many of the ships’ controls were
keyed to respond to subtle body motions of the
bridge crews. To run a Calamari vessel, the
crewmen make certain body movements with
the legs, feet, and waist, which are picked up by
sensors in the special swivel chairs upon which
they sit. This leaves the hands free to operate
other controls. Naturally, these chairs are de-

signed for Mon Calamari
crewmen, and other species
find the necessary move-
ments difficult, if not impos-
sible, to recreate.

Beyond the technical rea-
sons, the Mon Cals were
given these high-pressure,
maximum concentration
jobs because of their disci-
pline and notoriously even
tempers. Mon Cals are able
tofocus completelyuponthe
task at hand, rarely becom-
ing affected by pressure or
distracted by emotion.

The most sterling example
of the Mon Cals’ ability was
displayed in the battle over
Endor. There, in the face of
overwhelming odds, and with
the distinct possibility of be-
ing trapped and cut to pieces
by the mighty Imperial fleet
hanging over their heads, the
Rebel crewmen kept their composure and per-
formed brilliantly. Quite a few Imperial Star De-
stroyers met their match that day, including the
Super Star Destroyer Executor.

Typical Mon Cal Crewman. Dexterity 2D,
Knowledge 2D, planetary systems 3D, value 3D+2,
Mechanical 2D+1, astrogation 4D, capital ship
gunnery 3D+2, capital ship piloting 3D+2, capital
ship shields 3D+1, Perception 1D+1, command
3D+1, Strength 2D, Technical 2D+1, capital ship
repair 4D, computer programming/repair 3D+2.
Move: 10. Moist environments: +1D to Dexterity,
Perception and Strength aboard Mon Cal cruis-
ers, which are configured to achieve a moist
environment for the comfort and morale of the
crew. Character Points: Varies, typically 0-5.
Comlink, datapad.

Lando Calrissian had g
many fine pilots to choose &
from when picking a co-
pilot for the Millennium
Falcon before the Battle of
Endor. The choice was
made for him when he
learned that Nien Nunbwas
eligible.

Nunb was an old friend
of a former associate of
Lando’s, and the Sullustan
came highly recom-
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The Briefing of Red Group

The following is a firsthand account of the Red
Group mission briefing just before the attack on the
second Death Star. It was told to Voren Na'al by
Commander Wedge Antilles.

The room was an odd mixture of excited buzzing
and calm discussion, as was usually the case when
Red Group’s unusual combination of rookie and
veteran pilots were receiving a briefing. The noise
quickly died down asIentered, carrying a holo-disc
and an electro-lite pointer.

Ipopped the disc into the projector, and a bright
red holographic image of the new Death Star ap-
peared in the center of the room. It was obviously
still under construction, framed by structural gird-
ers and supports and with many large gaps in its
superstructure. But that did nothing to reduce its
awesome stature in the eyes of these young pilots.

However, that a surviving veteran of the attack
onthe first Death Star was commanding their squad-
ron seemed to soothe their fear and apprehension.
Knowing what little l actually had to do with Luke’s
miracle shot, [ wasn’t quite as confident of my own
abilities as they seemed to be.

Regardless, [ spoke with the self-assurance that
[ knew they needed. “Most of you have studied the
Battle of Yavin in your training programs. Forget
it.” I moved to face the holo image.

“This is an entirely different story.”

Using the pointer, | highlighted the trench that
contained the telltale exhaust port. “In that battle,
we ran down this trench in order to reach the small
thermal exhaust port here,” [ flicked the pointer at
a barely perceptible highlighted dot, “but the Em-
pire has solved that little design flaw.

“This time, we are not entering the trench, but

\—

rather the superstructureitself.” Anervous muttering
began among the pilots.

“We’ll enter here,” [ continued, pointing to a circu-
lar opening in the station’s surface structure, “and
continue along this path until we reach the reactor
core.”

Hobbie, the traditional group skeptic, broke in. “It
looks pretty tight to me, boss.”

I raised my eyebrows quizzically. Hobbie always
hates that. “I've seen you fly a snowspeeder between
the legs of a moving AT-AT walker, and you're telling
me it’s too tight?” The rest of the group chuckled.

Janson turned to Hobbie, “Just stick close to me
and I'll nursemaid you through it, hotshot.” More
laughter. I continued the briefing.

“On the plus side, we expect that their turbolaser
batteries won’t be active, and we're not sure what
kind of fighter force they’ll be able to muster if we
catch them by surprise.”

I flicked a few switches on the transmitter and the
Death Star image shrank to a third of its previous size,
as a holo-image of a large, green world sprang up
beside it.

“On the negative side, the entire battle station is
protected by an energy shield whichis projected from
the forest moon of Endor.” A bright holo-image of the
energy shield spouted out from the moon to surround
the Death Star.

“Astrike team led by General Solo and Commander
Skywalker is responsible for knocking out the shield
generator.”

Randi, the youngest, greenest pilot in the group
spoke up then. “What if we get there and the shield is
still up? We’'ll be hung out to dry.”

I'simply smiled as I flicked off the holo-transmitter,
“You don’t know Han and Luke too well, do you?”

STAR=—
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mended. Nien Nunb was quite a pilot, and he and
his old light freighter, the Sublight Queen, had
become quite well known in and around Sullust.

At one time, Nien Nunb was a top trade run-
ner for the SoroSuub Corporation, carrying min-
erals and other raw materials to the outlying
systems. His ship was fast, and he was good at
his job, which earned him a great deal of money
and praise from SoroSuub.

But when the company decided to devote
itself to fully supplying the Empire, and subse-
quently took control of the Sullust system from
its people, Nunb left. “Quit” doesn’t quite sum it
up considering that Nunb had to leave amidst
blaster fire and company starfighters gunning
for his hide. After a bit of soul-searching, he
decided to turn his talents toward undermining
his former employers.

Using skills learned through years of smug-
gling, Nien began snatching SoroSuub consign-
ments out from under the company’s nose and
shipping them to the Rebellion. He did it pub-
licly, and with a certain bravado, in the hope of
inspiring his people, and rousing them into ac-
tion. Soon others began to join him in this
venture, and SoroSuub was unable to stop them.
Nunb had quite a band of smugglers and out-
laws, and SoroSuub had quite a public relations
problem since these “criminals” were folk-he-
roes to the downtrodden Sullustan people. Oth-
ers, like the famous political agitator Sian Tevv,
quietly supported Nunb and tried to push
SoroSuub to consider allying with the Rebel
Alliance.

Because SoroSuub couldn’t handle the situa-
tion, the beleaguered company called on the
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portrait of the utter paranoia of those surround-
ing the late Emperor. Though I turned up very
little hard data about the Emperor himself, I did
get some slight glimpses of the way he operated.
We should be thankful that that malign creature
is erased from the face of the galaxy ...

The Second Death Star

There were many differences between the
original Death Star battle station and its newer,
more sophisticated cousin. The new Death Star
was bigger, more powerful, better shielded and
more mobile. Perhaps the most important dif-
ference, however, was the redesign of a minus-
cule thermal exhaust port leading directly tothe
reactor core. It was this nearly imperceptible
flaw that allowed the Rebel Alliance a one-in-a-
million chance to destroy the original Death
Star — a chance that they exploited brilliantly.
They would not have that opportunity with the
new Death Star.

The designer of both projects was Bevel
Lemelisk, a well-respected architect and de-
signer of many of the Empire’s most sophisti-
cated space stations. The original concept for
the Death Star came from Grand Moff Tarkin, a
man of brilliant vision, but with almost no grasp
of engineering. Lemelisk, along with a virtual
army of subordinate architects and engineers,
transformed Tarkin’s vision into reality.

The Death Star project was one of the best-
kept secrets in the Empire. Even the Imperial
Senate did not know it was being built. To fi-
nance the project, the Emperor secretly and
illegally diverted money from other sources,
mainly space exploration and public works. The
first Death Star was built almost entirely by
prison labor. No one knows exactly how many
died during the Death Star’s construction.

After the first Death Star was destroyed,
Lemelisk went into hiding, fearing for his life.
When Imperial Intelligence agents tracked him
down at his remote retreat on Hefi, he thought he
was doomed. He was quite surprised to discover
that the Emperor did not want his head.

Instead, the Emperor wanted him to design a
new, more powerful Death Star battle station,
this time without even the most minute design
flaw. Amazed at his good fortune, Lemelisk went
to work. He would not disappoint the Emperor
a second time.

The solution to the thermal exhaust port prob-
lem was rather simple. In place of one large port,
Lemeliskincluded millions of millimeter-wide heat
dispersion ducts. These ducts would serve the
same function as the exhaust port: to carry the
excess heat from the reactor core to the station’s
surface. But these ducts were entirely too small to

be hit by even the most accurate blaster shot.
Even if they were hit, the ducts were equipped
with emergency baffles, designed to muffle any
high pulse of energy before it reached the core.

With that problem solved, Lemelisk set out to
improve the main weapon of the Death Star, or
“superlaser” as Lemelisk called it. The laser was
powerful enough, but there was room for im-
provement in the weapon’s targeting systems
and rate of fire. At this, Lemelisk was highly
successful. The powerful beam could now be
focused much more finely and quickly, allowing
it to fire at a moving target, such as a capital
ship. Lemelisk also increased the overall size of
the station to accommodate the larger power
generators necessary for the increased power
of the improved superlaser and drive systems.

To handie the possibility of attack by small,
fast starfighters, Lemelisk added many anti-
starfighter batteries, creating a nearly impen-
etrable blanket of anti-starship fire. Added to
the already incredible complement of TIE fight-
ers, this new Death Star would be invulnerable
from snubfighter attack.

Lemelisk didn’t believe that anything could
defeat the new Death Star. When presenting the
new design to the Emperor, Lemelisk boldly
claimed that the only way the new Death Star
could be destroyed would be if it were attacked
while still under construction — once com-
pleted, it would be invulnerable.

Apparently, the Emperor believed him. So
did Mon Mothma and Alliance Command. This,
as we know, set the stage for the great battle of
Endor and the destruction of the Death Star, the
Emperor, and the New Order.

m The Death Star
Craft: Custom Deep Space Battle Station
Type: Deep-space mobile battle station
Scale: Death Star
Length: 160 kilometers (diameter)
Skill: Battle station piloting: Death Star
Crew: 485,560, gunners: 152,276, skeleton 127,850/+15
Crew Skill: Astrogation 5D+1, battle station piloting 6D,
capital ship gunnery 5D, starship gunnery 4D+2
Passengers: 1,295,950 (troops), 127,570 (stormtroopers),
75,860 (starship support staff), 334,432 (support ship
pilots and crew)
Cargo Capacity: Over one million kilotons
Consumables: 3 years
Cost: Not available for sale
Hyperdrive Multiplier: x3
Hyperdrive Backup: x20
Nav Computer: Yes
Space: 2
Hull: 18D
Shields: 3D
Sensors:
Passive: 350/1D
Scan: 1,500/2D
Search: 7,500/3D
Focus: 60/4D+2
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B Flanked by Imperial Gunners and TIE Fighter Pilots, Moff Jerjerrod and Darth Vader await the Emperor’s shuttle.

Weapons:

Superlaser
Fire Arc: Forward
Crew. 168, skeleton 48/+10
Scale: Death Star
Skill: Capital ship gunnery: superlaser
Body: 12D (capital scale)
Fire Control: 1D
Space Range: 1-20/40/100
Damage: 2D-16D*

15,000 Turbolaser Batteries
Fire Arc: Turret**
Crew: 3
Scale: Starfighter
Skill: Starship gunnery
Body: 3D (capital scale)
Fire Control: 1D
Space Range: 1-5/10/15
Damage: 5D

15,000 Heavy Turbolasers
Fire Arc: Turret**
Crew: 4
Scale: Starfighter
Skill: Starship gunnery
Body: 4D (capital scale)
Fire Control: 1D
Space Range: 1-7/15/30
Damage: 7D

7,500 Laser Cannons
Fire Arc: Turret**
Crew: 3
Scale: Capital
Skill: Capital ship gunnery
Body: 4D (capital scale)
Fire Control: 1D
Space Range: 1-5/10/15
Damage: 7D

5,000 Ion Cannons
Fire Arc: Turret™*
Crew: 4
Scale: Capital
Skill: Capital ship gunnery
Body: 4D (capital scale)
Fire Control: 1D
Space Range: 1-3/7/10
Damage: 4D

768 Tractor Beam Emplacements
Fire Arc: Turret**
Crew: 6
Scale: Capital
Skill: Capital ship gunnery
Body: 5D (capital scale)
Fire Control: 3D
Space Range: 1-5/10/25
Damage: 5D

* The second Death Star's power systems can generate
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2D of damage per minute, up to a maximum of 16D
damage. However, the energy cells in the design can
produce 48D per day without severely straining the
energy reactors.

** Due to the immense size of the Death Star, it is divided
into 24 distinct zones, each equally equipped with weap-
ons. Only weapons within the specific zone adjacent to
an attacking ship can be brought to bear at any given
time; often, the actual number of weapons that can be
brought to bear is significantly lower.

Moff Jerjerrod

When choosing a commander for his new
Death Star, the Emperor vowed he would not
make the same mistakes he did with the first
one. There would be no power-wielding Grand
Moff, no command triumvirate of governor, gen-
eral and admiral.

With the first Death Star, the Emperor had
entrusted his most important weapon to three
men who each had their own private agendas
for the battle station. They were entirely too
willful, entirely too independent to blindly carry
out their monarch’s will. They constantly bick-
ered amongst themselves and did not follow
orders properly, with the result that the Death
Star was destroyed and the hated Rebellion
given a vital respite.

This time, there would be no mistake. The
Death Star would have a single commander. He
would be a weak man, made to think he was
rather important, but in truth only a puppet.
Jerjerrod was the perfect choice.

Acompetent administrator, yet possessinglittle
creativity or drive, Jerjerrod was no threat to act
against the Emperor’s plans. He had ambition, like
all good Imperial officers, but he lacked the vision
and courage to act on it. Before this assignment,
Jerjerrod was a desk general, who had risen
through the ranks in Logistics and Supply. He was
well-versed in administrative details, yet had little
actual military experience.

This was exactly the kind of man the Emperor
wanted. He needed someone who could build the
new battle station quickly and efficiently, but who
would have no idea how to use the station when
it became operational. Jerjerrod would follow the
Emperor’s wishes to the letter, leaving the Em-
peror in true command of the Death Star.

With the help of a little added incentive from
Lord Vader, Jerjerrod got the battle station
operational a good deal ahead of schedule. Al-
though Jerjerrod never understood the
Emperor’s reasons for stepping up the deadline,
they were integral to the Emperor’s plan.
Jerjerrod served his Emperor well — and paid
for it with his life.

m Moff Jerjerrod
Type: Imperial Moff
DEXTERITY 3D
Blaster 3D+2, dodge 4D
KNOWLEDGE 4D
Bureaucracy 8D, law enforcement 5D+1
MECHANICAL 3D+2
PERCEPTION 3D+1
Command 6D, command: Death Star crew 9D+1
STRENGTH 2D
TECHNICAL 2D
Security 4D
Character Points: 2
Move: 10
Equipment: Hold-out blaster (3D)

Admiral Piett

Many wonder how Admiral Piett survived the
Bespin debacle. He had clearly failed to capture
the Millennium Falcon before she entered hyper-
space, and few have failed Lord Vader and lived.

During his tenure as commander of the fleet
assembled to find the new Rebel base, Vader had
left a series of dead officers in his wake. Each had
“failed” the Dark Lord one way or another. Why
then did Admiral Piett survive his failure?

Perhaps the confrontation with Skywalker had
changed the Dark Lord somehow. Vader had
returned to the Star Destroyer unusually silent,
his normal aura of menace somewhat lessened.

After the Bespin incident, Vader pursued his
own interests and Piett was in true command of
the fleet. Piett was able to relax and hope that
perhaps he would survive his promotion, unlike
so many of his predecessors.

His fleet’s orders were to keep moving from
systemto system, using an unpredictableroute,
in the hope of finding the Rebel fleet. The odds
of this tactic succeeding were unimaginably low
and Piett suspected that the Emperor had some-
thing else in mind.

Months passed. Eventually, the fleet was
called to Endor and ordered to hide on the far
side of the forest moon. The Rebels attacked.
When Piett’s fleet moved out from behind the
moon, the Rebels’ surprise was complete. And
when the Death Star went operational, the Rebel
fleet was clearly doomed.

Or so Piett thought, anyway.

Admiral Piett did not shine in this command.
The Rebels fought with skill and determination.
Even with the added strength of the Death Star’s
superlaser behind it, the Imperial fleet was driven
back. When the Rebel capital ships actually closed
with the Imperial fleet, to limit the usefulness of
the Death Star, Piett was already a beaten man.

Atthe climax of the battle, Piett’s flagship, the
mighty Super Star Destroyer Executor, was de-
stroyed by aferocious Rebel fighter attack. Piett
was lost along with his ship.
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= Admiral Piett
Type: Imperial Admiral
DEXTERITY 3D+2
Blaster 4D+2, dodge 4D
KNOWLEDGE 3D+1
Bureaucracy: Imperial fleet 5D+2, intimidation 5D, plan-
etary systems 40+2, tactics: capital ships 6D-1, tactics:
fleets 4D-1
MECHANICAL 3D
Astrogation 6D}, capital ship piloting 4D+1, starfighter
piloting 4D
PERCEPTION 2D+2
Command 8D+2, con 4D
STRENGTH 2D+1
Stamina 3D+1
TECHNICAL 3D
Computer programming/repair 4D, security 5D
Character Points: 6
Move: 10
Equipment: Blaster pistol (4D), datapad, comlink

The Imperial Royal Guard

These dynamically outfitted troopers were
the hand-picked personal guard of the Emperor.
Chosen from the best stormtrooper units in the
Empire, the Royal Guard accompanied the Em-
peror wherever he went, and at least two of
them were within earshot of his majesty at all
times. Troopers selected as potential Guards
were screened for intelligence, strength, dexter-
ity, and, in particular, loyalty. Once accepted
into the Guard, a trooper was exhaustively
trained in many forms of combat.

The striking red armor of a Royal Guardsman
was both ceremonial and fully functional in
battle. The armor’s design was derived from
both the uniforms of the Mandalorian Death
Watch and the Thyrsus Sun
Guards, both units famous for
their ferocity in battle,

Few knew exactly how many
of these special troops existed
because they never fought to-
gether as a unit. Individual
Guardsmen, as a matter of prac-
tice, were rotated among vari-
ous stormtrooper units to stay
in proper battle readiness. How-
ever, their truest tests were as
guardians of the Emperor. From
stopping assassins, to perform-
ing covert assaults and assassi-
nations themselves, the Royal
Guardsmen were always on guard and ready to
die for the glory of Palpatine.

While Royal Guardsmen were fully trained
with blasters, their primary weapon is the force
pike. Although a modest weapon by most stan-
dards, in the hands of a Guardsman it is quite
deadly.

- WARS™

m Imperial Royal Guard
Type: Royal Guard
DEXTERITY 5D
Blaster 7D, blaster artillery 6D, brawling parry 6D, dodge
7D, melee combat 6D, melee combat: force pike 8D+2,
melee parry 5D
KNOWLEDGE 2D+1
Streetwise 3D+1, survival 6D
MECHANICAL 2D+2
PERCEPTION 2D+2
Bargain 3D+2, command 5D+2, hide 6D+2, search 6D-2,
sneak 6D+2
STRENGTH 3D
Brawling 6D, climbing/jumping 6D, lifting 5D, stamina 6D
TECHNICAL 2D+1
Demolition 5D+1, first aid 3D, security 4D+1
Character Points: Varies, typically 1-5
Move: 10
Equipment: Heavy blaster pistol (5D), armor (+2D physi-
cal, +1D energy, -1D Dexterity), force pike (STR+3D)

Imperial Advisors

Dressed in lavish costumes derived from the
histories of their homeworlds, the Emperor’s ad-
visors were a vain and politically divided lot. They
were ever at each other’s throats, but always
ready to do his majesty’s bidding. It is no coinci-
dence that each of these men was politically
insecure. In fact, the Emperor insisted upon it.

Each advisor was assigned to keep tabs on
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the administration of a rival advisor's home
system. This naturally cut down on alliances
between advisors, and actually served to fuel
the fires of competition and deceit between
these high officials.

When not busy with administrative duties,
the advisors were purposely kept isolated from
one another. The Emperor sent them off on
supposedly “important” missions to the ends of
the galaxy. As there were hundreds of these top
bureaucrats to help the Emperor govern his
vast Empire, he created a great deal of these
“information-gathering,” “fact-finding” and “over-
seeing” missions for his advisors.

Another way that the Emperor kept his advi-
sors at odds with each other was by
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with any mission.

The strike team was equipped with basic
commando gear, including standard comlinks,
low-feedback scanners, sensor scramblers,
heavily muffled blasters, and full forest camou-
flage fatigues. There were two pieces of artil-
lery, carried disassembled in the packs of four
men. These were an E-Web heavy repeating
blaster and a Caspel projectile launcher with
dye, smoke and Cryo-Ban canisters.

An added element of danger to the mission
was the large amount of explosives needed to
blowuptheshield generator. These were mostly
thermal detonators, highly volatile stuff, car-
ried by the two demolition experts, Junkin and
Squalls. They were sealed in ray-shielded cases
and stored in thermal-resist packs to prevent
unpleasant surprises during a firefight. Despite
capture by the Imperial forces, the assault of the
Ewoks was all the commandos needed. They
were able to turn a sure defeat into a stunning
victory.

Typical Rebel Commando. Dexterity 3D+2,
blaster 4D, blaster artillery 3D+2, dodge 4D+1,
Knowledge 3D, survival: forest 4D, Mechanical
ID+1, Perception 4D, search 4D, sneak 4D+2,
Strength 3D+2. brawling4D, Technical 2D+ 1. Move:
10. Blaster pistol (4D), comlink, macrobinoculars
(+1D to search over 50 meters), low-feedback
scanner (uses sensors, detects movement at
ranges of 0-1/3/5KM), sensor scramblers (+2D

“WARS—

to difficulty to detect with sensors), camouflage
fatigues (+2D to sneak in forest at ranges of 35+
meters).

m Major Bren Derlin
Type: Alliance Major
DEXTERITY 3D
Blaster 5D, blaster artillery 5D, dodge 4D+2, vehicle
blasters 5D
KNOWLEDGE 3D
Survival 3D+2, tactics: squads 6D, value 4D
MECHANICAL 4D
Beast riding 4D-1, repulsorlift operation 5D
PERCEPTION 3D
Command 5D-2, search 4D
STRENGTH 3D
Brawling 4D, stamina 5D+2
TECHNICAL 2D
Repulsorlift repair 3D. security 4D
Character Points: 9
Move: 11
Equipment: Blaster pistol (4D), macrobinoculars (+1D
to search over 50 meters), comlink, low-feedback scan-
ner (uses sensors, detects movement at ranges of (-1/2/
5KM), sensor scramblers (+2D to difficulty to detect with
sensors), camouflage fatigues (+2D to sneak in forest at
ranges ol 35+ meters)

Biker Scouts

Scout troopers were undoubtedly the best-
suited type of unit for the scouting and recon-
naissance of the dense forest terrain of Endor.
The thick underbrush of the forest moon made
most vehicles impractical on Endor, although
AT-STs and even AT-ATs were utilized in the
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Imperial Scouting Party

The following was reported by Imperial Survey Team
1X3244-B, Second in Command, Lt. Kiviett, during his post-
capture debriefing following the Battle of Endor. Voren Na al
recorded his comments and set them down in the official
data-journal.

Whatever happens to me, they can’t say | didn’'t warn
them. This whole Ewok thing ... I saw it coming from the
very beginning. It’s not my fault.

When the Emperor decreed that there would be a new
Death Star, thousands of survey teams were sent all over
the galaxy to find a location for its construction. My team,
under the command of Captain Toss, visited several other
worlds before our survey frigate arrived at Endor’s moon,
far out on the fringes. Endor had been selected for its
extreme remoteness, not only from the core systems, but
from any Imperial outposts. Lord Vader felt that the
Rebellion would not expect us to hide a new base so far
from the seat of power.

Establishing orbit, we began Imperial Survey Team
Standard Procedure. First, the entire surface was visually
recorded, as our scanners took readings for lifeforms and
geological data. All data indicated a diverse geosphere,
though dominated by forests, that could very comfortably
sustain Human life. This was precisely what Lord Vader
was looking for.

Personally, [ thought it would be more prudent to build
the shield generator on some barren rock with low gravity
and a poisonous atmosphere. No indigenous life to inter-
fere with the work, adangerous environment and no cover
for a Rebel commando operation. However, Vader was of
the opinion that it would consume much-needed time and
energy to construct life-support systems and domes for a
simple shield generator outpost. He was confident that no
indigenous lifeform could pose a threat to vastly superior
Imperial Forces. My commanding officer, Captain Toss,
agreed.

Neither asked for my opinion.

Well, anyway, our scans revealed thousands of lifeforms.
The life seemed to be primarily of lower orders, with a
primitive civilization. They were little more than savages.
Scans showed nothing more advanced villages of tree
houses deep in the forests, inhabited by a species averag-
ing roughly one meter in height.

In keeping with standard procedures, this required
closer investigation. Captain Toss, being burdened with
important duties on the ship, ordered my team to the
moon’s surface via shuttle. Before we left I listened to the
captain’s holoreport. “1X3244-B reporting. Mission suc-
cessful. Suitable previously unexplored system discov-
ered. This forested moon fits Lord Vader’s requirements
perfectly. Only conceivable threat is presented by furred,
dwarf bipeds. Their technology is laughably primitive.
The spears, bows and slings of these pathetic savages
pose no threat to disciplined Imperial stormtroopers. We
can safely ignore these contemptible little fur-balls.”

We landed in a small clearing that was later to be the
site of the “back door” to the shield generator complex.
Disembarking, we began the hike to the Ewok village.

1

Looking back, I find it amusing that we crept quietly
through the forestto avoid spooking the natives. It didn’t
occur to us that the landing of our shuttle was probably
the loudest sound heard on Endor since its prehistoric
volcanic period. They knew we were there, all right.

So there we were, three men in light armor and two
stormtroopers, allarmed with blasters, creeping toward
an encampment of creatures who barely had the hang of
fire. We didn’t make it to within a kilometer of the tree
house city.

Somehow, the best scouts in the business kept losing
their way. We went down one path, only to have it stop
in a dead end. We traced our way back, but found
ourselves in a clearing we hadn’t entered before. We
tookreadings and made map adjustments, then plunged
down another path. It turned us right around and we
wound up back by the shuttle.

It was as though the forest itself was conspiring
against us. We were intruders here, aliens, and the forest
was letting us know that we didn’t belong. [ don’t know
how they did it, but the Ewoks kept us moving in circles
for over two hours.

When the sounds began in the dark woods around us,
my team became spooked. We began firing our blasters
randomly, in all directions, hoping to stop the pounding
drums.

In my defense, 1 would like to note that | may be an
Imperial officer, but [ am also a scientist. My blaster was
set for stun. | had required the troopers to do the same.
There were no visible targets, only the dense forest and
the beating drums. One could dimly perceive shapes
moving, but they were poor targets. I fired stun-bursts in
a ragged circle around my besieged group.

As suddenly as it began, the noise stopped. Some-
how, in some way, we were back at the clearing. There
was our shuttle, safe and waiting for us. With a quicklook
at each other, we decided on our next course of action.

We swiftly retreated to the shuttle and the safety of
our orbiting ship.

Once back aboard, | made my report to Captain Toss.
His laughter only added to my own embarrassment.

The blind fool was pleased. Endor’s moon would be
perfect. Surely [ wasn’t put off by a few natives with
drums? If they became a problem, he assured me that a
swift genocide could be arranged. My report stated that
the forest creatures of Endor’s moon were a potential
problem, deserving further study. He was in such arush
to get the credit for discovering the site for the new
Death Star that he ignored it. Even my suggestion that
forest camouflage be applied to all vehicles and armor
was summarily dismissed.

Now, of course, events have proven me correct. You
have won, and I think the Empire is doomed. Still, the
Empire is big, and still powerful. [ guess you've got a lot
more work to do before your victoryis complete. lf you'll
have me, | offer my humble services to the Alliance as a
planetologist.

Just keep me away from those Ewoks, okay? They
make me very nervous. )
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cleared areas surrounding the shield generator.

The bulk of the vehicular patrol duty was
handled by biker scouts. Although the tallEndor
trees presented a definite hazard, the forest was
crisscrossed by numerous trails that the speeder
bikes could traverse safely. For additional pro-
tection, speeder bikes on Endor were equipped
with modified guidance systems. An extra sen-
sor plate was added to the front control vanes of
each bike, giving the driver a much clearer idea
of what was beyond the trees directly ahead of
him, so that a better course might be planned.

Endor lances (four soldiers and their sergeant)
were split into groups of two bikes each, with the
sergeant for back patrol and coordination. Each
lance covered an assigned area that fanned out
from the shield generator in all directions. A
standard “weaving” patrol pattern was used so
that more ground could be covered. In addition,
the bikes kept as high off the ground as possible
for better long-range visibility.

Each scout was ordered to make continuous
sensor scans and report in every 30 minutes. In
the event of contact with anintruder, each scout
was ordered to avoid conflict at all costs. They
were ordered to get clear of the area so thata
complete report could be made, even if it
meant abandoning a partner.

The speeder bikes themselves were far
more practical as scouting and recon ve-
hicles than attack craft. The bikes were
armed with minimal weaponry, more suited
for use on ground troops than other ve-
hicles. Instead, the bikes counted on speed
and maneuverability to effect a quick es-
cape. Even the primitive Ewoks were
able to exploit the ineffectiveness of the
speeder bikes as attack craft during the |
Battle of Endor: simple tripwires and
slings felled countless bikes.

Typical Biker Scout. Dexterity 2D, blaster 4D,
brawling parry 4D, dodge 4D, Knowledge 2D,
Mechanical 3D, repulsorlift operation: speeder
bike 3D+2, Perception 2D, Strength 2D, brawling
3D, Technical 2D. Move: 10. Character Points:
Varies, typically 0-3. Hold-out blaster (3D+2),
scout armor (+2 physical and energy)

The Battie of Endor

The Battle of Endor was the most decisive
battle of the Galactic Civil War. Fought near the
moon of Endor where the Empire had located its
construction site for the new Death Star battle
station, the conflict started as a trap for the
Rebel Alliance.

By supplying incomplete and false informa-
tion to Rebel spies, the Emperor lured the Alli-

ance fleet to the system to destroy
it. Unaware of the trap, the Alliance
planned an all-out assault against this
second Death Star.

The Rebel plans depended on a strike
force making its way to the forest moon to
destroy the shield generator that was protect-
ing the uncompleted battle station orbiting over-
head. The strike team, led by Han Solo, was to
disable the generator in time for the arrival of
the Alliance fleet from hyperspace. When the
fleet arrived fromits staging area around Sullust,
it was to attack the unfinished Death Star.

Unknown to the Alliance, an Imperial legion
awaited the strike team on the moon, and an
Imperial fleet awaited the Rebel ships. Hiding on
the far side of the moon, the Imperial fleet
remained in waiting, to hold the Rebel fleet close
to the Death Star.

Unfortunately, Imperial strategists had
counted on stealth and intelligence to win the
battle. Too conspicuous a presence would
frighten off the Rebels, and the Emperor made it
clear that he would accept no less than the
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Imperial AT-AT (All-Terrain
Armored Transport)

Though usually the forward rank of
ground-based battles, the AT-AT was de-
prived of its usual role by the massive
trees of Endor’s moon. The forest limited
the mobility of the Empire’s AT-ATs, con-
fining the walkers to a limited area around
the Imperial garrison. As aresult, the walk-
ers could not fully participate in the battle
at the bunker, leaving their smaller coun-
terparts, the AT-STs (scout walkers), to
provide all covering fire for the
stormtroopers protecting the shield gen-
erator.

m AT-AT Walker

Craft: All-Terrain Armored Transport
Type: Assault walker

Scale: Walker

Length: 20.6 meters long, 15.5 meters tall
Skill: Walker operation: AT-AT

Crew: 5, skeleton; 3/+10

Imperial Assault Vehicles

Crew Skill: Vehicle blasters 51, walker operation 5D
Passengers: 40 (troops) (or 2 AT-STs)
Cargo Capacity: 1 metric ton
Cover: Full
Cost: Not available for sale
Move: 21; 60 kmh
Body Strength: 6D
Weapons:
2 Heavy Laser Cannons (fire-linked)

Fire Arc: Front

Crew: 1 (co-pilot or commander)

Skill: Vehicle blasters

Fire Control: 2D

Range: 50-500/1.5/3 km

Damage: 6D

2 Medium Blasters (fire-linked)

Fire Arc: Front

Crew: 1 (co-pilot or commander)

Skill: Vehicle blasters

Fire Control: 2D

Range: 50-200/500/1 km

Damage: 3D
Note: The AT-AT walker’s head is mounted on a pivoting
neck, which can turn to face the left, front and right fire
arcs. An AT-AT may move its head one fire arc per turn
(fromleft to front, right to front, front to right, or front to
left).
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Imperial AT-ST (All Terrain Scout e T iabie for sale
Transport) Maneuverability: 1D
. e ) . . 3 Movwe: 30; 90 kmh
While AT-5Ts were designed primarily Body Strength: 3D
for reconnaissance missions, they have Weapons:
also earned a reputation as quick and ma- - Twin Blaster Cannon
neuverable escorts for ground-based at- i Shre Arc: Front
tack forces. Their thick, durasteel armor | :zg;j;,f"\}e%’ilcll‘;%lasters
provides maximum protection from small- ‘Fire Eontrol: 1D
scale blasters — only repeating blasters Range:50-200/1/2 km
and other large weapons have sufficient Darmage: 4D

Twin Light Blaster Cannon
Fire Are: Front
" Crew: 1 (co-pilot)

power to cause body damage. Unfortu-
nately, the vehicle’s major flaw, its easily

upset balance, was exploited by the com- -~ CLUSkill: Vehicle Blasters
bined Ewok and Rebel force at the Battle o " Fire Control: 1D
Endor. ] .. Range: 50=300/500/1 km
. Damage: 21 :
Thg AT-ST has come undgr tremendous Coficusilon Eretiade Launcher
scrutiny as a result of its failure at Endor. . Fire Arc: Front
The major liability at Endor was thatthe =~ Crew: I (co-pilot)
scout walker was always intended to be a Skill- Missile weapons: grenade launcher

* Fire Control: 1D
Range: 10-50/100/200 meters
Damage: 3D :

support combat vehicle. When used as per
original design specifications, the AT-ST
consistently outperforms comparable
repuslorcraft.

I AT-ST Walker
Craft: All-Terrain Scout Transport
Type: Medium walker
Scale: Walker
Length: 6.4 meters long, 8.6 meters tall
Skill: Walker operation: AT-ST
Crew: 2, skeleton: 1/+15
Crew Skill: Missile weapons 4D, vehicle blasters
4D+2, walker operation 5D
Cargo Capacity: 200 kilograms
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Alliance’s utter destruction. The Imperial defense
centered on protecting the shield bunker. Strat-
egists knew that they would be facing a small
Rebel force since there was no way the Alliance
would be able to land large numbers of troops.
Accordingly, the military presence was cen-
tered onalarge number of simple ground troops
for the one-on-one combat with Rebel ground
soldiers. Heavy combat vehicles, such as walk-
ers, were kept to a minimum. The speeder bikes
were an integral part of the battle plan, as the
scouts would be expected to detect any incom-
ing assaults in advance so that the ground sol-
diers could redeploy in advance.

The Empire didn’t count on the alliance of
Rebels and the Ewoks. This considerably evened
the odds in terms of sheer manpower. However,
the Ewoks were fighting on their homeground,
giving them a decisive advantage. The Ewoks
knew that to attack, and then fight for the shield
bunker, would be suicide. However, if the Ewoks
attacked, and then retreated, drawing the Impe-
rial forces from the shield bunker, there was a
chance for victory. The stormtrooper armor
was ill-suited for forest combat, with limited
visibility and mobility. The Ewoks, with their
combination of chants, screams, trumpets, and
drum rhythms, and knowledge of how sound
carries in the forests, could match the Imperials

WARS™

for communication and coordination. More im-
portantly, by separating the Imperials, they
would be more likely to become disoriented and
confused. The Ewoks could set countless am-
bushes, which the Imperials were ill-equipped
to deal with (after all, Imperial soldiers are used
to facing panicked retreat or straightforward
combat; this kind of guerrilla assault was un-
common to them).

The Ewok battle plan worked. The Empire’s
soldiers fell for the elaborate trap and were
soon defeated by diminutive soldiers equipped
with no more than slingshots and spears.

Above the forest moon, the Rebel fleet en-
gaged the Death Star. With the defense shield
stilloperational, the Rebelfighters couldn’t make
the final assault on the Death Star’s reactor
core. Suddenly, the Rebels learned how deadly
a trap the Emperor had set. The Death Star’s
superlaser opened fire onthe Rebel fleet. Engag-
ing the Imperial Star Destroyers in ship-to-ship
combat was the only way for the Rebels to
escape the deadly Death Star blasts.

With the aid of the Ewoks, the strike team
knocked out the shield generator. Then, through
the heroism of Lando Calrissian and Wedge
Antilles, the Rebels destroyed the Death Star.
The Imperial fleet scattered and the Galactic
Civil War, while not finished, was won ...
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“They did it!”

The story of the heroes of Yavin has been a
longand difficult one. Unbelievably, as this story
is coming to an ending, the events of these past
few weeks have lived up to the kind of climax
that their story deserved. And luckily, it's a
happy ending.

The interweaving of the lives of these people
has somehow brought them full-circle. None of
them has failed to show profound visible changes
in attitude and personality. The roguish Han
Solo, once a self-possessed smuggler, is now a
general of the Rebel Alliance, as is former gam-
bling scoundrel Lando Calrissian. Princess Leia
Organa, once cold and aloof, has discovered a
deeper, softer side to her personality. But most
profound of all, a former naive and wide-eyed
Tatooine farmboy named Luke Skywalker is now
a Jedi Knight.

But it wasn’t without their share of hardship
that these heroes endured to face the chal-
lenges confronting them. Through it all they
learned to rely on each other, as well as them-
selves, in moments of crisis. The rest of the
Alliance watched this and learned from them.
They are who the men, women and aliens of the
Alliance look to for inspiration now. They are
the Rebellion’s new, dynamic, youthful leader-
ship.

The heroes of Yavin bring with them an in-
credible combination of experience and enthu-
siasm, knowledge and fearlessness, skill and
luck. But more than that, they have a fresh new
perspective on the galaxy. A way of looking at
the tumultuous civil conflict in which they are
currently embroiled and seeing it in simple
terms. Yes, it is a war to restore the freedoms of
the Old Republic, and remove the Emperor’s
terrible stain from the galaxy. But it is also a
basic fight for survival. A fight they know they
are winning.

WARS™

See-Threepio

Princess Leia Organa

Much has happened tothe Princess since she
watched the bounty hunter Boba Fett fly off into
the Bespin sunset with her love, Han Solo, car-
bon-frozenin his cargo hold. Although the expe-
rience could have destroyed a lesser woman,
she survived.

Though she owes a good deal to her own
inner strength, she also owes much to the sup-
port of Luke Skywalker, her close friend and
newfound brother. He himself had seemed to
despair after his confrontation with Darth Vader
in Cloud City; although Luke would never tell
her exactly what had happened, the Princess
could see his anguish and feel his pain. Some-
how the two healed each other, making a vow to
put aside their anguish to concentrate on the
task at hand.

From that moment on Luke was a changed
man. Leia took courage in the confidence with
which he approached the rescue of Han Solo. It
never entered her mind that the mission might
fail, even when she was captured and chained to
Jabba’s throne. It was only a matter of how long
the rescue would take, and when they would
make their move. She could see it in Luke’s eyes,
and feel it in herself. This rescue would succeed
— and succeed it did.

Her reunion with Han was an emotional re-
lease for Leia. She had openly admitted her love
for him, and no longer needed to hide her feel-
ings. She began to let go of the grim seriousness
with which she had carried herself, allowing her
youthful excitement and enthusiam free reign.

It was the same enthusiasm she had felt in the
early days of the Rebellion, before the destruc-
tion of Alderaan. Han showed that he was ready
to commit to the Alliance — and her —full-time,
when he agreed to become a general and lead a
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dangerous mission. It was something he never
even would have considered a few years ago,
and seeing the change in him made Leia’s love
for him grow to immeasurable heights.

But it was what Luke told her, beneath the
swaying trees of the Ewok village on Endor,
which changed her life forever. She was his
sister. Even as Luke spoke the words to her, she
knew it to be true. His confused and tragic
ancestry, his personal power —those were hers
now as well, Very suddenly, she began to feel all
of Luke's pain and worry, and she could see why
he had kept this from her until then. Especially
the tragedy of their father.

But Leia was strong, and wise far beyond her
years. She could handle this now, and Luke
knew it. All the time he was away on the Death
Star, Leia reached out with her feelings, and she
could sense his fear. In a rapid shuffling of
emotion, she felt his fear turn to pain and then
to release, and then to sorrow. When Luke re-
turned from his journey and explained every-
thing to Leia, she understood those feelings.

She was a Skywalker, an heir to the traditions
of the Jedi Knights. And she was the last surviv-
ing member of the Royal House of Alderaan,
shaped and molded by the grand traditions and
beliefs of Bail Organa. Finally, she loved Han
Solo, and that brought out a side of her that she
thought was not present. For all of these rea-
sons and more, the Princess is a fine leader for
the Alliance, and should prove to be an even
better leader for the New Republic.

® Princess Leia Organa
Type: Young Senatorial
DEXTERITY 3D
Blaster 7D+2, blaster artillery 3D+2, brawling parry 4D,
dodge 7D, grenade 4D, melee combat 5D, melee parry 4D,
vehicle blasters 4D
KNOWLEDGE 4D
Alien species 7D, bureaucracy 9D+1, cultures 9D+1, lan-
guages 7D, planetary systems 9D, streetwise 6D, survival
8D, value 6D+1, willpower 6D+1
MECHANICAL 2D+2
Astrogation 4D, beast riding 3D+2, repulsorlift operation
4D+2, starfighter piloting 5D, starship gunnery 4D,
starship shields 5D
PERCEPTION 3D+1
Bargain 6D, command 10D+1, con 5D+1, gambling 4D,
hide 6D, persuasion 7D, persuasion: debate 8D+2, search
6D, sneak 6D
STRENGTH 3D
Brawling4D+1, climbing/jumping 4D+ 1, stamina 6D, swim-
ming 5D
TECHNICAL 2D
Computer programming/repair 4D+2, droid program-
ming 4D, droid repair 4D, first aid 6D, security 4D+1,
starfighter repair 3D+2
This character is Force-sensitive
Force Points: 7
Character Points: 25
Move: 10
Equipment: Blaster pistol (4D), comlink

Han Solo

Han Solo described carbon-freeze as “a big
wide-awake nothing.” Until his release from that
state of suspension by Princess Leia, Solo had
lived that wide-awake nightmare as a hanging
wall decoration in the palace of Jabba the Hutt.
He was there to be laughed at and spat upon by
the evil and disgusting creatures of his court. He
felt nothing, he saw nothing, he heard nothing.
But he dreamed, all the same.

During his hibernation in carbon-freeze, Solo
played out his revenge in his mind countless
times. He must have imagined his blaster rip-
ping large, smoking holes in the armor of Boba
Fett, and his own hands choking the life out of
Lando Calrissian, a hundred-thousand times.
But upon his revival, the Corellian was in no
shape to exact his revenge, at least not yet.

Of course, his feelings toward Lando changed
dramatically when Chewie explained to him
what Lando had done for him and the Princess,
and that Lando was a part of this very rescue
attempt. Actually, Solo was not very surprised
to hear of Lando’s change of heart. Deep down,
he sensed that Lando would come through for
him in the end — his friends usually did.

But it was Luke who really came through for
him. That same snotty-nosed kid, whose frigid
carcass he had pulled out of the frozen Hoth
tundra, almost singlehandedly wiped-out the
entire entourage of the galaxy's most powerful
crime lord. The kid sure had changed. But then
again, so had Solo. For the first time in his life he
felt he had some sort of direction. And he liked
the way it felt.

He had come through for the Rebellion be-
fore, but he always believed that he was simply
returning the favors they had done for him—he
was “paying his debts,” not doing it out of any
foolish altruism. But he could no longer pretend
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that that was the case. He wanted to do this. He
wanted to fight against evil, to do something
worthwhile with his life.

And it wasn’t just the Princess who had
brought about Solo’s change of heart, although
she certainly played a major part in it. In fact, it
wasn’t really a “change of heart” at all. Solo had
always felt this strongly about the Empire, ever
since he was drummed out of the service, but he
had always been too wrapped up in himself to
do anything about it. The love shared between
himself and his friends simply made him see
himself as he really was.

After deciding to join the Alliance full-time,
Solo accepted a generalship from Mon Mothma
and her Advisory Council. He asked that they
“keep a lid on it for a while,” however, because
he really wanted to surprise Leia. And surprise
her, he did.

Suffice it to say, the mission he volunteered
to lead was successful. The second Death Star
was destroyed, and the Empire was on theropes.
And Han had a family now, and a home.

m Han Solo
Type: Smuggler
DEXTERITY 3D+1
Blaster 7D+2, blaster: heavy blaster pistol 10D, blaster:
blaster rifle 5D+1, blaster artillery 6D+1, brawling parry
7D+1, dodge 8D, grenade 5D+1. melee combat 6D+1,
melee parry 5D, missile weapons 4D+2, pick pocket 4D+1,
running 3D+2, vehicle blasters 6D+1
KNOWLEDGE 2D
Alien species 6D+2, bureaucracy 5D, business 6D, busi-
ness: smugglers 7D, cultures 5D+ 1, intimidation 6D+2,
languages 5D+2, law enforcement 5D, planetary systems
7D+2, streetwise 7D+2, streetwise: Jabba the Hutt's orga-
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nization 9D+2, survival 7D+2, value 5D, willpower 4D+1
MECHANICAL 3D+2

Astrogation 8D, beast riding 5D+ 2, beast riding: tauntaun
6D, capital ship gunnery 5D-+1, capital ship piloting 7D,
capital ship shields 4D+1, communications 5D, ground
vehicle operation 4D+2, repulsorlift operation 7D+1, sen-
sors 4D+2, space transports 7D, space transports: YT-
1300 transports 11D+1, starfighter piloting 6D, starship
gunnery 9D, starship shields 6D+2, swoop operation
6D+2

PERCEPTION 3D

Bargain 8D, command 6D, con 8D, forgery 5D, forgery:
ship IDs 7D, gambling 8D, hide 8D, persuasion 5D, search
5D+2, sneak 4D+2

STRENGTH 3D

Brawling 7D+2, climbing/jumping 61, lifting 5D+ 1, stamina
7D, swimming 4D+2

TECHNICAL 2D+2

Blaster repair 4D+2, computer programming/repair 7D,
demolitions 6D+2, droid programming 5D+1, droid re-
pair 5D+1, ground vehicle repair 3D, repulsorlift repair
7D, security 7D, space transports repair 6D, space trans-
ports repair: YT-1300 transports 9D, starship weapons
repair 4D

Force Points: 2

Character Points: 22

Move: 10

Equipment: Modified heavy blaster pistol (5D+1), comlink

Luke Skywalker

Luke Skywalker is a Jedi Knight. Since the
death of his mentor, Obi-Wan Kenobi, and of his
father, Anakin Skywalker, he is the last of the
Jedi. He bears that burden well. A mature confi-
dence seems to pour forth from him; yet he
retains much of his youthful enthusiasm. It is
this combination which causes Luke to be so
beloved by the members, and aliens of the Rebel
Alliance.

It was an extremely arduous path which led
Luke to where he is today. There were many
obstacles standing in the way of his destiny, but
through it all, the true nature of Luke’s charac-
ter shone through. He stands today as a sterling
symbol of all that is right in the galaxy.

After his confrontation with Darth Vader on
Cloud City, Luke was overcome by doubt and
fear. But there was work to be done —important
work — he put his troubles aside for a while.
There was a friend in need, one who had come
through for Luke countless times, and to whom
he owed a great debt. And more than that, the
galaxy itself was in need. And for both of these
reasons, Luke Skywalker set about becoming a
true Jedi Knight,

He had been taught well, first by Ben Kenobi,
and then by Yoda, the Jedi master. Luke be-
lieved he knew what it took to become a Jedi,
and he felt he was very close. There was one,
final detail to take care of. Upon his return to his
home planet of Tatooine, Luke took what he
thought was the last step toward becoming a
Jedi.
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Traveling out into the Jundland Wastes, to
the abandoned home of Obi-Wan Kenobi, Luke
constructed alightsaber. It was light and easyin
his hands, and the beam, his own personal
signature, a stunning, vivid green. Now he was a
Jedi — or so he thought. He handed his weapon
into the tender care of his faithful astromech
droid, Artoo-Detoo, and sent Artoo and See-
Threepio into Jabba's palace.

Luke expected the rescue of Han Solo to be a
relatively simple matter. All he needed to do
was get inside — everything else was already in
place. Artoo and Threepio had been given to
Jabba as “gifts,” and Lando and Leia, both in
disguise, were inside as well. All he had to do
was wait for the right moment, make sure that
his friends were free of danger, and get his Jedi
weapon from Artoo. The rest would be simple.

Well, the actual event didn’t turn out to be
quite as simple as Luke expected. Luke didn't
particularly enjoy taking on the Rancor; Han
and Lando came within centimeters of becom-
ing lunch for the Sarlaac; and Luke took a blaster
hit to his artificial hand which came perilously
closetoincapacitating it at adangerouslyincon-
venient moment. Still, with the help of the Force,
he and his friends succeeded. Han was rescued,
and Jabba’s organization was destroyed.

After the rescue, Luke didn't rendezvous with
the Alliance fleet with his friends. Instead, he
journeyed back to a certain bog planet, to “keep
a promise to an old friend” and to ask him a few
questions.

At heart, Luke was still unsure whether or not
he was truly a Jedi. At times he felt that he was

—when confronting Jabba, for instance. And at
times he felt like he wasn't — whenever he
thought about his father. He needed Master
Yoda's guidance.

When he arrived on Dagobah, Yoda, who was
clearly dying, told him that his training was
complete; to become a Jedi, all he need do was
confront Darth Vader, his father.

m Luke Skywalker

Type: Jedi Knight
DEXTERITY 3D
Blaster 6D+2, brawling parry 5D+2, dodge 7D+ 1, lightsaber
8D+1, melee combat 4D, melee parry 9D
KNOWLEDGE 2D
Alien species 4D, bureaucracy 5D+1, streetwise 6D, sur-
vival 6D, value 4D
MECHANICAL 4D
Astrogation 6D, beast riding 4D+2, beast riding: tauntaun
6D+1, repulsorlift operation 8D, repulsorlift operation:
airspeeder 8D, sensors 4D+1, starfighter piloting 7D,
starfighter piloting: X-wing 9D+2, starship gunnery 7D-1,
starship shields 7D
PERCEPTION 2D+1
Bargain 3D, command 6D, hide 5D, search 5D, sneak 5D
STRENGTH 3D
Brawling 5D+2, climbing/jumping 6D+ 1, lifting 4D, stamina
6D
TECHNICAL 3D
Computer programming/repair 5, droid programming
6D, droid repair 6D, first aid 4D+2, lightsaber repair 7D+1,
repulsorlift repair 7D, security 4D+1, starfighter repair
5D+2
Special Abilities:
Force Skills: Control 10D, sense 8D, alter 7D
Control: Absorb/dissipate energy, accelerate healing,
concentration®, control pain, detoxify poison**, empti-
ness, enhance attribute**, hibernation trance, reduce
injury, remain conscious, resist stun
Sense: Combat sense**, danger sense**, instinctive
astrogationt, life detection, life sense, magnify senses,
receptive telepathy, sense Force
Alter: Injure/kill, telekinesis
Control and Sense: Farseeing**, lightsaber combat, pro-
jective telepathy
Control and Alter: Inflict pain**
Control, Sense and Alter: Affect mind

* This power is described in the Star Wars Movie Trilogy
Sourcebook.

** This power is described in the Dark Force Rising
Sourcebook.

T This power is described in Galaxy Guide 9: Fragments
from the Rim..
This character is Force-sensitive
Force Points: 25
Dark Side Points: 2
Character Points: 40
Move: 10
Equipment: Lightsaber (5D), blaster pistol (4D), comlink

Chewbacca

The mighty Wookiee Chewbacca has been a
faithful addition to the Rebel Alliance since the
days of the Battle of Yavin. Strong, fearless, an
able pilot and mechanic — these are but a few of
his best traits. It was during the events on
Bespin that perhaps the greatest changes took
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place for Chewbacca. Roaring in rage as the
Imperials began to lower Han Solo into the
carbon-freeze chamber, the Wookiee lashed out
at the stormtroopers. Crazed with anger, it was
Han himself that calmed his friend.

“Save yourstrength,”Solo called out, “there’ll
be another time. The Princess — you have to
take care of her.”

It was with this statement that Chewbacca
realized there was more to his honor family than
just Han Solo. But he didn't forget his Corellian
friend. With Lando Calrissian in tow, Chewbacca
and the Millennium Falcon returned to Tatooine
to await Luke Skywalker. He firmly believed that
together they could save Han from Jabba the
Hutt. He believed nothing could stop them.

His faith and belief in his friends continued
through those war-torn days. Whether he was
crushed inside a ship designed for beings much
smaller than Wookiees, tied to a stake and at the
mercy of fierce Ewoks. or battling alegion of the
Empire’s best troops, Chewbacca knew that he
and his friends would triumph.

m Chewbacca
Type: Wookiee
DEXTERITY 2D+2
Blaster 6D+2, bowcaster 9D, brawling parry 7D+2, dodge
6D+1, grenade 5D+ 1, melee combat 8D. melee parry 8D,
vehicle blasters 6D+ 1
KNOWLEDGE 2D
Alien species 7D, bureaucracy 4D, business 4D+2. cul-
tures 3D+1, intimidation 8D+2, languages 6D, planetary
systems 7D+2, streetwise 7D, survival 7D, value 7D+2
MECHANICAL 3D
Astrogation8D+1, beast riding 4D, communications 4D+2,
repulsorlift operation 7D+1, sensors 6D, space trans-
ports 6D+2, space transports: YT-1300 transports &D,
starship gunnery 8D, starship shields 6D+1
PERCEPTION 2D
Bargain 5D, command 5D, gambling 5D, hide 3D+2, search
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3D, sneak 3D+2

STRENGTH 5D

Brawling 10D, elimbing/jumping 7D+ 2, lifting 10D, stamina
10D, swimming 71

TECHNICAL 3D+1

Blaster repair 5D-1, bowcaster repair 5D+2. computer
programming/repair 80D, demolitions 6D, droid program-
ming 8D, droid repair 7D+2, first aid 5D+1. repulsorlift
repair 6D+1, security 7D, space transports repair 8D,
space transports repair: YT-1300 transports 10D+2
Special Abilities:

Beserker Rage: Chewbacca gains 2D to Stength when
brawling in beserker rage. Sec page 137 of Star Wars: The
Roleplaying Game, Second Edition and page 124 of Star
Wars Gamemaster Handbook.

Climbing Claws: +2D to climbing.

Force Points: 1

Character Points: 24

Move: 13

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

Lando Calrissian

Lando Calrissian’s life has changed drasti-
cally since Cloud City was taken over by the
Empire. He had never cared for the Empire and
its oppressions; he had always done his best to
cause them as much trouble as he could without
causing himself any. But after being pushed by
Darth Vader into a deal he never should have
made, a deal which the Dark Lord subsequently
reneged on, Lando didn’t care about his own
troubles any more. They had overrrun his city,
his people, his life, and he declared war.

As the first shot in Lando’s newly-declared
war on the Empire, there was a bit of unfinished
business to attend to. He had gotten his old
friend Han Solo into a mess, and now it was up
to Lando to get him out of it.

Thefirsttrick was tofind Han. Though Jabba’s
palace was easy to find if you had the kind of
contacts Lando did, there was no reason to
believe that Han was still there: Jabba might
have stashed his body anywhere — or, horrible
as it was to consider, killed Solo already. Some-
one had to get inside and scout out the terrain.
Lando knew he was the man for the job.

However, you don’t just walk up to Jabba's
front door and ask to take a look around — not
if you want to ever walk out again, anyway.
Lando knew he would have to work his way into
the organization. It would take time, and no
small effort, but it was the best and perhaps only
shot they had.

The plan, asit stood then, was rather sketchy.
Lando was to drop Chewbacca off in Mos Eisley,
where he would attract the attention of Jabba’s
hired guns. But before any of them could get to
the Wookiee, Leia, disguised as the bounty
hunter Boushh, would pretend to capture him.

Meanwhile Lando, taking on one of his more
effective criminal personas, would hit up an old
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contact in Anchorhead, who could gethimajob
in Jabba's palace. Luke had some errand to run
in the desert; when he was finished, he would
get into the palace on his own. When all of the
players were in position, they’d wing it.

Actually, Landodidnt think alot of this particu-
lar plan, which was conceived by Luke. But some-
how, when talking it over with Skywalker, it all
seemed to make sense, and he never could re-
member his objections until afterwards. (To tell
the truth, that young man made Lando a little
nervous ... and more than a little awestruck.)

Aside from being nearly dropped into the
mouth of the all-powerful Sarlacc, in whose
belly he’d have been slowly digested over a
thousand years, the rescue went well. Jabba's
operation was destroyed, and Han was safe and
sound back at the fleet.

Lando was surprised at how well Han took
the whole thing. He harbored no ill will toward
Lando for what he had done, and in fact thanked
him sincerely. The old pirate had changed some
— but then again so had Lando.

For Lando, joining the Alliance was the final
piece to a picture that had been building since
he became Baron Administrator of Cloud City.
He had learned how to deal with responsibility.
Now he was learning to fight for what he be-
lieved in, and, believe it or not, to value friend-
ship more than money. It was a more subtle
change than Han's, although the fundamentals
were the same. Both had become generals of the
Rebel Alliance, and both volunteered to lead
dangerous missions against overwhelmingodds.

But the odds didn’t matter any more to Lando:
he was tired of playing them. It’s not really
gambling if you have nothing to lose.

m Lando Calrissian
Type: Gambler
DEXTERITY 3D+2
Blaster 6D+2, blaster: hold-out blaster 7D, brawling parry
5D+1, dodge 6D, grenade 4D+2, melee combat 4D+2,
melee parry 5D+1
KNOWLEDGE 3D
Alien species 5D, bureaucracy 7D, business 7D, busi-
ness: mining 10D+1, business: administration 7D-1, cul-
tures 6D+2, languages 5D, planetary systems 5D,
streetwise 8D, survival 5D, value 5D+1
MECHANICAL 2D+1
Archaic starship piloting 3D+1, astrogation 6D+2, com-
munications 4D, ground vehicle operation 3D+1,

D =5

repulsorlift operation 4D, repulsorlift operation: cloud

TECHNICAL 2D+2

Computer programming/repair 4D, droid programming
3D, repulsorlift repair 4D, security 6D+1, space trans-
ports repair 7D, starship weapon repair 4D

Force Points: 2

Character Points: 18

Move: 10

Equipment: Hold-out blaster (4D), comlink, sabacc card
deck

Yoda

The death of Yoda was a stunning blow to
Luke Skywalker, and it seemed to the young Jedi
at the time that he was
totally alone. Yoda had
lived for over 800 years,
and it was inconceivable
that he could die, but die
he did, and Luke felt that
all hope was now lost.

But soon Luke realized
that Yoda would always
be with him. He could al-
most sense the Jedi mas-
ter urging him on in times
of need, as did his first
master, Obi-Wan Kenobi.

This reassured the voung |

Chapter Five: The Heroes of Endor


































Tom ONeill

86

Chapter Six: Remnants of the Empire

Outpost

Secret Access Tunnel

Galaxy Guide 5: Return of the Jedi



wesd T AR

Chapter Six: Remnants of the Empire

“WARS

m Stohl
Type: Wild carnivore
DEXTERITY 3D
PERCEPTION 2D
STRENGTH 2D
Special Abilities:
Bite: Does STR+1 damage.
Poison: Stohls do an additional 3D of damage with their
poisonous bite. The damage is stun damage only, but the
effects last for 12 standard hours.
Move: 5
Size: 1-1.5 meters long

Because of the cramped quarters, the charac-
ters suffer a -1D to all Dexterity-based actions
while within the duct. The duct ends at a floor
panel at the top of the staircase on the second
level. The character removing the panel must
make a Difficult sneak roll or else alert the
stormtroopers in Lab One, who arrive one round
later.

Lab One

Two stormtroopers are currently gathering
equipment requested by Lieutenant Moridon.
Characters listening in on the troopers (on a
Moderate Perception roll) overhear the conver-
sation. Read aloud:

You hear the sound of metal scraping against
metal, followed by a deep thump.

“Great,” a filtered voice begins. “Check out
the primary display. Is it still intact?”

After a short pause, a click precedes the
reply. “No. Looks all right. Let’s get it upstairs.
Who knows how much time we have left before
the Rebels find us out here. Grab that side.”

“I've got it,” the first speaker says. “I can’t
wait to see the looks on the Rebels’ faces when
the rest of the fleet gets here.” The clacking of
boots tells you they’ve begun to head toward
the doorway.

If confronted, the stormtroopers decide to
gently place the computer module they are car-
rying onto the floor before engaging in battle —
they havenointerest in provoking their superior’s
anger. As a result, the characters get a free at-
tack.

Characters accessing the computer bank and
making an Easy computer programming/repair
roll discover that the most recently viewed file
was a schematic of a Holonet transceiver, a de-
vice capable of long-range, immediate communi-
cations.

Lab Two

This laboratory contains a vat of greenish
liquid. When the outpost was first constructed,
the Imperials started testing the native flora for
potential military uses; this last experiment was
left untended when the fighting over Endor be-
gan. Next to the vat stands a column covered

with various sensors and displays. Any charac-
ter who makes a Moderate sensors or computer
programming/repair roll realizes that the liquid
in the vat is highly unstable and extremely flam-
mable (15D explosive, character scale damage if
the entire vat is ignited).

The computer bank contains information about
hundreds of experiments, most of which ended
with unsatisfactory results. Personal notes by the
outpost’s head researcher, Lieutenant Jeres
Moridon, accompany each entry. Characters read-
ing the notes and making a Moderate Perception
roll notice that Moridon’s state of mind seems to
fluctuate wildly. One entry appears concise and
scientific, while the next borders on the psychotic.

Characters may access Moridon’s personnel
record on a Difficult computer programming/re-
pair roll. The file indicates that after Moridon
graduated from the Imperial Academy, he re-
ported for duty as a security officer at a commu-
nications researchfacility on Vo Tunbren, a planet
in the remote Tadra sector (near the Kathol-
Minos region). When one of the facility’s assis-
tant researchers died in a botched experiment,
Moridon took his place — but only because he
had taken a communications course at the Acad-
emy. But over the ensuing years Moridon re-
ceived several commendations for his research,
providing him with the clout necessary to get
himself off Vo Tunbren and onto the staff of a
prestigious military design center hidden in the
Mid-Rim.

But before the end of the first week at his new
position, Moridon was accidentally exposed to a
chemical agent called Maladeria Il — a toxic gas
being researched for its possible military appli-
cations. By some stroke of luck, he survived the
ordeal, but he came away with a slight limp and
an erratic psychological profile.

His recovery period lasted almost an entire
year, and though he requested to return to the
design center, his superiors discharged him from
the military and offered him a position at a small
outpost on the forest moon of Endor where he
would oversee the construction of a back-up
HoloNet system..

Thelast entry, made by Moridon himself, states
that during the Battle of Endor, command of the
outpost fell to him. The computer record ends
here.

Storage
The sealed blast doors leading into this cham-

ber require a Difficult security roll to bypass.
Read aloud:

The blast door vanishes into the wall with a
hiss, revealing a room filled with dozens of
haphazardly stacked crates. Your eyes quickly
adjustto the red illumination that highlights the
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durasteel containers, but the crimson shadows
that stretch toward the back of the chamber
remain impenetrable.

As you step into the room, an electronic
chime, like the sound of a disgruntled R2 unit,
issues from a small, square control pad on the
interior wall.

The characters must act quickly. The outpost’s
system requires a passcode to prevent the secu-
rity klaxons from engaging. A character may
bypass the passcode on a Very Difficult security
roll or on a Difficult computer programming/re-
pairroll. Unfortunately, the characters have only
one chance at disengaging the control pad, since
the protocol allows only 10 seconds for entry of
the proper code. Should the klaxons go off, the
Imperials are alerted to the characters’ presence
and their current location. Immediately, Lieuten-
antMoridon orders the remaining stormtroopers
to handle the intruders while he completes work
on the transceiver.

The storage room contains 11 SoroSuub blaster
rifles (5D), two suiits of stormtrooper armor (+2D
physical; +1D energy), seven Illiseni Aerodyne
HobbyCraft Microweights (ultra-light repulsor
vehicles), eight fragmentation grenades (4D),
three vibroblades (STR+1D), a half dozen 10 cen-
timeter long transparisteel specimen cylinders,
four cannisters of trilerium — a chemical preser-
vative — and several crates full of foodstuffs and
water.

The Command Center

The Command Center takes up all of the
outpost’s third level. The computer banks lo-
cated here can access any system within the
outpost, including the repulsorpad. Opposite the
spiral staircase that leads to this floor, a three-
meter tall window overlooks the landing area. To
the far left C-2V9, a cargo lifter droid, stands in
ready mode awaiting its next order, it’s cylindri-
cal body floating on repulsors a half meter above
the floor.

Read aloud:

The spiral staircase leads to the outpost’s top
level. As you peer into the room from the
stairway, you see a spherical device resting on
a platform held about a meter above the floor
by a cylindrical support shaft. The device mea-
sures about a half-meter in diameter, and has
several metallic rods sticking out at odd angles.

Two stormtroopers stand next to the plat-
form assisting a brown-haired man who keeps
his back to you. After adjusting one of the
device’s rods with a hydrospanner, the man
glances to the right.

“Try it now,” he barks.

A filtered voice replies from outside your

"WARS™

field of vision. “Yes, sir.”

Immediately, a low hum rises to a blaring
pitch and several green and blue control lights
on the sphere start to glow.

“Excellent,” the man shouts over the noise.
“Fine job. Cut power.”

The sound falls back to a hum, and then shuts
off.

The brown-haired man walks to the right
side of the room. “Raise the transceiver into
position and initiate the comm sequence.”

The stormtroopers receive a +2 bonus to their
Perception rolls to notice the characters since
they have been ordered to be on the alert. Once
they do, they instantly swing their blaster rifles
from their backs into their hands and begin fir-
ing. Moridon dodges during the first round of
combat, leaping toward the computer bank. Once
there, he positions a chair for maximum cover
and initiates the sequence that opens the hatch-
way in the ceiling and raises the platform and its
load into the open air. The operation takes about
30 seconds (six rounds). When the transceiver
reaches the proper position (on the fifth combat
round), the subspace message shoots into space,
penetrating the energy field and making contact
with the nearest Imperial force.

The characters can disable the transceiver on
a Heroic computer programming/repair roll, or
they can instead drop a dozen thermal detona-
tors (unfortunately, without timers) and run for
it. The cylindrical shaft supporting the platform
upon which thetransceiver rests has a structural
strength of 6D (character-scale).

Unfortunately, largely due to the bases’s con-
struction, this area has undergone severe geo-
logical changes within the past year. The geo-
thermal energies building below cannot be held
beneath the moon’s mantle any longer. Sudden
seismic activity — a shifting of tectonic plates —
sets off a volcanic eruption and violent tremors
(which should alert the characters to the prob-
lem). The characters have less than two minutes
to abandon the outpost before the quaking
topples it, and only four minutes to escape from
the volcanic crater before it erupts.

Cut to ...
Episode 4: Escape.

m C-2V9
Type: Industrial Automaton 2V9 Cargo Lifter Droid
DEXTERITY 2D
KNOWLEDGE 1D
MECHANICAL 2D
PERCEPTION 1D
STRENGTH 4D
Lifting 8D
TECHNICAL 2D
Armor repair 3D+1, computer programming/repair 3D+2,
repulsorlift repair 3D

920

Galaxy Guide 5: Return of the Jedi



s TAR

Chapter Six: Remnants of the Empire

“WARS

Equipped With:

« Information storage/retrieval jack for computer link-up
¢ High pitch acoustic signaller

¢ Broad-band antenna receiver

e repulsorlifts (+1D to lifting)

¢ Durasteel lifting arm with magnetic

Move: 4

Size: 1 meter tall

Cost: 2,500 credits (new), 1,750 credits (used)

m Lieutenant Jeres Moridon
Type: Communications Expert
DEXTERITY 2D+2
Blaster 4D+2, blaster: blaster rifle 5D+1, dodge 3D+2,
vehicle blasters 5D
KNOWLEDGE 3D+2
Bureaucracy 4D, planetary systems 4D+1, willpower 5D
MECHANICAL 2D+2
Communications 10D, ground vehicle operation 3D+1,
sensors 3D+2
PERCEPTION 2D+2
Search 3D+1
STRENGTH 2D+1
Stamina 3D+2
TECHNICAL 4D
Computer programming/repair 5D, demolition4D+2, droid
programming 4D+1, security 5D
Force Points: 1
Dark Side Points: 1
Character Points: 7
Move: 8
Equipment: Hold-out blaster (3D), comlink

Capsule: When Moridon received his billet transfer
from security officer to research assistant, he at
first felt betrayed; he wanted to climb through the
ranks to a position of authority. As far as he knew,
few scientists ever managed to attain a rank above
captain.

But as months passed, he realized he had a
natural ability with communication systems. Within
two years he became head researcher, and soon
after requested a transfer to Udrin Cara, a secret
Imperial facility in the Mid-Rim.

His spirits soared when the transfer came
through, and he readjusted in less than a month.
And then the accident happened.

The explosion left him with a slight limp, but
after 11 months of recovery he felt ready to report
back to his position. Unfortunately, the Empire did
not share that feeling. He received a discharge from
the military and an offer to oversee construction of
a HoloNet system on the moon of Endor — as a
civilian.

When the Rebels arrived, most of the outpost’s
military personnel joined the Empire’s main forces,
leaving only a few stormtroopers and Moridon
behind. As the highest ranking individual, he as-
sumed command of the outpost, supposedly for a
temporary period. With the defeat of the Imperials,
and the electromagnetic disturbance that has blan-
keted the area, Moridon sees his chance to gain
backthe Empire’s favor. lf he can just get amessage
to the rest of the Imperial fleet ...

Five Imperial Stormtroopers. All stats are 2D
except: blaster 3D+2, blaster: blasterrifle 4D, brawl-
ing 3D. Move: 10. Equipment: blaster rifle,

stormtrooper armor (+2D physical; +1D energy;
-1D Dexterity and related skills).

Episode Four

Escape
Read aloud:

Asthunderous boomsrock the volcano floor,
the outpost starts to tremble. You realize you
have only a few moments before the entire
structure collapses.

The characters have several options for es-
cape. If they arrived on speeder bikes, they must
reach the landing area and hotwire the
repulsorpad (on a Moderate computer program-
ming/repair roll) so they can make their way to
the hidden tunnel through the side of the vol-
cano.

If the characters arrived on foot, they may
either double- or triple-up on the two Imperial
speeder bikes left on the repulsorpad. But after
hotwiring the repulsorpad, the speeder pilots
must make Difficult repulsorlift operation rolls to
counter the added weight. Failure means they
become engulfed by the eruption.

The characters may also use the microweights
found in the storage room on level two. These
ultra-light repulsor vehicles can reach an alti-
tude of 300 meters, just high enough to crest the
volcano’s lip. Characters using the microweights
must make Moderate repulsorlift operation rolls
to maintain steady flight in the winds that whip
around the volcano’s mouth.

Illiseni Aerodyne HobbyCraft Microweights.
Speeder, maneuverability 3D, move 80; 230 kmh,
body strength 2D.

Read aloud:

A sudden boom rumbles up from the bowels
of the moon, and as the surface shifts, one of the
outpost’s pylons, ripped from its moorings, tears
away from the platform. A moment later, three
other supports collapse, and the entire outpost
topples with the horrible screech of rending
durasteel.

And just as the structure crashes into the lava
columns below, the volcano groans, lettingloose
a stream of red-orange magma that gushes into
the night sky, highlighting the surrounding
forest in reddish glow.

Characters must make Moderate dodge rolls
to avoid the lava flowing down the volcano’s
sides. The eruption dies out soon enough, and
the horrible glow recedes, aliowing the darkness
to reclaim the night.

At this point the characters should return to
the Star-Beast so they can head back to the ship
Hope for their debriefing with Major Derlin. Un-
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Further Adventures ...

While playing the events of the Star Wars
movies can be great fun, playing through and
around those events offers the players a
chance to affect the balance of the Galaxy
without forcing them to follow the scripted
plots.

Below you’ll find a few adventure ideas
that link to the scenes of Return of the Jedi.
Don’t tell the players up front that the events
they will become involved in relate to the
movie. Instead, allow them the fun of figuring
it out for themselves.

Hunters on Tatooine

The characters receive orders from Alli-
ance High Command to rescue a captured
Rebel (who could be one of the characters) in
the Jundland Wastes on the remote planet
Tatooine. Apparently, Jabba the Hutt has

| iR

placed a price on this Rebel crewer's head,
and a pair of bounty hunters is bringing him to
Jabba’s Palace.

The trail begins in Mos Eisley where ac-
cording to Alliance Intelligence the bounty
hunters have recently set down. The charac-
ters chase down their quarry by following a
trail of blasted-up cantinas, stolen weapons,
and last, a commandeered skiff. Apparently
the bounty hunters have headed into the
Jundland Wastes to coordinates consistent
with the location of the Pit of Carkoon.

When the characters overtake their prey
amid the rolling dunes of the Waste, a fierce
skiff-to-skiff battle erupts. The bounty hunt-
ers do their best to disengage themselves
from the combat and race onward to their
destination. Just as the battle ends, a huge
explosion from a half dozen dunes away
blooms into the sky. Exploration of the deto-
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nation site reveals the remains of a sail barge
and several skiffs at the edge of the Sarlacc’s
pit. Though the Rebel character has escaped
his captors, he does not know whether the
bounty Jabba had set no longer applies now
that the crimelord is dead. Do bounties trans-
fer ownership along with the rest of the
crimelord’s riches? The Rebels will just have
to wait and see ...

Escape to Sullust

The characters receive orders to smugglea
datadisk onto the Imperial-held world of Adras.
There they must pick up a team of Sullustan
Intelligence officers who have the decrypter
for the disk, which contains the coordinates
of the Rebel fleet. Together the characters
and the Sullustans must lead a group of attack
vessels including a Corellian battleship and
several Sullustan cargo freighters to rendez-
vous with the fleet.

Unfortunately,
the Sullustans never
arrive at the desig-
nated rendezvous
coordinates, and the
characters must en-
ter the city of Nezan
to search for their
missing allies.

After a series of
information trading
sessions and several
close calls with Im-
perial personnel, the
characters discover
that the Sullustans
have been detained
at a detention cen-
ter on the outskirts
of the city. By blast-
ing or bluffing their
way into the deten-
tion center, the char-
acters find the
Sullustans, who
have been held on
charges of expired
identification docu-
ments. The two
teams must work to-
gether to escape.

Once the Imperi-
als become aware of
the Sullustans’ es-
cape, a city-wide

alert goes up, and the characters must sneak
back to their ship under cover of the dark
Adras night sky. Upon takeoff, a squadron of
Imperial TIE interceptors — anew addition to
the Empire's fleet — bears down on the
character’s vessel and tries to blow it out of
the sky.

The characters arrive at the coordinates
designated by the datadisk amid a flurry of
activity during which several high-ranking
Intelligence agents sequester the rescued
Sullustans. Hours later, word finally reaches
the characters that they have assisted in the
assembling of the fleet that will strike at the
second Death Star.

Rescue at Rordak

Alliance High Command charges the charac-
ters with the rescue of one of Admiral Ackbar’s
aides from an Imperial penal center on the
planet Rordak (see page 80 of The Star Wars
Planets Collection for more information on
Rordak). Since the characters are only a small
task force, as the majority of the Rebel fleet has
begun to assemble off Sullust, they cannot ac-
complish their mission through brute force.
Rather, they must infiltrate the slave camp
through stealth and deceit — or by getting
themselves thrown into the slaving center!

Unfortunately for the characters, Imperial
spies have tipped off the camp’s commanding
officer to the planned infiltration. Though the
Imperials appear to give the characters a
hard time, they allow the characters to pen-
etrate the high security area where Ackbar’s
aide is working a mining shaft alongside other
high-profile captives. And there, the Imperi-
als spring their trap, releasing stun gas into
the chamber and knocking the characters
unconscious.

Luckily for the characters, an Alliance Intel-
ligence agent disguised as an Imperial mainte-
nance engineer revives them and helps them
escape. She leads the characters through a
twisting passageway that descends to a secret
hangar bay at the base of the mines. A blaster
battle with stormtroopers breaks out as the
characters commandeer a Skipray blastboat
and takeoff. Two pair of TIE fighters flank the
characters’ ship and chase them toward the
slaving centers’ ion cannons in an attempt to
disable rather than destroy the blastboat.

When the characters return to Alliance
headquarters, Ackbar’s aide immediately re-
joins the fleet, which plans to begin its attack
on the second Death Star within the hour.
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fortunately, three TIE pilots sent by Lieutenant
Moridon to retrieve their ships from a nearby
camouflaged site have observed the outpost’s
destruction. They wait in the skies of Endor’s
moon for the Star-Beast to lift off. As soon as the
characters leave the safety of the forest canopy,
the TIE interceptors attack,

TIE Interceptors. Starfighter, starfighter pilot-
ing 5D, starship gunnery 4D+2, maneuverability
3D+2, space 11, atmosphere 435; 1250 kmh, hull
3D. Weapons: four laser cannons (fire-linked)
(fire control 3D, damage 6D).

Episode Five
Debriefing

The characters arrive at the Ewok’s village
and assemble in the same clearing where the
mission began. Read aloud:

Major Derlin seems satisfied with your re-
port, even though he cannot be completely sure
that the Imperials’ attempts to contact the rest
of their fleet were thwarted. According to Alli-
ance ships in orbit, a Star Destroyer (possibly
the Unrepentant) recently dropped out of hy-
perspace, released an unconfirmed number of

Wik s

probe droids, and then jumped to light speed
before the Rebels could engage it.

Derlin smoothes down his right eyebrow
with two fingers and then turns toward you.
“You’ve performed admirably, and  would like
to offer you some time to rest. But Admiral
Ackbar has ordered everyone to pull double-
duty; we have to be prepared in case the Impe-
rials show up. We're not free and clear yet.”

He clasps his hands behind his back and walks
toward the edge of the clearing. “Once we have
some time, I'll recommend all of you for commen-
dations. Let’s just hope that time comes soon.”

Derlin steps into the forest, making his way
back to the Alliance’s makeshift headquarters
on the forest moon.

It has been an exciting day, but the threat of
Imperial retaliation casts a shadow over it all.
You can only hope that the Force is with you
and the rest of the Alliance. You have a feeling
you are going to need it...

Character Points

Characters receive two character points for
completing the adventure, plus two more for pre-
venting Moridon from contactingthe Imperial fleet.
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Afterword

Dear reader, now you know the story of how it all happened.

Many years ago, when I first left my homeworld, I was a wide-eyed young man, eager to see
what the galaxy had to offer me. I knew little of the galaxy and little of life. After coming face to
face with the harsh brutalities of the Empire, | realized that it was my duty to follow my
conscience.ljoined the Rebel Alliance. In that time, [ went from boy to man, and the Alliance went
from childhood to adulthood.

Now that you have read our story, the story of the Alliance to Restore the Republic, I ask you
to judge for yourself. ‘

Wehave waged ahard-fought war, one that continues evennow, over five years after the death
ofthe Emperor. However, never have the people of the Alliance, and soon, the Republic, doubted
their purpose.

The men and women and aliens and droids of the Alliance knew in their hearts that they were
fishting awar that had to be fought. Awar to bring about a galaxy that was worth living in. A galaxy
where all beings would be welcomed as equals, where all civilizations would be free to live in
harmony and peace, where all would recognize the value of intelligence and diversity. It was a
war well worth fighting.

It is my sincerest hope that people never forget this war and why it was fought. It is my hope
that people never forget the malaise that brought about the Empire, and choose to resist the
greed and selfishness that allowed that evil entity to rise.

In a galaxy where it seems the day-to-day struggles of conflicting interests seem insurmount-
able remember that we are allinthis rogether. We must work together, or we are doomed to suffer
together. We can never afford to let up our guard, for if we do, we invite the abuse of power and
the rise of tyranny.

Long live the Republic, and long live the memories of the struggle to restore it.

May The Force Be With You
Always,

Voren Na’'al
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On the desert world of Tatooine, Han Solo, one of the heroes of
Yavin, is encased in carbonite in Jabba the Hutt’s palace. Yoda,
the last of the great Jedi Masters, nears death. The fate of the
Rebellion lies in the balance as the new Death Star battle station
comes to completion. Luke Skywalker must confront his father,
the Lord Darth Vader. So begins Return of the Jedi, the climax of
the greatest space fantasy of all time.

Here you can find backgrounds, personality sketches, and
anecdotes of the villains and heroes, humans and aliens, and
monsters and droids appearing in Return of the Jedi. Game sta-
tistics for all of the characters are revised and updated for
Second Edition. The book concludes with an adventure set on
Endor just after the destruction of the second Death Star.
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