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This is our sixth
issue, capping off
a roller coaster
year of spectacu-
lar Star Wars
game content
It's also a special
issue for me, for it is my last as editor-
in-chief. I'm shuffling off to Roleplay-
ing Games R&D to become the Star
Wars RPG Creativie Dingctor. It hap-
pened quite suddenly and makes for a
jaunty tale—I'll tell you all about it at
GEM CON,

I don't want to "get all mushy.” (If you
want mush, pick up Star Wars Insider
#56.) The fact is, | intend to continue
contributing to Gamer in various cre-
ativie capacities, sa instead let me
share a piece of harmless trivia that
happens to relate to the number 5ix

There's a particular, six-word phrase
that pops into my mind at least once
every day, Okay, maybe "pops” Isn't
the right word. After all, this isn't
some insidious ledi mind trick—at
least, | hope not, | see this phrase
everywhere, usually accompanied by
one aor more exclamation points for
extra emphasis. In letters. In email. In
posters around the office, It fre
quently creeps into the pages of our
sister mag, Insider, This phrase has
been said or written to me 944 times
since | first signed on as editor-in
chief of this magazine a few months
before Issue i hit the newsstands. |
dare not say it. It drives me half-mad
just thinking about it,

May the Force be with you
Crrat! | said it! If | never see or hear this

phrase again, I'll die a happy
stormtrooper. It's not that | dislike the

GIEE8E

phrase, but every day | seem to like it a
little less, Sometimes It has a guaint
charm of a secretl clubhouse hand
shake, a gentleness that borders on
obeisance, Other times it comes across
as a proclamation, Newton's long-lost
law, or a statement of the obwious, Of
COURSE the Force is with me, It's
everywherel Weren't you listening to
old Ben? It's in all living things. It
binds the universe together, ergo it is
WITH me, whether | like it or not, And
thanks to that human shish-kabob
Qui-Gon Jinn, it also conjures images
of an infinite cavalcade of creepy little
lifeforms that get into everything—
not what | like to think about when
I'm alone in my office late at night,
sifting through the mail

The phrase is inescapable—I realize
that. It's rooted in our culture. To Star
Wars fans, it means greetings, good
fortune, and good health, and
farewell. Mo kinder words could be
spoken, but I ain't sayin' them again,
50, goodbye. I'm heading off to over-
see some top-secret Episcde I stuff
Meanwhile, the new editor-in-chief is
deeply immersed in Gamer #7, an
issue so good you'll want to preserve it
in carbonite. In anticipation of our
spectacular seventh, I'll leave you with
seven heartfelt words:

The Force will be with you, always




eleome hack, faithiful readers,

W Since the theme of this issue of
Star Wars Gamer is Bounty Hunters, it only
seems appropriate that | include some let-
ters from readers “hunting” for answers,
We always like it when you tell us what 2
great job we're doing, too (even when we
meess up), 30 | couldn't pass up the oppor-
tunity to bolster our collective ego and
include some letters of praise.

Your humble servant,
Michael Mikaelian

Silent Death
Dear Gamer,

| lowe the Silent Death Eame in the mast

recent Issue of Star Wars Gamer, But | have

a few guestions about the game

« Will you ever be putting more pieces in
another issue or on the Star Wars RPG
wibilel
What is “Dam Coni"”

= Why are the Rebels starships more
Expens el

will
Wia Internet

B VOLUME L NUMBER &

Readers Seeking Answers

If you lowed our first installment of Silent
Death™ ("What Good are Snub Fighters?”
in Star Wars Gamer #3), then you probably
got the warm fuzzies from last issue's
Episode l-era supplement, "Get to Your
Ships.” As for your questions:

Don't ask us to the prom or anything,
but next issue is going to have a New Jedi
Order supplement of Sllent Death. it will
include Yuuzhan Viong coralskippers, tome
gunboat-class vessels, and a ship card for
everyone's favorite hunk o' junk, the Adil-
lenmicr Faleon.

According to page 76 of Star Wars
Ganrer #3," Dam Con™ (as it appears on the
starship cards) is short for Damage Con-
trol. At the end of each turn, a damaged
starship rolls wdho; if the result iz within
the Damage Control range (listed on the
starship’s card after “Dam Con™), the star-
ship removes damage from that many
boooes of its Damage Track,

All of the Build Point Values [BFYS) in
Sllent Death are based on the abllities of
the starship. Rebel starships are bigger,
tougher, and better armed, though gener-
ally slower and fewer in number than their
Imperial counterparts.

I Star Wars Gamer can’t fulfill your nesed
for Silent Death, check out www.ea.com
and play Silemt Death online,

The Hunt is On

Tha Uneanny One

Star Wars Gamer,

| received my issue of Star Wars Gamer #4
yesterday and just had o write, | think this
publication gets better each issue. Please
keep up the good work, | know that youw'll
be focusing on post-Eplsode | soon, but
this magazine is one of the first to flesh
oLt detalls 5..ur|4:|unr1||1t: ol el .

| really enjoyed a number of articles in
Gamer #4. Revisiting laxxon, Amaiza, Seri-
X, and " The Starnoppers af Aduba ;"-.'.-.1-.
great. Mice nostalgia. Much of the Marvel
Star Wars comic series has been dis
counted ower the years, so it's cool to see
some respect for the series. I'd love to see
an article about Valance the Hunter. if |
remember correctly, his first appearance
wWas in issue fib

I also liked the article on Starfighter for
the P52, | love the game and loved getting
an “intidert” wiew: Eatter EERS, &1 h'I[EEFE g
creators’ views of the missions, ete. Any
(hanl;l::,lm: could do somed hmg similar for
Super Bombad Racing?

The miniature gaming tips were inter-
esting. As a person who has never fslt
enough confidence in painting miniatures,
1 found this very useful. Who knows; it may




b |'|'-r\-u|:;|‘| mativation for a new hl:lhb}'
Future “tutorials™ would be cool, especially
if Yo coubd show us how to Build some
cool environments: the interior of the
Death Star, Thesd Palace, Hoth, thie Mas-
sassi termple, and so forth

| alsa have a suggestion for you, Packed
with Fsue 84 wat 3 CD-ROM that
included video clips of Starfighter and
Demalition and some schematics for
ships. | had trouble locating information
on this CO-ROM in the magaz ine. it would
have been beneficial to have some type of
overview 50 | would know what | was put
ting in my computer. Even something on
the CO itself would have been nice

Again, good work on Gamer #4. Flease
keep it upl

Roh

¥ia internet

Thanks, Rab, Are you sure you aren’t a
Gand Findsman? | ask because you seem
to have plucked from the swirling mists
of the future some of the things in this
very [ssuel

Though you won't find RPG stats for
Valance the Hunter (not a bad idea,
though...) the latest installment of “Model
Citizen” does feature interiors from the
first Death Star. In the "other eras” depart

LHE Vet 1his

miated or L

ve thie all-new Al

ment, you'll be happy to see "How the
Otheer Half Hurts,” a Rebeilion Era Souwrce-
book supplement, "State of the Arts” devi-
ates from its normal cowrse this month to
ghve readers a first-hand tour of LucasArt’s
E3 demos. incl ur!inE @ Lneak peak at Super
Bombad Racing.

Gamer #h4's CO-ROM insert was sup
posed to speak for itself, Apparently it
spoke Booce, similar enough to our Basec
I;h-e;mgh sametimes hard to understand

Your meditative ritual, of course, told
you all of these lhInE'. before you even
opened this magazine.

Bone of His Existence
Drear Editors,
| plcked up #h the day it hit the stands and
was a little disappointed. My expectations
were closer to fulfillment with 82, Then,
#73 hit it right on the head. And | just got
4 today. You guys are doing a great job.l
think a lot of gamers don't understand
you have a huge universe to cover with
|:|r1I!|- 100 pageEs per isue

The Darth Bane story in 43 ["Bane of
the Sith™) was great, but | think the fiction
should be toned down a little. There are
hundreds of stories on the stands as it is.
It takes up far too much space in your

great mag where other more important
and helpful things could go. | think the
wideo game section is a omplete waste
There are over 35 video game mags. [ we
want to read about video games, there is
enough out there already. Again, mone
space for gaming Iinformation instead.

I really think all of you are doing a
great job, and putting out a great prod-
uct. Keep it up.

Sean H
Epanoke, Vi

Thank you for your support. We really like
the mngn:inf too, Now, on to the brow-
beating

Id like you all gather around and read
somethin g | found on the inbermet. = Star
Wars Gomer magazine complements the
entire spectrum of Star Wars products,
including the Star Wars roleplaying
games, miniatures, and accessores. It i
your ultimate transport to the Star Wars
gaming wniverse,” The entire spectrum of
Star Wars producks includes fiction and
video games,

Without fiction, GMs would have one
bess resource at their disposal. Though
many of you have inoredible imaginations,
there are others who need a helping hand,
Fiction provides another, su bther avenue

Aliens Invade Star Wars RPG Website
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for fledgling GMs to explaore. Must your
players throw their hands up in frustra-
thon when ﬂghtlng a Darth Maul chone for
the 1zth time before you get the hint?

Video garmes are 3 natural addithon te
Thar Wars Gamer, What kind -u-f-pmlng
miagazine would we be if we dismizsed
ane of the most popular categories?
Besides, there's one thing Gamer has
that no one else does—a licenie, You'll
see things here ne other magazine can
show you.

“ldon't care,” you say? Fine. Wizards of
the Coast Group Publisher lohnny Wikon
says; A soon as the Star Wiors RPG player
base reaches three-quarters of the DED
game's player base, the players can have
their cwwn magazine.” Don't forget to buy
care rulebooks for everyone on your hali-
-da:r ':hl;-p-plna |t

‘Cousae You Bagged So Nicely...
Dear M. Editor,
I am excited about the upooming release of
the Sty Wavs starship guided Being able to
custamize your own ship s a6 exciting
prospect, indeed| | have only one concetn
about the stats on a particular ship
bermplate

| played Stor Wars when it was being pro
duced by Wit End Gamies, and b5 a much
improved product by Wizands of the Coast
My favorite starfighter is the Rebeldlion s
heeavy fighter-bombes, the
B-Wing! Imagine rmy n.‘ll-'..rr1.1:|r to find that its
shield ratineg was mich pocrer than the B-
Wing and the Y-Wing! F'rm still in therapy to
thiis dary (juest kiddingl)

lm nat asking to get a sneak peek at s
sfats | wouldn't mind i you did, though!),
bt could you reagsure mee that justice will

e dome to the B-Wing s stabs? ¥vill it
appear as strong as it has been portrayed in
the Lucasarts X-Wing computer
RamE series!

Thanks for 3 wonderful magazine, and |
appreciate the time that you and your staff
take to answer all of our obscure question

Chadwick
Somewhere in Canada

Wi, boo, are eager to see Starhips of the
Gadaoy in print. Internally, we've been using
elerments of this bool, such as the Manewsers
portion of the stat block, for some time now,
Your dedication the acouracy deserves to be
rﬁﬂrd:d,uaﬂl‘lebnﬁmnnfhhpag:ha
sneak peak at the stats for the B-WingEa
sarfighter. Everyone but Chadwick dose
your eyes]

Lure of the Dork Side

Har Wars Gamer,

Okay, | have quite a few questions. One of
fry pl.1:,n:-|§ wants to be a Human-replica
draid. | dan t have sy infenmation on its
replica "organs,” whether they are real or
nat, whether a ny ather types of Force
powers affect Ehem, and so on L you
hawve any suggestions?

1 find NOTHING bad abouwt the dark
side, ar .:m:,'l;hlng that makes the I|3hl; slde
better. in fact, Dark Side Points are 20
times easier to get back than mormal
Force Podnts. Thie dark side s mach mase
powerful..so, what's so incredibly bad
about the dark side that everyone is o
fretty about? I'm seriously thinking about
brlﬂg a dark Jedi

1t sass Ehat a Blaster rifle must be hbeld
with bwo hands. Mot the big ones, bui the

stormiroaper rifles. Can you take a shoul
der strap o the rithe, hook it (o your shoul
der and fire it with one hand hanging
Frosm YT shoulder h:.- the strap? That
WY wosu £an fire two at the same time/!

| might come back with rmose ques
tions. Thanks for helping

Riplofgo
Wia Intermed

I have more answers than you'ne prepared
far. | hope you're taking nobes.

Guri, Prince Xizor's Human-replica droid
bodyguard, s Identical to a Human in
mmany ways, Though she exhibits super-
Hurman strength and speed, she's the ulti-
mate example of such a droid. For garme
purposes, Human-replica drolds are iden-
tical to members of the Human species (as
a Trandoshan-replica drodd would be to a
Trandeshan, and so on). Since they ane not
actually alive, they have all of a drodd's
Immunities to Force powers at the cost of
belng unable to use the Force (that |5, can-
it learn Force skills or feats, and can
never gain Force points). The replica is
identical down to a cellular level, enabling
its bady to repalr Hself much the same
waay & living being heals. A3 & result, 5
mpll:; heals rulur:ll':,l and medical tech-
nology affects it normally, Heal Ancther
has no effect on replica drolds. Replica
drolds are rare; there should never be
mpre than one In a group of heroes.

in garmee terms, the ondy bad thing about
the dark side ks that characters who use the
dark side are evill As the recently released
Dark Side Sourcebook reveals, there are
drawbads to the dark side of the Foree.
Characters who are tainfed run the sk of
lzsing Strength, Desxterity, and Constitution

confimoed on W?{' me

10 woLUME | HUMBER &

Crafiz Slayn & Korpll B-Wing/E2; Class: Starfighter; Cost: 250,000 (new]; Sixe: Tiny (169 m
langl Crewn 2 (Skilled +4) Passengers: None; Cargo Capacity: so kilegrams; Consum-
ables: 1 week: Hyperdrive: x2; Maximum Speed: Ramming: Maneuvers: +6 (42 siz8, +4
crew): Defense: 22 (+2 slee, +10 armar); Shield Polnts: 100; Hull Podnts: 150; DR: 5.
Wraron: Assault laser cannon (2 fire-linked); Flre arc: Front; Attack Bonus: +10 [+2 size,
44 crew, +8 fire control); Damage: Bdiox:; Range Modifiers: PB +0,5 -2, M/L nfa.
Wraron: Proton torpedo launchers (2 fire-linked, B heawy proton torpedoes total, 20 with
extra magazine); Fire Arc: Front; Attack Bonus: +ug (+2 shze, 44 orew, +8 fire control);
Damage: vodvoxny; Renge Modifiers: PB +o; S/M/L nfa.
Wramom: UEH lon cannons (3 fire-linked); Fire frc: Front; Attack Bonus: +14 (#2 §ize, +4
crew, +8 fire control); Damage: Special; Range Modifiers: PB +0; 5 -2, M/Ln/fa




b there amy limidt ko the number of classes a
character can be, wiing the multiclassng

miles? Cam saomegne be noblefscoundel X

soldier, for exarmple! Do prestige classes

affect this total in sy way’
There is na limit, either in number of
classes or class combinations—with two
exceplions. The rules do not suppart
character kevels above 2oth level, which
means that a character's total levels,
|r1r|urllng all of its classes, showhd nat
Eareed :l:l—l:hu-n-gh It dosesnt take much
to extrapolate characters’ bonuses at
higher bevels. The ather Emitation s
-:.pm:lfn:.'ll'l"' for ledi, who cant $witch o
another Force-using class {even another
lesli class) undess it's a Force-using pres-
tige clams=—1he First of which will €
ug im The Dark Side Sourcehook, as well as
future sues of Stor Wars Gomer and
Iater projects

Thiene's a note in Chapter 14 of the cone fule-
boak that says a oreabure’s attack bonuses
and saving throws are based on its level,
But | don't see level progression tables fod
creatures. What am | missing?
When we designed the ereatures for the
mulebook, we put I!nEr'I!hrr..: peried of
nates explaining how they progress in
levels—bul that information was rather
kengthy and toa much like game minu-
tiae. With the book already packed, we
decided to include the Information
instead in Alien Anthology, the upooming

sonmcehook on oreatures and aliens.

I kbeep seing an equipment item called a
“wtility belt™ on some of the charmcters in
Chapter 13 What i3 this, what does it con-
taim, amd how much does it costiwelight
Wi had b one tirse apelled out what the
l.|'..|||:!.| belt contained, but we eventuslly
decided that they would vary from era to
era and lecation te bacation, The “stan-
wuj NUMBER & SN
- -
L=~

HOLONET TRANSMISSIAN

Answars To Your

BY /D WIKER

dard” utility belt consists of several
pouchies contalning three days supply of
rationi, & medpac, a tosd kit a spane
power pack, a spare energy cell,a glow
i, @ comilink, and a couple of emply
podickies for whatever else the wearer
wanted ta add on The total cost |s Goo
oredits, inl:lur.lingi'h-:' Belt itveld, prd the
whaole shebang welghs 4kg. Obviously,
thowgh, not all utility belts are created
cqual; the ledi version adds in an agquatsc
breather, while Luke Skywalker's is an
odd, used-up utillity belt without the
comlink, the glnw rod, the power pack, or
thie ENErgy ol Luke alvo uses a bol mone
teots, which Is why his write-up includes
an additional toal pouch.

Are power packs and energy cells good for

anly ane use, or can they be rechanged

between encounterss
Thisy can be recharged, as we sometinmes
see in the Expanded Universe of Star
Wars novels and comics. A rechange unit
costs 100 credits and weighs 1 kg per
posarer pack or energy cell it can simulta
neoushy recharge, and I will anly
r.:v.'hrlrgt ane or the othes (ERE mcunts
are nat interchangeabde). Recharging
takes 4 howrs and requines no skill check,
but a character could atways dump the
fhargl: out of one power pack or energy
cell o another with a Repair skill check
(DL 14l This cannoet inorease the maxl-
mum charge of the power pack of
ENErgy gl l=—it m{'rrly refilly ift—and can
be atternpted whether the user has a
recharge unit or not. Fallure indscates
that both packs (or cells) are drained This
will rarely be necessary, since all
WEIPONS USe The same powet Soues

I'm confused as to why double weapons
e am automatic penalty (o thedr vie—

even if you have the best possible comblna-

Star Wars RPG Dilemmas

tion of feats, For examiple, with a double
Ilghl:'l.ihr r, Ambldexterity, and Two-Yeapon
Fighting, a character still has a-2/-2
penalty to his attacks (dnce the extra attack
with a double weapon i consldered an
attack with a light weapon)., | guess my
guestion ks, why b Flghlma with a double
weapon coniidered to be the same as fight-
ing wiith two weapons?
1t a gueestion of game balance. You're
getting twa attacks per round; nol apply-
ing some kind of penalty to that would
unbalance the game. But uskng a double
weapon, rather than two separate
weapons, has a couple of advantages,
First, the “off-hand" weapon |s always
considened lght, which reduweces the
pu:n.all;y Second, doubde weapons ane
alrmost abways Lange, meaning that
they'll generally get the 4 bonus during
disarm attempis; bwo Mediom-sized or a
Medium-sized and a Small weapon
wouldn't get that bonus recessarily

My group s using the rule variant that
allewes a Defense roll, rather than caboulat-
ing Defense mormally. Unfortunately, it
means that if an opponent attacks multiple
times In the same round against the same
target, his chance to hit gets worse and
wirss, while the defending character's
Defente roll doesn’t get sy lower, This
doesnt seem rght. it gebi worte wién you
realize that you still don™t modify the
Defense roll even if 20 or mare opponents
ane ;:la:kinE youi all on the same round. 50,
winy dio mau itiple attacks suffer penalkties,
but multiple Detense rofls notf
Multiple Defense rolls do not suffer a
penalty for the same reason that a char
acter’s Defense score caloulated the nos-
mal Wiy doesri't get any lowwrer vl
mmultiple opponents: it deastically
mutates combat situations into a “oon-
cenfrated fire”™ scenatio, with characters

AT .



‘Gamemastaring Advice
hhqm

1 am confused about how to award XP for the Star Wors game. |

‘understand the basic premise; my question is how do you tell f you

¢ long adventure? Far example, | have

the Secrets of Naboo boak and | am runing a party of four st level

hm-'mww ashort adventure—
only medium, that 3000

are doing 3

Dbsarvations I Clarificaticns

1 keep finding that combat is very rare in my Star War Roleplay-
ing Game sessions, We started off with the Invasion of Theed
Adventure Game, which involved a lot of combat, but now that
we've progressed to the Star Wors Roleplaying Gome, we're
focusing more on roleplaying and don't see many battles any-
more. 've been basing my experience paint rewards on combat
encounters, and without them, the characters are progressing

The invasion of Theed Adventure Came ks an introduction to

bk it i mhedium, or

pints divided by 4 b on ;

hpu-nmuq 4. It's a long adventure, then gooo expe-  abysmally slowly. Any suggestions?
| at and level, no problem. dut

nﬁutﬂiiﬂuthq.mu it?

* “Peril on Naboo,™

mmmrdlth pimun adventure, Since mar

location Based encounters in “Perll an Naboo,” for example,
aren't necessary to complete the adventure, they dar't count
toward the total, Knowing how to build up to the climax within
a certaln number of encounters éam require some estimation
and ﬂll'I'II-I'I'I'.II‘EI'_l'I'IE experience, but the players usually won't

"the adventure that appears in the Secrets of
Mﬁuﬁmﬂwﬁhmﬂeﬁmﬂ[ advent

Game |s based on
sion of Theed are lar

game, however, expe

begrudge you anencounter mone or less if the story is exciting.

waoring together to chew through their
opponents one at a time, like army ants
That's no fun—especially when that tac-
tic is used against the herses! Add to
that the rules for comibined fire and
flanking. and it gets ugly, fast

The nature of the Defense rall is ran-
dom enough without applying addi-
tional penalties. But if you feel that the
risk is worth the reward, there's no rea-
son you couldn’t develop such a rule for
your owmn campalgn. Just apply a -5
penalty to each additional Defense roll
made in the same round by the same
charstter

On page 250, Hutts are described as belng
“abways considered fallen.” What does
“fallen™ mean?
“Fallen,” according to the Character Con-
dition Summary on page 218, means:

“Thee hero falls on the ground, has a -4
[rrn:llj to Defense, and rmest take a
miowe action to stand up agaln.”

But we're actually not happy with
that definftion, and in our latest batch of
errata, we're rhnnging the word “fallen”
o _Flrﬂd'lt'.. which s mane in line with the
ferm in Duscaoss & Dascoss that means
the same basic condition, and .1|:|.1-|1-11n|:|:
their definition somewhat: “Lying on the
ground. &n attacker who 5 prone has a
-4 penalty o melee attack rofls and can-
not wse primitive, heavy, or thrown
ranged weapons. Melee attacks against
a prone defender have 3 +4 bonws, and
r.:nErd atlacks againit a prone ¢ haracter
have & -4 penalty.”

In bosoking at either term, though, we
realized that it implied that Hutts were
f_'..ii:-ﬂhﬂ”}l wulnerabde all the time
because they were lying on the ground

the Star Wars Roleplaying Gome, and the rules dg
iy work entirely the sa

Experience in i

Wirrs experience shouldn't be dapendmt af eam
accamplishing goals and overcoming obstacl

intelligent kind (like bargalning with Watto fiol

the not-so-intelligent kind (like sscaping the ‘

on the Dealh SI..'lr:I. Even o, Individwal encounlers arenl
worth experience—it"s the overall adventure in which the
encounter took place that creates the reward,

But the same reasoning doesn't quite
apply. since a Hutt Bn't actually lying
facedown, despite the fact that its body
is resting on the grownd. 5o we've
remaed this “default” condition from
Hurtts {Ehough a Hutt lying face-dawn
stilll counts as prone). B

Got rules guestiona’
Sand them to:

HolaNet Transmission
c/o Star Wars Gamer
P0O. Bax 707
Rentan, WA S8057

or viem armail to
Swparmers wizards.com

[include "HalaMat™ in the :.l.:l‘.r||'1'.'|.:|
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O6: Bounty Hunters

ILLUSTRATED BY MIKE VILLARDI

"Rogues Gallery” Is a recurring feature that shows character por
traits around a theme. Each portrait |5 sized to £t in the "character
iilustration” box on the back of the Stor Wars character sheet. This
manth, veteran Star Wars (lustrator Mike Villandi has deedged up
some of the galaxy’s most dangerows scum. Can you spot the artist
smong this group of fieme ne'er-do-wiells?
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BY KATHY TYERS
ILLUSTRATION BY TOM FOWLER




tanding at one end of a ten-vehicle speeder barn, Ryley

ancum folded both arms around the neck of his bass

vye. He listened closely as a stow, dusk-tempo ballad

replayed through Hannis D'lund’s expertly tweaked
touchboard. Ry, Hannis, and their friend Erik Lauderslag had
formed the band, Far Cry, three seasons ago. They weren't just
*good for two sixteen-year-olds and a seventeen.” If Ry knew
anything about dusk music—and this year he'd made dusk
music his life—then they were good, Unqualified.

Now if they could just get this offworld gig, without alerting
any Imperials to Ry's contacts in the Alllance underground.

Dark eyes, deeper than starlight

Waarrm thoughts caress my soul..

Ry squeezed his eyes shut, pressing the vye against his chest,
and tracked the bass line he had just recorded—not only for its
musicality, but for the first two notes of each measure.

He no bonger double-checked in terms of, How fong fs the
[first note? Does it move up or down in pitch, and how fovrg fs the
second note by comparison? With practice, those thoughts had
become second nature, like reading letters off a page. Now,
when he closed out the music—which wasn't easy, because
Erik had written a gettingly good song—he heard letters and
breaks transmitted in bass code. His mind gradually formed
words hidden in the playback of *Dark Eyes, Warm Thoughts™—

Ten kilotons [strategic metal] shipping Corellfa next manth.
Rumaor new warship profect.

Feeling as if he were emerging from a trance, Ry opened his
eyes. His friend Hannis sat on a stool near the touchboard ... a
misnomer, since it wasn't necessary to touch the instrument at
all, Thick-set and muscular, with blond hair that dangled over
his eyes, Hannis was the group's eldest member, "Good bass
line,” he said as the song ended, “Gettingly ragged.”

Ry shrugged. “Thanks,” he said, but inwardly he was
delighted. Hannis was an expert at all things electronic, but Ry
hadn't told him or Erik about the intelligence he hoped to pass
to a local cell of the Alliance to Restore the Republic. If Hannis
and Erik thought of the bass line as musical—as gettingly
ragged=—then his camouflage was perfect.

A gust of wind rattled the barn's main door. Ry flinched, then
stroked the neck of his bass to cover it He really didn't think
there was any danger that imperial enforcers would storm in
and arrest them, not even if they sat and listened to a perform-
ance, His former bass teacher, Tet Tramys, had invented the
bass code. It was only used in the 5ix Local Systems, and only by
one small intelligence cell.

That didn't keep him completely calm. He didn’t mind a little
adrenaline, but he did know that enemies of the Empire some-
times disappeared.

Erik, Ry's tallest clazsmate, lounged on a small repulser
“throna" in the midst of his percs and crashers. He hadn't fin-
ished muscling out yet, but he could twirl @ stick with the best
of them, and every song he turned out got better than the one

Dark Eyes, Warm Thoughts

before. “Ragged,” he agreed, echoing Hannis's praise. "And | like
the synth, Hannis." Erik stretched out one kong hand and slid a
stick along the rim of a suspended crasher. The brass disk rang
sweet and low. “Think Keth Beamis will buy it?” he asked.

"0 yeah.” Ry unstrapped his vye and set it against one wall
of the speeder barn, His guardian had ordered several aides to
chear the barn so Far Cry could practice inside, but it still
smelled like exhaust. This was the first time Ry had actually
found anything important enough to relay through the sched-
wled Alliance scout. He was eager to prove his worth, both as
snoop and as relay. Tet Tramys had recruited Ry shortly after
Last circult's talent competition, and Ry felt that watching for
“real” information was giving him a better education that he
was picking up at tech-ed school.

This also gave him a chance to swing back at the bureau-
cracy that had lured his parents affworld.

“I'm actually amazed,” said Hannis, switching the touchboard
over into rest mode by waving his left hand, A force field sprang
up over its surface, repelling dust motes that might damage its
delicate circuttry, “We've hardly had two paying gigs all season
How did this Imperial tabent scout hear about us?”

Ry shrugged. | applied.” And he’s had me on fis scout 5l ever
simce be left Tuttin IV its about time | found something to e
“They need acts for the SLS officers club circuit,” he added. The
Six Local Systems had one Imperial Governor, who happened to
be Ry's legal guardian, Ry's parents, low-ranking Imperial ser-
vants, had wanted him to finish tech-ed school here.

That still jagged him.

The Governor's wing of the Admin Center had all the ameni-
ties, including this speeder barn, but Ry still felt as if Tendis and
lioie Ancum had abandoned him. When career advancement
called, they left Tuttin IV. His mother had told Ry he'd under-
stand someday,

But that line of thought only led into an asteroid belt of
frustration and pain. He braked it. "From the top,” he said. "We
want this perfect”

Hannis grinned, and in that mioment=for the first time—Ry
realized he could be putting his friends in danger without their
knowledge. He needed to tell them about the messages they
were secretly passing, They'd understand. They didn’t like the
Empire any more than he did,

Wot yet, he told himself. Maybe after the audition.

@ L &

Two days Later, performing for real, Ry slid his hand down the
bass's narrow neck, finishing the song with a deep slide. He
held the bottom note long enough to pumnch it a few times
with his right elbow, over the FX spot, then jerked his head.
Erik, watching for that cue, slammed the tenor perc with a final
##ff. Hannis's hands froze in mid-dance over the touchboard.
Tuttin Tech-Ed fed a large student body in the mess hall where
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Bass Keth Beamis had decided to hold auditions.
With its multicolored dining furniture

pushed to one end, this hall mimicked the acoustics of a mid-
sized auditorivm.

Keth Beamis Laid his datapad on a table, "Good,” he said
Beamis wore a drooping mustache and sported a blond pony-
tisdl, worn low at the nape of his neck. By didn’t know much
about him, beyond the fact that he gathered intelligence for
the Rebel Alliance .. . and that he had a good ear for all styles of
contemporary music: Core drive, minga, flaunt—and dusk, Far
Cry's specialty, "How long you been playing together?”

“Three seasons.” Ry spoke up, awed to finally meet this man
that Tet had mentioned with such respect. He added, “Tet
Tramys help us put together our first cover arrangements.” It
couldn't hurt to remind Keth Beamis of their mutual contact

"Like your sound.” Beamis’s lang nose and high forehead
rmsde him look like a2 Core Wiorld aristocrat. "Good balance, and
surprisingly mature for your age. D'lund, | hope you stick
around for a while after you graduate, Don't go off and leave
these two. | think you might qualify to do some full-time per-
forming in the very near future”

Hannls bobbed his head, letting hair flop into his eyes, He
cracked his knuckles over his touchboard, a gesture that meant
he was thoroughly pleased.

Erlk clutched his perc sticks in one hand and held them
against his pale green shirt, Do we get the job, then?”

EtisoN was a2 B'ssh nUuvu fam . . .

Beamis smiled wryly. "it's too early to tell, since Pve still got
ather systems to visit. But | think you'se at least earned 3 final
audition at the home base on Beltrix. That's asswming all your
farmilies will et you travel”

"¥esl” Erik slammied a crasher. Hannis grinned. Beltrix wasn't
far, but Erik had never been off Tuttin IV

"Best clear the, uh, stage.” Beamis made a part-the-waters
gesture with both hands, glancing at the tables and seats
stacked along the near wall, Behind the piled furniture, Ry could
see bits of the mural some prévious class had painted, portray-
ing Emperar Palpatine striding from planet to planet, approach-
ing cratered gray planets and leaving a wake of beautifully
dm'elﬂped, fertile, m.]llh],- workds as ki Mew Order :.Frrnud

Too bad things hadn't actually turned out that way,

“There's another band walting to set up,” Beamis added,

"Whoa." Erlk glanced at the wall chrono and grabbed the
kenor perc array, "I'm kate for smashball practice. Help me pack
these up, guys.

Ey dropped his bass in a soft case and started unclipping
Erik’s crashers. I tell them tomarrow, he decided

After they finished loading everything onto Hannis's land-
speeder, Ry meandered back into the school mess room,
Beamis still sat at his table near the embarrassing mural, fin-
gering his mustache as an older band played. Ry got a closer
look at the musicians and half-smiled. This was a b'ssa nuuvu
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group, with the traditional fizz, kloo, bandfill, and ommni
Instrumentation. The muscular kloo horn player rocked from
side to side, swinging his horn in front of him, Ry wondened if
b'ssa nuuvu players, toa, slipped out of reality into a space-time
state where only their music existed,

#And now Ry recognized him, Onjo Fegel had dined at Gover.
nor Shran Etison’s table, which made sense, since Governor Eti-
S0 was a b%sa nuuvu fan. Etison seemed determined to give
Ry a proper social education . .. and maybe convert hirm to his
oran mushcal tastes,

Life had been different before his parents left, He'd thought
he got along well with them, better than nearly any of his
friends and their elders,

The chairs behind Beamis were vacant. Ry slid into one
and slumped down, bracing both feet against the seat of
another chair.

After Beamis shooed Onjo's group offstage, two black-
uniformed Tuttin System Security Force officers pushed into
the mess room. “Keth Beamis?” called the leader,

By slid back to sit straighter. What would TS5F want with a
bunch of musicians? , ., Unless they'd found out about Beamis's
Alliance connections.

Beamis stood up, stretched casually, and flexed his fingers,
giving his head a toss that sent the ponytail over one shoulder.
“Hizlbo, officers. What can | help you with?®

“¥ou can come with us,” answered the T55F man who'd spo-
ken, The biack uniform made his skin look pasty-pale with a
pink undertone, He beckoned again, “50 can you, kid. We have
some questions.”

No acCounTme for tASTE, | GUESS.

Ey's heart started pounding a core-drive beat,

Keth Beamis arched his eyebrows. “1'd be happy to talk with
you here,” he offered, his voice so calm that Ry suddenly
doubted he was an Alliance spy at all.

“Well, we'll see how Far we get.” The pinky-pale TSSF officer
rested one foot on a vacant turquadse chakr while his backup
stepped toward the hall's main double door. Ry wondered if
they expected Beamis to bolt, Ry's pulse bept driving, He hoped
he didn’t do anything stupid, like taking a ren for it himself *You
came to the Tuttin system from Thabit.” Pinky eyed a datapad.

“That's cormecl.”

"You made inquiries there about a woman named
Maiferri Tag?”

Again the eyeboows arched. | wasn't able to find her,” said
Beamis. “She scheduled an audition several months in advance,
but she didn't show, | hope nothing happened to her”

The backup officer strolled closer, keeping one hand too-
casually mear his blaster, "What happened,” he said, “was that
she got herself armested on an espionage charge, Beamis, we'ld
better talk, and not here.” His lip curled, " Privateby”

There'd been a time, pre-Empire, when Ry thought TS5F offi-
cers were tough, strang, and virtuwous. Recently, the TS5F had




attracted people who just wanted to bully other folks.

Beamis smiled pleasantly. “One good thing about having
nothing to hide ks that you have nothing to fear. Go on home,
By I'll talk with these gentlemen.”

"The boy comes too,” sald Pinky.

"Uh, sure.” Ry shrugged, trying to mimic Beamis's appear-
ance of utter unconcern. He dangled both hands at his sides as
he followed the lead officer to a waiting patrol speeder. a
recent blue-and-white model that seemed to have sprouted
muktiple cooling fins all over the engine compartment. Ry slid
into a rear seat with Pinky on his right and Beamis sitting
beyond him, If the TS5F really was worried, they would ve put
binders on him, Wouldn't they?

Maybe not. Maybe they'd blast first and ask questions later.
it was a short ride back to the white marble Admin Center,
Hestled at the foot of gray cliffs that had attracted mining con-
cerns in a previous century, the Center's west wing held Gover-
nor Etison’s mansion. Pinky's backup steered them to the east

seCurity tYpes are 2 biid creW .

wing and official offices, where they rode a lift down several
levels. Ry marched obediently down a gray corridor that termi-
nated in a broad waiting area. Abong one wall was a line of
energy-fenced detention cells. "Thabit Security won't get here
for a couple more hours,” said Pinky. "Meanwhile, we just don’t
want you taking unauthorized vacations.” He gestured toward
one debention cell,

Beamis took a step forward, "5ir, you can't detain law-abiding
citizens of the Empine without adequate cause, I'll give you a
pledge of pood conduwct.”

“| think this time the cause s adequate. Inside, Beamis. You
too, kid. Three cells down. For all | know, you're an accessory.”

“Accessory?” Ry echoed, panic finally getting him by the
throat. "I'm ... he's ... fisten, call Governor Etison, He'll vouch
for us both. | was just auditioning for a performing job, He's a
music scout—"

“fnd I'm the Emperor's aged grandmother.” Pinky's backup
grasped Ry's shoulder and gave him a push. Ry stumbled into
the nearest cell. He turned around quickly. By then, the energy
barrier was buzzing and sparking. The officers led Beamis to a
cell farther down the line, "There's been a mistake,” Beamis
insisted, stepping into the cell. "Ry, don’t wornye We'll talk to the
peophe from Thabit, and then you'll get home for a late dinner.”

An administrative aide, sitting at a data terminal several
meters away, glanced up as the officers left, then turned back
to hils terminal

Ry blinked, too stunned to do much else. What had just hap-
pened, and why was Keth Beamils acting so cool about it? Ry
looked back up the line of cells. Keth Beamis was sitting down,
facing the opposite direction. it looked like a warning not to try
to communicate. Ry faced the other direction and stared at the
aide, who worked silently. The underground hush made Ry feel
as if he were smothering under a heavy blanket, wearing

earplugs and a blindfold. He hummed a few bars of "Dark Eyes,
Warm Thoughts” and wondered where his parents weere, Tendis
Ancum's promotion had put him in charge of a factory. By's
mother had always pitched in as an assistant, but she was also
a classical musician, a sweet-vaboed soprano who could mowe
the stonlest audience to tears.

Ry clenched a fist, determined not to cry now. He still
couldn't believe his parents hadn't taken him with them. Their
messages always included apologies for not corresponding
aften, but that was small comfort. Other than Hannis and Erik,
he felt alone in his own city.

He stopped humming. Dusk was the wrong kind of music
when you were already smothering in your ewn hurt and fear
He hadn't sat long when the administrative aide stood up
and strolled in his dirsction, The man punched a oode sequence

Blast firSt, ask qvestioNs lateR.

into the touchpanel outside Ry's doos, and abruptly the sparking
and snapping stopped. "Etison says he'll vouch for you,” he said.
Gt home. You're wanted for dinmnes, Just don't leave town.”

"ot a problem.” Ry gestured up the line of cells."How about
him?* he asked softly. His voice broke on the kast word. "Can't
he joln me?”

“Mo,"” sald the aide.

Ry clenched both hands to keep themn from trembling. This
was no adrenaline rush, This was fear for a friend, and he

didn't like it.
-] -] -]

Ry's dinner sat like a rock at the pit of his stomach. He'd called
Erik and Hannis as soon as he finished eating, and now they
perched on his bed. After agonizing over how much to tell them,
he decided to spill everything. His friends wouldn't tell on him,
and they would be careful, "I could get a ferret into Governor
Etison's database,” he finished. "I'm sure | could get Beamis's cell
unlocked long enough to get in and get him out.”

Erik's head was still shaking. Ever since Ry swore him to
secrecy and explained the bass codes, he'd stared down at the
bedoover, “1 don't know,” he said, “This sounds awfully danger-
ous. My folks could get canned from the school if | got in this
kind of trouble. And what about Teki?® Erik's litthe sister was
only four local years old, “This is just too big, Ry.”

Hannis snorted. "Too big? For us? | think it's gettingly good.”
Hannis's grandparents had been Core World aristocrats under
the Republic. His parents had fled to the Inner Rim as the
Empire tightened its grip, and he'd always considered life
something of a game. His expertise with electronics—espe-
ehally music and communications—gave him plenty of toys.

"M Erik rarely talked about his past, Now his eyebrows
arched as he pleaded, "Guys, you could get killed. Think what
that would do to your parents.”

To his parents? Ry snorted. "My parents don’t give a Ranat's
whisker—"
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Rebel
The commlink buzzed on his wall.“What?" he
nass demanded,

“Byley” The woice belonged to Governar Etison’s alde, Captain
Hall. "You'ne wanted in Governor E's office.”

"I'll be right there, ma'am,” he told the comlink. Then he low-
ered his voice. “You see? Something's mixing, Go on back home,
and I'll do what | can. By myself”

“Call me," Hannis inslsted.

“I'mi there for you, too,” Erik added. "But be careful”

Three minutes later, By stood at his sponsor’s desk. Shran
Ettson wore Imperial khaki with an uncomfortable alr—no
surprise, since he'd been born on a backwater mining world. He
had a reputation as a competent administrator, and now and
then By saw hints that Governor Etison had faint doubts about
Emperor Palpating and his New Order,

we'n tiken the FIMAL JuMp . . .

Mo doubt or hesitation showed tenight. The Governar sat In
front of his Mack-suited akde, resting both hands on his desk-
top. His broad shoulders, wide jaw, and faintly scarmed temple
hinted at his early career as a smashball hero. His fingers
twitched rhythmically, | hope the audition went well?”

By sat dewn in his extra chakr. He longed to ask what hap-
pened to Keth Beamis. “Pretty well The talent scout thought
we might have a chance at landing a real touring job”

Gowernor Etlson's hands stopped twitching. He glanced up at
Captain Hall, s stout woman with gray bralds wrapped around
the Back of hier hr.}d.-E}l;llrl'l- alraid Keth Beami iy Fave ]ui‘t
complicated that possibility.”

Ry ralsed one eyebrow with what he hoped was an air of
mibd curbosity, "What happened? it sure seemed odd that he
was ammested.”

Governor Etison looked up at the alde. Ry thought his spon-
sor's face looked grayer, his worry lines deeper than usual. "Tell
him, I::.lplai n Hall,”

Hall brandished her datapad. “The Thabit people had a
number of questions for him. Evidently he'd tried to contact a
woman who recently was revealed as a Rebel spy. He tried to
talk about your band, instead.”

“Us¥" By's lip twitched. Was he back in trouble?

“Under certain persuasions, Rebel agents start talking and
keep talking, Standard procedune,” she added.

A chill raced down Ry's spine, If theyd used truth drugs on
Beamis, he was cooked. Not even Governor Shran Etison could
save him if Beamis had implicated him ., . but come o think af
it, wouldn't he already be under arrest if that happened?

“We think,” Hall continued, "that he wanted to talk about
your band to keep his mind on safe subjects.”

"What do you mean?” Calm, Be calm,

Governor Etison beaned forward. When he clasped his hands
on the desktop, he flexed his shoulders. “it's looking as if your
friend Keth Beamis was involved in a Rebel spy ring, Ry

Ry gaped, exaggerating the expression, That reaction would
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make him beok lke 3 kid, but he'd better appear as innooent
as possible,

“5o when he tried to talk about your band instead of Mal-
ferri Tag,” continued the aide, “they bet him run on for a while.
Iits best to let the ... subject warm up and get used o talking.
He was just insisting you were ready for the circuit, and that he
wiould ve loved to offer you a contract.”

That was no way to finish an explanation. “And then?”

Gowernor Etison sighed. “He pulled a standard Rebel trick,
He suicided before he could reveal any real information. We
found an affide crystal under his tongue. Very fast poison,
Security tells me those can be hidden under a waterproof

feaD mEat on a gnderfrn sk,

barrigr inside a drilled tooth, He mustve been working & ouwt
with his tongue while he rattied on about your band. I'm sorry,
By, He was using you.”

Beamis was dead? Ry shut his mouth. Obviously, Beamis
swicided rather than betray Ry and his friends, or any other on-
site agents, Rather than tell the imperials that Ry couldn't be
sent affworld because a Rebel cell needed him here, gathering
information—especially on the “new warship” By had just told
him about=—he'd taken the Final Jump.

For a moment, By hated himself for getting involved. Then
ks need to blame someane slid around and rested on his par-
ents. They'd followed the Empire blindly, and they'd abandoned
R if they'd still been here, this wouldn't have happened

Hall leaned heavily on the Governor's desk, hyperextending
both elbows, "So we have a chance for you 1o serve the
Empire, Ry

Governor Etison waved a hand in the alr, "Yes, and still
indulge your number-gne passion. | have fond memaories of my
own performing days,” he added softhy

Twenty planetary cycles ago, Etison had a littke b'ssa nuuv
band of his cwn. it was one reasen he'd indulged Ry and
his friends.

By made an effort to lean back in his chair and cross one
ankle over the other knee. Serve the Empire? Mot after it broke
up his family, however willingty his parents had gone. But he
wanted to keep performing. Wanted it worse than anything
else |n his life.

"Look, Ry, Etison picked up a writing stylus and twirled it
down the fingers of his left hand, “With this development back
on Thabit, there's suspicion that Beamis's talent agency on
Beltrix is a Rebel intelligence center. But it's only a suspicion.
We want you and your friends to set a trap. I'll send ahead
waord that you could be bringing in illegal information, and
we'll see wiho meots you .. and what they do about it. Dont
waorry,” he added quickly. "I'll include orders that you aren't to
be harmed, under the strictest penalties.”

“Thanks." By hated it when his volce shook this way.

"Mo one would suspect you boys of working for me. Do you
see thaty”




"Sure”

*Good. And if you'll help, I'll arrange for Far Cry to take the
next year completely off from tech-ed school. You can perform
that circuit, with or without the talent agency’s contract. Even
if they get put out of business, | still have contacts in the
officers’ dlubs. This is your big break.”

Ry swallowed nothing, connecting a dry mouth with a
parched throat. “You are so right,” he managed. "Thank you!”

One day later, Far Cry boarded a transport for Beltrix. Standing
inside an echoing hangar, Hannis glared as Onjo Fegel hoisted
his kloo homn case onto the boarding conveyor, Until this marn-
ing, Ry hadn't known that Onjo Fegel graduated from the Impe-
rial Service Academy ... in Intelligence. For the duration of this
trip, Far Cry had been burdened with the services of a musically
gifted—but completely out of place—kloo horn player,

They were a dusk band, not b'ssa nuuvu! If Governer Etison
was still trying to win Ry to his own musical taste, he'd just bost
several parsees of whatever ground he'd gained. They had
rehearsed onoe before riding owt to the spaceport. They
sounded sick.

When Ry thought about Keth Beamis, he felt even sicker. And
what about his old friend Tet Tramys?

He had to warn them to dump all suspicious files and send
away anyone who might be recognized, But all day, Onjo had
stuck to him like a mynock on a power cable, keeping him from
talking to Hannis or Erik about sending a coded message
ahead, And they would have only one day on board to figure
out how to make Far-Cry-with-a-Kloo-Horm somane bess like &
herd of giddies in heat,

He strapped down on a frayed, padded seat in the transport's
passenger compartment. There were no viewports, Only a
series of clangs, then a garbled volce over the cabin speakers,
confirmed takeoff was imminent, Shortly, the transport started
shaking. It rattled for several minutes, followed by a serles af
lurches that made Ry glad he'd skipped lunch.

hat 'KIoD HOrN' swex 1o nim

A Mashing light signaled the end of strap-dowm, Onjo got up,
stretched left and right, then straightened his flight suit. Ry
had never noticed how subtly comical his slightly rounded
cheeks and small nose made his face loak. His stubby hands
stuck out at the ends of too-short sleeves. “We must have a
Chadra-fan pilot,” he said dryly. “You kids hungry?”

Ry wasn't, not at all, but he followed Onjo downship to a
mess cabin, Like the passenger compartment, it had no view-
ports, no external screens—nothing to give him a glimpse of
the lightyears they were crossing. One more dirty trick from
the universe.

Long tables were filling rapidly, and the transport’s crew was
handing out a one-menu-sults-all tray lunch. Onjo steered

them from the pickup line to a spot near one bulkhead, He
touched the heat control on his lunch tray, then raised the lid
with a dramatic gesture, "Wonderful,” he exclaimed. "Mystery
meat mumiser teelee”

Hannis smiled wanly. Ry didn't find Onjo particularly funmy
either. He picked at the meal.

After eating silently for ten or twelve minutes, Onjo sliced off
a bite of meat and waved it at Erik, “What you need,” he pro-
nounced, *is a brighter riff on those crashers, You're putting
people to sleep back there.”

“It's dusk, not b'ssa nuuv,” Erlk, narmally one of the maost
patient peaple Ry knew, rolfled his eyes. "Look, Onjo, we under-
stand this isn't a real gig. not amy more, But don’t try to make
Far Cry sound like something it isn't.”

“For this market, b'ssa nuuvu 5 a betler groove any day”
Onjo waved the bite one final time and then chomped down
on it, "Officers, Old people, or getting old fast. Even older than
mie.” He grinned as if he'd made another joke.

Hannis muttered something into his plate,

“What was that?" Onjo asked around his mouthful,

Hanmnis ralsed his chin, “Keth Beamis didn’t ghee this awdition
to your b'ssa nuuvu band.”

Onjo leaned over the table. “There's a lot more to auditioning
than standing still with your eyes shut. You aren't ready for the
real thing.”

"We are prepaned,” Ry insisted.

Onjo raised an eyebiow, "Prepared? This from the boy who
assurmes that the Holstrum Talent Agency on Beltrix has an
amp to loan him for his bass? Think again, why don't you? They
can't let every outsystem beginner borrow their equipment.”

Amp? But—

In that moment, a solution flashed across Ry's mind. He
sibenced Erik’s impending retort with one fast shin-kick. The
tall perc player blinked, raised his eyebrows, then leaned
back again.

Ry's thoughts whirled. His bass vye was a recent invention,
self-amplified ... kind of a return to acoustics, but with the
eonveniences of artistic distortion. Onjo had confused this
fmstrument with the bass mando, 3 b'aa Aol aoe that was
barely audible above a solid set of percs unless you amp-linked
it. “Kessell You're right,” he exclaimed, He was getting a lot of

e 2 MYNOCK on 2 power casle.

practice pretending ignorance these days. " Do you think | made
a mistake, counting on them? | didn't really think they wanted
me bringing a bass amp on board. We used up our weight
allowance on Hannis and Eriks gear” it sounded marginally
logical, and apparently Onjo bought it. Ry submitted to ten
minutes of staries about musicians who showed up unpre-
pared for gigs, and the dire consequences. Finally, Onjo went
for a cleanup drold.

Ry caught Erik's attention with a drum-roll of fingers on the
tabletop. "Distract him for a few minutes,” he whispered.
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“ass As Onjo returned, Erik scrambled to his feet,
“You know,” he said, “I've always wondered

what sets the b'ssa nuuvu beat apart from minga. You
wouldn't have any recordings alongi®

onjo squared his shoulders, stretched his neck, and managed
to look down his nose at Erik, who was half a head taller, “"0f
course | do,” he sald. "You serlous?

“You've gotta always be learning, Or you're dead on
the percs.”

Onjo half smiled. “That's the best sense 've heard out of amy
of you bays. Erik, you've got potential” He lald an anm on Erik’s
shoulder. “We'll see you two in a few,” he told Ry and Hannis, To
Erik's credit, he didn't cringe away from the arm or even wrin-
kle his nose at Onjo's fresh atbempt at humaor

Ry sat still until Erik and Onjo disappeared oul the mess
hall's main hatch, Then he bent toward Hannis, speaking softly,
He wouldn't have put it past Onjo or Etison to plant other sars
among the passengers. "'ve thought of a way bo warn our peo-
ple there's a spy on board. But I need to know the ship’s comm
frequency. Do you have any idea what they send on?”

“Sure.” Hannls shrugged, smiling. “Spotted it pre-boarding.”

"I figured.” Ry whacked his friend's shoubder, "Then let's get
to the baggage compartment, Fast,”

Ry flashed Governor Etison’s permission slip at the primithe
security droid who guarded the baggage compartment, and
they were admitted. He and Hannis swept inside, puffing. “He's
got me pegied for a bass mando,” Ry explained as he dug into
his vye case. “Give me that frequency, And how fast could you
switch a comlink’s cover plate with one for a power polnt?™

“No time at ... oh!” Hannis nodded vigorously. “You're going
to plug into the comlink and make that pompous shroob think
you're using a power source to amplifyl | should™e thought
of that."

How maty DOMpoUs shRoobs

"Wou would ve, This time | thought of it first.” Ry hesitated
only a moment before going to work on his beloved instru-
ment. &% Hannis popped cover plates off the bulkhead, Ry
pulled a multitool out of his pocket and carefully slit into the
instrument's black plastene wave box, near the spot where its
neck joined the body, Nestled inside was a small, metal-wound
internal amplifier. He studied it carefully, He was a player, not a
chrcuit-shicer ...

"There.” Hannis sprang away from the bulkhead. "Looks like
you're using a simple amp circuit. Perfect for fooling a simple
kloo horn player, Having trouble theret”

“I want to recalibrate this to transmit en your frequency,
but—"

“Easy.” Hannis grabbed the instrument and the multitool,
“IE°1 take me two seconds . done” He handed it back just as
the hatch shid open. Erik and Onjo joined them.

"Bl right,” By declared, casually snapping his bass back
together and holding it to his chest, "\We've got bess than an
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hour to try to make this group sound lke a band again.” Ry
helped Erik assemble his percs and crashers around the
repulsor-mounted “throne,” Hannis dug his touchboard out of
a plle of luggage. Onjo assembled the kieo ham

Then By counted off a slow groowe for their audition numibser,

There wasn't time towork out a genuinely musical bass line
in code. Ry's new line was full of sour notes, but he couldn't
help that mow Letter by letter, he coded ina new message,
sending It out over the comlink as he played: Beamis dead. Spy
obhoard. Raid planned. Destroy reconds,

When they'd finkshed, Hannis thrust both hands through his
longish hair. "That was awful”

“Sorry,” answered By, "Mot used to hearing a kloo horn in
there.” He tossed a shrug at Onjo. “Try again.”

This time, knowing in advance what he needed to say, he did
n litthe better jab of pleking Initial motes that would settle into
4 sustaln that fit the song’s chord structure. There was still one
note so sour that even Onjo grimaced, Ry answered with a
palned expresshon of his own, but as they finished the number,
having sent off the warning twice, he started to feel better.

Now if only someone had been listening, And hopefully, no
one in the cockpit cared if music came off the ship's transmit-
ter, Judging by the condition of its interior, the crew didn't care
much about much at all. This was a low-priority supply run.

“Onjpo.” Hannis sighed, “"couldn't you at least try to make
yaur line fit our stylet Come on, | bet you could play dusk in
your sleep.”

Onjo’s round little eyes narrowed. "As a matter of fact,

I could.”

This time through, Ry played his original bass line, the one
with the message about the metal going offworld. Why not? If
aryone on Beltrix was listening, they might as swell get the
whale story,

"Huh," said Onjo as he laid down his horn. "1 have to admit,
that was a better blend”

doeS it thke to pla¥ a DASS mande?

Hanmnis cracked his knuckles over the touchboard. ®| thought
50, boo." He glanced sidelong at Ry, and Ry gave them all a
thumbs-up salute,

A horn blared from the comlink panel, and for a mency, Onjo
didn’t seem to notice that the comlink had a power-paink
cover, “Time to strap down,” he announced, They secured
their instruments, then husthed back intoe the seating anea,

By harmessed in, then settled back to wonder what really
waited on Beltrix 11, . whether the "talent agency”™ was
destroying recornds, or if a squad of Impenials was headed for
the loading dock.

The transport lurched and shook, Overheads rattled, By
chutched the arms of his seat and wished he were somewhere
else, "Hannls,” he muttered, “youd better switch those panels
back an the ride home™

"Right,” mumbled Hannis,




After the shaking stopped, the strap-down light kept flash-
ing. The passenger compartment grew quiet, then showly filled
with suspicious murmurs, Ry heard,”. .. lost baggage? .. " and
"...wrong terminaly”

Erik craned his neck, then murmured, "Onjo isn't here.”

Ry gritted his teeth. “Then we'd better hope they heard

the mudke.”
-1 & -]

Onjo Fegel quickstepped down the boarding ramp toward
three spaceport enforcers. He didn't care that the kids knew he
was only along to keep them from spoiling Etison's trap. But en
route, he'd changed his mind. Instead of going through with a
painful, humiliating performance, he could hit the so-called
talent agency now. “The kids are strapped down,” he
anncunced as they boarded a speeder, “They can't warn any-
bady, even if they are invobed,”

it whs Back to SQUArE oNe

“We'll soon knowy, sir,” said the enforcer sharing his seat.

It was a fast cross-town hop to the talent agency. A young
man sat at the reception desk, his dark blond hair just longer
than Onjo could approve. "Welcome,” he said, sweeping out
both hands, "Gentlemen, what can the Holstrum Agency do for
you? Combo? Duo? Perhaps a pair of battle droids to liven
a convention?”

Onjo flashed his 1D and walked around the counter toward
the data terminal, "Step back,” he ordered.

“Of course.” The man swept out his hands and got up, "Per-
haps you'd like to check our talent listings yourself”

Onjo waved one of the local enforcers forwand. The man keyed
rapidly, Inserting a ferret into the system that would sniff out
arcane activities, Onjo glanced around the reception room. Blue
walls displayed a constantly changing array of billing posters
Acoustic panels floated beneath a sloped ceiling,

and it was all just a front. He could almost taste his next
promation .. hopefully to a Core world, where b'ssa nuuvy
wias appreciated.

The enforcer looked up from the data terminal, compressing
his lips in a straight line. He eyed Onjo. “Sorry, sir. It looks like you
made this trip for nothing, unless you wanted to hire a juggler.”

"What do you meani”

"They're clean, sir”

Onjo pushed the enforcer aside. "l think mot.”

Five minutes later, he slumped over the terminal. He'd falled.
The Rebels had to be elsewhere, but his only potential informer
...Beamis ., . was dead, It was back to squane one, Qnce more
from the top. First measure, and what key were they playing in
this time!

For this, he'd spent two days with three kids who didn't
know b'ssa nuuvu from mingat?

& & -

A pair of brilliant overhead lights separated Far Cry from the
rest of the galaxy. Facing three murky silhouettes seated
behind a long table, Ry counted off the intro to"Dark Eyes,
Warm Thoughts.” To everyone's relief, Onjo had announced he
would skip the actual audition, and he was nowhere in this
dark, cramped room. Ry suspected he was somewhere else in
the bullding, checking out b'ssa nuuvu groups, and so Hannis
hadn't even bothered to set up a fake amp for Ry's “bass
manda.” One uniformed enforcer did sit staring over the talent
scouts’ shoulders, but Ry could ignare him. If anyone had
imvtended to amest him and Erik and Hannis, they would've
already done it. 5o for the next five minutes, there would be
onky music,

NeVer ever KILL your mrormen.

And after two interminable rehearsals with Onjo Fegel, this
was music. Hannis's touchboard glisses fell slowly to settle
each cadence, eking every shred of emotion from each line. Erik
drummed a slow, steady beat on the tenor array, riding one
crasher for the choruses. Beneath them all, Ry's bass line sang
out a solid bottom . . . the original bass line, naturally, To Ry,
“Dark Eyes” would always be about metals going offworld.

Hannis held the final chord infinitesimally longer than usual,
and Ry let the bass ring out before elbowing the FX spot. They'd
turned up nothing for Governor Etison; their chance for fame
had evaporated, but for this moment, they stood as profession-
als among professionals. Nothing ever felt so good.

Two of the scouts stood up and walked around the table
toward the band, "Good job,” pronounced the man in front. His
gait and build reminded Ry of his old friend, Tet Tramys, but Tet
hadn't worn a goates—

Then he caught the grin behind those new whiskers. It was
Tet! Ry clutched the neck of his vye and grinned back Even
with an enforcer watching, he had every right to bask in these
compliments. Erik lounged over his tenor set, beaming.

The second scout, a long-haired woman, stood just out of the
cirele of light, behind Tet. Oddly, the was humming something
in a sweet soprano volce, Her riff sounded more like b'ssa
nuuvy than anything else. "Doo-dit, doo, doo ... "

Ry straightened, careful not to stare at the woman's sithou-
ette, Was that bass code? Finally, she stepped Into the light, Ry
got a good look at her face and nearly fainted. She'd changed
her hair color and style, and hed never seen her wearing amy-
thing remotely like this beaded shift-smock before—

But that woman was his mother,

Did she honestly work at Holstrum Talent Agency, or was she
covering for an Alliance agent who'd just skipped town ... or
was she an Alllance agent? Maybe she and his father left him
on Tuttin IV to kesep him out of danger when the Alliance
recruited them. Maybe now she could see that he, too, was
ready to be trusted on the front lines.

“Di-di-dit, dumm.” Shutting her eyes, she tossed the long
halr. Tet turned aside, He sakd something to Hannis, He might
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Good job, good job, Ry finally caught the rhiythm of the
hummed code. He smiled, though he kept looking at Hannis
and Tet. He felt like his brain was swimming in blue milk, blow-
ing funny litthe bubbles, His mother hadn't acknowledged him,
but he could s from the lines around her eyves and crossing
her forehead that she was barely keeping herself from taking a
rum at him, arms flung out, just lke she used to do.

Need you home, for now, he heard. Good job, By So proud.

Tet turned away from Hannis and Erik, "Getlingly good,” he
announced, "and I'm sorry, but we've got three dusk bands on
the circuit already. Try again next year.”

Ry groaned, just as the enforcer would expect, "Thanks any-
wary,” he sakd, “Thanks for listening.”

Thanks for nsteNmy. YOU roCk,

“Dur pleasure.” His mother put so much pride into those teo
words that Ry's last doubts flitted away for good. He ached to
sit dovwn and talk with her .. and with Tet . . . but with that
enforcer still sitting behind the table, he couldn't. He cased his
bass and helped Erik load percs. As they exited the gaudy
reception reom, he glanced back over his shoulder.

His miother had followed them out. She banely lifted
one hand.

He nodded vigorously, eveing the animated displays on the
advertising wall. Hannis would figure out a way to send code
between systems.

He had a lot of catching up to do, B

Behind the Music

Shran Etison, Imperial Governor

Male Human, Moble c/Soldier 5: Inkt +2 (Dex)

Defense 20 (+2 Dex, +8 class); Spd 10m; VP 63/14; Atk

10 meles [zd.-;u_vihrn-d.lggrr:l or +10 I.1IIH'|;'I;]_ 50

call in 2 favors, insplre confidence &1, command +2;

SV Fart 45, Ref 46, Will +8; 52 M; FP 4; D5 2; Rep g

|inr|4|rll_'-. +3 bonus for Fame ft'.lt]. 5F 14, Dex 14, Com

m, Int 15, Wis 12, Cha 16. Challenge Code: €

Eguipment: Vibrodagper,

Skl Byt tll_ﬂuplnma:y +14 |In|:I1HI|‘.". +3 Isprus fiar
Skill Emphasis feat), Entertain {kloo homy) +n,
intimidate +n, Knowledge (bureaucracy) +1o,
Knowledge (galactic history) +1o0, Knowledge
(galactic politics) +10, Knowledge (Tuttin system)
+1a, Pilot +10, Profession (administrator] +14.

Read Write Basic, Sense Motive +g, Speak Baskc,
Speak Bhrgiiwook, Treal Injury +5.

Firards: Armmor Fr|:|1||:i|,-n|:3,l |:|IE|'||:. el um.h-r'.lu'_.'Il.
Farmne, Iron Will, Point Blank Shot, Precise Shot, Skill
Emphasis (Diplomacy), Toughness, Trustworthy,
Weapon Group Proficiency [blaster pistols, blaster
rifles, simple weapons, heawy weapons, vibro
Weapons)

Onjo Fegel, Kloo Horn Player

Male Human Scoundnel 4: Use the Generkc Con Artist
template on page 263 of the Star Wars Boleplaying
G, but replace Disguise 410 with Entertain [(kloa
horm)] +1o

Gamie stattstics by Bart Armstrong

Far Cry

Ryley Ancum, Bass Vye Player

Male Human, Noble 2; Init +o; Defense 14 (+4 class); Spd

1om; VP B/g; Atk +1 melee or +1 ranged; 5Q call in 1 favor,

inspire confidence +1; 5V Fort =1, Ref +2, Will +4; 5& M; FP

1; D5P o; Rep 4: 5tr o, Dex 1, Con g, Int 13, Wis 13, Cha 14,

Challenge Code: A,

Skills: Diplomacy +7, Computer Use +6, Entertain (bass
vye] +7, Entertain (sing) +6, Knowledge (streetwise)
+4, Listen +6, Bead/Write Basic, Sense Motive +6,
Sleight of Hand +2, Speak Basic, Tumble +2.

Feats: Low Profile, Trustworthy, Weapon Group Profi-
ciency (blaster pistols, simple weapons).

Hannis D'Lund, Touchboard Player

Male Human, Noble 1: Init +1 [Dex); Defense 13 [+3 class);
Spd 1om; VP nfi; Atk +1 melee or +1 ranged; 50 call in 1
favor; SV Fort +0, Ref +2, Will +1; 52 M; FP o; D5P o; Rep 3;
Str 13, Dex 12, Con 1, Int 12, Wis B, Cha 15. Challenge
Code; A,

Skilis: Bluff +6, Computer Use +5, Entertain (acting) +6,
Entertain (touchboard) +6, Knowledge (nobility and
rovalty) 45, Listen +1, Read /Write Basic, Repair +3,
Sense Motive +3, Speak Basic.

Feats: Athletic, Gearhead, Weapon Group Proficiency
(blaster pistols, simple weapons).

Erik Lauderslag, Perc Player

Male Human, Noble 1; Init +2 (Dex); Defense 15 (+2 Dex,

+3 class); Spd 1om; VP B/g; Atk —1 melee or +2 ranged; 50

call in 1 favor; 5V Fort =1, Ref 43, Will +3: 52 M; FP o; D5P

o0; Rep 3: Str g, Dex 14, Con g, Int 11, Wis 12, Cha 13. Chal-

lenge Code: A,

Skifls: Computer Use +4, Entertain (percs and crashers)
+B [includes +3 bonus for Skill Emphasis feat], Escape
Artist +4, Knowledge [spacer lore) +4, Listen +3, Pilot
+4, Read/Write Basic, Sense Motive 45, 5peak Basic.

Feats: Persuasive, Skill Emphasis (Entertain: percs and
crashers), Weapon Group Proficiency [blaster pistols,
simple weapons),
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They appeared for mere moments in The
Empire Strikes Back; six fierce bounty

hunters, assembled by Lord Vader to capture
the Millennium Falcon and its occupants.
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L. tfinal leg Dengar flew too close 1o Solo s
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hirm In truth, Dengiacs hotheaded care
lessness was to Blame

Dengar was crippled physically and
mentally by the crash. mpenial sur
geons rebuilt the young man's body
and twrned Dengar into a remorseless
pssassin for the Empire through cyDer
netics and mind-altering drug freat
ments, Betier than new, Dengar felt no
eimotions ather than rage Much of his
memany was erased, but he clung to
his hatred of Han Sola
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oty children of Asrat opposed Palpatine's
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by Bduily e was medilable: Jabba
the Hutt had placed a generouws price on
the head of none other than Han Solo
The money hardly mattered; Dengar was
moee Interested in getting his revenge
tham in amy reward

Formeng a temporary alllance with
fiwal lhnters Boba Fett, Bosdk, and Skarr
Dengar succeeded in capturing Han
Salo. oin il b hasee him slig thl‘l_"'l.‘H"l their
fingers en route be Ord Mantell While
colbecting a bounty on impesial General
Sinick Kritheen (sponsored by the Bebel
Alllanoe) L:ll_'l'lh_",'lr resoued a beaurtiful
Aruzan woman named Man o, A
Eebel sympathizer, she eventually
became convinoed the I_‘l-:'_!-:l‘l'.:r"l-\.lﬂ';r:"l
Wi like-rminded and helped him
acquire the coordinates to the hidden
Hehel base at Hoth
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Falbed to neach Cloasd Rty in time to cap
ture Sala. Instead, he found Manaros
working as a dancer in cne of the float
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Throughout a series of adventures, Man
argo sed her Athanmi=—a telepathic
link—4o restore Dengar s lost emations
The strange pair had several encoun
ters together. On Mandalore, Dengar
Wit riEtly capiured by SUpeer oom
manda Fenn Shyta On the moon of
Elimph, he pursusd Lando Calrissian for
;:n,._.rl'_.lc; the Hirtt but falled to capture
him. They eventually landed on Tatoosne
Manaroo was enslaved by labba the
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wha sormehow managed to escape the Sarlace. Dengar com-
mandeered twao of labba's medical drolds and stood vigil while
Boba Fett recovered from his cadesl.

Carkoon, rescwed

Dengar and Boba Fett teamed up to capture Kuat of Kuat
Dengar and Mananoo used thelr earnings to pay off their
meunting debt and wed. Dengar worked with Boba Feit
again on mare than one occasion; 1 heir partnership came to
an end after an unproductive attempt to capture Han Selo on
Mar Shaddaa during the brief return of Emperor Palpatine,

D||||ng1h{~ Mew Bepublic era, Dengar came out of netire-
ment for a short time in the employ of Grappa the Hutt, His
cunrent whereabouts are unknown, thaugh a being of his
tenacity and wkill could easily be prodded back into action, for
the right price

dGuckuoss, the Uncanny Onre

A seemingly supernatural intuition has earned Zuckuss the
nickname “the Uncanny One” In truth, this Gand is well
versed in the WAy of the Findimuan, kis i-r.ll.“'i:llf'i.‘lrﬂ'd“l'.'-'n
of baunty hunters. Using meditative rituals, Zuckuiss s
adept at deciphering the swirling mists of the future.
Tuckuss wat 3 successful Findsman on his homeworld of
Gand, his 1',|.n-1|.':,' dﬁrplg,- rooted in the Finduman tradition fos
three hundred years. He did not, however, agree with Gand
socheby's view of the individual. Eager to freely refer to himael
i thee first persan—a right he would have one day surely
earned—Iuckuss became the first Findsman (o seek employ-

Dengar: Male Human, Scl 5750l 3/8H 4; Init +3 (Dex); Def
23 [#10 class, +3 Dexk Spd 1om; VRFWF gsivy Atk #11/46
melee [1d3+1, punch), «13/48 ranged (348, erit 19-20,
blaster carbine) or +13/+8 ranged (special, modified riol
gunj; 5 Iilicit barter, better lucky than good, sneak
sttack +4d6, target bonus +2; 5V Fort +g, Ref 410, Will +5;
5T M FP 5; DSP 3; Rep o; Str 13, Dex 16, Con 17, Int 12, Wis
13, Cha 13. Challenge Code: D

Equipmaent: Blaster carbine, madified i Bun, binders,
miodified Cosellian lumpMaiter soo0 (Puaithing One)

Skilly; Astrogate +4, Bluff +8, Computer Lie +7, Defmolitions
w10, Diplomacy +5, Dhiguise +3, Gather Information +4,
Hide +7, intimidate +11, Knowledge (itrestwise) +o, Listen
#10, Move qunll_r 44, Pilat 17, Prafession [g.mmltrb i,
Eead "Wiite Basic, Repair #10, Search g, Sense Motive
+6, Sleight of Hand +5, Speak Bask, Speak Huttese, Spot
+3, Survival +9, Treat Injury +4.

Fewls: Armor Preficlency (light, medium, heavy), Exotic
Weapon Proficiency [riot gun], Point-Blank Shot, Precise
Sheot, Rapld Shat, Skill Emphasis (Pilot], Starship Opera-
tions (starfighter), Track, Weapon Group Proficiency
iblaster plstobs, blaster rifles, beavy weapans, slimple
weapons, vehicle weapons, vibroweapons).

et off-weorld. A respirator allowed him 1o sunise outside
Gand's atmosphene, providing the necestary vislume of 2 md-
nla and protecting hirm froem deadly ooygen

The Gand quickly met with suceess o5 a bourty hunter, able
to divime future everts and kocate hidden quarry with ease, As
s of his success made its way back to his homewarld, so
did his propensity for self-aggrandizement. Most Gand were

Huttess, Spot 45, Surdval +5,
Forge Skitte: Enhance Senses +4, Farsesing +12.

wt.lpunlll.
Force Feats: Alter, Contral, Sense.

Dischousis: Male Gand, R 2750t 3/GF 08H 1; Init +3 (Dex); el 23 (48 class, +3 Dex, +2 natural]; Spd wom; YPWEF Bai13; ARk 49/ 44

melee (193, punch), of +12/+7 ranged (346, blaster pistol) or #137+8 ranged (special, snare rifle); 50 Ammaonia breather, trall-

blazing, uncanny dodge (Dex to Def], rituals, sneak attack +1d6, target bonus +1; 5V Fort +g, Ref 410, Will #12; 5 M; FP 3; D5P

3; Rep 8; 5tr 11, Dext 17, Con 131, Int 12, Wis 15, Cha . Challenge Coxde: €

Equipmment: Blaster pistol, snare rifle, binders, Byblos G-1A space transport (Mist Hunter),

Skils: Astrogate +4, Computer Use +5, Gather information +g9, Hide #7, Intimidate +5, Knowledge (religions) +5, Listen +6,
Move Sikently +12, Pilot +7, Read/Write Gand, Repair +3, Search 7, 5ense Motive +6, Speak Basic, Speak Gand, Speak

Feats: Exotic Weapon Proficiency (snare rifle), Force-Sensitive, Skill Emphasis (Farseeing], Starship Operations (space trans-
port), Track, Weapon Focus (snare rifle), Weapon Group Proficiency (blaster pistols, blaster rifles, primitive weapons, simple

Speches Features: Ammonia Breather—Members of the rare Gand subspecies "breathers” must breathe ammonia as most
specles must breathe cxygen and other gases. Air that is breathable to most sentients i polsonous to them. If the Gand ks
suddenly exposed to oxygen, he must make a Fortitude save (DC 18). A successiul save indicates that the Gand was able to
hold his breath, avolding damage. (A character can hold his breath 2 rownds for each point of Constitution he has.| Once
the Gand is unable to hold his breath (or fails the saving throw), he suffers 16 points of Constitution damage and must
make a Fortitude saving throw the following round (D€ 18), even if no longer exposed. If he fails the second saving throw,
he suffers an additional 2d6 points of Constitution damage. This damage cannot be healed naturally, with normal medical
treatment, or with Force skills. Gand that suffer cxygen inhalation damage need new lungs, a costly medical procedure.

ki s permanenthy fost  points of Conditetion from g inhalation, Tist abiify con be restored o normel pnly heouwgh leng replacerment
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enthralled by his adventures, but 3 few
viewed him as insane. Tuckuss couldnt
care less. He had eamed the respect of
the powerful Hutt crimelords, proal that
hee v a fruly unigque Gand
At labba's request, Fuchuss formed a
partrership with the rogue droid
bounty hunter 4-LOW. The two com-
hined an otherworldly infuition with an
incredible intellect to become perhaps
the most swccessiul bounty hunting
team in the galaoy Zuckuss indtially saw
their partnership as a way to pleass the
Hutts, though grew (o respect the droid
criminal mastermind s intelligence
Sensing he was missing out on some
thing, Fuckuss left Hult service and split
fram 4-LOM to join the Bounty Hunter's
Guild, He expected his reputation o
precede him. instead, he was treated
juest like ary other young up-and-comer
Cradossk, head of the Guild, pairned
Tuckuss with his son Bossk to collect an
sy bounty—the acoountant Ml Poson-
dum, Boba Fett not only beal them to
the tangel bt hurmilliated them as well
Boha Fett soon shodeed the wnder-
waorld by joining the Bounty Hunter's
Guild, Cradosak, suspicious of Feils
intentions, tasked Fuckuss with keeping
an eye on him, Zuckwss did, though he
acted owt of his own best interests and
became something of a double agent
Bossh, out |ag-rrl by his father's acoept-
ance of Fett, who had repeatedly humili-
ated him, kibled and ate Cradossh The
Tramndoshan™s death IJ||:IFI'||'I1i.'|:|I shatiened
the Guild, as Fett had intended all along
fuckuss eveniuxlly et the Guild
mess behind him and teamed with &
LOM agaln, He had 1'1r|..'-|II:,' attained the
legendary status ameng his people he
onoe lenged for. Zuckuss used this to his
advantage, comvincing a consortium of
Gand businessmen to finance the con-
struction af a starship he could call his
own. They commissioned Byblos Drive
Yards to bulld & customized space trans
part, and Tuckuss named it M Humter
The two bounty hunters continued
their partnership as if it had never
ended, collecting one Impressive bounty
after another. Thelr good luck ended
when a cornened target desperately
ripped fuckuss's respirator off. The

Gand, flush with success, ecame cane-
less. He inhaled enough axygen bo per-
ma I11"'I'I|:|:||' sear his lumgs. Zuckuss’s
health was questionable; without new
linregs, he would maost likely die

Cerimn reality required Suckuss and 4
LOM to press on, and at the same time
ook the joy out of the hunt for the

Gand. Desperate, they colkected a gener-

ous Alliance bounty on Imperisl Gover
nar Mardix, When Lond Vader issued an
impetial bounty on Han S04, labba sent
the pair (o see that his interest in Solo
wias profected, They reluciantly agreed,
‘n:.armg retribution for the Narndix
|:||_1u||1],l_ Em roule, they helped Impenal
fources disable the Alliance transpor
[-Irlg.h.' H.:1_r:'.|'_=rr.1-1r.||r1|_.; its crew!, They
anrreed to find Lord Vader indiffene mt
Whether hewas unawane of their
Irmvolvernent in Mardix's capiune o
desmed it unimportant, Tuckuss
breathed a sigh of relset

Fuckuss, driven by images s=en
swirlimg in the mists during a medita
thve trance, sought out the onippled
transport Bright Hope. &R First he had
comvinoed himself and 4-LOM that infil
trating the Bebellion would lead them
1o Sala. The palr helped fescue the
stranded Rebel crews and returned them
to the Alliance, whene Zuckuss recehed
misch-needed medical attenton to
restore his strength. He comvinoed
4-LOM that they had more to gain by
jaining the Bebellion than they did by
betraying il

Mo secret Alliance operatives,
Suckuss and 4-LOM used their reputta
thor as a ruse. Thelr last mission for the
R bellon—=to recover Capltam Solo
before Boba Fett could deliver him to
lakiba the Hurtt
4-LOM wias blasted to bits, his memaory
bevond repair. Humiliated yet again by

ended in wtter disaste

Boba Fett, Fuckiss abandoned his mow



HOW THE
OTHER
HALF HUNTS

£-LOM, reactivated without any of the idealism it had

Allies and et to the
task of rebuilding

Fis partner

develaped during its time with the Rebellion, teamed
with Zuckudd one linal tme o capture the gambler Draw
mias Sma'Da. The Gand misied hid ehance (o be part of
the winning team with the Alliance wictory at the Battle
of Endar. Insiead, he conbinued his carcer as a |'-|:-ur|'|g,'
hunter on the Outer Rim, though he never reached his

lormer hedghis of SUCoess

Y-LOM, Master CGriminal

A-LOM. & protodol drosd vy |1|"f|||:':|'|_'|"r.l'. destined for a life of
servitude. Through poar maintenanoe of a flaw im its construc
thon, it turned a game of womp rat-and-scurrier into a career
of crime and became one of the galaxy's most feaned drodd
bownty hunters

4-LOM began its exdsbence as a completely normal Indus-

trial Automaton LOA-senes protoco droid, 11 weas pro

prammed b efeE 55 an imterpeeter onboard the luxuey Bner

Kisari Princess. Its jobwas (o knows everything about the pas
sengers and see to thek whimes This included inentorying
passenpers’ belongings kept in the | ner's wafe, to make sune

they remembered their valiables when they disembarked

il
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It foumd its duties unchallenging, enough o Uhat it devoled
proOcEssing poner {15 IMagining scenarios that threatened the
safety of the padsengers valuables. By engaging in a seres of
cormersations with the ships computer, 4-L0OM worked

through these scenarics using information the computer

||1l|li'!.' proviced I_‘-ll_l'.".'l:.' thiese simulations insinuated a ofmi
nal thought process in 4-LOM s neural pathways

[oim Priciina, a wealthy passenger cnboarnd the Princess, kept
a Fiost unusieal gem near her evenywhere she traveled. The
Artares ‘:',..1F||:||'|||lI fimioned o have heal ng a balifies, weas Care
lesshy protected in 4 LAY 'S opinici The dioid ook the stone

to “pratect it from theft.” 4-LOM had not only executed the

perfect crime, bul escaped suspsceon (oo, Mone compsex s

narios ran through 4-LOM's mind. Eventually it abandomed its
[HOErarmiming left thee Eudnd Primcess wihile it was docked in
Darlyn Boda, and fenced the wholen pem

ah @ niev career as an information broker and

eveniually went to work Tos Jabba U Hutt, While 4-LUS was
in Jabba's employ, its restrictive third-degree programming
wak modilied, esseniially turming it into a fourth ':|'\."'|"':'l' o
Like the assassin, combat, and 'g.-:'|_|.|||_:|l droids of that classifica
tion, it could now harm sentients at will. Deadly and intedll
!|1-||-\.|_'.'|g'-'_'r||:.' ||'.||'||: g - LW ICioeo wiars ImEL 1180, $0m I'”‘II'II.: L]
preatly desired (a3 mach a4 3 diold Can desine anything L, Jaboa
suggested the droid team with Zuckuss, then a wildly success
Tl Cand I_"'q_llll'lr:f hunter whose stock-in-trade wat intsition

intrigued by the concept, 4-LOM agreed




Thie twd eamned & repulation as the most effsckent bounty
hnting team in the business. They racioed wbp an impressive
list of bounties. Things only took a furn for the worse when
Zuckirss wias gravely injured after breathing oxygen. Desperate
far credels, U oy rolletted an Alllance Bounty on |'I'||'l|'|'|.'|| L
ernoe Mardiz. Though this should have landed the pale in hot
enigine wash with the Empire, Lord Vader acted as if it had
vl happened dusing the hunt far the Milfenmniurm Fokon

Zuckuss and 4-LOM fully intended to infiftrate the Rebellion
to get to Captain Sodo. Taken at face valiee by the Alliance, both
wele quickly won over [y The Kebe % generosity and joined
their cause. While Alliance doctors repaired the damage to
Fuchouss's lumgs, 4-LOM had what it could only describe as a
winkon; it would work side-by-side with Jed

O Juchuss was fully recowened, the two undestook secret
mitisnns for the AllRance, Their mession to intercepd Boba hett
before he delivered Caplain Solo to Jabba the Hull was the
end of the line for the idealistic 4-LOM. Blasted by Fett, only its
fairth :I-_'!_-r-_'-_' programiming rema ned Intact: the droid’s
miermory was ost

Tuckuss reactivated 4-LOM, but the droid was never Lhe
sarme. 1 became 3 cold, caloulating humter that felt no
rerrsoree. &-LOW workosd with Zuckiss bo Capbune Drawmas
Sma'Da, but only becawse it requined a paritmer for that paric

ular target. Since then, iE has |'-|-._-I'|-rr|--'l towork alone

G- LOM: Modified walking protocal draid, Dip 15l B7BH

11 it o; Dol o8 (4B class): Spd Brmg VPP B1hg; Atk

+84+3 mebee (w6, hand), or +9f+g r.1.‘15r'r| [3d8, conous

shon rifle)s 50 Mlicit barter, better lucky than good, target

bonus 41, sneak attack +3d6; 5V Fort =6, Ret +8, Will +7;

ST A Rep 8; Strn, Dext 11, Con 15, Int 20, Wis 12, Cha 17

Challenge Code: C

Fguipment: Concuision rifbe, binders, vacarlator, trans
lator unit (D€ 10), locked access, heuristic processos,
imtednal comlink

Cheills " Bl #14, Compaiter Lse 4, Demaltions 49,
Diplomacy «1, Dizsable Device +5, Ditguise +5, Gather
Information «17, Hide +g, Intimidate +10, Knowledpe
{alien species) +1'|.Il:nnw|r_|:lgr lcriminal |:|r|.|;lni1:.11.||:||'-::l
11, Knowledge (culiures) 414, Knowledge (strectwise)
g, Kmowledge (vyitems] +13. Listen +n, Move Silently
+10, Professkon [bureaucrat) +10, Read /Write Basic,
Bepalr +g, Search +n, Sense Motiee 412, Skelght of
Hand +2, Speak Basit, Speak Binary, Speak Huttese,
Speak Ryl, Speak Shyritwook, Speak Dash, Spat -+,
Sirvival +4

Unspent Skill Poinis: B

Feats: Sharp-Eyed, Skill Emphasis (Bluft, Gather Infarma-
than), Track, Trustworthy, Weapon Focus (ooncussion
rifle], Weapan Group Profichency (blaster pistols,
blaster rifles, simple we lpnnﬂ

=3 LAY il Fetpdy bectinde abé P mnd afbser bee Danvedd Beviuas

STAR WARS GAME



BOUNTY HUNTER WEAPONS

Ramai
WiAPON Car Damace CHmicar  INCREMENT WiiGH1
Concussion Eifle 1000 JdB 0 S0 meters 4.9 kg
Biot Gun L1200  special - s entry 6.3 kg
Dengar's Modified nia speclal = 0 meters b3 kg
Riot Gun
Laare Bifle 1600 wpecial —_ 15 meters 35 kg

ConcussIoN RiFut
The concussion rifle is an infantry support weapon that saon
fices econamy for range Thie hn:-l.rl1:,' henter 4-LOK uses o oon-
cussion rifle, the BlasTech Wego The W-go Is skmikarin
appearance fo the BlasTech E-n blaster rifle most commonly
used by imperial stormiroopers

A concusvion riflle requines a power pack fo operate After 25
sheots, the powner pack must be replaced

R Giw
The riot gumn i a powerful area-effect weapon commonly used
by law enforcement on cvilized worlds Lo Incapacitate Large
cronveds while Inflicting minimal damage. The baunty hurbes
Dengar uses a madifbed version of this weapon that affects a
single target with a much more powerful blast

& production-model riot gun fires a cone of conowssive
force. The cone’s width is the same as the distance from the

NOLUME | MUMBER &

Crun Damacs

fFoRT [ Twii Sz Geour
1dBIDC 18 Enengy Large Blaster Rifles
6/ DC 12 Energy Large Exaolic
2dB/DC 20 Energy Large Exofic

e seeentry  Medium Exalic

riok gun's wielder, up to 1o meters. For instance, the cone of
concussive force is 3 meters wide at a distance of 3 meters
Instead of targeting an opponent with a riot gun, you can tar
get his general vicinity (in game terms a 2-by-2 meter squarne)
This anly requires an attack roll of § or better If the aftack suc
ceeds, the target is in the center of the cone of contusihe
force, IF it falls, the center of the cone is off target by 1d3
rveters in a random direction. (Rall 1d8; 1 means up, 2 upand to
the right, 3 right, 4 down and rlghl_g dowen, b down and left, 7
left, 8 wp and beft.) Amy charactes bn the riot gun's area of effec
takes wlé damage [a successful DC 1z Reflex save halves dam
ape) and must make 3 DC 12 Fertitude ave or be knocked
unconsciows for 206 rounds

Dengar's riot gun has been maditied to fecus on asingle
target. The bounty hisnter's modifications focus the concus-
sive force Into a beam for greater range and power. A4 8 resull
Dengar'’s modified riol gun perlorms just e any of hier
ranged weapon, except that R absiays dials stun damage and
can target a character up fo 5 range increments away

A riot gun (both versions) requines a power pack 1o operate
After § shots, the power pack must be replaced

SHaEe RiFLE
The snare rifle is a nen-lethal hunting weapon. Big game
hunters use it to caplure damgerous creabures alive, The
bounty hunter fuchuss uses a snare fifle, the Mefr-Sonn Munl
tions GRS-1

The snare rifle fires a burst of shockstun mist that Incapaci
takes its target, then fiplloeaws it up with a liquid spraynet that
covers the target and quickly selidifies, On a successful attack,
the target must make a Fortitude save (DC 6], IF the charscter
fails the saving throw, e suffers sd6 points of Dexterity dam
age and mist make another saving throw the following
round. i this second save fails, the character B unoonsO0us
Regardiess of whether these saving throws are sucoessful, the
targed ks also hit by the liquid spraynet

A character hit by a spraynet b entangled. An entanghed
character suffers a -3 penalty on attack redls, a -4 penalty to

effective Dexterity, and can maove anly at half speed (and can

ok run o charge]. The fibers of the spraynet are hard o
beeak: it has 10 hardness, 8 wound points, and requires a DC 25
Strength check to break (DC 30 i |."|'..1|l|,:|l.'t|:l

& snare rifle requires two special cartridges to operate: a
shockstun mist canister (75 credits) and a lguid spraynet
dispenser (25 credits). After 12 shals, these cartridges must
e replaced. §
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BPOUNTIES TO DIE F

BY 5. MITCH RITCHIE
ILLUSTRATED BY RAMON PERET

WeLcomE o THE IMPERIAL ENFORCEMENT DataCoRE. THIS I5 A GALAXY-WIDE MI-726

DATABASE OF BOUNTIES POSTED THROUGHOUT THE EMPIRE. THE [MPERIAL imperial Posting
Dismantle on Sight

Reward: 50,000 credits
WHO HAVE AQUIRED AN IMPERIAL PEACE KEEPING CERTIFICATE {IPKC), Mi-series security dralds were commaniy
used to guard upper-class civilian homes

OFEICE oF CRIMINAL INVESTIGATION PROVIDES THIS SERVICE FOR INDIVIDLIALS

CERTIFIED INDIVIDUALS ARD PERMITTED TO TRANSPORT WEAPGONS AND

throughaut the Empine. MI-726 was
DEVICES THAT MAY BE IN VIDLATION OF LOCAL ORDINANCES THROUGHOUT THE

ansly ned to 3 board member of Sienar
Empige. THEY ARE PERMITTED TO USE THESE ITEMS ONLY IN PURSUIT OF REGIS-  Fleet Systems. Rebel terrorists attacked
TERED BOUNTIES; UNLAWFUL USE OF AN OTHERWISE ILLEGAL ITEM 15 CAUSE his hame, hoping to access TIE prototype
schematics that mig ht reweal weaknesses
in upcoming meceks. During this episooe,
Mi-7x6 went rogue, abandoned it's charge

and disappeared
l I] I:I - EI I:l l:l JPATE St aa syl A, Seorng

ing Imperial facilsties. Evidently malfunction

CREDOITS ing, MI-726 ks randomly targeting imperial
factories, warchouses, and citizens. & sur

FOR REVOCATION OF AN [PKLC,

wiwer of one such attack, @ securily guasd
hirmselt, claims the droid was not working
alone. The witness claims the drold insulted
hils: hn:lllnﬂc amd Icg:l::mm::,- v e st img
off an explosion that destraoyed the entire

Mil-T26: Walking security droid 5ot 2750l
_ﬂllﬂtl-i [Dex); Def 20 (45 Armor, 45

" :l' 3 "' -
| R '
g Dex); Spd 8 m; VP/WP 6o/1g; Atk +5
- A, - oo meles (20644, punch) or +10 ranged
T A - \ i (306, 2 repeating blasters’); 5Q Trallblaz-
. S\ : Ing: SV Fort +10, Ref +8, Will +3. 52 M,
' (P T 5 Ml : Riep 1; 54 18, Doee 20, Con 1, Int 11, Wia 1,
R/ Cha 1. Challenge Code- B,
' ; wh 4 Equitpement: Two repeating blasters”,
“MEra B Bt b afaVy ey bonart
26

Ao, vocabulstor.

$kilts**: Dermolitions +6, Knowledge (Galac-
tie Empire] +5, Knowledge (Rebelfion) +5,
Listen +7, Move Slently +10, ReadWrite
Basic, Search +5, Speak Basic, Spot +8.

Linspent Skilf Points: 5.

Fewrts: Ambidexterity, Aomor Proficlency
(light, medium, heavy}, Multizhot,
Paint-Blank Shat, Precise Shot, Rapid
Shat, Two-Weapon Fighting, Weapon

Trra repnmting bieiind @i BaTET ksl Rl sy @b b
]
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Devidia Vennsiol: Female Human Mbl B
#5al g bndt +3 (Dex); Def 2o (+7 Class, 43
Dex); Spd 10m; VEOWP 4o/n; Atk +9/44
mielee [1d3, punch) or 412547 ranged
2d6+6, 2 pratatype blaster pistol), or
+12/+7 ranged (3d4, holdout blaster); SQ
Baormus class skitl (2], eall bn a favor (1),
inspire confidence 42, command +.4; 5%
Fort g, Ref +8, Wil +8; 52 M. FP 2 D5P 3
Rep B; Strn, Dex 16, Con 1, Int 13, Wis 13,
Cha 1. Challenge Code: T
Equipment: Prototype blaster pistols,
holdout blaster, fine clothing, deluxe
security kit [+4 equipment bonus).
Skills: Appraise 413, Astrogate +7, Bluff 12,
Cormputer Lise 6, Demolition: +7,
Diplomacy +14, Disable Devicn +8, Dis-
guise +8, Intimidate +iz, Knowledge
{organived crime) 410, Knowledge
{galactic politics) +ux, Listen 45, Pilok +8,
ReadWrite Basic, Repair +6, Ride +7,
Serse Mothe 41, Speak Basic, Speak
Huttese, Speak Rodese, Tumble +8.
Feats: Ambidexterity, Armos Proficiency
(light, medium, keavy], Improved
Two-Weapon Fighting, Point-Blank
Shot, Rapld Shot, Two-Weapon Fight-
ing, Weapon Group Proficiency (slm-
ple weapons, blaster plstols, blaster
rifles, heavy weapons, vibio
WA pons).

factong Though it ks assumed that Mi-726
has developed deep, troubling glitches as a
result of infrequent memsony wipes, sentient
accomplices ane not being ruled caf

Do nat try te apprehend this dangerous
meechanical; dismanthe on sight.

MI-TZE6 Repeating
Blaster Options

MI-T26 has mary Teats nelate

LTl
of Attacks

Ranged Aftac k

Bariis
+87+B
it B ok il
Gk FRSEE 5
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Independent Posting

[Contracted by Safidine Industries)

Dead or Adive

Reward: 5,000 credits (70,000 oredit bonus
far refurning prototypes)

Devidia has always been a spodled beat
Her father is an Influential local official of
Sacorria. Her full bio reveals that he let hes
gt away with far too much as a child. Dev
idia is a wery charlsmatic young waman
and from an early age leamned how to get
boys to do things for her.

At his wit's end, her father placed her in
millitary schoal as a teenager, Her school
records are included in hers full bia, bat
they aren't much bo laok st. The anly thing
she bearned was how to use weapons, and
that military men are just as malleable a3
yaung boys

e
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One standard month ago she broke into &
safidine Industries labaratary with hes
bayfriend, Dorbus Kyrullus. Safidine ks an
imperial arms subcontractor; this particular
lah had just assembled a serbes high-pow
ered blaster prototypes. Devidia and Darbus
made off with quite a bit of firepower. He
has been caplured, and mast of the stolén
weapons have been recovered

Devidia escaped, and still has bwo pro-
tobype blaster plstols. Safidine is dedi-
cated to resolving this problem quickly
and quietly, They have issued a bounty for
the return af the prototypes. Vennsiol can
be brought in dead ar allve

Devidia was lait spotted in the Core
one stamndard week ago, though it's very
lkely she far from there by now, Dont
undersstimate her; she's pretty mean, and
a heck of a shot

sTan waRd gaken BT
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BOUNTIES TO DIE FOR

Stormiroopar X
Independent Posting
[Contracted by Marbuj Desilijic Preor)
Deead or Alive
Reward: 0,000 credits
Knenwn only as Stermirooper X, this tanget
not to be taken lighth: He's made a name for
himself as a pirate m:lrlﬂﬂg I thee Owrter Bim
Thie spansar, & Hutt crirmelond mamed Marbi)
Destilijic Preod, claims X's pirate group raided
ane of his safehouses and made off with a
Huft's mass in spice and credits,

Marbu had previously hired the the tar-
ged a5 3 mercenary and srmisggher.

Stormitrooper X has alto had dealings with
other underworld ooganizathons. His true
idertify is unknowmn, The Empire has issued
a warrant for his arrest, but is offering no

#38 wvoLuME | HUMBER &

rewiard. &l requests for data from the
Empire regarding Stormbrooper £ have
Talled to yeild any results

Stormirooper X leads at least a dozen
ather outlaws, and all are consideresd very
dangerous, He has been known ta fiy an
anchent M-y 51,1ri|ghl;r:-| im The p.:|1.|:_-.l.||1h e
transponder eode Rogue Imperial ¢ There is
no information as (o whether this i the
namie of a squadnon he flies with or a name
hie's chosen for no particular reason

Drooto Sploonore

Independent Posting

[Contracted by Drooto Sploonore)
Disintegration

Reward: go,000 credits

Drooto s amogant. He believes his palatial
fortress is impenetrable to ol spées, thieves
and mercenaries, including you, the infa
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=
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rmows “bounty hunter” At least he's willing
to put up a good chunk of change for all his
boasting. There is a handful of professionals
whao coubd walk right into Sploonare’s little
caitle, blast hirm, and be gone befone he
ke what hit him, He's not p.;:.ling rm:lugh-
to attract that kind of attention, however

What he is paying & 10,000 credits,
which isn't bad. Sploonane's a businessman,
and thils ks strictly business. He and an asso-
clate, Barmm Biveedo, have 3 bet going: if
amvwpone can infiltrate Droota's palace, find
hirm, and executs him, Bormm pets all of
Drooto’s business interests and his estate,
Droato surehves for one standard year, he
eannd a renewed confract from Bosmm for
the next five years

Drooto’s palace is heavily puarded. His
*business” consists of transporting a much
af the spice that's distributed along the

Stormtrooper X Mabe Human 56l GET
z; Init +2 (Dex); Def 18 [+6 class, +2 Dex);
Siped vom; VWP B Atk 4naeE meles
{ri+3, crit 20, punch), or +n/+6 ranged
(306, blaster pistal) or +10/+5 ranged
(34, holdout blaster); SV Fort +10, Ref
46, Will +.4; 52 M; FP 2; DSP v Rep 3 5tr
6, Dex v, Cosn 15, Imik 13, Wiis 10, Cha 1o,
Chalkenge Code: C.
Equripment: Blaster pistol, holdout
blaster, spare power pacic [5], modi-
fied stoarritrooper helrmet .

Skills: Astrogate +4, Computer Lise 43,
Gather Information +5, Intimidate 45,
Knowledge [Imperial Navy) +4,
Enowledge (organized crime) +10, Lis-
ten +2, Move Sikently 45, Pilot w10,
ResdWiite Basic, Repair 430, Speak
Busic, Speak Dosh, Speak Huttese,
Speak Rodian, Speak Sullusiese, Spot
+2, Survival +4.

Feats: Armor Profickency (Hght, medium,
heavy), Dodge, Martial Arts, Point-
Blank Shot, Precise Shot, Quick Draw,
Starship Operation [space ransporis,
starfighters), Weapon Group Profi-
chency (simple weapons, blaster pis-
toks, blaster rifles, heavy weapons,
wibrg wespons), Weapon Focus
{blaster pistols).
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Drooto Splocnore: Male Eodian Mbl 5/CL
&: Init =1 (Dexl; Def 16 (+7 class, =1 Dexl
Spd 10m VPIWP 3078; Atk +5 meles
{3~ punch) or +4 ranged (3d4, holdout
blaster); 50 Bonus class skill (Bluff), call in
a tavor (1), inspire confidence +1, com-
miand, contact (2], resource access, Ingpine
femr =2, 5 Foat 41, Bef ag, Wil 4752 M;
FP 3; DSP 2; Rep 12; 541 10, Dex g, Int 12, Wis
g, Con 8, Cha 14. Challenge Codes A
Equipment; Fine clothing, expensive
jewelry, datapad, holdout blaster,
gomiink.

5kilis: Appralse +g, Blulf +10, Computer
Use +8, Diplomacy +14, Forgery +4.
Gather Information +13, Intimidate
o5, Knowledge (galactic politics) +6,
Enowledge [organized crime) +g, Us-
ten +1, Prafession {merchant) +5,
Bead /Write Basic, Read MWiite Bodese,
Search +2, Sense Motive +7, Speak
Basic, Speak Huttese, Speak Rodese,
Lpeak Sullisstese, Spat 41,

Feots: Fame, Infarmy, Skill Emphasis
{Gather Information), Skill Emphasis
(Knowledge: organized crime), Track,
Weapon Group Proficiency (simple
weapons, blaster pistalsl

Hydian Way, He has operations in both
imperial Space and the Corporate Sector. He
employs many sentients, none of whom ane
eligible fior this reward. Even though Bormm
stands 1o inherit his wealth, all reports SR
gest he s fiercely loyal to Drooto

Once you have infiltrated Dyooto’s lakr
and terminated him, don his cape and
report to the closest guand. Dvooto’s men
are under orders not to kill anyone wearing
his cape, which he abways wears, They will
take you to Bormim, who will pay you and
then esoort you out

Droate needs to dee, and he's even willing
to food the bill.

Imperial Posting

Dsintegration

Reward: 7,500 crediis

it is accepled that there is a need for mer-
cenaries in the galaxy As much as the
Emplre strives to maintain law and order,
there are still those who feel the govern-
ment does not do enough, One individual
has recently started a one-man war

aga inst crime on Coruscant. We pnl:lr e ricw
him by the name "viooz Nooxoo Uina,”
which transiates into *The Patriot”in
Baocce, The Empire was willing to turn a
pind eye to what at first seemed like mild
vigilante attacks against knowon soum. IR
has now spiraled aut of control

Mooao Lina attacked amnd kilbed thies
imnperial officers one standand week aga
These honest, hard-working individuals had
done nothing to provoke such an assault. &
squad of stormtroopers was subsequently
dispatehed into the lower kevels of Coruscant
to apprehend the target. Only two returned
altve and empty-handed. The target appar
enitly knows the depths of Coruscant very
will ta hunee sundeed In them at all

Mooxos Lina wears a unigee suit of
organic armos, constructed of biochemically
and genetically engineened plant fibers. The
origin of this sull is unknown. The suit has
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retractable claws and a thoriy surfsce
designed ko fend off physkcal attacks. In
addition to this unique apparatus, Nooxoo
Uia is considered armed and dangeroiss,
and should be approached with caution
According to reporis, Vooz Mogxoa Lina i
wEry |r1|;i:|||gr'ﬂl and dedicated to s cause
In truth, he has a very sick individual with a
warped view of the galaxy, He sees himiell
as a hero fighting evil, when in fact he's a
raging inferne, buming out of contrel

Subject AD668493X

imperial Posting

Disintegration

Reward: 50,000 credits

The Galactic Empire released the following
gtatement prior (o posting a bounty on
genetic test subject JD668453X, which
escaped from one of thelr top-secret labs:

STAR WARS Gamar 3B
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EDUHT'EE Tu DIE I:'DE “The purpose of the many bio labs cur

'!_'nl:l:" opeErated |'|:.l Imperial contractors is
o serve the greater pood. With the latest
Vooz Nooxon Una's Armor technology it is now postible to do things
Thile cult af aeem 1% crafted from gen 2 l1%: & ! witth genetics deemed impossible in the
refent past

‘I an effort 10 keep one slep abead af
the evil that plagues the universe, scientists
at key blo labs are constructing beings
whiohe purpose it o mid b pedial officers in
apprehending criminals. These creatures ane
totally subsersent to their masters and the
mast efficlent trackers currently employed
by Imperial Military branches

“Unfortunately, a lab accident at a top

lefemse  Mavimem Armor Speed secret Imstallation allowed one of these

[emi Bamgi [les ey hech Penalt {llim) [Bm) creatures to escape. The creature killed sev-
eral good men before stowing away aboard
a starship. It apparently skowed away in the
Cargo hadd of a 'H.l'IIFI that landed on Tatooine
eardier today This creature is considersd
watremely danperous

“The Ermipire is concerned for the '-.=|f|,-|:5- of
its. citizens and i exploring every svadable
aption to resobee this problem immediately™

Woar Mooxoa Lina: Malks Human Exp /56
35¢] 2; Init + 2 [Dex); Def 20 (+8 armaor, +2
D) Sppid B [armor); VAP 4306, Atk
4 rroelee (o, it 1g-20, bladed
gauntiet] of [2d64s, vibroblade), +6
ranged; 50 licit barter, better lucky than
good, DR 35V Fart +g, Ref 46, Wil 44:52
M PP 2; Rep 3; Str o8, Dex 15, Con 16, nt 16,
Wis 12, Cha 1. Challenge Code: B.
Equipenemt: Armioe, vibroblade,

Shillfs; Appraiie +5, Computer Use +g,
Craft [armar) +6, Demolitions +6, Dis-
able Dewice +7, Escape Artist +3,
Gather Information +4, Hide +6, ump
#d, Knowiedge (biolagy) +10, Knowl-
edge (Conuscant] +7, Knowledge
(genetics) 410, Listen +5, Move Silently
+8, Repalr +7, 5e3rch 49, Sense Mothe
+5, Speak Basic, Speak Huttese, Speak
Rodese, Speak Quarren, Spot +5. Sur-
wival 45, Treak Infury +5.

Fearts: Alertness, Armor Proficlency
[light, medium, heawy), Exotic
Weapon Proficeency (bladed gaunt-
let), Skill Emphasis (Knowledpe: blol-
oy, Knowiedpe: genetics), Track,
Weapan Croup Proficency {simple
weapons, blaster pistols, blaster rifles,
heavy weapons, vibro weapons).
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Subject D668 403X: Highly evolved Predator 475ct 2, Inlt +8 [Dex,

Imiproved Initiathve); Def o8 [+2 dass, +4 Dex, 42 natural]); Spd 1am;

VRIWP 43h13; Atk 46 meles (1d4+1, 2 daws), +4 melee (1d641, bite],

or +g ranged; 50 Multiattack, darkvision [2om), 42 species bonus

to smell-based Search checks, trallblazing, uncanny dodge [Dex to

Def); SV Fort +7, Ref +10, Wl 43; 52 M; FP 3. Rep o; Str 12, Dex 19,

Con 13 Ink 13, Wi 10, Cha 15. Challenge Code: B

Equipment: None,

Skilts: Climb +4, Intimidate +g, lump +5, Listen +6, Move Silently
+8, Read "Write Baskc, Search +3, Speak Baskc, Speak Binary, Spot
-+, Survival 42, Swim +3.

Feats; Mertness, Frightful Presence, Improved Inftiative, Track,
Weapon Group Praficiency (simple weapom, blaster pistols).

it's hard to believe the Empire has ever been totally honest. They
wiant the public to believe this target was some Lab animal that jus
happened to break free at an opparfune moment

tven if you believe that a creature just happened to scam per out
of a top secret, high security research laboratory, hew did it ke to
show away on & ship scheduled Do depart scant hours later? On top of
il that, this “bloodthirsty” creature sat patiently In a cargo hold while
b Ly meals wat helphess a few meters away, This kind of behassiod
belies a semtient inlelligence

Thie Emipdre conloed up something hete, lest contral of i, and wants
vau Lo cover It up for them, No problem.. that's what you re paid to do

;l":'l':'!:\. cal dakm s on file | needed Erep n mind that thii eantract

5 for disintegration |'\.|'\-|:|lI proal af destruction, howsever, Is mandatory.

Reerookachuck
Independent Posting
[Contracted by Sord Montok]

Live Capture Only

Reward: 65,000 credits

The Sord Mantok is a slave ship owned by the carporation of the
same name, its stock-in-trade is prirmarily Wookiees and Tran
doshans. Both are risky species to deal with and Montok wies their
ancient rivalny bo play LRE Two Species _'||!':.1I|'|‘\7||: each other, The
slaves are too busy fighting with one another to stage any revolts

Escape attempts by members of one species are usually breught to

Reerookachuk: Male Wookiee Soldeer &; Init +5 (Dex, Improved Ini-

thative); Dl 15 (#4 class, +1 Dex); Spd 10m; VPOWP 6477 Atk 4044

el [16+3, daws) or +7/42 ranged (348, erit 19-20, blaster rifle];

0 Wookiee rage, extraordinary recupperation, language restric-

thon; S Fort +8, Ref 43, Will +2;52 M; FP 2; Rep 2; Str 17, Dex 13, Con

17, Ik 12, Wis 30, Cha 12. Challenge Code. B

Fquipment: Blaster rifle, tool kit.

Shills: Astrogate +5, Climb 45, Computer Use +6, Craft [electronics]
o5, Intimidate 414, Knowledge (Kessel) + 8, Knawledge (street-
wise) +6, Pilot +8, Repair +5, Speak Bavic, Speak Shyrilwook.

Feats: Armor Proficiency (light, medium, heavy), Blind-Fight,
Cleave, Great Cleave, Improved Inifiative, $tarship Dperations
{starfighters), Power Attack, Weapon Group Proficiency (simple
weapans, blaster pistols, blaster rifles, heavy weapans, vibro
weapons).

FEEROOHACHUH
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BOLNTIEE TO DIE FOR

the guards’ attention by members of the
other species

Reerookachuk was picked up by the Sord
Mantok on Kessel. Barm on Kashyyylk, he was
taken away when he was barely old enough
to speak; its unlikely he has many memo
ries of his homewoeld, Most Wookiees have
a code of homnos that keeps them from using
claws in combat. Raised by humans in slave
milnes, Reerookachuk was never taught
hangs, He fights down and dirty, He under-
stamds Bassr, bull speaks a rudimentary form
of Shyritveook, This i the result of not intes-
acting with ancther Wooklee until the age
aof seventy. Though Fils wocal skills ane some-
what lacking, he often manages to get his
point across—the Wookiee way

Y2 wOLUME | NMUMBER &

He wart beowsg it on baard the Alantok Tor felo-
cation. Reerookachuk didn't bother planning
armything out; he just knew if he plowed
through encugh guards, e was bownd to et
out. Before the Mariok could reach its urmp
coordinagte, Beerookachuk started a riot that
beft twenty guasds dead, injuned mone than
thirty others, and created a distraction that
allpwed seventeen daees o escape to life
pods. Chver half of the reported injurnies wene
the tanget's own handivwore

The Sfard Montok wai near the Minod
Cluster when this occurrence happened,
and, despite a week Inng search, they have
been unable to find any trace of
Eeenpokachuck. Thirteen of the seventeen
other slaves have been recovered: ten wene
fatally injured reststing captune, The CEQ of
Sord Montok withes to recover the tangel
alive w0 he can be held acoountable for his
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crimes. 115 likely that the cosporateon is
rore concerned with its image than with
any semblance of justice.

Traggissk Reosss
Independent Pasting
[Contracted by Broont Cloone,

Winnard Clan Leader)

Live Caplure Only

Rewidard: 00,000 cfediti

The Winnard Clan Is a group of pirates who
operate out of a reglon of space close to the
Carporate Sector. They carve their living out
of the smaller ship traffic that plies the
Hydian Wiy, Uintil recently they have keft
Imperial supply ships alone, choosing civil-
ian targets instead. It's been remoned that

they have a deal with the Empire; the Win
nard Clan is free to plunder any ships with-
out an imperial regisirg

1r.138|1$k Reosss, a Winnard fI||_:;hI! l=adiee,
leamed through unknown channels of a
shipment from the Corparate Sector to the

Traggissk Reosss: Male Trandoshan Scl
350l B nit 45 (Dex, improved Initlative);
Def 19 {+7 class, +1 Dex, +1 natural) Spd
wam; VRWE 78 fgs Atk 412047 meles
{20643, vibroblade), or 44744 ranged
{38, crit vg-20, blaster rifle) or {3d6,
blaster plstol) or [3da, hobdout blaster];
50 Darkwiion (som), it barter, betber
fucky than good, 5 Fort +8, Ref +6, Wil
43; 5T M, FP 3; Rep 3; Str v, Dex 13, Con 1,
¥ 11, Wis 0, Cha 12 Challenge Code=C.
Equipment; Blaster plstol, blaster rifle,
holdowt blastes, vibroblade, explosive
charges, tool kit, trencheoat, gogghes,
miedki,

Skils: Astrogate +4, Compirber Lise +4,
Craft {ebectronics) +3, Demolitions +7,
Disable Device +3, Gather information
+6, Intimidate +5, Listen +3, Move
Silently +4, Knowledge (organied
crime) +5, Knowledge (Rebellion) +4,
Pilot +8, Repair +4, Search 44, Spot
+i, Treat Injury 25

Featy: Armor Profichency (Tight, medium,
heavy), Cautious, Dodge, Far Shot,
Improved Initiative, Mabillity, Point-
Blank Shot, Weapon Fous (vibrob-
lade}, Weapon Graup Proficiency
{simple weapans, blaster pistals,
Iaster rifles, heavy weapons, wibno
weapans).




Sharwn Bonduna; Male Tedlek Frg 7; Inik
+1{Dexl; Daf 1 [+6 class, +2 Dex); Spd
som; VPOWP s1iug; Atk +6 meles das,
punch],or +7 ranged {306, blaster pistol);
50 Low-light viston, adaptive learning
[BIuff, Sense Motive), barter, jury-rig +2,
survival +2; 5V Fort +8, Ref +6, Will +4; 52
M FP 4; Rep 5; Str 12, Dex 15, Con 14, Int 15,
Wiils 14, Chai 17, Challenge Code: B,
Equipment: Blaster pistol, spundcaster,
toal kit.

Skills: Buff 410, Craft (music) +9, Enter-
tain (soundcaster) +8, Entertain (sing)
+8, Gather information +7, Intimidate
+7, Knowledge (government] +g,
Knowledge (music) +8, Listen +8, Pilat
+4, Read/Write Basic, Read/Wiite Ryl,
Search -+, Sense Mot +10, 5peak
Baske, Speak Huttese, Speak Lekku,
Speak Ryl, spot +g, Survival «6,

Fewte: Alertness, Famie, Persuasive, Sharp:
Eyed, Weapon Group Proficiency (sim-
ple weapons, blaster pistols).

Core Worlds. Though it was registered to
private citizen in the Corporate Sector, the
frefghter actually belonged to the Empire
Whether Reotss wat sware ol this tact o
not is unknown, thowgh it is beliewved he
was tipped off about this particular ship
ment by someane who hoped 1T wowkd e
damaging to the Imperial war machine

The attack happened as Eeosss
planned. In retributbon, the Empire seized
the Clan's ships and destroyed thelr base
of operations. The Clan members who did
n't die fighting were arrested, Reosss was
miysterously missing, perhaps tipped off
by the same contact that ke was abaut 1o
BeCa FIbE WEry popular, it wasn™t until Clan
Leader Cloone was interregated that the
Empine leamed the Winnards wene
unaware of the rrr'-bl_lzlrl'i. frue awmnership

Thie Winnard Clan has since rebuilt, but
their skirmish with the Empine left them
short on resources. The Winnards have just
now collected the funds o post a bounty
on Reosss, wha has not been spotted since
shortly after the incident. It Is suspected
that he is now—and may have always
been—warking for the Bebellion

Traggissk Eeosss 15 a tall, stouf Tran-
doshan, According to his former com-
rades, he's got no -{'gnrrl for authority,
excepl his own

Skawn Bonduna
Imperial Posting
Disintegration
Reward: 30,000 credits
Skawn Bonduna was a rising teenage star
iri Rhve later years of the Old Republic, Even
though he often graced the holovid and
enfoyed a successful string of popular
recordings at a very young age, Skawn
mever Aeglected his studies In fact, he
could have been a successful attomey or
ROVEINOR, A5 Proven by his test results and
academie success, Unfortunately, the
glamour would turn this teen heartthrob
into & pompous, amagant irliired

Skavwn's band, at the time Palpatine
declared himsell Emperor, went by the
nams Sonic Free, They rebefled against the
lawss nestricting their performances and sen
saring their recordings. The official charge
claimed they manipulated beings through

thele words, ;1|.'ar|n|:g_|r|-'1cl|: ent cllizens af the
Ernpire in danger of sucoumbing to Rebel
propaganda

The members of Sonic Free—except for
their lead performer
years agpo. Most of the band members
died in a prison brawl before thelr armalgn-
ments wene scheduled. Skawen awobded
capture, and has been travelling across
the galaxy using assumed names and
earning a pittance performing in just

wone arrested ben

abraut every tweo-bit, out-of-the-way
casing, canting, and crulse Aner in the
Duter Rim

T weerks .1|:;-.'|_"E-l:.|wn was identified n a
chance encounter aboard a lusowey liner that
travelled a bittle too close to the Mid Rim for
Chkawn's tastes. He deided that he was
indeed Skawn Bonduna, but word leaked
out. This is an ald posting, but the Empine’s
cresdhs are still good.
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BOLINTIES TO DIE FOR Scranton Taon

independent Posting
{Contracted by Servid Mam)

Dead or Alive
@ Beward: 16,000 credits
CREDITS Hoithi Servid Morn and Plock Hartar are leaders of sephrife pirabe

factions operating all over the Outer Bem, Bodh have huge egod
ired comfidence in their nurmyber ore sEadtepiter aces. They have
niade a size wager—Bo,000 credits—on how quickly each
1 L i P @l thee vy around Ehi |"\l|.I--|'||':".:I

ctarted] &a f ry. Flook Hartas 15 sponsofing scranton Ioon, a

cormipetent Eodian startighier piiot '-\'.'_:."'.i.-ll'...|-_:||l-:|||.|'|||'

The reute for the race |5 as follows: it starts on Tynna, and

each pibod miutt obdain o dociing permet troem Bothavwual, Nal

Hutta. A [ pmari Abmanda, Ord Manie=ll Fandoar. and
Bespin. T b LTI T the first to land in Mot Eisle y Spaceport
e
z fAnparanthy Servid would rather pay o third of The sannings
E o guaranis fory than pay in full i he lotes, Plook 15 esther
= earlidenl Toan wall wim, or hecan T affond o up the ante (o
H Fla 1 Lot Harrid Morr
L I 1 1 Tia WY Lanabde
z ittempt 1 k there R0
n e an gl | il fa Ha#tar. I¥ i
h 120 i LI il
2 Wi
E THiS i%r di I T 5 | Enpws winie i
E fir | f | | i
u 5 . ] T il art bl i 1. I
u1 plune Ty @i, the ditficlt part will b & oping Firm thaat
wiary il liwery. These iFE PIEAEY OF DsORInEy N inters who
' t out vaping ¥ el
T FF k mast of | Calgh P §

) pirale. Fod @ mertenary he s pretty s back, withaut oom
nenm ng his arrog 1t Bl by i age . Hi Ii % an oye in a

herr e wwas eightesn Though he's had it cyber

mhmmhﬂﬁl]ﬁ{l ]ﬁn]];{n“;r[mllmd niElically replaced. Topn Wwears a decaratines eye-patoh which

Initiative); Def 20 (+7 Class, +3 Dex); Spd som; VROWE g2ha: Atk 46 doesn’t ebstruct his cybereye’s photoreceptors. B

melee (246, 42 vibroblade), of +7 ranged (348, erit 1g-20, blaster riflel;

50) [Wicit barter, betber lucky than good, barter; SV Fort 47, Ref +B, Will

#1; 5T M; FP 4; Remp 12 541 14, D 16, Com 13, Ink 14, Wis 10, Cha . Chal- Goonga Munt Goonga

Wml. Craft: AModified Incom Shock Hauler 33; Class: Starfighter;

Equipvment: Blaster rifle, power packs [3), vibroblade, fight sui. god- st: Mo Cobe: §ime= T .
gles, modified Incom Shack Hauler 33 [Goonge Munt Goonga).

Skilty: Appralse +5. Astrogate +5, Blufl +3. Climb 48, Computer Use
o5, Dizable Device +6, Gather Information 43, Hide +6, Knowledge
{organized crime) +8, Knowledge (spacer lore) +6, Knowledge
[streetwise) 45, Listen +8, Move Silently +7, Pllot «q, Profession
[merchant) +4, Repalr +6, Ride +7, 5earch +7, Speak Basic, Speak
Rodese, Spold 47, Survhval 43, Swirm +5.

Feats: Abertness, Armor Proficlency (gt} improved Initiative, Shill
Emphasis (Pilot), Starship Operations {starfighters), Track, Weapon
Group Proficiency (simple weapons, blaster pistols, blaster rifles,
heavy weapons, vibro weapons).
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THE RATTLE OF HI'JTH

| —

New Republic
Officer Cadet
Training
fTranscrint A 2%2d4 54
geaneral Blake
HI&TOrICAL BarCles

Bri&afing HotTh

Begln Holovid Briefing

i yar dn.plﬂ:,. s hiolowid frosm oo of
theE Alliamsdes msosl erucial battlesthe
Battle of Hoth. The importance af this
engagement Is often overooked. Aftes
all, the [r|'\.|'l|||_I Ve ¥ !.lgl'nin.'.ﬂﬁ 1
tary ewen though many fled to safety
It wias a losling arttle from the star
and many good sentients deed, Thes
lecture could easily been named Hoth
Cur Greatest Loss

I, owewer, believe the Batile of
Hoth was our finest hour, To this day
rmy chest swells with pride as | recall
the cheer that went up through the
Lot han BAT W hem wie kiew the flest
transport was sately away,

The Battle of Hoth showed the
Emperor that even in the face of terri
ble adds, the BEebellion stood in unity
and defiance. It was proved that na
military might, no matter how much
larger of better equipped, could break
the indomitable spirit of the Rebel-
[#5i3)]

".'ﬁ.d.:n_r Lome af :|||_'||.|'\.'-.|| assume the
rale of Alliance General Carliat
Eleekan: others. that of imperial Gen
#ral Masimibam Yeers. You will vie for
eonftial af Eeha Base. I'm godng to
shake you up, things will be exploding
around you, and you won't always
kmow exactly what's going on. When
the dust settles, you'll have a much
greater understanding af the Alllance
victory ot the Battle of Hoth

Mew repart to your stations; the
simulation will begin sharily,

End Brigarfing

HE vOLUE | NUMBER &

AN EXCLUSIVE
REBELLION ERA GAME

MILLER
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“BATTLE OF HOTH" IS A GAME FOR 2 PLAYERS. ONE PLAYER
COMMANDS THE REBELLIONS' ECHO BASE GARRISON, THE
OTHER THE IMPERIAL BLiZZARD AssauLT FORCE.

To [ll;r.l woid | meed ab laast 7 shx-sided dste ers or Echo Base |I-!!-.'IF|I.'r‘. T |ll!':.' have little

on pages 53 a i 4 are counters, 1||.|_-|_'\:|l|l|||;.' bt hawe the .1|:"|If."' o restong

which yau can lami their strength
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GETTING STARTED
“Battle of Hoth™ has three different mis-
piand. Start with Mission i:"There’s a gr_h:n_'l

bek the Empire knows we'ne here,” and fight

WOUF Way IhrnuE:h o Mission 3: " Prepare for

goround assault.”

Each mission detadils how mamy af each
type of unit each player uses. A mission alie
specifies which player places units first and
where they can be placed. When placing a
unit in a hex, make sure the unit faces one
af the hex's six sides. More than one unit
cannot start the game in the same hex
Once both sides have placed their units,

it's time to playl

PLAYING THE GAME

Luring each mission, players take tumns
maring and fighting with thelr units. Each
player’s turn has two phases that follow a
sequence of steps. You must complete all
the steps in order before maving on to the
ficict one, The tum sequence s as follows:

Commann PHASE

1. March. Each unik weith the MARCH .1|:-|I|r:|-
May Move one hex forward, March ing
unifs are not required fo move

. Command Eoll. Ball two dice: the hlj_:hi".l:

roll is hiow rn.mg,-'mmm.'rm_! paints you
Erl: this Ewrn, If you rodl |!|:lu|.'||-:"._|.1nl:g.' one
die counts, but you akio gain the benefit

of an event ($ee the Bvent Table)

Anatomy of a Unit Countar

( Naxt: Packing Snowballs with lce \@
E

ssue Commands. Spend command
PoIntS bD MeDVE WO4r Lnits |see Maove misnt
below) If':.'::nu have a d.‘imagq:::l m[;|n1r§|-
can spend 1 command point to
ck toits

unit, y
e its RALLY n{'.-llli':.l_ fl-|'||'||r1;g it
||r||1.|r||.1grr.| side. H you Fave any rein
forcement unit £, you can spend 1.com
mand paint to put one in play in your

deployment 2one.

SFEELE & unit can mohe
forward up to this nam
ber of hexes Tor cach =

Comirmangl Pl o

Sk Ao v /,,x

ARMOE: If 3 unit is hit
rall 2 die: If the die
regilt i mode than the
wnit's armor, its dam

aged, Flig it over

FIREPOWER: Rad| thi
many dice Wihen a unit

FNooTs

LUKE'S SNOWSPEEDER

ABILITIES: A unit's specia
abilities are Listed hene
W= a3 o reminder, See Abil

fies bealow
FACIMNG: Thit arrovs Lalls

wou which hex side
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THE BATTLE OF HOTH

Evant Table

el

1\ "Great shotl" Destroy an enemy unit within 3 hexes of one
of your units, even if that unit is undamaged.

2 Cunning plan. You have 7 command points this turn
instead of 2.

3 Charge! Your wounded infantry RALLY. Your infantry can
MARCH agaln this tur.

4  Take the initiative. Skip Step 5: Return Firel this turn.

5 Reinforcements. Place up to 2 Infantry units on your edge
of the map. If you have no more infantry units, no effect.

& “.Steady..” All your units get & bonus (+) to shooting
this turn.

B vOLuME i

SHOOTING PHASE

4. Firel Each of your urets can
shoot at a unit up to three
hexes away.

&. Beturn Firel Opponent’s units
shoot. Your opponent’s T-47
Snowspreders can use their
HARPOOM ability, and his or
her Probe Drosds can SEL
DESTRUCT

Players alternate taking turns

wnitil one side is victoriouws.

EVENTS

if you roll doubles when making
FOUF COTIma nd rodl, Yo g the
benefit of an event In addition

to command paints. For

instance, if Yo rall fwo 15, you
have 1command point and
choose one enemy unit to be
destroyed ["Creal chot!™)

MoOVEMENT

Far 1 command point you can
mowve 2 unit foreand a numiber
of hexes up to its SPEED [the
number in the lower right-hand
corner of its counter) and turn it
to face any side of its new hex
Units with a SPEED of o can turn
by spending 1 command point,
and a unit can move o hexes if
you wish, The same unit can
move any number of times in
one turn

A Sample Command Phase

Matt has 3 Snowtroopers and 1 AT-5T. (1] Matt's Snowtroopers
MARCH, moving forward 1 hex. Matt's command roll is 2 2 and a
5. He gets 5 command points, (2} The AT-5T has a SPEED of 2; he
spends 1 command point to move the AT-5T 2 hexes and
chooses which hex side he wants it to face. (3) t's not quite
where he wants it, so he spends another command point 1o
mave It another 2 hexes, (4) He spends his remaining 3 com-
mand points to move each Snowtrooper 1 hex, and chooses

which hex side each faces,




SrALEING

In o cases, more than one

unit can E‘{EUP}"IF{" S iy

Linits camnal, howeved, thaol 5t

ather il in the same hex,

Al Kir units can mowe into a
hex eccupled by any number
ol olher units.

Infantry: Infantry units can
mive into a hex occupled by
alr units

Vehicle: Vehicke units canmnot
move into a hex eccupied by
ather vehicle wnits

If a wehicle moves into a hex
ofcupied h:,' an |nf;|r1l;r:|r|.|r1|1_ the
infantry unit & overrun; the
infantry unit moves back 1 hex
and is damaged. (If the unit is
already damaged, it is not
destrayed. ) If the unit cannot
miave into that hex, the player
who controls that unit moves it
e in any direction. i an over-
rien unit cannat mave info any
hexes, it s destroyed

Shooting
During 5tep 4: Firel and Step s
Return Firel units may shoot at
enermy unils up to 3 hexes
aweay A unit may only shoot at
another unit that's in its fire
arc (see diagram). A unit's
FIREFOWER is the number of
dice you roll when shooting
Each roll of 4.5, or 6 s a hit
Roll another die for each hit.
Each die result that is greater
than the target’s ARMOR dam
ages the unit, The first time a
unlt is damaged, Mip it over; its
countber will remind you that it
is darnﬂﬂ{'d Ifa -.'Iamng['d unit
s damaged again, it Is
destroyed: remove it from
playing surface. & unit that is
damaged twice In a single
attack is destroyed,

BOMUSES AND PENSLTIES

Several circmitandes in “Battle
of Hoth™ can give a unit a banus
{#) or a penalty (=). If a unit has
one bonws (+], rersd] all of that
unit's msded thols once. I &

g:]::

E M) - i

Dtk 1
g::

By
L Matt's AT-5T shoots, but suf-
"'i""_:"' "C:"_'“ fers o penalty (=), 5o it must
; i reroll bath hits. One of the

new rolls 5 a kit 5o Matt roldls

LT

e ane die for damage.

A Sample Shooting Phase

Matt's Imperial units are now in range to fire at some of
Jasen's Alllamce unkts. (1) Makt's AT-5T (FIREPOWER 2) rells two
dice when shooting, and gets a 4 and a 6. Because the target
is 3 hexes away, the AT-5T suffers a penalty for this shot; Matt
st plek wp all the dice that hit and redl them again. Both 4
and 6 are & hit; (2) relllng them again results in s 2 and . This
time urllr ane die hiti. Matt rolls one die For d-'lﬂ"lisl'. Hasons
Golan Laser Batiery has an ARMOR of 3. (3) Matt rolls a &; the
Alllance unit is damaged, and ks flipped over.
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Unit Abdlities

and Penalties
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B L THE 315 & Tpet .
penalty (=) you must rercll al of that * unlt ks 8 HERD
wnit's hit shots once. Two penalties Hii
[= =] require you to renoll all that !

unit’s hit shots bwice.
There's mo limit to the number of

bonuses or penalties a unit can have ABILITIES HEANY

If a unit has a penalty and abonuson  Some units have one or more abili fer

the sam shot, each cancels the ties, Some gain or boss abilithes HERC

othser. For examgle, a unit has twoe when damaged, so take nole of amy sl

bonuses {+ +] and one penalty (=) the  changes to a unit If it becomes LUMBE
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Hizzions

Massion 1:"IT™s A GOOD BET

THE EMFIRE KMOWS WT'BD MERE.

Ini mIng tranmissesn from Ciener al Blake
Thie misening of the battle, Capgtain Solo

enccuntered an Impevial probse droid. i the

initial encownter, the droid ammed Solo's

fransmission and tried to eliminate him and

his oo n o concedd its presendoe
Shats were fired, and thaugh the probe
drcid sal-destriscted it falled to take out

Coba, Will you be $o lstky !

Allkamce: Ham's Tauntaun

4 Taurkaun Seouts
|rl|p|_lli?|| & Prabe Dirolds

Setup: The Alliamsce player places units Tirst
weithin 3 bewes of the Alliance m ip edge The
irmpetial player then places units amywhere
on the map There must be at least 3 hexes
bebween each Probe Drodd, and b hexes

bebween Imperial and Alliance unils

Objectives: The Alliance player must mave
at least 3 units off of the Impenal side of
the map. The Imperial player must destnoy

it leadt 3 AlNance units

Mission 2:"Oue FiELT CATCH OF THE DAY."
meoming transmission fraom General Blake
Captain Sola's waming came [ust in time
Loon after, several lmpenal Star Destrovers

wede detected coming out of |",.'|.'1 FR{RBOE IR

the Hakk system. The L"II'l{:'r"lhll'!:l NS

Mission |

Mission 2

i e P
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THE BATTLE OF HOTH JUEECLE

radsed to protect Echo Base from orbital
bBombardment, but a surface attack was
Inewitable, The Emplire deployed an
advanced scout unit in hopes of catching us
aff guand. We sent a detachment to slow
them down on the open ke plains, in hopes
of mFtn:mng thie main attack and by Hmee
for the transports.

Alllance: @ Snrenpeeder
1 Tauntaun Soouts
4 Bcho Base Teoopsers

Imparial: 1 AT-AT
3 AT-S5T
4 Snowtroopers

SetupsWhichever side fadled Mission 1
places units first and takes the first tum
Both sides may only place units within 3
hexes of thelr side of the map,

Objectives=The mission ends when there
are ng bmperial units left on the map. The
Imperial player must move as many of his
o her units off of the Alliance side of the
map as possible

Spechalks If the Alllance lost Mission 1, then
ey willl nod be wamed of the attack. In this
cage, only the 2 Tauntawen Scouts are
deployed at the beginning of the mission.
During each of the Alliance player's com
mand phases, he or she may spend 1 oom

B2 woLuMme

mand point per unit 1o place thosie remaln-
ing undeplayed from Setup in the Alliance
deployment zone

MissIoN 3:"PREPARE FOR GEOUND ASSAULT.
Incoming transmission from General Blake
“It was only a matier of time before an all-
ot assault reached Echo Base only a mat
e af thme 1 all came dosn to buying
enaugh time to evacuate the base. If the
Main Power Generators wene destroyed
beefpre the evaouation was complete, orbital
bombardment would haes been inevitable
Faced with such owerwhelming odds, retreat
wias our only option.”

Alkance: & Echo Base Troopers
1 Liske's Snawwspeeder

‘ .
I

4 T-47 Snowspeeder
2 Golan Laser Battery
1 Main Poweer Generatos

Imperial: Al units not destroyed in Mission 2
1 General Veer™s AT-AT
1 AT-AT
3 AT-5T
i Snowtroopers
3 Frobe Dingld

Setup: The alliance player places units first,
within 3 hewoes of the Alliance side of the
map. The Makn Poweer Generators must be
placed In the center ol the Allanoe's side
The imperial player places units on the edge
of the imperial side of the map, and takes
the first turm.

Objectives: The Imperial player wins if the
Main Posweer Generators are di:-ﬂiﬂ:rn:l'_' If thie
Madn Power Generators have nol been
destroyed by the end of the Alliance player's
15th furm, the Bebel player

1. That s

Mic, to pass these lesso

1 MAAY the Poarce B wirth 500




ECHO BASE TROOPER  TALM-TALIN SCEUT

Command Phase
1. MARCH

2. CoMMAND BoLlL

1. Istue COMMANDS

Bonuses and
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THE RATTLE OF HOTH

SROWTROOPER

EMPIRE REFERENCE CARD

SROWTROOPER

TRUR-TALN SCOUT

ECHD BASE TRODPER

Unit SPEED ARMOR FIREPOWER Limit SPEED ARMOR FIREPOWER
| Ftkrafia '_..I.'_-j_l,.l_.||:|;|:| [Franimhnn MEAMASEDR)
ALLIANCE ALLIANCE
Echo Base Echo Base
t 'Iru:u;lpcr o 352 o tl In;u;lpfr . 1o /2 e 1.!'|:|
‘ Tauntaun o FTF ] 1o ‘ Tauntaun o 22 110
= Snowspeeder 302 ah ah = Snowspecder 303 2N th
l Laser Battery o/fo 32 zh l Laser Battery o/o 32 ih
aaAL Generators  ofo 32 ala MMMl Generators  ofo 3f2 oo
EMPFIRE EMPIRE
‘ ':'mnw‘lrunpl:r 1a 343 1ia 1 Snowlrooper o 213 o
:F: Probe Drold 2 1) | 1o -!' Probe Diroid 2 2 1]
,h AT-5T 2 32 2 ,’] AT-5T 2 343 N
'm AT-AT ofo 4.3 3/2 "'m AT-AT ofo 473 33
BY  woLuME L NUMBER




BY STEPHEN SCHUBERT

[LLUSTRATED BY JOEFE CORRONEY » DIAGRAMS BY COREY D, MACOUREK

CHALLENGES CAN BE OVERCOME BY DIPLOMALCY, BRIBERY,
BOLD-FACED LIES, AND OTHER NOMN-AGGRESSIVE MEANS.
SOMETIMES, HOWEVER, COMBAT 15 UNAVOIDABLE.

Ard So IF Baging
When battle Is imminent, it is best to be
prepared. Every bonus can mean the differ
ence bebween life and death, If theres time
before the battle b s, the herees should
ready their weapons and get info position
Force-wiers and nobdes can use this time 1o
enhance the abilties of thelr comrades
Foroe Mind can be wsed to increase Dexter-
ity, giving all the Forte-users comrades a +1
to ranged attacks and Defense, or Constitu
tion for some extra -.nr.ﬂm,- Mobles can
spend up to thirty rounds [three Frinubes)
saying a few words to inspire confidende,
granting a further bonuws to the other
heroes’ attacks, skill checks, and Will saves

Vinta, Rodion scoundre, ducks quickly

into the small affice on the edge of the
warrehouse, fodming Bis thiee compan

BB  VIUUME | NUMBER &

HE STAR WARS ROLEPLAYING GAME OFFERS LIMITLESS
POTENTIAL FOR ROLEPLAYING OPPORTUNITIES. MANY

iong, "Theyre comiig, * he reporls,
“fwelve battle drolds and some
Hizmans. They're on the other tide of
the warehouse, maybe thirty meten
from heve. They're Blocking the only
way aull”

“Be calm, " odwises Mynnic, Hisman
Jedi consular, "It appears that our only
recourse (3 B fight our way out, We've
planned for this contingencg

Werkinik, Tmndoshan saldver,
ragerly swings his repeating biaster riffe
vt pasitton and gring widely,

Pai-Han-Das, Cerean noble, denvs his
own Baster pishol, offering with o
smivk, “These odds, they ore not the
waorl we have foced, po?”

Mynnic is already reaching out
throwgh the Farce,

In the example above, Mynnic uses Foroe
Mind to enhance the Dexterity of his
allies, which increases thelr Dex bonus by
+1, 0 tum improsing thelr ranged atiacks
and Defense. Pal-Han-Das tells 5 tale af
past batthes, inspiring confidence in his
three companlons for a +2 competEnce
banis fo theé otherd attack, akill, and Wil
sawe bonuses. The total effect I +3 1o
ranged attacks, +2 to Will saves and skill

checks, and +1 Lo Detlenie

Hlaml Him!

when engaged in a firefight the heroes can
work together to maximize effectiveness
Though there's nothing wrong with each
hero picking a target and firing. a little

teamwork can be Tar mone effectinee

Heroes that are poorer shots can maxi
mize thelr offense by assisting better shots
Combined Tire adds +1 per hedg assisting to
the attack rodls of the sided hero. This bonus
applies to all of that hero’s attacks, 5o
heroes with one average R ugu_'d attack can
b e effective when assisting anather
herawith a higher attack bonuws, longer
Fange ST Lg] damage, and multiple attacks



It's also best to take cover whenever pos-
sible, especially in ranged combab. Hiding
behind a parked vehicle or angund & corner
can add up to 2 +7 cover bonus to Defense,
Fighting defensively adds an additional +2
dodge bonus to Defense at the expense of
=4 penalty to attack. The best times to
fight defensiviely are: when there is already
a good chance of hitting; when a natural 2o
Is needed to hit anyway: of whien no attack
roll is requined.

Mynnic and Pal-Han-Das fight defensively
and combline their fire with the autofiring
Wertsnik. The synergy bonus of combined
fire stacks with the competence and Farce
bonuses already in effect. Wertsnik, with
his autofire weapon, can take two addi-
thonal shots at a total of #1 to his nermal
ranged attack bonuses. The combination
of a 42 synergy bonus (combined fire), a
+3 competence bonus [inspire confi-
denca), and a +1 Force bonus (Foroe Mind)
miore than counteract the =4 autho-

fire penalty.

Cloaon [Quoarboars

e the distance of battle has closed to
16 meters, the herses have more options.
A few benefits include sneak attack dam-
age, +1 attack and damage bonus with
Paint Blank Shot, and many Force skills
unusable at [anger ranges. it i alioa
good distance fram witiich to throw
grenades (4 meter range increment], and

for blaster pistols it's the maximum ramge
for the stun setting (o meter range incre-
ment). Attack actions such as charge and
bantha rush are also limited by how far a
hero can mave.

Grenades are wseful at 8 to 12 meters
for stopping closely grouped opponents
without damaging the grenadier. Force
Push and Mowe Object can also disrupt
multiple enemies for one of more rounds.

Incapacitaling an enemy i risky to
attermph, but when successful is a real
time-saver, All but the most basic adver-
sarbes can absorb a few blaster shobs, but
a single shot set to stun can eliminate an
enemy Ehat fails his Fortitude save.

Weaker heroes should position them-
selves behind stronger ones, farcing the
enemy to shoat past or move around the
hera in front, Dpponents without Mability
ar a sufficlent Tumble skill banus will not
be able to skip over a group’s front rank in
carridors or other tight spaces

Heroes can use Move Silently and Hide
to avoid being spotted until they are ready
to join the fray. When attacking unde-
tected they receive a +2 bonus for attack-
ing from concealment, A hero with sneak
attack deals more damage with a sucoess-
ful ranged attack within 10 meters when-
ever her opponent is dended its Dexterity
bonus to Defense.

Mynnic's Force Mastery feat allows him to
use Force Push, normally & full-rownd
action, as a free action to knock dawn
three battle drokds. He then, as a full-
round action, uses Move Object to grab
three items of less than skg: the baster
rifics of the three standing battle droids
Normally this would be a DC 14 task, but
because the weapons are being hebd, the
droids make a Strength check to oppose
Mynnic's Move Object check.

Winto's Hide skill check exoeeds the bat-
the drodds’ 5pot reault, allowing him to
attack from concealment, This grants him
a +2 banus to hit and denies the droid its
Dexterity bonus to Defense. This, in furn,
enalles Vinto to deal sneak attack dam-
age, guaranteeing a killing blow with &
successhul attack, He then uses Tumble to
meve in between the remaining diobds
(D€ 1), gaining a cover bonus from other
ranged attacks and incurring a -4 penalty
to be hit while in melee combat. The three
battle droids adjacent to Vinto can anly
take a 2-meter step, preventing them from
closing with Pal-Han-Das and Werlsnik
this reund, Though this opens Yinte up to
flanking melee attacks by the battle
droids, the patential damage is a fraction
of what blaster rifles deal,

Hand-to-Hand

Relative position becomes vital as the dis-
tanee of the conflict i reduced. As part of
a group begins to engage in melee, some
members may still be making ranged
attacks. To avaid penalties for firing into
mielee, henoes can delay their action;
either waiting for others to fire before
closing in, or for a hero engaged in melee
ta move out before firing. Of course,
heroes with Precise Shot have no penal-
ties for firing into melee as long as their
allies aren't providing cover.

Fixed gun emplacements, such as bri-
pod-mounted heavy repeating blasters
and E-web blaster cannons, can be
extremely deadly due to their sheer power
and range. Like any ranged weapon, they

GTAR WaARS Gawen BT




cannod be fired while
the operator |5 threatened

Take advantage of this by moving
adjacent to foes that are uning more
powerful ranged weapons, Few melee
attacks can match the destructive power
of most ranged weapons.

Multiple heroes in melee can position
themselves in @ way that traps opponents,
preventing a x-meter ad|ustment that
wiould albow them fo fire. Heroes can posi
tion themselves on opposite sides of a
tough opponent, granting the +z flanking
tanus, af light back-1o-back 1o reduce
flanking opportunities for multiple ene
mies. Approaching an opponent from the
side eliminates the chance of one hero
blocking another hero's line of sight for
r.'mgrrl attacks

Cher maneuvers can force foes out of
the combat for 8 round or two. A disasmed
enermy must we a move action to pick up
her weapaon or drasw another, & gra pplu:d
IZIPP{lﬂtI'It s unable to attack amyone aiit-
tide the grapple. A tripped enemy miest
e a move action to stand, othereise he
suiffers a =4 to melee attack rolls and
meles pttacks are 5t +4 to kit kim while

e i donwen,

Mynnic kooks up just i lime to see one
of the Huntans has just finished setting
up @ tripod-moumied heavy repeating
Elaster and is now drowing a bead on
the Trandoshan. Mynanic igmites his

58 VOLUME L NUMBER &

lightsaber and
charges the gunner,
landing a devastating
blow and preventing him from
taking a shot.

Vinta [Tips, dodipes, amd rolls from
between the battle droids around him.
Watching the two robed figures eager
to foin the fray, Vinto scores a lucky shot
wounding one of the Dark fedi.

e Vinto's out of the way, Wert-
sk takes owt the fast af the batble
drolds with o stuttering burst of aut-
ofire. Releasing his grip on the rifle, it
drops to his side still slung ocross the
Trandoshan's massive chest.

“Only live ones left,” Wertsnik snarls,
qurickly deaws s heavy blaster, and
mﬂhmmmmm
mm,u&aﬁmmmm

The rabed fiqures ignite their
Hghtsabers emnd hustie to close in

an Mynnic.

Mynnic charges the Human with the
heavy repeating blastes, preventing him
Travm firing the massive weapon while the

consular threatens him. The Dark led|
mast double move to engage Mynnic, bul
cannot charge because the path between
them is not a straight line.

Wertsnik and Pal-Han:-Das delay their
actions until the Rodian scoundre| is no
longer engaged in melee combat with the
rermaining battie drodds. Vinte Tumbies
from behind the battle drodds and fires at
one of the Dark ledi, rolling a natural 20
The scaundrel’s player decldes to use o
Farce point before rolling to canfirm If Lhis
I a critical hit, The bonuws from the Force
die Increases Vinto's chance of scoring a
eritical hit, wehich he does,

Once Vinto is out of the way, Wertsnik
[still added by the noble] is able bo farget
the droids withowt risk of hitting his
Radian companion, Additionally, Pal-Han
Das halds twe free actions—a z-meter
adjustrent and switching his blaster to
stur—until all the drodds are defeated.




The Playara

Wertsnik blasts the three
wnarmed battle droids, then per-
farms a series of free actions: he
drops his light repeating blaster
rifle {which ks 1|||IIF|-€'!-'-'\{'P hits shaoul-
der for quick weapen swapping);
he uses Quick Drana to draw s
heavy blaster: he sets it to stun
and he speaks. The Cerean and
Trandoshan 2-meber bdjust
towards the exit.

Wieslerm eyl

When battbe erupts, the best way to
sty alive is to fight smart. A [”tle
luchk {or the Force, depending on
wiha you 2ek) doesn | hurt. Knowing
the strengths and weaknesiss of
vour hero, and those of the other

I P25 b your group, go a ||:||'|E Wy
to making & successful team

Damw lios BarTie Deoins
lugs CORFULAR L b ] SO RDETL

Al that remaing are the fwo
Dark Jeai, Mynnlc, weary firom
defending himself, tries to fump
back, eway from the davk-robed
Jipures, Mok faily fo meneu-
wier past them, and readies his
lightsaber for the inevifoble
fTarry of Blows, The darksiders
gein, amxious to cut down the
tropped Jedi.

Before the Dark fedi con
evient ratee bhelr Ughtsabers eoch
Salls b the growmd, stummed by
several shots from Wertsnik and
Pal-Han-Das.

“Mice mowve, " remmarks Vinto,
a5 he dispatches bhve heavy
wedpon's operator with o
blaster baolt,

Mynnic scowls as he deadti-
vates his lightsaber, “Let’s go.”

il aoor
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LA L
M:,lnm-r attempts to Tumble sway from
the two Dark Jedi, giving the other haroes
a chance to fire at them before becoming
embrolled in a lightsaber duel. His Tumble
chieck fails, I'nn,'lng him to stop moving
wihilke st adjacent to one of the Dark
ledi. Additionally, he's decided to wse the
total defense option this round, making it
impossible for him to attack,

Fal-Han-Dias continues to ald Wertsnik,
this time g_hlinajhz Trandoshan o betlef
chamce of h|1t|ng both Dark Jedl with stun
blasts fram his more-powerful heavy
blaster without risking a hit an Mynnk

Onee M:.'nnir rmores away from the
Hurman eperating the blaster cannon, it
can be fired again. Vinto takes a shot at
the operater to prevent hirm fram firing
his devastating weapon.

Cloveses RHolesn aond Toclioca
In the Star Wars Ii'ﬂ-u';'p.lu-pmg Gome, enth
hers class has strengths and weaknesies,
depending on the situation at hand. Sol-
diers and Jedi guardians are best suited
for battle, but the other six clasies are on
edual foating when it comes to combat
Players shouldn't feel restricted to playing
thelr heroes by class stereotype; there ane
areas where heroes of each class excel

B0 YOLUME | HUMBER &

FRINGER
The fringer i & very versatile
hero, The {rlngr.-r". banus starting

fieat can be used to expand his wespon
selection, or enhance his Defense, Adap
tive learning allows him to learmn skilks
such as Tumble, Mowe Silently, or Pilot

Nosue

The special ability inspire confidence is the
noble's greatest strength, i1 best used
before combat, adding a bonus (o all attack
malls and skill checks. Though the noble
shoots as well as amy non-soldier, his lower
witality die {3d6]) should be enough to
encourage him o stay out of harm's way

SCOUNDREEL

The seoundrel excels at moving anpund
the battiefield, using Tumble to get into
position to sneak attack opponents. The
high number of skill peints at each bavel
enables the scoundrel to diversify, taking
ranks In skills effective in personnel com-
hat, while also fot using on Pilat, Demali
tiod o other skills. Scoundrets also

-+ WL 3
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benefit fram the highest base Defense
baonus, along with Jedi guardians,

Scout

Thie scout is just as at home in the stars as
on the ground, She can get a head start on
space combal by selecting Starship Opera-
tioms for her bonws 18 level Teat, which |s
generally the most useful chooss, She
starts with a greater range of weapons to
wiork with, as she i preficient with the
heavier blaster rifles, She can also gain
ranks of Mowve Silently and Hide easily,
allowing her to strike from concealment
And wiiith skill mastery every five levels, she
can ke very good at the skills she selects.

SOLDIIR

Thie soldier fights. Bonus feats for the sol-
digr allow him to either focus on one or
two weapons, or learn 3 broad range of




fighting styles. His low Defense
bBEnus encouTages him o wear
protective gear until about woth
Iyl

FORCE ADEPT

Armed with a blaster, the Force
adept is just as sccurate as the
other classes. Combing that with
the Force and she becomes very
dangerous. Force skills, when
wsed |1|-n-|5-|'r|:,l, can burh the tide

of battle. She should be caubbows,

% using the Force drains witality
making a firefight a bit mone
dangerous to the Force-user,

lipl CoMsuLAR

The consular can be a formidable
warrior, wielding a lightsaber—
an unequaled melee weapon as
thie ledis power inoreases. But
thie Foroe skills and Teats avail-

[ Hg-o ) TER J g1 ]

able can great Iy enhanoe the con-
sular and his comrades in combat
on the ground or In space, Like
the adept, the consular should be
cautious thatl he does mol &x pﬂﬂd
all his energy. At higher levels, he
can uie the Heal Self skill with
greater confidence thanks to his
meali ng sped il ability

Jiii GUARDIAN

Another excellent fighting class,
the ledl gua rdian’s already-fanmi-
dable combat abilities are
enhanced by Force skills. A ledi
gua rdian can gain skills and feats
such as Battlemind or Throw
Li[.:h1 saber, or can focus on com
plementary ones such as Tumble
and Lig htsaber Defense, The
lightsaber, again, is the best
weapon available when in the
hands of the ledi. §

EXIT DODOR
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MODEL
CITIZEN

The Death Star

BY M.G. WALLS _ﬁ!"‘-i-'f
PHOTOGRAPHY BY NANBITF cunogl

vable environments and makes the

madel satier to finish In the case of the
Death Star very fe

TRl 4

i s parts
to break off in the middle ol a gaming ses

shon. Simplifying allows you to eliminate

models fit tog

length and width is in 1° increments

Docking Bay Control Room
the |:||:!|:r|!'|F bay control room

with the main condole, In the mi

a right angle desktop, one side 37
long and the ather 4, simplities this design
The plastic casing of an o E
machine provides the perfect consobe with
lpts of interesting detall, including a rein
farcing b that's ideal for the countertop. &
1iq"-wide strip of plastic added to the back
wall delineates where the broad red stripe
will be painted later. Plastic window frames
cuit from model raileoad kits and EFUI’.‘d to
the walls represent computer screens. A
model railroad fuel pump, cut down and

B2 W imie | HUsIE e G



Keep it Simple, Stormtrooper r‘j
/)

elued to the top of what looks like a consobe, with an exhaust fan from a /35 ing toal, such as an X-acto knife. Tempered

pedestal, simulates a swiveling computer srale armaor kit added to the boktom Masonite ks the dark brown material that

manibor Cases of minkature soda bottles and The docking bay control room, not includ-  clipboards are made from. it's less fibrous
madel tank treads work perfectly as eansole Ing thie main consale, measures g "wiim, The than cheaper hard boards, m ||=III:.: T amn
controls. Intriguing pleces from various mill consoles ane mounted on a pece of tem ideal substance for sharp and clean model
tary scienoe ".; tion. and railroad model kits pered Masonite, with the grid etched into raking. The walls are cut fram 116 - and
analsed ta the main console provide a credi the material using a ruber and a sharp scrib /B -thick board, all cut to a standarg 2

ble fimals ing touch

Cluing the lower hahoes ”TK-qZI' WHY ElrlEn't

ol twia WTE-scale

Hamxmag half-tra k bod ?nu Et ?uur‘ pubt.?'.?rr

|e=s back-to-back creates

the [slamd -shaped

DOCKING BAY CONTROL ROOM

workstation near the

doonaray. | he enting

WiNDOwWs

|
CoNTROL PANELS .

FuEL PLsMP

ssembly is cut so that

t will stamd on thee

floos. Triangular panels
inicl @ e |:,:|_|I'|.I| o, -

reated Trom plasieg

irdl. hatdke ”"""':!:h.' y
SeeEnings. [he fi nishing =
towches to the worksta
tion are the same as

those used on the main




{123
_u'..
"‘1 -:__#

“| can't see
a thing in

height, The main entry wall
is twir 378" wall sections
sandwiched arcumnd o
3716 pMECES, Making a 2
wide channel for a doos to
sliche in and out of, The main
10/2 X112 door opening Is
out out, and a patterned doar
fits into the wall chamne
made from plastic card. The closet enbry |s made from a much
thirmer plastic wall, with corrugated sheeting for the door
Oblong p inels are a comman feature of Death Star architectune
in unused gutter guard with ablong openings was quickly
drafted Into sendce to provide this interesting architectural fea
ture. & smeall plece of plastic card serves ta Fide the hollow area
behind gutter guard sections, The blaster rack is actually pieces
il 1-'I:|'-\. SCalE machine gumns and hits. The final details are added

to the walls using plastic model parts and sproe

Lift Tube Bank
Incorporating a radius walkway into the litt bube bank would
have been faithful to the movie, but alde would have sdded
unnecessary complication 1o the process ind hampered the
flexible use of the model, The length of the lift tube bank was
lmited ton”, a size designed to fit comveniently into a stan
dard 12” box, Two flooring sections were cull from tempered
Masonite; one 2" = 1" and one 37 X 117, and scored with a1 %1
grid pattern, as with the docking bay control rogm

The walls are 2 344" tall for ease of game play, even though a
height of 5™ or 6° would be more imposing and representative
of the "feel” of Episode IV. Each lift tube is one half of a 31/2
diameter cardboard tubing cut to the same helght as the wall
& centrally-located 1 56" x 1 5M6° door is carefully cut 1/4
above the floor in each tl,ll:-l-_'-.l-.--rlrI the cutautls 1o later be

usied as doors. A section of index card with two slots cut init is

this helmet!”
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"“This is some rascus.”

attached to each door, trimmed and glued
ta the lift tube opening. Thin 1/ wide
card stock was fastened to the lower tube
perimeter and door openings. A 1/2 wide
Band was also cut from index Cands and
glued arcund the perimeter of each tubs
iust above the door opening elevation, A
econd 1727 wide band was cul foreach litt
tulse and five holes were made us ng a
standand hole punc h. The strips wene :\.:llll:'ll
to the previously attached band with tha
hobes pentened over the door openings. The
wralle g iFE Tubses weene j!|l_|l!'|| o the 2
11" Mlaar cection and roofs were made Lo

cover the top of the tubes

HoLming
CHLL

LormiDoR

DETENTION BLOCK B LIFT TUBES

Detailing the lift tube bank was very
similar to the docking bay control rogm
The vents at the top of each [ift tube are
from the exhaust system of a v/'35 scale
T34 tank. Modified HO scale traffic signals
were used for the button panel fo the

right of each door

Detention Block

Thie detention black i actually three sepa
rate models—the control room, a typica
corridor, and a typical detention

cell, The floor grating far all

three models is consis

tent created at the

HoLm WG
CELL

CoOMPUTIE

COMSOLE

Ko o Filew L] B WA Sl iy, rriarfiiadl | il o TR Epon frer

s bl e i L TR A s
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same time. Plastic screen [made for storm door
repairs) i5 glued to plastic sheeting using oyano-
allic floor
& th mbly is cut

res to cre a :Z'|.'|:||'.I|1'|" floor !:rnl

The corridar it true to the set from A New Hope

Frch with the

Bo® inclined walls of the carridor made it 3 com
plex miode with the lift tube bank it is
n 1only s iy, The Thood

ard 1n1”

plates are attach ong by 2

W | 1 WO Corrm ‘I

ned, one at each end toantl £2 X
Hard baard r'|||.:l||1;:: substructure. The call

doars are centered on the fourth grid square in

fram each end of the cell bay and the partial bulk-

heads are glued to either side of the doorway

SLEIfes, The model i5 set ashde to allow the E||J1.' e
dry before attaching any other glements.

Roof sections of model railroad buildings prowide
the walls of the detention block corridor The celling
sections have faux repairs molded into them to add a

BB vOoLUME | NUMBER &

during g:
rridor sturady,
¥ i

a1/8"-thick plece of Masonibe

3 bhie backiide of

cut aut and trim
pieoes are added
Lo thie Lops o
the parti 1
bulkheacds
Finally, the
tread plates
were glued to
the floor

The deten-
tion block con-
trol reom s 11” 1g°
with two cortidor
entrances set at 45"




angles from the central corrldor
The grid plates are attached to
the flooring substructure in the
wame manner &% the detentlon
block corridor flooring. The
walls of the reception area are
cut to the same elevation as the
Iift tube bank. Detention block

cofrider entrances ane 1/§°

“"Look ogut—he's loose!”

arger than the corridor bulk-
head for a snug but net too
tight fit. Varying thickness of
card stock are cut and attached
to the walls for an industrial
feel and trim, The hood is cut
from a 1/ 72-scale half-track and
F_|.II.'-J to the wall to seree as a
weapons lecker. Small rocket
halwes are added to each side of
the detention block corridor
entrances to simulate survell-
lance cameras

The control room's computer
ronsole is made from a conwve
nlently slzed and shaped toy
console; a section of previously
cut 3/8° material is Elul'-::' to the
bottom to make the desktop
the proper h{'lﬁh'l The furvel
lance AFTays are miade Trom
handy plastic bits and wire, with
hales drilled inta thié consale
top and the wire insertéd and
E||.|_'..| Once again, soda bottles,
window Trames, tank trends and
other bits are used to detail the

workstation

Finishing Up

If not for the red flooring of the
Detention Black, the color
scheme of the Death Star would
be little more than black and
wrhite. In fact, the palette far

thest models is kept intention-

Elnl:.r:l tee colors are used for
detailing controls and equip-

rient: red, white and royal blue
Thie detention block models
tread pl._=|1|_". have a dark bBroswn
base coat dry brushed red and
orange All other flooring is
black -:Ir:,.' bruthed with mid-
night and slate blue, All of the
models are given a coating of
chear EI ot firnish, with some

decals added after the paint |5
dry. To emphasize the clinically
sterile look of the Death Star a
second coating of clear gloss
finish makes every surface
shine

This group of models was
built specifically to represent
the interior of the Death Star,
but the modules could have
many other applications. For
example, the lift tube bank
could be used for the advembune
“Cloud Cover” (by Bl Slavicsek,
appearing in Star Wars Camer
3] for the promenade sce-
nario. The lift tube bank and
halhway were designed as two
separate unkts so that the lift
tubes could be used with a vari
ety of other models. B
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LTSIl S L 1%
Characters frn he Dark Horse Comics

n it 8 |
NAL OF LAW-ENFORCEMENT AND LOow-
INTENSITY CONFLICT HAS GONE UNDERGROUND SINCE PALPA-
TINE DECLARED HIMSELF EMPEROR. AS A FORUM FOR
SCHOLARLY ANALYSIS OF CONFLICT (NOT INCLUDING WAR) ITS
ACCURATE ANALYSIS OF EVENTS AND POLICIES OFTEN UNDER-
“IMINED IMPERIAL LEGITIMACY, DESPITE THIS{ITICONTINUES TO
2 PUBLISH THE THREAT DOSSIER. THIS NEWSLETTER, DISTRIB-
UTED FREELY TO INTERESTED PARTIES AND WIDELY READ BY
THE RERELLION, PROFILES INDIVIDUALS OF NOTE WITHIN THE

REALM OF INTEREST OF THE JOURMAL.

Hooky
An uncouth gambler whao spends much of
his time on the smuggler's moon of Nad
Shaddaa, Rooty 14 4 member of the rane Crag-
moloid species, Cragmaloids are neanng
extinction: they are hunted for their valuable
tukes, and enslaved by the Empire, and their
planet has been stripmined by TagpeLo. Few
members af this primithe rsce ane abke 1o
flee to wafety among the stars. Thoss that do
saw aff thesr tusks to stave off death at the
hand of hunters, but it 5 a humiliation from
WIRICH PRy MEVer FECover

Raaty 5 an accomplished gamibder and
oocasional smuggler of indeterminate age
He spends almast all of his time gambling,
drinking, and carousing on the smuggler's
g I fact, his relentbess parswit of life's
pleasures generally has him one credit short
of destitution, but he doesn't seem to care,
In truth, he hopes that in his reckless aban-
donment he can forget the shama that he
feels for turning his back on his homewaorld,
When Roaty does leave Nar Shaddaa aboard

BEY ANDREW HIND
ILLUSTRATI OUNTESY OF DARK HORSE COMICS
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Rooty: Cragmolold Male Sl 23 Init +a;
Def 14 [+8 clagd, -1 size); Spd vom;
VPOWP 15 g Atk 4 meles (1d3+4,
punch), +0 Range [3dB, blaster pistol);
S0 +2 charging attacks, illicit barter,
better lucky than good; 3V Fort #2, Ref
+3_||\IHI‘ +2; 52 L; FP 1z DSP o; Rep 1; 5tr
19, Dhex v, Com ag, Ind 1, Wik 10, Cha o
Challenge Cade: A

Equipment; Blaster pistol, modified
CRX-Tug (Solar Grozer), tattered
rebes, sabbace deck.

Skilly: Appraise +5, Astrogate +3, Bluff
+5, Diplomacy +2, Disgulse +2, Hide
=4, Intimidate +7, Knowledge (Nar
Shadda) +4, Pllot +4, Professlon
[gambler) +5, Read/Write Craghl,
sense Motive +2, Sleight of Hand +6,
Speak Basic, Speak Cragil,

Feats: Skill Emphasis (intimidate),
Weapon Group Proficiency [simple
weapans, Haster plstals),

CRE-Tug

The CEX-Tug ks short range vessel
designed to guide into dock or unboad
bulk traniports. i is an aging model
that dates back to before the Clone
Wars. While designed for in-aystem
towing, the Solpr Grozer has been
maodified with a short-range hyper-
drive. it is show, unwieldy, has na
shields, and has a power coupling con-
figuration that makes weapon instal-
latken problematic.

Craft: Modified Culrilla-Raye Xylines-
Class Tug; Class: Transport; Cost:
50,000 new, 20,000 used; Sive: Small
(43 meters fong); Crew: 1 pilot, 2 gun-
ners [unigue); Passengers: B; Cargo
Capacity: 225 metric tons; Consum-
ables: 2 weelks; Hyperdrive: x5 Maxi-
mium Speed: Crulting; Defense: 21 (41
Size, +10 Armor]; Shield Podmis: None;
Hull Points: i26: DR 10

Weapon: Tractor beam piojectors (2); Fire
s Tusret; Attack Bonus: + 3 [+ Slze, +3
Fire Control); Damage: Special; Range
Modifiers: PB +0, 5/M/L n/a.

Cragmaoloids

& latt ek rossn species h.'||||n|'|l| froem thie r_ll.j-i|15.|_'|f Ankus, a planet on the barders of the

Linknonai El:-hl:.;,l s mear Oingd Mantell, fl.:lF:I'II-.
powerful, Mamy stand almost 3 meters and weigh in excess ¢

5 are masshiely bullk and extremely
ok, They are a rare

race; most Cragmololds seen are in Imperial work camps,

Pervonality: An extremn

mioirase if -.[-F_l.jljtr_-.;l from hoame and fam I|!|' Thiy

strong dislike for dishonesty and 5u|_|11:-rf|..|g|

Homewaoekd: Ankus

by |'|.||:|u|:| and clan-grienied peophe; many gink into a I]t‘l.'Fl

wluo guick to anger and have 2

are strasghtforsand in their

Language: An Iolated paaple, most {lr'l|:|r speak thelr native tongue, (

Exnmiple Names: Rooty, Truik, Bachus, Gangsh

Adwventureds: Thowe few free {i.lr_m:-ll:lid'. located off planet often lead a wandering

;I|r'r_-r.1,-:,||gI often taking up with traders or becoming soouts. §
Eebellion, hoping to liberate their people. Desplte thelr prodigious strength, Tew

al have joined the

became mercenaries as they find gratuitous violence distasteful

Species Traits:

w44 Strength, +2 Wisdom, -2 Dexternity, =2 intelligenoe, -2 Charigma. Cragmaleids ane prys

ically |||1||r'|||j.'|l;|r|g_|;||rr|I_'.-rr'.|:|r'|1r_ and irrifable, bul keenly awa
w Large. As Large creatures, Cragmololds sufer a -1 ke penakl

rof Rheir surrsundings.
their Defense, 3 -1

alze penalty on attack rolls, and 2 <4 size penalty on Hide checks, but can use larger
weapons than Humans use, and their lifting and carrying limits are twice thase of

Medivm-vined characters
- Er:grnnr-au-:l base spead i o maeters

= Charge. Cragmolodds get a +2 banus Lo charging attacks
w Tusks, Cragmoloids that retain their tusks can use them to great effect in melee,

inflicting sdo darmage

= Long-Lived, Many Cragmalalds live over 400 years. [Use the “Wookiee™ column of

Table 6-2Aging by Specied ]
w Autormatkc Languages: Cragil

the Sodar Graner, a modified CRX-Tug falling
apart due to s owner's neghect, it is usually
ondy for a short run within Hutt space

Eooty came to Mar Shaddas a decade
befare the Battle of Yavin, mizing with the
likes of Han Solo, Salla Zend, and Lando
Calrissian. Shortly befare that infamous
engagement, Calrissian lost a significant
surm [some estimates put It at anou il
aa,000 credits] te Rooty in a game of
Sabacc. Unabbe Lo cover 1is koss, Calrissian
wias only saved from a severe mauling at
Lhe hands of the enraged Cragmoloid by
the intervention of agents working for a
Hutt whio had business interests with the
legendary gambler. Though Rooly was
paild in fusll by the Hutt, he still harbars a
disfike for Landa,

He is a hulking hismanoid, almost 3
mieters in helght and covered with 3 stiff,
leathery hide. Stoutly built, he is extremely

powerful and almast unstoppable when in
a rage-inspired charge. Like all roefribsers of
his species, he has thick facial trunk, lange
flap-like ears, and 3 head crowned with
coarse, stringy hair. Typical af most expatri-
ate Cragmololds, Rooty has sawed off his
impressive tusks to save his hide, 2o to
speak, lll-tempered and generally laconic,
Eooty reacts viclently to cheats

Mima Maas
The only child of the prominent senatos
Hiew Maas of Delpbon, an ardend proganent
of Palpatine and the Kew Order, Rima ded-
icated her life 1o serving the Empine and
preserving its ideals. She saw the Empine
a8 h 5tab|||;|'|ng foroe In an ot hersdse anar-
ghical galaxy, and despised those who
sought its demise.

Mirma's views were shaped aarly in life. In
her youth, Delphon was plagued by a band

GTan wanS gasen B8




Mima Maai: Human Female NBl o Son g
Init +4 (Dwex): Def 20 [+4 Dex, +6 class);
Sped som; VPIWP 3303; Atk 44 melee
{vd3. punch), +6 Range (3d4, hold-out
blaster); S0 Call in favor, bonus class skill
(Bluff), Mlicit barter, betber lucky than
good, sneak attack «2d6; 5 Fort 42, Bef
+8, Wil 4.4, 52 M FP 2; D5P 1; Rep w 5ir
12, Dex 47, Con a2, It 12, Wis 13. Cha 1g,
Challenge Code: A,
Eguiprment: Hold-out blaster, fake 1D
Skilfs: Appraise +4, Bluff #13, Computer
Use +g, Diplamacy +17, Disguise +6,
Gather Information +g9, Hide 410,
tntimidate 8, Knowledge (Galactic
Empire) +5, Knowledge (158]) +5, Listen
#10, Mowe Silently +n, Seme Motive
+&, Sleight af Hand +5, Spot &8
Feats: Alertness, Persuasive, Skill Empha-
sit [Gather Information], Weapan
Group Profichency (simple weapons,
Blaster pistal).

of miscreants known as the Black Hole
Pirafes. s the ralds intensified and the
pirates grew bolder, Delphon's economy
crumbled and Ilgv Maas™ rule became
increasingly tenuous. Thearrival of the Star
Destroyer Ripclaw scatiered the Black Hole

TO  VOLUME | NUMBER &

Firates, saving Maas’ administration. This
made a I.a;hnﬂ_lmprﬁsm on Mima, She
recagnized that without the overpowering
military strength of the Empire and the
decisive palitical will of Palpatine, her father
wiould have been overthrowsn and her world
reduced to lawlessness,

Growing up with a dedine to protect the
Empire she admired, Mima viewed any
opponent of the Mew Order to be litthe dif-
ferent from the pirates who mided her
hosmie: wermin that mwst be rooted ouwt and
ruthlessly destroyed, While her father
pushed for service in the Senate or perhaps
a pasition in the Fleet, Nima wanted a mone
prmrti'n-lnlr After ennodling in her local
SaGRec platoon and excelling in university,
#hee was recruited by the Imperial Security
Bureau’s {I158) surveillance branch, inwvesti-
gating and arnest ing potential enermies of
thie Mew Ovder. Mime relished her work

Equally at home in a formal gown
.ﬂl‘l_l:ﬂljlﬂ_g_.i function in Grand Moff
Tarkin's mansion of shadowing suspected
Febels through the dark alleys of Celanan
ima Ilght-hrndmmumpmlt. Mirma Maas
wias able ta blend In seamiessly on most
wiorlds. Howewer, having spent most af her
life in the Cone and nearby regions, much
af the Outer Rim was alien to her One of
her fews extended stays In this reglon, an
assignment-to locate and kill the pro-Bebel
palitician Temo Dionisio of Tatooine, ended
in her death at the hands of a local bounty
hunter, who she had charac tE‘lli-tIE-J"}'
used and betrayed. The Empire lost the
services of a cunning and effective servant

Mima was a stunning brunetie who
made the legendary holo-stariet Riva
Denals look lke a middle .13:.-41 sginster
with Rodian Jungle-Rot. Men were rocked
on thelr heels whan she entered a room,
and she knew it. More impartantly, she
used her h-:.:ml;!,r to great advanta ge.
Behind her gilded tongue and great
Beauty wat a cold, ruthless, and man l|.'lu|.}-
tive soul almost as dark as that of the

Empesor she so devotedlyserved.  drea

Ernbira the Hutt . -|_

Like most powerfud Hutts, Embra s a

ster, and a spectacularly sbocessful 3]+ P I*ill

Howevel unliog many of his bfethren,

dhoirs Mot Dot ate murder, LErrorism, or
intimidation. instesd, he chooses Lo men his
organization like a business, As wuch, he
rewards individuals for secoess, offers
them good jobs with fair wages, and gen-
erally treats them with respact.

When Embea learned that labba had
alienated Han Solo over the boss of a small
cargo, he just abowt choked in his own
bilel Losing the services of ane of the
galaxy's best smugglers just doesn’t make
sound business sende. While ather Hutis
wiew his compassion for his underlings as
a sign of weakness, Embra realizes he has
been rewarded for his weconventional
leadership with an unusual degree of loy-
alty amongst his retinue

Make no mistake, Embra is every bit as
greedy as labba, and revels in the pursuit
of wealth, He's just much more subitle,
Besides, he finds it |;||.51|||'.Itin3 to business
if hee has to replace valued employees
every few months, Embra has only fed one
I.;n:h:-}' to a vorackous predator in the Last
decade, and he feels he was provaked in
that initance.

Like all Hutts, Embra is extremely com
petitive. He has an especially fervent
riwalry with labba, but it 15 :Iumlj..':-
friendly competition. One infamaous chal-
|tnE{' saw them \:nrllng “champions™ o
refrieve the mythical Yavin Vassilika
Ermbra employed his usual stable of
bounty hunters, regulars who have per-
formed flﬂﬂ'lll.ih':.' for him numercus
times over the years—
4-LOM, Zuckuss, and Sardu 5alkovee.

Emibira can be frac ks and charming—
twa words that don't even have an acou-
rate translation in Huttese. He resides on
the jungle world of Mathar, located along
the Gordian Reach

Malfl Harsh

Harsh's |EB¢FI‘II:I:IF:|I' combative nalune
emerged while still a youth, As a boy, e was
ing with o boy Star Destroyer,

5 of naval senvice seemed dis
a minor bureavcrad itwas |




o i shie, ioweever, Harth met and
impressed & prominent senator who took
hirm under his wing. Harsh learned a great
deal about the nature of galactht polithcs,
and the importance of winning political
battles as well a5 military ones.

With the senatos’s patrenage, he gradu-
ated from the Academy and was rapidly pro-
moted. When the Bebel Alllance first began
to fan the flames of revalt, Harsh was cap-
tain of the Star Destroyer Couldren, part of a
fleet blockading the planet Chabosh. An
wprising had overthiown the governcr, and
the Rebel stronghold was protected by pon-
erful shields. Harsh personally led a cam-
pany of stormitroopers in the final assault,
wihene he was severely wounded, Aboard
thse Cauldron, 3 228 medical droid informed

Wis 5, Chia B, Challersge Code: B,

Exvabra Hit Aake Wbl 650 WOL 2; Wit =y [Desdg, Defionse 16 [-1 Dex, =1 siee, +8 s Spd smy
VPIWP g1/ Atk meeloe o5 fidge punch), +3 ranged [3da, hold-out blaster: 50 Bonus dass
skeill {BILAT), irspire corfidence +2, callin favor (1], command &3, Wit barer, contact,
PESOUPDE acoess S Fort -+, Ref +6,Will +7; 52 L FP 1 DSP 1; Rep ty St 12, Dex g, Con 1g, it 3,

Equipment: Repulsor-sled, decorative nese ring, hold-out blaster (hidden in a
secret compartment on repulsor-sled)

Skills: Appraise +7, Buff +8, Diplornacy 418, Disguise 41, Forgery +3, Gather infor-
mathan 41, Hide -5, Intimidate +1, Knowledge (business) +6, Knowledge (crimi-
nal organizations) +8, Listen +3, Profession (merchant) +g, Read Write Huttese,
Search +2, Serse Motive 15, Sleight of Hand 41, Speak Basic, Sprak Huttese.

Feats: Fame, Infamy, Sharp-Eyed, Skill Emphasis {Diplomacy), Weapon Group
Proficlency (simple weapons, blaster plstols).

Harsh that his legs would have to
be replaced with cybemetic pros-
thetics, but the thought of being
; any less than whaole was unaccept-
able to him, Harsh threatened the
other patients at blasterpoint If anyane
approached him with anything that vaguely
resembled a surgical knife,

Despite a bleak prognosis, his legs
healed, and Harsh's legend had been bomn
He earned promotions over dorens of offi-
cers with mare senbority at alegendary
pace. Less than a year after the Battle of
Chabash, In a personal ceremany in the
imperial Palace, the Emperor appointed
Harsh the title of Moff of the Bosph $&c-
tor. Mot content to rest on his laurels,
Harsh continues to drive himself and rules
the wector with an lron fist. His acoam-
plishments there have been impressive:
the blockade and orbital bambardment of
the planet Bosph has contained the
natives; Rebel activity is negligible; and he

conspired to bring the mineral-rich planet
HMunla into the Imiperial fimled.

Limubtenant
Harme Kiela
Lieutenant Kiela has always led a charmaed
life, His father was a high ranking officer
and his mother the daughter of a power
ful industrialist family on Vosis. He never
wanted for anmything growing wp, and as a
spailed only child, e always got what he
wanted, Kiela was bom inta the first gen-
eration to be ralsed knowing enly the
Empire, To him, the Republic was a part of
ancient history, and there was no room for
it In his mind

s Kiela was not particularly bright or
motivated, it took his father’s influence to
get him accepted inta the Haval Acadermy.
Llndls.-cipilln:d and reckleds, he turul'_.' gradu-
ated; only his uncanmy natural ability to fly
sawed him from unmitigated disgrace

When he was assigned (o a TIE wing,

15, Cha 15, Challenge Code: C.

link, datapad.

Moff Harsh: Male Human Nbl 2/ Sol 470 71 init «4 (improved Initiative];
Def 1 (+9 class). Spd som; VPIWP 68/12; Atk +11/+6 melee {ida+1, punch),
#1044+ ranged (3d86, blaster pistol); $Q Bonus class skill (Pilat), call in favor
{1}, Ingpire confidence 41, leadership, requisition supplies, tactics; 5V Fort
+g, Ref +7, Will +12: 52 M; FP 4 DSP 2; Rep 13: 5t 13, Dex 10, Con 12, Int 13, Wis

Equipment: Impevial-class Star Destroyer (Cowldran), blaster pistol, com-

skifts: Astrogate +7, Bluff +1, Computer Lise +13, Diplomacy +17, Disguise
#4. Gather Information +9, Intimidate +1g, Knowledge (galactic politics)
+7, Knowlhedge [imperial Navy) +1, Knowledge (military history] +9, Pilot
+g, Profession [Bureaucrat) 410, Read Write Basic, Repair 46, 5ense
Motive 413, Sleight of Hand +2, Speak Basic, Speak Binary.

Fewts: Arenor Proficiency [Hght. mediurm, heavy), Dodge, Fame, Frightful
Presence, Improved Initiative, ron Will, kil Emphasis (Intimidate), Star-
ship Operations [capital ships), Weapon Growp Proficlency [simple
weapons, blaster pistols, blaster rifles, heavy weapons, vibroweapons).
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Sintas: Human Female Sct 2/50] g/BH 4;

Imit +8 (Dex, |rnprvq-dln+|:l:|'ch1.-]; [eef 200

[#3 Dex, +7 classl: Spd vom; VROWE e

Atk sn/+6 melee [1dg+, vibrodagger],

#1348 ranged (3d8, 2 heavy blaster pis-

tols); 5Q Trailblazing, target bonus +2,

sneak attack #2d6; 5V Fort +8, Ref +8,

Wil #2; 52 M FP 2; Rep 8; 5413, Dext 16,

Con 1. Ink 10, Wi g, Cha 14 Ehalh:ngl.-

Code: C.

Equipment; Heavy blaster plstols (2],
thermal detonator, vibrodagger.

Skilts: Astrogate +3, Computer Lise +4,
Demalitions +4, Gather Informaticn
+7, Intimidate s, Jurmp +3, Knowledge
{ursanlﬂd crime) +4, Move Silently
+q, Pilot 48, Profession [law enforce-
mient] +z. Read/Write Basic, Seanch +8,
Speak Basic, Spol +n, Survhal +g,
Tumble +8.

Feats: Ambldesterity, Armor Proficlency
{light, medium, heavy], Dodge,
improved Initiative, impraved Two-
'ili't.;pqn FlghllnE,Qulrk Diraw, Mabil-

ity, Trachk, Two-Weapon Fighting, Feats: Amidexterity, Armaor Profickency (light, medium, heavy), Herok Surge, Impraved
Weapon Group Profickency (simple Initiative, Skill Emphasis [Pilot), Spacer, Starfighter Dodge, Starship Operation
weapons, blaster pistols, blaster rifles, [starfighters), Weapon Group Proficiency [simple weapans, blaster pistols, blaster rifle,
heavy weapans, vibroweapons), heavy weapons, vibiowe xpons),

his fabled good fortune held ance again
He survived numerous skirmithes against
the more advanced BEebel X wing fighters.
racki Mg up an enwia e number of kills and
gaining the attention of Alr Marshal Voen
Tarsh, & brilliant starfighter tactician and
praject consultant far the TIE interceptor
project, Von Tarsh was rencwned for tak-
ing in talented, green pilots and turning
them Into exceptional -:'Ing'l ighters. His
protégés would form thie necleus of the
TIE interceptor corps, and Kiels emerged
as one of the best

he turned to the one man who best repre
serted the Empire to Kiela: Von Tarsh
Unfartunately, he was in New RBepublic
custody. Kiela and his squadnon turmed o
piracy In an elaborate ruse to free the Air
Muarshal, and [t was only the internention
of General Calrissian and a taskforce of
fellow rogues that prevented the plan
fr=m m,n;n;i:r:u_'llng

A& short time after his capture, Kiela made
a daring escape and i currently at larnge. He
s a priority on Cracken's Most Wanted list
due ta his uncany pllntmg ability and very

The destouction of the second Death beEmient moral code
Star and the formatkon of the New RBepub
lic severely thook Kiela, He dung to any Sintas

Fewe betngs know what the infamous
bounty hunber Boba Fett loaks lke under his

battle-scarred Mandalorian Armor;

leader who offered faink hope for the
Empire. When none proved up to the task

fevwer can claim to know the secnets
of the man's past, or what emolions
beat in his heart (assuming he sctu

,]-II!.- has onee: current odds in Cloud
Elt:ll are 211 he doeen't], The female
bounty-hunter Sintas may be the only
onE alive who knows for sure
She knows as much abouwt the
fman a5 any wife knaws about her hus
band, for in sddition to being comrades
in-arms for a while long ago, they were
wied aned haad & child. As with all
things surrcunding Fett. this is

YES, SIR.
CAPTAIN KINE HAS
BEEMN FEERPIMNG LIS DATA
ON THE NEW REPUBLIC

CONNOYS, HIS LOCAL
KNEOWLEPGE HAS BEEN
INVALUABLE TO THEM
L ANP LS.

Harrme Kiela: Male Himan Sol 51 Scl 2754 4 Init +2 (Dexly Def 22 (+2 Dex, +10 classk Spd som;
WPIWE 5 ALk +gi4-4 meles (ida, punch], 7/ s6 ranged (306, blaster pistol]; 50 icit
barter, better hicky than good, starfighter deferse +4, familiarity +2; 5V Fort +8, Ref #10, Will
+3: 51 M FP 2; DSP o Rep 4: Str 1o, Dex 15, Con 14, Int 30, Wis 10, Chi 0. Challenge Code: B
Equiptment: TIE interceplor, flight suit, blaster pistal, comlink.

Skills: Astrogate +6, Bluf +4, Diplomacy +1, Disguise 1, Gather Information +6, Hide +8,
Intimidate «1, Knowledge (spacer lone) +7, Knowledge (trade routes) 45 Mot +1,
ReadWrite Basic, Repair 13, Sleight of Hand +4. Speak Baske, Spot o, Sunvival 45,
Treat Injury +3.
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Sardu Sallowe: Human Male (presum-

ably) Frg B/BH 2: Inft 44 (D ); Def 21 (43

Dex, +8 class), Spd 10m; VRIWP 54/ Atk

+4 melee [1dg, knife), +8 ranged (3d6,

blaster pistol); 50 Barter, adaptive leam-
ing [Move Silently, Gather Informatian),

Jury-rig +4, Survival +2, target bonus +1,

smeak attack +1d6, +2 bonus on Survival

checks in hot and dry conditions; 5V Fort
+8, Ref +10, Will +6; 5T M; FP v, Rep 8; Str

10, Dex 16, Con 10, Int 12,Wis 14, Cha 1

Challenge Code: C.

Equipment: Robes, breath mask, 2
charges of Synthech explosives (5d6
damage], remote detonatos (zom
range), blaster pistol, knife. elec-
trabimeculars, combink, miniature
sandcrawler.

Skills: Demalitions +g, Disable Device +9,
Escape Artist 47, Gather Information
an, Hide 30, Intimidate 45, Knowl-
edge [streebwise) +5, Listen +4, Move
Sitently +12, Profession (scavenger) +4,
Read/Write Basic, Repalr +7, Search +7,
Sense Motive +4, Sleight of Hand 43,
Speak Basic, Speak lawa, Speak lawa
Trade Language, Spat +6, Survival +1.

Feots: Alertness, Cauthous, Mimble, Sharp-
Eyed, Stealthy, Track, Weapon Group
Proficiency (simple weapons, blaster
pistols, blaster rifles).

a closely-guarded secret, and he will go to
an:,flrngfhtnl.ﬂp it that wary

Fett has worked alone almost exclushedy
simce the bama split, While their parting pre-
sumably was nat amicable, Fett continwes
to be somewhal protective of Sintas, albeit
in o detached fashion. A feared hunter in
her own right, she rarely needs anyones
help to stand an her own. Mevertheleis, ihe
works bess frequently now, usually {Iﬂ|:|'
accepling jobs of interest of impartance to

MINLATURE S8MDCRAWLER

sardu Sallowe’s sandcrawler is a scaled-
down vershon of the typical lawa variety,
about one-third the size. It acts as a
mobile headquarters, outfitted with
advanced sensors and comrmunication
equiptment and a full complement of
draids to make it completely automated.
It was ariginally a scouting vehicle used
by & long-since bankrupted mining com-
pany to survey Talooine’s surface.

Craft: Modified TaggeCo Survey-class
€ rawler; Class: Growund; Cast: Not Avail-

her. it seems the thrill of the hunt anly
brings back painful memories of "Bo.”

Sintas Is a strikingly beautiful Human in
her mid 30'5. A nathve of Kiffu, Sintas wears
the symbaolic facial markings of her people,
which in her case are three stralght lines on
the lower half of each cheek. Her long black
hair is tied ot the back, and she generally
wears practical and unassuming chothes.
However, while she might appear inngcu-
ous enaugh, the two heavy blasters hamg-
ing fram quick-draw holsters betray her
dfadl:r trade.

able For Sale; Size: Cobossal 7 mebers Gardu Salloe
high, 4o meters long); Crews Normal +2 Meost sentients can't ablde lawas, barely
{Pilat, Co-pllot); Passengers: 26 (16 Jawas, | concealing their contempt for the “disgust-
10 holding cells); Cargo Capacity: 20 met- |  Ing creatures™ In fact, the vast majority of
rig tons; Speed: 10 [maximum speed 30 Tatooine settbers view them ad little mione
kmh): Defense: 10 (+8 Armor, -8 Sipely than vermin, & kind of oversized womp rat,
Hull Polnts: Bo; DR: g, Sardu Sallows kn't like the rest. He gets
F AT ek along with lawas fine. In fact, he laves
p e T S i’-':l'f"'"- . them, actually prefering their cormparmy
2 o
7 e b )

fal *a. 1..'

E

Sallowe ks a shifty and relenibess bounty
hunter who works primarily on the desert
planet of Tatoaine, though particularly
hcrative prizes will draw him off-planet,
When on Tatooine, he works aut of a scabed.
denwn Sanderawler or from a hovel buried in
the recesses of Mos Elsley’s alleyways

It's a matter of conjecture and speculation
witho of what exactly Sallowe is. Local lore
sarys e was the infant child of Hwman mois-
ture farmers, ofphaned by a Tusken Raider
attack Found by & clan of Lawas, he was
ralsed as one of their owm. That would
explain a great deal, but again, it should be
nobed this is just kocal legend and not sub-
stantiated in any way Sallowe bpaks {and
wmells) like an over-sized Jawa. He wears the
ratty, rough-woven cloak ublguitous of the
diminutive scavengers. With his hood pulled
lenw aver his head and his face obsowned by a
large breath mask used to filter out blowing
sand, Sallowe’s features are obscuned. Only 2
pair of glowing yellow eyes is visible,

Sardu is a shifty and rerarkably cunning
hunter, He employs a pack of Jawas to good
effect, performing a myniad of dutics from
tailing targets o setting explosives. Since
rrvost beings are dismissive of Jawas, his prey
rarely suspects arything out of the oedinary.
In addition to his Lawa accomplices, Sardu hns
wrerked with fellow bounty hurbers
4-L0M and Zuckuss on occaion, mist natabily
in the search of the fabled Yavin Vassiliks. &
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r ELCOME TO THE JUNGLE" 15 & S57aR Wars RoOLEPLAYING
W GAME ADVENTURE FOR A GROUP OF FOUR HEROES AVERAG-

ING 4TH LEVEL, ALTHOUGH HIGHER-LEVEL HEROES SHOULD FIND THE
ADVENTURE CHALLEMGING AS WELL. THE HERODES ARE DRAWN INTO &
EEVENGE PLOT THAT HAS BEEN BREWING FOR A QUARTER CENTLIRY.

Trapped in the core habitat of an ithorian
herdship, stripped of thelr equipment,
the herses must choose between staying
1afe and protecting the object of their
enemy's wrath

Welcorme to the lengle” can take
place during any era af play. For morne
nfermation on Ftharian herdships, see
“Starfaring |I.I|'IE:|1"-'=- by Peter
Soh -'-r:"l:..:hl_'ll'l_' rim Star Wars Caomer 8.4

Adventure Background

Four |I-:-r:uf|-1.1|:en_l'-.‘1u|;|'- Bllac Troper
participated in his first field assignment for
the Galactic Scout Corps. He and two other
scouls wene on a long-range mission to
euplone a nismber of unsurveyed Outer Rim
sysberms. Troper fended fo stay aboard the
scout ship while the two more experienced

L
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stouts investigated the area, but Mission
Commander Dayla Kev permitted Troper
Lo josn hes an a ground survey in the thind-
to-last system on thedr flight plan. The
waorld was a jungle planet teeming with
wildlite, and Commander Davla wanted 1o
imestigate some curious enengy readings
that the ship had registened from wpace
The readings turned out to be a chemical
gEyser within which a massive bakleke orea-
ture called a gasnit was nesting. {This huge,
hatlike creature ks fully described later In
the adventure.) Disturbed by the scouts'
presence, the gasnit attacked Dayla. Instead
af helping her, Troper panicked and fled.
When Troper reached the ship and
reporied the situation to Lieutenant
Herewven, the seasoned scout angrity
grabbed a weapon and ran to save Dayla

FLLUSTRATED

DRADER, STEVE MILLER,
ANMND BRANDON MCLENDON

BY VINODD RAMS

ordering Troper to prepare the medical
facilities. Fifteen minutes later, Troper
heard a roar frem the jungle that
sounded like the creature that had burst
firem witthin the geyser. Gripped with ter
rar, e launched the scowt craft, not
wanting to die like the rest of his team
During the jpourney back to base, the
cowandly ensign comvinced hirmiself that
there would have been no hope of any-
one surviving had he remained. Althaugh
he was suspended for his lack of walor,
the 'H.IJl'l'i.l:"I'l'.ll"'llt rescueE mulssion amd
inwestigation cenfirmed the feracity o
the gasnits and yielded no trace of the
bwo missing scouts. As the system con
talned no majoer mineral deposits or
other raw materials that interested Corp
no cobondzation efforts were undertaken
and the system was soon 'I'n;.*;'.::n'!h'u Lo
LoD was Troper s cowandsoe

Troper was reassigned to the diplomatic
branch of the service whene he proved an
excellent negotiator. Soon, his ignominious
beginning was left behind and he became
one of the Conps’ best diplomats, (When




ever his consghence nags him about the
comrades he beft to dee, Troper nemands
hirmsell of the thousands of lives he has

saved or bettered singe.)

For the Gamemaster

In truth, Dayla and Hereven survived the gas
nit's attack Ihr':,- stumbiled around in funmels
bseneath the plamet's surface for weeks
befare emenging hundneds of rmiles avway
frorm the area of their presurmed deaths. For
s monkhs the two f-!1|||;|||1 savage creatnes
ast ||r_'\:|' Lpgareled 1or 3 safe haven, The shaned
danpger brought them cosern, and they Tell in
lowe. Tragicalhy, Hereven was slain while hunt
irg it ko after they had foiumnd a refuge
Crnyla later realized that she was pregnant
with his child. She gave birth to a son sight
moanths Later and narmed him Hereven, after
his farthet

The two lived alone on the warld far
aver a decade, Thelr hardships hm-\.lh"hl:
them closer to nature, and they became
sttuned to the Force. Dayla raised the young
Hereven o despise Troper, $he made him
aramise he would AVENRE hier if shie died
an that jungle warld.

Fifteen years after they were stranded,
Daryla and Herewen wene nescued by a pair
of Wookiee outlaws i_l".lﬂE: ||,'.IE_ L
Force—she dissuaded the Wookiees fram
selling her and her son into slasvery. The four

ang the

started a small safarl outfitt ng andd vribder-
ness guide campant. Within o decade, she
changed her name (o Lady Ahrkan and
amassed a small fortune

Mearly teenty-free years passed, but
Dayls still longed far revenge against Mila
Troper, Her sense of duty to her son, and
|_-.-'_~r.I|..'|II:|.'1:;| her Waookiee |:-:1I!r'.1H-.|i.-'._ kept
her looused on their growing business, Qne
day, Hereven leamed that Troper was con
ducting a negoediation aboard the Ithorian
herdship Galpotic Harizown, Dayla had a Inr\-H_
standing business relationship with Captain
REoogak of the Gatactic Horlron, and she
knew that he was uncharacteristically
greedy for an itheian. She all bt bank-
rupted the family business to ensure his
cooperation, recruiting her Wookiee associ
ates (who had long since beoome her boyal
friends) to assist with her scheme
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In the weeks before the Galactic Hariao
was to host the peace talks, Dayla and her
fompanions trapped a8 muamber of |,'.|.1|'1|._':|'|'
ot creatunes and placed Thermn wthin the
herdship’s central habitat—among these
a fearsarme gasnit from the world she had
been trapped on for 5o bong. She Intends
to confine Troper within the central habstat
and watch as he is hunted to death by the
watld beasts and the Wookiees. To ensure
1hat Tlupl_lr l_-l_|_'u_'r|[|'.|:[:..1|l-|_' sort of fear she
and Hereven's father had (o face, she has
also recruited a group of Hoaojibs [a diminu
tive alien species unknown to much of the
galaxy) bo use thedr energy-draining abili-
ties to make all of Troper's technological
Items non-functional

Adventure Summary
a5 the adventure opens. the heroes ane
passengers on board the Fthonan herdship
CGamactic Horizon. The heroes may be here for
a number of reasons. They could be
passengers, of they might be seourity
confingent for ane of bwo factions that
are using the ship for a meeting on neutral
EI{!.Iﬂlﬂ Cnee faction is a group of colomists
wihit hawve been *:Ehtu ng off corporate
incursion into the H relac system. The other
group consists of diplomats either from
the Old Republic, Galactic Empire, or Mew
Republic, depending on the era of play
Which side they ane working for is unkmpaor-
tant. so feel free to choose one that makes
the rest sense for your players
Armbastadod Milac Troper i The dhiel
negotiator for the heroes’ emplayer. An
|:-I|:I|:IIJ.- Human male, e has a reputation
for being fair-minded and even-handed If
the heroes are not already emphoyed by
one of the negoltiating factions, they are
approached by Venra Andsof, Troper's assis
tant, who believes a numbser of beings on
board have been acting suspicioushy Venra
asks them to provide additional security
during the talks. When she takes them o
Ambassador Troper, howsever, they end up
trapped with him inside the herdship's
central habitat. Here, they are faced with
the reconstructed jungle habitat, stalked
by wild beasts, and bedeviled by Hoojibs
Troper should remakn alive to face Dayla

despite any random resulis, but Yenra may
be“killed aff™ ot & crucial roment Lo Buin
the tension up a nofch. Both Troper and
Wenrm are personable and copperative

I the group survives for 34 houwrs, thelr
tormentor reveals herself to be Dayla Key,
abandoned by Troper on a wildemess planet
i eiEr :.'I:'I|||'|_1|| 1% I i IEVEMNRE |_3'_'|:f|.'|. and
heer son Hereven monitor events and control
the habitat envinonment from a repulsarlift
platform that floats owver the jungle. The
platiorm contalns some food su pees Lo
sustain them for dnys. [ the heroes disooner
Dayla's location before 2.4 hours have
eapined, she reveals herself at that time

The heroes must choose whether (o
profect Troper [once they have the full
ifﬂr!.-'l_d("lﬂ-ﬂtlﬂg Dayla either through force
af rexsan, if they try to stop ayla, her son
Herewen steps in and attacks Troper.

Hote that the adventure encounters are
braken up imbo 3 senies of keved encounters
rarsdam encounbers, and planned enooun-
ters. Keyed encounters ocour a5 the heroes
wiander into specific aneas of the jungle,
rarsdarm encounters otcur as often as the

Getting the Heroes Involvad

welrht b
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you see fit, and the planned encounters
ocour as specified in the adventune text.
vou should become familiar with the
tiring of the planned encounters Befare
beginning play.

Set-up
Ambassador Milac Troper and his assistant
Venra fndsof have arrived on the herdship,
a% have the representatives for the other
party. They are residing on a deck separate
ilee 1] any ot s pasSEN@eTs that the hewd-
whip may have taken abaard. The herdship
has entered yperspace and will be travel
ing toward its next port fior finee dirys. Troper
s that tiree to get the two sides to agree
to sormie forrm of peace or reconciliation
The adventure beings on the third day:
that s when Daryla and e group strike

Veara's Reguest

On the morning of the fourth day of
negotistions, Yenra approaches the heroes
Erad or paraphrase the following

“I've been getting some curious impres-
slons from a num ber of crew members
and passengens aboard the vessel. I'm not
entirely sure what 1o make of it, but I'm
afrald that someone may be trying to
undermine the negotiations. | cant begin
i guess who it might be—na one
imvoitved in the negatiations shows any
signs of treachery, Would you be inter-
ested in escorting Ambassador Troper for
the remalining negotiations? It pay well”

Yenra offers each heno 1,600 credifs
p-e'-r-:l.'l:,' for his or her services. She offers
an additienal hazar payment of 5,000
credits if the hesoes must face amy real
threals, She hopes, howeever, that the
heroes” presence will diffuse any brewing
plols designed o undermine Ambassador
Tropers negoliations

if the heroes ask why shie's concemmed,
venra explains her Losrdian tabent foe
reading body Language. Any rudeness
on the part of the heroes is met with a
silent, impredubous stare

I the heroes ask why Troper doesn't have
his own security staff, Venra gives a slighily
Irritated sigh. “Ambassador Troper feft it

TB vOLUME | HUMBEDR &

might be taken a5 an insult. Further, be feels
that the Ithorian herdship is a pescetul
place to conduct negotiations .

IF the Herees Accept

the Assipanment

Wenra pays them for the first day up frond
She then asks the heroes to mest her
employer. She leads them into the junghe
habstat where Troper is concluding his open
ing discusshons with thie ambassador from
the corporation trying to estakdish itseff in
the Hrelac system. The Tad lek negotiator
will borww politely, then exit the jungle area
when the heroes arrive. Read or paraphrase
the following to the players at this time:

The “sky" above you appears e, con-
cealing the blackness and shooting stars
of hyperspace beyond the transparisteel
dome, Lush green plants and trees fill
every inch of the habitat, and artificial
sunlight streams down between the
leawes and branches of the forest, The
alr s humid and warm, if not for the
witlls behind you, this would appear llke
any jungle found on a number of differ-
ent waorkds.

The man standing before you bow his
head gently “Greetings. | am Milac
Troper, | trust Venra has hired you to
ensure my protection throughout the
negotiations. | assured her that this
woubdn't be necessary, bt she was quite
insistant. | have met with my Twi'lek
counterpart. The negotiations will com-
mence i the conference rooms an the
maln deck tomarrow. | hope .. ."

Before Troper can continue, you hear a
I Fypdraubic hiss, followed by the
sound of a heavy blast doar sliding into
place. A quizgical look appears on
Traper's face. “0h my. It looks like we'ne
stuck here”

What sounds |ike a large anbmal roars
in the distance,

=1 thought the Ithorians didn't put
predators aboard herdships,” Vienra says.
" have a bad feeling about this.”

[f the Heroes Refuse

the Assignment

The heroes shauld be allowed to wander
thee ship, condecting thelr business as uswal
At sorme podnt they should become Curous

Random Encounters in the Jungle

A the heroes explone the habitat, use

randem encounters to bulld benskon

You can either mall idio or simply choose

an encounter that seems appropriate.

1=2. Mo encounter.

3-5 Veermok. A veermok charges
through the undergrowth toward the
group. Herpes roll 5pot checks
opposed by the veermok's Hide check
result, Those who fail are considered
flat-footed.

Veermaok 1) See area Ki for the
veermok's statistics,

#: Divto, This three-headed serpent
slithers out from a hidey-hole near the
trall or is entwined around an over-
hanging tree branch, using its Hide
skill to camouflage Aself. Heroes who
fail a Spot check [opposed by the
divie’s Hide check] are caught flal-
footed,

Divto (1) See Allen Anthology, page
iy, for statistics,

. Sneak attack! One of the Wookiees
[see “Gamemaster Characters” side-
bar) makes a single attack with a
shing. The Wookies ls not interested in
a confrontation, but fades into the
Jungle after the initial attack. Follow-
ing the Wooklee's trall requires the
Track feat and a sucoessful Survival
chexk (DC 14),

G=8, Merfs, Merfs are frequently preyed
upon by the vormskyrs, divios,
weermoks. The nerfs watch the heroes
nervously and flee if attacked, Heroes
wihe kil the nerfs o deive away the
small herd have a chance of attracting
a nearby predatos; roll again on
this table,

Merfy [2dg): See Allen Anthology, page
40, for statistics.

-g-lu.'u'urrll-l.'p.'l'hlt predator charges
thi heroes. Heroes who fail an
oppased Spot check (against the varn-
rJ;_!.lr'i Hide check rewult) s caught
flat-footed,

Vornskyr (1) See area K2 (below) for
complete statistics.




Herdship Jungle Habitat

The atmosphere, clouds, and sunlight are real encugh, if

artificially generated. All atmospheric conditions :P e :b M
are created with an amay of nearly invisible r r. h ;

machines lining the doma of the habitat. The *
machines=—even the dome itselt—are con-
cealed behind holographic projectors that
create the illusion of sky and clouds
Any number of weather conditions can
be simulated, Including rainfall and
early-maming fog. The passage of .
day and night ocour in 25-haur ingne-
ments, with ultraviolet rays pro
duced by the weather array. The sun
and moon, however, ane merely i
aptical Mugions generated by
advanced moving searchlights for
the benefit of indects and olher crea
tures that rely on these celestial bod
les for I1|1'||'i3|11il.lrh.'l| purposes -
Bebow the henoes' feet |s rich sadl taken
from Ithar, However, il extends onl:,' 50
dmep, After ten meters, Uhe dirt gives way o a
layer of salid metal. A netweork of tiny tubes feed “
nufrients throughout the soil where nieeded
The area linking the domed habitat to the rest of lllh
the ship is comprised of a large ring with deors on the
inner portion leading to the habitat and matching doors on -

the cuter rim heading to the other areas of the herdship. The

“

ring is designed to contain animals that manage to escape the  they will find themselves thrust into an alrless woid. Fortu
habitat, Mormally, the ring is filled with breathable alr, but nately, all of the major entrances have warning panels that
after the heroes are trapped inslde, the air is blown out inte indicate unsafe conditions on the other slae

space, Should the heroes somehow penetrate the Inner ring,

about the jungle habitat and take a walk gle habitat to investigate, they will hear the

within the domed area. 'When this happens, sound of the blast doors closing behind

they will hear the sound of the blast them, and short

closing d them and shaortly th j imvto Troper and ¥

wander 1 Troper and Yenra, wiho e refuse to act, knowing that lives might be in
._-I_-mE:.?r_ assign them all one dark side point

and move an to another adeenture

QOverview of the Jungle

successful rell, they notice two Itharian The herdship's habitat is 25 kilometers 0

crew members walking down the hallway, diameter. The

Eng i SLBODES5- which can be

il Liston check (D 15) rewe e D . the central habitat, s a slate-gray moun
sation. They know that the jungle habitat is tainous rise against one wall A small water

about to be seabed for maintenance and are

5 5 across the habitat, eventually coming toan
» saw some Humans enter the habitat,but  end on the opp side, The water is rela-
e kemsorwes that the orders wene to avold the
mially found in the wild

The players can take some comfort in the
fact that there are very fe nid bac
teria inm the enclosure, Eve ) Iely
be certaln in such an emvirsnment. Each

¢ a hero takes wound damage th I'!'-Il|-;:|'|

Rir
by, h e mugt suc d at @ Fortifude
r the wiound b mes
peted. Mo natural healing takes place
wntil the wounds are cleaned and bownd
uiring DC 1¢ Treat injury check). Any suc-
ful use of the Heal Self or Heal Anather
foroe abilities also relieves the infection

rodiferate the jungle,
d anly w0 or

rians take great pains to clear out large sac

tions of the torest, leaving in thieir place a

sunlight penetrate the canopy to light the
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jungle fhoor. Everyswhene the henoes loak,
the jungle is teeming with life. Hundneds of
species of trees, plants, insects, and animals
fill this minkature blosphere—and unlike
miost Fhorian herdehips, this jungle i home
1o romie very dangerous creatures,

After encounter P the heroes will then
be forced Lo decide whether to arm them-
webves with weapons consfructed from
elements found In the nn:arh:,r]unglf. or
fight unarmed. With a successful Craft
{weapansmithing) check (D€ 10, can be
wied untrained), the heroes can craft
chubs, knlves, quarterstaffs, spears, nets,
'!-|l|'|gi. s and armows. In any case, you
should make the Craft check, not the
player. On a failed check, the fabricated
item appears normal but breaks after 1dg
st essiul uses ar attacks.

Aslde from the savage creatures that
have been unleashed, the blosphere pres-
ents few natural threats. However, finding
food, wates, or shefter requires a successiul
Sundhval chedk (D€ 1o Food E_rnr:ull'.' con
sasts af leaves, berrbes, mools, and Insects
wnledd the heroes hunt nerfd or other
animaly. Nerfs have a weekly grazing pal
tern that connects most of the clearings in
the jungle. The henoes can move at mormal
speed while followsing a nerf trail, but their
moveemient is halved while trying to blaze
their own tralls through the rainforest

Encounters in the Jungle

A previoushy noted, there are three
types of encourters: randorm, keyed
ito the adventure mapy, and planned

Eeven ENCOUNTERS (K1-KS5)
These encounters are keyed to the map of
the jungle habitak

K1, Quslcksand. This clearing is covered (n
tand, two-thirds of which has become
guicksand, & veermok has staked a claim
meadiiyy and has already learned the hard
wiy where the patches of quicksand are
lecated. It is able to move around the area
withaout fear of falling into the quicksand
s the heroes approach, read of paraphrase
the following:

Yo arrive at a sandy elearing. The trall

seams ko break upandmrlnhh
paint, then continues mﬂ-ﬁr ﬂhnf
‘the clearing.

Due to constant winds, and the fact that
Dayla wants to hide the threat posed by the
guicksand, el and veermok I'a'.H.'ltprin!‘.- that
might reveal safe paths through the clear
ing have been p;lns,tal-lngly e e

When the heroes move too close to the
quicisand, they must succeed at a Reflex
save [ 20) to avold sinking.

Once in the quicksand, a character has
zdg rounds to escape. A character who can-
nepl free herself in that time sinks below the
sand and beging :.l.f'l'nl;.'ll:mg For rules on
suffocation, see Page 217 W thee 50av Wiars
Roleplaying Garme, To escape the quick sand,
a character must efther succeed at an
Escape Artist check (D<€ 15) or a Strength
check (I 15). Henoes who are not caught in
the quichsand can ald a f.lnkinb' character
with a successful Strength check (DC o);
success gived the sinking character a2
bomiis fo her Strength check to escape

Lurking in the underbrush on the far side
af the clearing is the veermaok. Have the
heroes make a Spot check againat the
veermak's Hide check to see whether it is
detected, giving the veermaok a +8 conceal-
it Banus.

The veermok waits until one or mare
heroes are caught by the quicksand befone
lunging forth. If there are no heroes free of
the quicksand, it tries to “fish oul”™ the near
est one withowt getting r.1l.|gh|: st

Veermok [1): Predator &; init +8 (+4 Dex, +4

Improved Initiative); Defense 14 (+4 Dex);

Sl 15 VIPOWP 30005; Alk +6 mecles (4,2

claws), +4 melee (1d6, bite), +4 mehes

{16, gorel; 20 Low-light vition, pownce;

5V Fort +7, Bef 49, Will =2; 52 M; Rep 5;

Strvo, Dex 18, Con g, Int 2, Wis w, Cha 16;

Challenge Code: D

Skt Hide <8, intimidate 412, Jump 8, Maowe
SI'ErIE':" #12, 5ol +4

Feats: Dodge, improved Initiative, Multistiack

Special Atfocks: Pounde—a& pouncing
veermak can make a full attack even
though it has slready maved

Physion! Dedcriphion: Veermoks are ferocious

gquadrupedal predators capable of walk
ing on Ehesr hingd IL‘E'\;.

Kz Vomskyr Ambush. Because vormskyrs are
nocturnal hunters, it would be best to keep
the heroes distracted with randorm encoun
ters until after “night ™ falls in the dome
bedore allowing thesm to reach Dhis dearing
Twra vorns oy lurk in Ehe foliage. IF they
sense the presence of a Foroe-user, thiey will
assurme that the character ks thelr natural
enermy, the yialamin, and attack him first. &
warnskyr reduced to one-third of s total
witality points flees to ks lalr [area K3) Any
hera with the Track feat can follow the
trachks 1o the lair wilth & successful Sundaval

check [DC 15)

Wornikyrs (2} Forest predator B; Inil +2
{Dex); Defense 17 (+2 Dex, #5 natural); Spd
1em; VEOWE 72y Atk 49 melee 1déer, 2
claws), 47 melee [1d8+1, bite), +#7 melee
{1d341 plus poison, tail) or +10 ranged; 54
Poisonous tadl; 50 Bonus vitality (+2o0 VF),
Fonte-user, low-light vision; 5V Fart +8, Rl
8, Willl #5; 52 M Rep 1; 51r 12, Dex 15, Con
14, It &, Wis 16, Cha 16; Challenge Code: E

Skl Hide +5, Listen +5, Move SHllently
#5, S0t +5, Survival +4.

Force Skills: Batthemind 47, Enhance
Abdlity +7, Enhance Senses +8

Femts: Multiattack, Track.

Force Feats: Control, Force Sensitive,
SEnge

Special Abtacks: Polsonous Tall—Forti-
tude save (DL 16); inktial damage adg
points; '|.r-:|:|n|:|.1r:|r wrconschouineis
for 2d6 minutes.

Physical Descriplion: Vornskyrs ane
canine quadrupeds with long legs
and sharp claws. Their heads hawve
narmow, forward-sel eyes, small
pointed ears, long muzzles, and
f.lng-l':llrd Jaws Their bodies are cov
ered in a short layer of dark fur, and
they have long whiplike tails.

K3 VoRsikye SHiLTiE

nﬂmmmmmmth’t
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a natural shefter In the center of the.
clearing Is a badly ripped piece of heavy

The vornskyrs sleep under the shelter
created by the fallen tress. If the v vorn-
skvrs from area K2 retreated to this area,




there will be & Eobal of o in Ui anea
Thie otheer two ane cubs that hide in the
endlosure and do not enter combat

O the sdults are dealt with, henoes
cain attempt 1o comx the cubs out of the
shielter with a succeisful Handle Anbmal
check [DC 231 If the vornskyr paredids sne
slain, a hera capable of handling the cubs
can try to raise and train them as pets
These young vornskyrs have yet 1o master
Force skills and feats. (Note that heroes
should receive no experience points for
killing these harmiess creatunes. |

The blue plece of canvas in the middle
of the clearing belonged to an ithorian
maintenance worker who blunderned into
one of the adult vornskoyrs. The Ehosian
managed to escape the habitat but was
forced to diop his malntenance pack. The
vonmskyrs dragged the pack to the shelter.
Within the pack were two scanning devices
that contained fully charged poswer packs
Heroes searching the shefter (5 15 Search
check] notice the scanners and olbser foods
hidden amang the leaves and other debris
The cubi have destroyed the scanners by
chewing on them, but the two povwer pacs
are in good condition and salvageable.

The Hoajibs fear the vornskyrs and stay
.1w.1:,-1'||:|rrl this area; Ehus, thelr power-
draining effect has not deplefed the
charges on the power packs. The Hoojibs
won't disrupt the energy in these power
packs if the heroes have swocessiully
comrmunkcated with them and comvinced
them that they can help, Othenwise, when
tthee heeroees: leave the vicinity and reenter
the jumghe proper, the Hoojibs return and
deplete this source of power

K4, Nurr Huro,

Ahead you see a beautiful lake enclosed
by a large chearing and backed by a tall
rock structure that resembles

a small mountain range. & waterfall
cascades down the mountainside,

A large herd of nerfs fills the dearing.
The creatures have an obnoxious ador,
dull horns. that owrve from their heads,
and tangled masses of grungy hair. The
herd appears to be grazing on the grass
and drinking from the lake,

There are twenty-five nens present
Despite thelr repulsive appearande, nerf

meal is a highly prized source of food in
thi g.:l.n:y If the heroes have been STk
in the habitat for quite some time, They
might wish to staughter a nerf or two 50
they can have food to eat, Since these nerfs
aren’'t domesticated and ane used to h-[‘IHE:
hurmted, any hero approaching a nerl st
rake 5 suceessful Handle Animal check
opposed by the creatune's Wisdom check. A
falled check causes the nert to move away
at 115 normal speed. If the hero fails her
Handle Animal check by mone than § or
slaughiers a nerf in front of the herd, she
spoaks the other animals and cawses them
o stampede. Stampeding nerfs take the
guickest route out of the area, even if that
route happens to be directly through the
heroes! Characters caught in a nerf stam-
pede must succeed at a Beflex saving
thraws (DL v7] o be knocked down and take
a6 points of damage. I the hefoes
butcher a nerf and cook the meat without
first moving 2 kilometers away from this
lpcation, they will draw the attention of the
gasnit, whhich lives In a cave behind
the waterfall across the lake. In this
eventuality, run encounter Py,

Merfs (35): See Alien Anthology, page 40,
for statsibes

Kx. Cave of the Gasnit. The mouth of this
cave can be seen by heroes near the base af
the waberfall who succeed at a Spot check
(D 10). Within this cave lives the gasnst, a
creature Dayla and Hereven knaw all too
well If the heroes encounter the gainit
here, Troper behawes in the same manner
desoribed in encount e F].rl'1l'-|.':,' Irvestl-
gate the cave mouth behind the water fall,
read o paraphiase the following

This warm, dark cave smells of water and
rotting meat. The cave is roughly 30
meters deep, 10 meters wide, and 20
meters high. Steam issues forth from a
large, conical geyser at the back of the
eave Countless bones litter the floor,
wihiich s slick with moditure,

If the hesoes have nok yet encountered
the gasnit, it will be in the geyser when the
heroes enter the cave. The geyser is hat
enough to cook most animals within & mat-
ter of seconds, and the chemicals, though
adorless, are toxic

The geyser s artificially created to house
the gasnit; it is alse programmed to emupl
wihen hidden sensors detect Intruders com-
ing within 20 feet of the geysers When one
ar mane characters enter, the geyser erupls
[see bedow ). This annays the Easnit and
causes it to emenge and attack anyone it
sees, Although it has the option of Thying
awany afl any time, it s unlikely to retreat
until all of its vitality poinis ane gone

Characters within 30 feet of the geyser
wihien it erupts must succeed at o Reflex
sawiing Uhaow [DC 18) or be scalded by the
stream and poisoned by the chemical spray.
Affected characters masl make § Refles
saving thow (D€ 15) or take 3d6 podnts of
heat damage (half if the save sucoeeds), In
addition, characters must make a Fortitude
saving throw ([ 18) or take g points
of initial Constitution damage from the
poison, followed by 2d4 points of secondary
Constitution damage the following day. A
successful Fortitude saee (D 18] will avoid
the secondary effects of the chembcal dam-
age entirely, See page 119 af the Sar Wars
Raleplrying Gome for polson fules. Because
the gasnit is at home in the chemical
geyser, it sustaing no damage from the
geyser's heat or the chemicals,

Gavnit [l'l-.!ulrbclrrlll! Predlator G; it 03
Diefense 16 (-2 size, +8 natural); Spd Gm, fly
Fomi VROWP: 7252 Atk b1 melee
[2d6+10 plus potson, bite), s/l meles
(645, 2 wirgs) of +56 mielee (2d4 400, 2
clawes); 54 Polsonous bite, improved grab;
S0} Seent, heal resistance 10, pobion |-
nity, lows-light vision, darkvision [20m}; 5V
Fort +1z, Bef «5, Will +3; 52 H; Rep 2; 5tr 30,
Dex w0, Con 26, Imt 3, Wis 12, Cha g; Chal-
lenge Code: D
Shifts: Intirmidate +3. Listen +vo, Move
SHently +2, Spot 410"
Feats: Alertmess, Blind-Fight, Flyby
Aftack.

SCamnitl rcRRer 8 g ipeics bowen To Spod chevi
when [Tywng during dayiighi howrn

Speciol Attecks: Polsonous Bite—Forti-
tude save [DC 20); initial damage w6 tem
porary Constitution; secondary damage 2d6
termparary Constitution.

impraved Grab—To use this ability, the
gasnit must hit with both claw attacks, if it
gets o hobd, it hangs on and bites. H a gasnit
fets a hold on a Mediumi-siee or smaller
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ereatisre, it automathcally deals damage
with both claws and its bite each rownd the
hald ks maintained. The gasnit can drop 3
creatune | has Er.:hhrd % a free action o
ute a standard action to fling i asice. &
flung creature travels 1dyq ¥ 1o teet and
takes 1dé points of damage per 10 feet
“'-'"‘K-” the gasnit 1'I||'|g-5 its prey while fly
ing, the flung creature suffers this amount
or falling damage, whichever is greater

Physloal Descriphion: Gasnits have gray
|'u|_1-;}cl|g meedlelike teeth, and sharp claws
They prefer to sleep inside great chemical
geysers, which are plentiful on their home
wiorld, Whille these REYHErS are deadly to
many ypeches, gasnits have a high folerance
for heat and are immune to poison.

PLansED EMcounTERS (F1=P4)

These entounters an: meant to be played
In mdcl_:ll:hnugh theey are not restricted
te a specified location

Pi. The Hoojib Imperative. Within a minute
of the blast doors clos ing. ten Hioo|ibs
approach the heroes. Read or paraphrase
the following to the players:

in the nearby trees you hear a low
chattering sound. Ten sets of wide

i
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eyes appear and stare at your from
the nearby trees. A furry white face
with long whiskers, large round eyes,
and large ears pokes out of the foliage.
From between the creature's eyes rises
a thin antenna.

These oreatures. ane the Hoojibs, a sen
tient race of belngs sent by Dayla to neu
tralize any powered weapons or equipment
Troper (and the heroes) might be carying
Alih{lugh the H|;|4;|_||I;|= are r,|u||:r|n11-||r3rrl.1,
they easily pass themiselves off as cute furry
animals. An innate characteristic of the
Heojibs is that they feed by siphoning
ENeTRY from the nearby sources (like blaster
pistols, power packs, and drobds)

The Hoajibs have been prormised freedom
in {"!l:l_'h.lﬂgl:' for thedr servitude. The t&n
Haoolibs ermerge from the trees and immed|
ately run towand the herses. The Hoajlbs do
not attack: rather, they rub themselves
against the herses’ legs, attempt to jump
up info their arems, and act [ikee they are beg-
ging foor food. After behaving in this manner
far several rounds, making contact with all
powered equipment camied, they scamper
back to the trees and hide in the foliage
The heroes will then be followed by wdg+2
Hoo|lbs for the remainder of the time they

are in the jungle
to keep
rechargeable
equipment
from func-
tiomiing
In truth, the
Hoojibs are frightensd
of the risks involved in
Dayla’s plan. They are part of a
BFoup off 25 H|:|1}I|I|:|§ curr['ntl:,' in
the jungle. Originally taken as
slawes a year ago by the Waak-
iees Fahraark and Friyvahrr, the
Haalibs wene Instructed to
feed upon all the energy car-
ried by Troper and amyone
-.-.-h._'.mlghl; B with himi=—ar
meel o terrible fate
Heroes who make & -
cessful Knowledge (alien
speches) check [DC 25) realize
that the Hoojibs are sentient
and that this is not normal
behavior far them, They

will aksa know about the energy-deaining
powers of the Hoofibs. Heroes with the
Foroe skill Telepat by will be able to commu-
nicate with the Hl}l:lj-h'l. & bero capable of
communicating with The Hoo|ebs whansuc-
ceeds at a Diplomacy o Friemdship check
(DL v} can befriend them, Once a dialogue
i estnbdished, the Hoojibs I'.-r.'r-.-r'l:lr wie Bheir
own telepathic abality o convey thelr
predicament imvodving the Wookiees. If the
heroes hasve a p|.1 n to theart Dayla and the
Wookiees—aone that promises safety and
freedorn for the Hoojibs—the Hoojibs leave
them alone and no longer drain thelr
energy sources and reserves, Otherwize,
unless the heroes can keep the Hoojibs
mare than 4 meters from them, there is 18-
tle chance that they can prevent thelr
weapans from being drained of all energy

Mofte that heroes shoubld recelve no
pxperience points for killing the Hoojibs,
and you might even conslder gl¥ing a dark
side point o any hero who participates in
thelr massacre

Hoojibs (10): Init 41 (Dex); Defense 15 (#1
[, 44 size): Spd 3m; VRIWP —16; Atk =]
mielee [wlia=3, bite) or energy drain or +§
rafged; S0 Energy deadn, telepathy; SV Fort
=3, Ref &1, Will +3; 52 D; FP o; DSP o; Rep o
Ckr 4. Dex 12, Con B, Int 12, Wis 14, Cha 13
Chal |l!l"|gl:' Lode: A

Speciad  Qualities: Energy Drain—gy I'.-r'lng
in physical contact with a plece of equip-
maent or liwing being that containg
energy of any sort, a Hoo|ib can absorb
that energy. A Hoajib can alse attempt
to drain an object within 4 meters by
making a successful DC 10 Constitulion
check. Far power packs, drodds, and other
inanimate abjects, a Hoajib can drain 1y
shots or hours of usage per round, or
vitality podnts in thie case of certain
draids.

Telepathy=—2A Hoojib can communicate
||3I:-p;||l11{.:ll|,- with any number of sen
tient beings within goo meters. A being
that wishes to reist telepathic contact
witth a Hﬂl}jlh st rodl @ Wil Lave
agabnst DC 12 + the Hl}nlllh'i. Wisdom
bonus. A suecediful saving throw denlbes
the Hoojib telepathic contact, although
the character in question knows that a
Hoalily (or sormething| has attempted to
inwade his or her mind. The Hoojib can




continue to aitempl to establish contact
for as long a4 the target |5 within mnge
All beings that receive telepathic com-
munication from a Hoojib “hear” the
mmessage in thelr own primary language
Physical Description; Hoojibs have white fur
hﬂ!‘:(‘d with yellow or blwe, Their heads
and faces are dominated by their large
ears wnd eyes, between which a single
thin antenna babs up and down. They
vary in Icngth from 20 t0 30 centimeters

Pa. Against the Wookiees. This encounter
takes place 15 hours after Ehe henoes
Became trapped in the jungle habitat. This
encounter should ooour at night. if the
herses have a laokout, howe the hero on
watch make an opposed Spot check against
Fahrasrk and Friyahrr's Hide checks. The
Wiokiees sneak (Ao e hEross Camp
under the cover of darkneds

The Woakees' prowimity to i e Hoojibs
has drained the power in their bowcasters
This does not discourage Fahraark and
Friyahrr in the _'.Ilghd est, They attack the
heroes with slings, then maove in with clubs
they crafted themsshves. Neither Wooksce
rages at this tirme

If either ‘Wookiee loses 755% of his witality
pobnis, they retreal into the junge, attempt
to shake off pursuers, and Seentually rejoin
I__.Iﬁ:|||.:l and Hereven, Wookiess whd survive
this emcounter will accompany El.l:ﬂ.: in the
final Encownter.

if Fahraark or Frivaher is captured and
guestioned, he is reluctant to communicate
with the herces. Hewever, 3 successful
Intirmidate check (DC 16) of Affect Mind

check (see page B4 of the Star Wars Role
ploying Gome)] enabbes the hefoes to learn
of the Wookiee's allegiance o “Lady
Ahakan” as well as her hatred of Milac
Troper. Another successful skill check i
requined to persusde the capturned Wookiee
to revveal l.1|:|!,-' Ahskan’s true name and her
fEasons fot trapping Troper in the habital.
Fahraark and Friyahrr, Wookiees (z):
Soe "Gamemaster Charscters sidebar

P3. Hunting Gasalt, if the heroes have not
yet encountened the gasnit in area RS, run
the following encounter. Othenwise skip to
entounter Fg

Tiwvenly hours after the heroes enter the
jungle, the sun rises. This s when the gasnit
decldes to leave its lair and kot fof food
Usually it feeds on a nerf or tae. The beast
Ifkes variety, though, and guickly catches
the scent of the heroes. The gasnit will
appraach the henoes by adr

You hear the beating of massive wings
in the distance and see the shadow of
an enormous creature descending
toward you from the leafy canopy above,
The creature is covened in dark gray fur.
Its ears are shork and painted, its mouth
filled witth leng sharp testh, At the ends
of its great, batlike wings are huge,
flexing claws.

The gasnit cannat surprise the heroes,
50 resolve Initiative normally. The gasnat
attacks the heroes until reduced to 20
witality points, at which tirme it flles back
to its cave. Heroed who make a successful

Listen check (DE 25) can determine which
direction it flew,

Upan seeing the moanster, Troper grows
weak and collapses for 3 raunds. Sesing this
crealuire brings back dread memanies of the
wiorld whede he abandoned Dayla Kev so
many years ago. i asked about this onset of
woeakness, Troper tries (o bluff the heroes
into thinking that he was simply taken
aback by the "fierce-looking beast.” Hevoes
witio succeed at a Sense Motive check
{opposed by Tropeer's Bluff check) realize
that Troper is not being altogether forth
right, If the heroes press the issue, a su
oessful Diplomacy check (DO 25) prods
Traper inta revealing the events that tran
spined all those years ago

Gasnit (i} 5ee the “Hew Creature™ sklebar
tor statishics

Pq. Dayla and Mereven Reveabed, Twenty-
Tour howrs. after the heroes enter the jungle.
awsuming they haven't found a way to
escape, Dayla runs out of patience. She rec-
ognizes that the meddlesome heroses have
aarved Troper's life on more than oine
occasion, and o she has resalved o con
front them directly, She i1 joined by her
son Herewen and the Wookiees (assuming
they survived the previous encounter with
the heroes)

Before attacking, Dayla makes certain

that Troper knows whao it s that brought
about his destruction. Read or paraphrase
the following to the players, modifying
the text if ome or both Wookiees are

ol present

GTAR WARS damin Hl



Welcome to
the Jungle

Allow the heroes a chance to react. If they
take no hostibe actions or turn to confront
Traper, continue reading:

Heresen, a dark side marauder (a3
described in The Dark Side Sowrcebook],
wurses the dark side of the Ferce strictly for
his o 2| punposes. There i still some
hope Dayla can be reasoned with (an
opposed Diplomacy check will sulffice], but
Hereven delights in using every paower ot his
disposal to bring about Troper's destrsction.

Roll initiathe normally for Cayla,
Hereven, and the Wookbees. Even if Dayla
i= deterred from entering into combat, the
Wookiees will be bent on revenge fior the
injuries they sustained earlier. Hereven

does ol cease his attacks until Troper

i dead at his feet. Statistics for these
characters are glven in i b “Garmermaster
Characters” sidebar.

The repulsadift service platfoom has a
number of storage compartments and
cantrol panels that allow one to control the
erviranment I the habitat. Dazens of
cameras located throughout the dome
feed information to the platform®s aboard
maonltors, allowing malntenance personinel
{and now Dayla) to keep track of animal
movements. Atmospheric conditions,
weather pattems, soll nutrients, and oxygen
levels can be monitored and adjusted. &
successiul Computer Use check (DC 15, can
take 19 is required to make a-d'ualmznh
to the current environment

BuFULSORLIFT SEEVICE PLATRORM

Craft: Xangar Lewitator SU-4; Class: Alr;
Coit: 12,000 (new), Booo (used); Skne: Large
(5 meters]: Crews Marmal +2 (i pilot);
Passengers: &; Cange Capacity: 100 kilo-
grarms; Speed: 20 meters (mmax. speed 5o
kmith); Altitude: up to 250 meters; Defense:
14" {=1 size, +5 armor); Hull Polnts: 20; DR: 5.
Weapan: Mang

“Th 5Ly repulsselift rervice plafform peowides one
Bl conere o e pllad v o ngeT

Concluding the Adventure
If the heroes are victorious, Captain
Eoogak of the Galactic Horiron attempis
to distance himself from the plot to kill
Troper as quickly as possible. He claims
that Dayla knew of some dishonest deal-
ings he'd had in the past and used this to
commandeer his jungle habitat. Although
bis shory % dubiows, he atones ih-r :-Pf-rring
healing and free wse of the herdship's
Bacts tanks to any characters badly
injured while inside the dome. He is alio
willing to imprison Dayla, Hereven, and
the Waokiees if any of them survived the
final encounter. Unless the heroes stick
around to see Da}lla and Company handed
off to the appropriate authorities, Roogak
allews them ta leave once the hersed
hawve gone. If this happens, Hereven might
become @ redu rring willain in your anga-
ing campalign

While the Ilthorian captain is able to
comntrod his crew, be fears what would
happen if word of his acibons spread to

the mother jungle of ithor {or the Meet,

if this takes place after the Yuurhan Vong
destray Ithorl If the party leverages this
agalnst him, they recelve a +4 clrcumstance
banus to Diplemacy checks when dealing
with him.

Once the business bebween D-'I}'hl and
Trospeer ts resolved, Captain Boogak must
deal with the creatures that are spalling the
sanctity of his jungle. As he was well paid,
he was willing to tolerate thelr presence on
the Galoetic Morzon, but now that Dayla's
plan has played itself out, he wants to be rid
of theme Uinless the heroes do something
to stop him, Roogak has the mone hestile
predators and the Heojibs rounded up and
jettisoned into space. (The gasnit proves
too difficult to trap and midst be kilbed.)

The Hoojibs will want off the Golactic
Hoarinon a4 00n as it comes out of hyper-
space. If the henoes helped liberate them
from the Wookiees, the Hoojibs owe them
a debt of gratitede. How they repay that
debt s up to the heroes. B

Gamemaster Characters
Detadled below are the characters the
hepoes are likely Lo meet in the course of
completing this adventuie:

VENEA ANDSOF
Venra is a delicately built 25-year-old
Human woman with ofive skin and dark
halr and eyes, She dresses either in dark,
semi-formal clothing or in the gray unl-
form of a member of the imperial Diglo-
meatic Corps, depending on when the
adventure ks sel. Her manner can best be
described as guarded, and her body lan-
guage and facial expressions rarely betray
hier mieod or reveal whal she is thinking,
enra, unaccustaomed to the wilderness,
is terrified once it becomes apparent
that she is trapped in a wild and danger-
ous environment. Although she tries to
hide her fear, she must make a Will save
(D€ 12} whenever a dangerous situation
canfronts the group. If she falls the moll,
she's frozen with fear for 164 rounds.
Successful use of the Command class
ability or the Intimidate skill (D 14)
breaks the "spell,” at which point Venra
follows whatever orders are shouted.




Venra Andsof Fermale Lorrdian (Near-
Hiurman) Dip 4; init +1 I:Dlru:l, Delense 12 (=1
Drp;l &f g“}i:l_ ﬁl:ld Iﬂrﬂ_"'-"PJ WP —Fg; Abk 41
medee {id3-1, punch], +3 ranged; 50 Lorrdian
oultural restrictions/bonuses; 5 Fort +o, Ref
+2. Willl 4.4 52 M; FP o DSP o; Rep 3 507 8,
Drex 13, Con g, Ink 12, Wis 11, Cha 14

Equipment: Comlink, datapad

skeills; BlUff +g, Computer Lse +5, Diplo-
miacy 4L Disgubse +6, Gather Information
i, Intimidate +6, Knowledge (buncaucracy)
+5, Knapwledge (galactic poditics) +5. Profes-
sion [bureasorat) +5 Bead Write Basic,
Speak Basic Speak Lordlan, Search +3,
Sense Mothe 412, Sleight of Hand +3

Feints: Persuasive, Sharp-Eyed, Skill
Ermpluasis (Sense Mothve], Weapon Graup
Proficiency [simple weapons)

Speciol Qunlities: Lonnddan ciiltural
resirictions Meonuses—Lordian sooiely
evolved under the yoke of allen oppresiodn
whao forbade them to speak in publl:. As
such, they ;;l::-.rtlnp-rd an intricate sign lan-
guape consisting of hand gestures, body
postures, and subtie facial thcks with which
they can express even complex conoepts,
This language is consbdered the native
tongue of Lorrdians, although most Lor

refiadis speak and understand Basic. Fur-
ther, Lorrdians are expedts at using visual
owes In the body postures and wocal into-
nations of other beings to determine what
they are thinking and feeling. The 4 banus
peints that Lorrdians receive as Humans
during character crealion must be
assiggned to the Sense Motive skill
Although they have long been emanci-
pated, the Lordian non-vecal language
remains the focal point of their culiure.

Lorrdian is treated like the Tedlek Lan-
guage Lekku, but the characters must be
within 4 meters of one anather if the “oon-
wersation” is particulady complex, since
facial ticks nesd to be visible

Higpvin Kiy

Dayla’s desire for revenge coupled with the
allure of the dark side has twisted Hereven.
He revels in the power of the dark side, tak-
ing perverse delight in using the Force to
Loy with his opponents. Hereven prefers 1o
wse and sustain multiple Force abdlities to
torment prey, often combining the effects
of Move Object, lllusion, Fear, and Force
fush before moving in for the quick kill,

Hereven Eev: Human Male Fi o056 5: Init
41 (Dex); Ded 18 [#1 Dex, +7 Class); Spd 100m;
VPIWP B70 ALE #0744 melee [3dGe,
wibeoblade), 44/ 44 ranged; 50 Foroe weapon
+0ild: 5 Fort + 8, Bef B Wil +5:52 M; FP 3;
DSP 7 Pep 3; 5t 13, Dex 12, Con 1. InE 12, Wis
i, Cha o

Equiprment: Comlink, vibroblade

Skillg- Climib 4.4, Hide +4, intimidate +4,
Jurmp 44, Listen 45, Move Silently +5,
Fead/Write Basle, Search 43, Serse Motive
+3, Speak Bagic, Speak Shryitwook, Spot +4.
Survival +4, Swim +3, Treat Injury +3

Foree Skills: Affect Mind +7, Drain Eneqgy
+3. Enhance Ability +g, Fear +30, Force Grip
+10, Force Push +g, Heal Another -4, Heal
Setf +g, Move Object 49,

Feats: Alertness, Force-Sensitive, Martial
Artist, Pawer Altack, Quickness, Shanp-Eyed,
Weapons Group Proficiency [blaster plstols,
bilaster rifles, peirmitive weapons, simple
Mapun;._'l.rlhrn WRApOns).

Fowee Feals: Alter, Ddssipale Energy,
Hatred, Rage, Sense.

Ampasiabor Milac TROFIR

Teoper is a tall, well-kepl eman male in his mid-sixties, with an ron-gray beard s 1
hair that is shot through with streaks of white. Depending on the era in which this
adventure is set, he either wears the traditional purple robes of 3 Republic diptomat
the gray uniferm of a memiber of the mperial Diplomatic Lorps, of elegant formal

warar He is .I|-N.13|"| immaculate in his appeara ficE—until be s backed in the central

habitat of the herdship,

im his youth, Troper was a scout—a detail he'll quickly share once trapped in the habi
tat. He hasn't used his survival skills bn 25 years, however. Troper |5 not foolhandy and
guic kly places his life in the heroes' Bamnds. He remains a r|||| ar of conlidence rhl'l"lll.'_l'i.'ll.l'. thae

adveniure until confronted by the gawnit or Daylo Ky

Milac Tropes: Male Hurman Sct 3/Dip 10 indt +1 {Dex); Defense 15 (+1 Dex, +4 class); Spd wom;
WVEIWP /8 ALk +6/41 meles 1d3-1, punch), +873 ranged; 5V Fort b, Bel +6, Wil +1; 58 N FP
13- D5F v Bep B: Str g, Dex 1z, Con 8, Int 12, Wis 1, Cha 1z

Equeiperaert Combink, datapad

Skills; Appralse 1|_|'|.-||n-_|}:d|._. B Bluff 7, Climb i}l{l:lrl'lhﬂ-l'l Ll 41 I:'IFl|l.'I
MACy + 1h, Hsguise 43, Gather Infedmation +6, Hide « B ImbiFmidate +3
Enowledge [alien species] +7, Knowledge (Human cultures) +7, Knewledge
(Mear-Human eultures) +7, Listen +7, Move Silenthy +6, Pllol +8, Professiorn
[bureaucrat] +8, Read/Write Baslc, Read "Write Rhanan, Repair +5
Search +6, Sense Motive +7, Sleight of Hand +3, Speak Basic, Speak ithio
rian, Spat +g, Survival +5
Fraly: Aleriness, Farme, [ron WiHl, Persuasive, Spacer, Starship Cpera
tion (space transport], Trustworthy, Weapon Group Proficiencies

[blaster pistods, blaster rifles, simpe weapons)
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SUPPOETING CHARACTERS
Fahraark: Wosokiee Make 5S¢l &; Inil &5 (Dexj;
Def 8 (+1 Dex, +7 class]; Spd wom; VRAWE
qohuy Atk +8 melee [1déeg, club), &5 mnged
{14, sling bullet); 5Q Wookiee rage, extraos-
dlnar}' recuperation, (Micit barter, better
lucky than good, sneak attack +xdé; 5V Fort
+, Bel +6, Will +2;52 M; FP 1 DSP 3 Bep 5
Str 19, Dex 12, Con 14, In1 14, ¥vis 10, Cha 1o

Fquipment: Bowcaster (energy depleted
by Hoojibs), chub, sling with 5o bullets

Skl Appralse +6, Astrogate +5, Bluff +5,
Climb +7 Computer Use +5, Dermolitions +7.
Diplomagy +1, Disable Device 46, Dispulss
+2, Hide +8, Imtimidate 48, lump +6, Knawl-
edpe |criminal mp,.muul-um} &6, Knowl-
edge (pacer lore) 46, Listen +8, Move
Sllently 48, Pilot +5, Profession (merchant)
+8, BeadWrite Shryliwook, Repalr +6,
Search tﬂ.EI:—JEM of Hand +4, Speak Baiic,
Speak Shrylhwook, Spot +8, Tumble +4

Fewta: Alertness, Skill Emphasis [mes-
chant), Weapons Group Proficlency (blaster
plitols, simple weapons, vibro weapons]

Fﬂp‘hrh ‘Wookles Male St 3/50l 2/Fh 1, Init
4 i1 e, 4 Impnoiend Initlative); Def 16 I:H
Duse, 45 class): Spd 1omg VAP 3oh3; Atk +g
melee 16+, club), +5 ranged, %0 Wookiee
rage, extraordinary recupération; S Fort +7,
Reef - WAl g S MA; FP 2; DSP 4 Repov; Str
20, D 13, Con vy, Ind vz, Wis 1a, Cha na,

Eqpiniprment: Bowcaster [enengy depleted
h:,r ijlhl.]. eluik, 1.II|15 with o bullets
Skils: Astrogate 47, Climb 47 Computer Use
+5, Hide +7, Intimidate +7, Listen +7, Move
Sllenthy -7, Fllat +7, Read Weite Shryliwook,
Eepair 40, Speak Basic, Speak 5h|'_rllw:l¢L
Spot 43, Survival +3.

Farce Skilli: Enhance Abiiity 49, Farce Grip
7, Move Object +x

Feafs: Armaor Proficiency {light. medium,
heavy), Force-Sensitive, Gearhead, Improved
Inifiative, Skill Emphasis [Enhance A.I:IF-II.‘!.IIL
Starship Operation (space trangpart)

Fdes Feals: At

Captaln Roogak: lthorian Male Mibl g; init
+1 [Dext]; Dol 18 (41 Dex, #7 class); Spd 1om;
VPAWP go/g; Atk «BF e meles (3d6, blaster
pisiol) or #7742 rangﬂl; 50 +2 species bonus
an Knowledge (nature) checks, +4 species

banws an Surdval checks, +1 species bonuy
on Wil Saves, 2 favors, Inspine Confidence
&2, Command +4, Pllot ad clags skill; 5\ Fort
&, Bef 42, WHl #6852 Mg FP o; DSP 1 Rep 1
Sir 11, Deest 12, Con 1, Ink 77, Wis 8, Chag,

Equipmert: Combink, d:i.lp.:d,ﬁ-ul kit.

Skitls: Bluff +14, Diplomacy su, Knowl-
edge [nature] +17, Pilot s, Ride 44, Sense
Mative +11, Survival +7.

Feats: Improved Initiative, Spacer, Starship
Operathon (capital ship).

Herdiship Crew Memben [tharian Exp 1.
Init o; Def n (=1 dass); Spd wom; W m; Atk
+3 meles, +2 mnged; 50 +2 species bonus
an Knowledge (natune) checks, +4 speches
bonus on Survival checks, « species bohud
on Wil Saves; S Fort 1, Bef 41, Wil 45 52
M FP o; DSP o Rep o 5EF 12, Dex 10, Con n,
Ink 14, Wit n.Cha 13.

Eguipment; Comlink, datapad, elec-
trabinoctilars, med pack, tool kit

Tl .ﬁi'tn:-aal:: +8, Computer Use 48,
Knowiedge (nature) +10, Enowledge {archi-
teciure] +B, Pilot +6, RBepalr +8, Sundival 410,
Treat Injur_g,l 1]

Feats: Endurance,

Duviia Kiw
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sion +5, Move Object +9

ple weapons)
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Long years of bitterness have left Dayla haggard. She B nearly unrecognizable by
Troper, who has obviousty led a misch easier ife, Despite her heroic story of

4 purvival, the need for retribution has sapped any oy shi rl'\-lF‘:I':I have felt in her

remaining years. Her connection with the dark side of the Foroe serves as her
ondy nermaining source of strength

Dayla Kew: Human Femalbe Sct 4/FA B: Inbt +1 (Dex): Def g (41 Dex, &8 classy
Spd vom; VRAWP Bgurz; Atk svofeg mebee (s, punch, s100+8 ranged {2d6,
l.5||'!.g'I hrower pistoll; 50 r|.|':|-|.|r|'|{.e_ uRCanmy ||-\.'||_1|.§|' [Dhex Do (D Def], Foroe
weapon +udd, comprehend speech, Farce talisman +2; 5 Forl +7. Ref +7. Wil
iy 52 NG FPp; DSP o Rep 3: S4r 12, Des 12, Con 13, Int 14, Wis 12, Cha 1
O linde, <l ||::|:|'|| Ll A
1 wogate +4, Climb +4. Computer Use +5, Demoalrions +4, Dipko
rriacyd 3 Gather Information +3. Handle Anirmal +3, Hide +7,
M Ii:ﬂt [alien specles) «5, Listen +5, Move Silenthy +7, Pilot +5, Profes
-:p:.rph:u_-:: +5. Profession (merchant) +3, Read /Write Basic, Ride +5,
et o7, Speak Basic, Speak Shryfiwook, Spot +6, Survival +8, Swim

Force Shills: Affect Mind +8. Enhance Abllity +7, Fear +8, Force Grip
+4, Foace Pudh +50, Friendship +30, Heal Another +4, Heal Selff +8. 1y

Feots: Anlmal Affinity, Force Sensitive, Track, Trustworthy, Weapans

Group Proficiency (blaster pistols, Blaster rifles, primithee weapons, sim-

Force Feats: Alter, Burst of Speed, Control. Dissipate Energy, Force
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Renegade sentientologist Tem Eliss transmitted this
most recent entry in his outlawed guide from a
HoloNet node inside that dangerous (and somewhat
nebulous) sector known as Hutt space. There he is
believed to have studied all Hutt servant races to
test his hypotheses concerning thousands of years
of Hutt genetic and cultural manipulation.

phwysioLogy

The Mikto—ane of three species nearly syn
ormymous with "Hufl underling " —evolved
on the planet Eintan, At first scan it is a
fairly typical world deep In Hull territory
with a diverse but dangerous ecalogy. &
cleser examination reveals that neardy all
life on Kintan (inchuding the Nikto) has
been affected by constant streams of radia
tian ermanating from the death throes of
mearby star Mdweshuu, Traits and muta-

BE vsLuwe | NUMBER &

thons that would normally have taken mil-
lions of years happened over the course of
thousands, leading to five quite different
lopking [but genetically compati bie) Mikto
races, each adapted to thelr specific env
ranmental niche

All Mikto are repdilian humanaoids with
Feathery skin, sometimes covered In Spikes
of horns, All five races also share deep black
eyes covered with a protective membrane
whin necessany, Like thelr ancestors, they

Erkpdoy @ very small range of faclal expres
tions simply because they lack the musowla
ture, Their “staring” eyes and seemingly
tank expression often leads others to
undenestimate Mikto intelligence. Life
amangst the bwisted mutations of Kiran
and the casual brutality of the Huits has
=it Ehie M Hl:lr':t-'l:"l"lr'l:,l O g 3

smarter than they appear

CUulLTure & hsSToRY

Faif r|.,|n|; RYOLpS of Mikto r.'llr'l:.i inferbreed
since the species has never developed their
own hyperdrive technology, The Nikto
deveiaped many taboas on raclal divides,
supported by genetic diversity Torced on
them by thelr Hutl overlords, Al Five races
are genetically comipatible and can inter
e, b such nksans (wWhich have Decomee
more frequent since The Hutts entlaved the
Hikto) offspring generally bear all the char




acterivtics of one ar the other parent
Geneticisis blame this oddity on the racia-
tian fram Midweshuw. Occasionally, a child
of a “mixed unien” bears traits of both par-
ents—such a child usually dees nok live
lang, fior all Mikto immediately treat the
freakish half-breed as an outcast whio can
only enrich the cemmunity through his
death

Bot all Mikto work for the Hutts, just as
nak all Humans served the Emperor. Most
free Mikto still come from an enslaved
species, howeyer, During the Galactic Chwl
War mary Mikto slaves escaped from labba
the Hutt, for examphe. Most returmed will
|ng|5- to another Hutt wha “inherited” them
in acoordance with custom, but a few ook
advantage of labba's demise to become free
I:u:'mgl. These ermancipated Mikto must con-
stantly be on their guard; Hutt-employed
slavers often try to captune them and returm
them to their “rightful cwners.”

The cult OF ayoweshoad
Thousands of years ago, before their
enslavement by the Hutts, Mikio
astronomers discovered the dying, radia-
tion-spewing star that they dubbed Md-
weshuu (2 wond with ne real eguivalent in
Bashe, it mughly Eriria | abES 55 TV rusTwWaor -
ithy stepbrother®). Althowgh they had no
knowledge of the effects caused by the
star's radiation, many began to worship

s dweshuu as a death E_ad This cult affered
living, sentbent sacrifices to thelr deity, and
a bloody inguisition soon spread across Kin
tan, Thausands of “infidels”™ who did ot
acknowledge the hodiness of Midweshuu
were put to death, Thousands mone jeined
the cult and spread its beliefs sven to every
rarnes of thie Mikto homewoarld.

Eriter the Hutts. After the cult of Md
weshuu ruled planet for thirty standand
years, Hutt merchants—seeking cortrol of
the Kintan system for a strategic advantage
e comipetitors—uisited the planet. They
weere impressed by the cult’s contred of the
entire planet from a relatively small strong-
hodd o the morthen continent, A Hutt
named Churabba also saw what the leaders
aof the cult could rod: that many of the M-
wethuu's “loval sulbjects” wene in fact & dis
gruniled people ripe for rebellion. Churabba

gedered the orbital bombardment of the
cult’s stronghold and became the savior of
the entire Nikto species. The grateful Mikto
abmost iImmediately entered inlo an agree-
rent simidlar to the one which already sow
the Klalooinians and the viodeans in serd
tude to the Hutts, This pact has stood almost
unbreakable for thousands of years, although
the cull of Mdweshuu has refurned in one
fnm or another seversl timnes over the years
& millennium before the Batibe of Yavin, the
cult #ven foroed the Hutts off of Kintan for a
shart time, although the Hutts quickly
regained control in o Series of bloody mence
nary attacks that lef almicat & Uhard of the
popdlation of Kintan dead

The Huits hawve never allowed Kintan to
have its own planetary govermment due to
the cult's lingeving presence: Although ind-
vidual Nikto become clan chieftains, the
Hurtts speak for the Nikio in dealings with
the rest of the galaxy

Five Unlgue Flavars of Nikta

The Reh

The Wannschok (“Endless 'Waste ) of Kin
tan is home to the hearty Eajain'sa Nikto
race, also called “red Mikio® because of the
hue of their scaly hide. Small horns jut
fram thelr brow and chin, while their nasal
passages ane protected by a thin perme
able “nose flap® that keeps out dust and
desert grit. They gain extra oxygen and

Kajain'sa'Mikto (Red Nikio)

iubl.Ffflfl Fel vretr 43 Constitution, =3
Indell ||!|,rn|:i.-.-rfll AFiErma

Spechal Qunlities: Desert Dweller—Rad
Mikta live im the anid regions of Kintan
called the Endless Wastes. They gain a
+4 speches bonus to Survhial checks In
& desert ervironmaent, and can go up
o a weesk without amy water at all,
Matural Armor—Aall Nikio subspecies
have a scaly hide that provides +3 nat-

ural anmor,



Tbe N1IKTO

conserse malstune with the breathing

tinbses O PhsEir ecks, '||'||_':|r can go an

extremely long time—physiologists have
never measured how long—without water
{labba employs many on Taloaine for just
This reasan) M.drl:l' Tatoolne matrves claim
o lonoww of @ particular Kajain saikio
soout who returned to a Hutt (Gardulla
labba oF soime other Hutt: the storles
nEVed SEem Lo .'|grl.'|.':= after 1o years lost bn
the Jundland Wastes, o feal thought
impossible for anyone but a Tusken Baider

The GRECH

Members of this subspecies Kadassa Tkto
ane more comimondy called freen Miktao

They have mane visiily scabed hade with
prominent brow ridges. They lack the nose
flag present in other races 1'-u|'.-|-.'|n|:=I in the
trees of Kintan's dangerouws forests allev-
afed the need to filter dust, while increasing

the imporiance of the olfactory sense for

HD voLUME L HUMBER &

humbing and survival, The green Mikio have
wisible, sensithve noses and long Clavys
suifed for tree climbing

Legends tell of a rebelliows “lost tribe’
of Kadassa'Nikto that resisted enslave
ment by the Hutts and even now lurk on
the fringes of Mikio sociely in the deep
forest. Most Hutt slavers scoff at the
lea—bart those same beings are lpath to

enter the woods of Kintan after dark

TDE DOURTXAIR

Thee blue-gray mountain Nikto [also known
as the Esral sa Mikto] bear the familiar mose
flaps theough which they can filter grit, dust
or dangerows fumes. The mountain Mikcbo's
miost 1.I;r|'n|'|gh_-;||u|(~!..1|1- fins that protrude
froem their cheeks and serve as their primary
hearing organg. These fing also ald in tem
perature comtrod. cooling the Mikto in sum-
med Fid flattening against the head bo
wrarm the Nikto in winter Symmetrical neck
carities serve a simillar purpose. The claws of
3 mountain Nikio are short and Munt, mone

suited to climbing rocks than trees

Eapat'saMinro (Griis MigTo)

—Creen

Matiural Armar=—&l Makfo subs
have a scaly hide that provides +3 nak
waral @y

Sopnl=—The green Mikto has the seng
tiE nose ol 8 woodband hisnter, allow
ing them to detect approsthing
enemiles, sniff owt hidden foes, and

TR ]

track by sense of smell. They ¢

||F:|| familear odaors |ust as Humans nsg
ognize familiar sights, and
opponents within 10 meters by sense
of sl I the oppanent i upwin yill,
the range incréx 20 mebers; if
dowmwind, it dr o b melers
f scents, such as

rbage, can be det

a e
revealed

£k, The |:|l;||| al Ui foir &

fredh trail i 5o [ matter wihal kind
of turface
infreases of decreases -:I-'-|:-rru: Ing an
haw strong the quary s s, tha
number of creatures, and the age of
the trasl, For each hour that has
passed. thie DL ases by 1, Thes
ability otherwise follows the fubes for
the Track feat. Mikto tracking by scent

re the effects af srface condi

ns and poar wisibility




e pale
The Gluss'sa’MNikto are usually called
island Mikto on Kintan, or pake Mikto elie
whiere, They range in cdlar from white to
gray, which helps them Sureive cn the
BlEached, ||_I:'l:|l shores of the Gluss elta
archipelago. The pale Nikto have experi
enced mutations on par with thear
cousing, but some traits lead schentists o
Baliewe ERal the Tirst island MkEo may
have been offspring of a Kadas'sa'Nikto
and Esral'sa'Mikto, who fled te the islands
millennda ago to protect themsehes. The
pale Nikto shang features of each sub
species: the bany brow ridges of the green
Mikto and smaller wersion of the fins of
the mountain Mekio

Pale Mikto make excellent sailars. Dur
ing the New ledi Order era, a colony of
pale Nikto=—survivars of a muting
onboard a Hult star yacht

sakl the emnd

less seas of the water world Drexel |

Eimai ia’'NiEro [MounTais Nikng)

"1_]-_ 4 Con-:
stitutkon, =2 Intelligence, -3 Charisma.

special Qualities: Mountaln Dweller—
Perhaps the hasdiest of the Nikto, the
misumntain Mikio lives among Kintans

Suwbipecies Feahures: -2 De

craggy peaks. Thay gain & +2 spedies
banies ba Climb checks and a +4
species bonus 1o Sursival chefks In a
misintaln environmaent.

Matural Armar—aAll Nikto subspecies
have & scaly hide that prowides +2 nat

weral Ao,

Guusssa MikTo (Pau Nikto)

Surbipecies Features: 42 Stremgth, 42 Con.
stitution, =2 intelligence, <2 Wisdom,
=2 Charisma.

fpecial Qualities: sland Dweller—The
pale Miklo populate the Gluss'elta
I%lanad mhlp:hgu-—lhr.']' BN 3 44
species bonus 1o Swim checks and a
#4 species bonus to Survival chedks in
an aguatic ermvimonment.

Hold Breath—Pale Nikto can hald
thedr beeath for an extended period of
time. See the Gungan desaiption in
Chapier 2 of the core ruleboak,
Matural Armor=—All Mikto subspecies
hawve a scaly hide that provides +2 nat-
ural arrmor.

The sOuUThEeErk

The southern Mikto (M'shento’su'Mikio)
may be the newest » ubspecies on Kintan
They have bost (or simply never evalved)
any facial hosns, ridges, or firs. Linlike any
of thelr cousing, soulhern Nikto have
ewalved long, prominent breathing tubes
on the kacks of their heads, These organs
are present on ather Mikto, but are small
and unsbtrusive, On the southern Nikio
[t Evalved In a mone predator: eavy
ervironmeent ) these fulses ane an IFTN Ol
tant survival tool, allowing the Mshento’
su'Nikto o sense the mildest ulirasonic
vibeations. Indeed, southemnm Mikto ane said
to hawve Eyes in the backs of thelr heads, a
tralt some have mistaken for a genetic
predispasition to Force-sensitivity. The

southern Nikto have an average number
of Foroe-users in thelr papulation, though
a Mikto ledi i virtually unheard of, §

MsninTo'su'NikTo (Soutnien Nikia)
tubipecies Feafures: +2 Dexlenty, =2

intelligence, =2 Charisma

Specind Qualitles; Keen Sensei—LUnique

amang the five subspeches, the South
ern Nikio evolved delscate ultrasonic

SOy tubes along the backs of their
shnifls. Thee
species bonus fo Listen checks, and a

ules grant them a 44

#2 species bonus to Spol and Search
cheecks

Matioral A=Al Mikio subspecses
hawe 2 wcaly hide that provedes +2 nat

Lirall AT
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SPECIAL OPS

ur rany, the appeal of the Shar Wrs
uniwerse lies in the struggle sur

reunding the Foroe, epic battle of Elli.'l-.'ld W
giit @il Zard the heraic and villainous

champions of each cause. (Mhers, however,

are morne interested in the underbelly of
that same galaxy. They know whao really
shot first in the cantina—a defining
mament for the original scoundred, Han
Colo. The dark side miay b a powerful hare
for Force users, making those who remain

pure and virtuous all the more special

Fans of the dashing cultkanw know thene is
roarm between the far-flung planets of the
Bepublic for henoes wivs see the galaxy n
shades of grag. The Shar Wi Roleplaying
Garme allows for many hero concepts, and

heroes lke the scoundnel ane well nepre
spritiad, Howeeaer, there ane 3 few heross oon-

cepts better served by the versatile

mattichass meles. This column explores con
cepts that don't guithe fit imbo one of the sight
Fefold clagses, and shoks one marticlaxss

pat way theough which tome concephs can
(kY brought to 'H.".'

General Description

Everyone has secrets, and for every secret
there b5 someone who'd benefit from its
eapoiure, For the pewwerful, secrets aften
beecome the bey to success. From govemn
mient secrets gu.ﬂdml by planctary defense
forces to experimental hyperdrive designs
bept in an inventor's scrap yand, secrets fill
all gras of pl.1:,'|n thee Stow Wiars Bokeplaping
Game. Heroes and villains alike have thelr
share of hidden information, and they often
work fodiscover each others plans. A few,
hu:n_.ﬂ:-.-_u_'r_ dedicate themselves to the

< hidden data, e
prints, prototypes,
1l ather canefully

AR added rberms
rese freelanoers
-E:::umlzunnlﬂ' e charm
-:4|'l|.', Enaverny af a
soaundrel wilth
the stealth and

allves, selling what Ehey
{{o the highest bidder

laplaying Notes

!-]pfm"r. inthe Star W Foleplny
; fng Game an often d aring, baut
T the freelancer is Always s

decation and retrieval of

Archetypes

BY JESSE DECKER
TLLUSTRATED BY TONY HARRIS

She feels most alive when in danger. Cling-
ing to the side of a security tower, trusting
her thermoguard jumpsuit to hide her from
the compaund s infrared sEnsors, is whene
the freclancer feeli at home. When not on a
milssion, she continues Bo live life impetu
ausly, moving frosm I_‘||.1{i:'1_|} place and burn-
ing through the proceeds af her [ast
mission with reckless abandon. She buys
expensive toys and disposes =g
wirecks—them pust a5 quickly. She ranely
passes up a chance for excitement or a shot
at a new joh

The few freelancers wha do not live fos
the mush of a dangerous mission are, by con
trast. the most cautious. detail-ariented
|_1|-;_a-1|:15.||_||1.'||1| in the 2a la Y Theesae quisct Indi
viduaks plan for esery contingency in
advance and work at their own pace. They
carefully hoard thelr resouroes and contacts
Althaugh less trusting than thrill-seekering
freelancers, Ehey are mose |kely to form a
chose bond with a _gﬂ.nur.l-::d' henoes, shaving
prafits, contacts, and risks with their trusted

COMPAmIGnS.

Mow Gear
THERMOELUARD JUMPELTT
Coit: 2500 credits
Welght: 5 kg
Desigred to evade infraned and ather
thermo-imaging delection devioes, these
expensive bodysuits are filled with a com-
pact surface copding system that keeps the
outside temperature of the jumpsuil equal
o the termperature af the surrounding
atmasphere

The |_|"--_'I|r'||:|E||.\,iI-|1 |||I'I'||,!r5|,.|||: makes the
weeared invisible to infrared detection devices
and negates the benefits of darkvision
Belngs itk mormeal ﬂghr and dasrfoeision can
il s the seearer, though they ane subject
to normal concealment penalties for dark-
riess, Bedngs that are bllined weitheout darkon
500 Cannmol see the Jl.u'i'l:'lillﬂ"\'- WEENET,

The jurmpsuit can be turmed on or off and
requires a power pack fouse, it takes one




mmlmube (10 founds) for the swit §o reach the

sired termperature, and ks effects take h alf a

to Fade (£ rounds) once (e PROWER 15 TR

off. One power pack provids s 2 howrs of ud

ooling system is made ¢
flexible tubing inside Lhie pumpsurt 5 lagers, it
nonetheless confining, Heroes wearing a ther
@ uard jumpsull sulter the squavalent of a
armor check penalty and may not Wear arm

Arrmiordil Thee rrmeag uand! pUem PRt are 1% |

ihle: fncrease the armoe's cost by a factor of 1o

pnd the armar check penatty By
CamourLact PoOMCHD

Civstt
Wisight: £ kg

Seouts, hienters, and guenlla troops make

s crEdls

EH e

shve use of this Bghtweight poncha deésiginied 1o

Blend Inowiih a cerfaln tesrain

t is easily donned or removed (3 e
3l folds it |||;.:|":|_l'.|'-||'| packed bundle The
nancho

Frants 4 +4 SO EMEnT DO toi b

checks in the afviroidmEnt o was desipned for

At ;;--l\..-||‘_ fare ,I_ U, SWamip TeieETHR R

patterns ane avadlable, Each pattern grants a
B if only one type of terraln

Camouflaged-patterned armor is

nerease the armoe’s cost by one-tenth. §

The Froslancer

Chass B ATTacy
Lrvis Borias

FoEr

] Selq +0 4F
3 Scda wl 40
] Sl 25t 1 1
4  Solasscta #3 ]
g Sl 35t 3 #3 #3
6 SclgiSctz +4 &3
T wisfheta +i] +3
B SclssSct 3 ] 3
a Sl 5r5ct 4 b &1 L |
10 ScleiSetg #0441 ¥
m SeletSet b +Ti42 .|

12 SelgfSety +Hisg

3 Sl G5k T QY i
1 Sclyiset 7 #0745 +i
g SclBrscty R TE T EY p 1

b Sclgihaty avpfafiiel a7
7 SchodScly  srfepier &7
W SclwosSct B w13 l+BI 4y #7
g Scliadscl g FI1FEEr4] 57
30 ScliadSch g +nglenfeg Wl

Savy Sawn

# iz

Variant Abilitins
Although the ch
cal level pro

tied a

| yaur GM

might allow ¥ ute som
the existing class abilities for ones that
stick closer (o the freelancer archetype
VARIANT 1: INFORMATION METWORE
Allo the freelancer to exchange the trail
blacing ability for the abslity to find infar-
mation quickly. Instead of making a
Survival check & described in the &
entry kn Chapter 3 of the core rulebook, the
freslancer makes a Bluff, Diplomacy, D
guise, Intimidate, ar Ki e (st
witge) chieck (players cholce). ¥ the result B
1 of better, the freelancer need anly 4
tevo hours search an. [ thie
regquired, Plus, i
the heno gaim ;

Gather information chedk

SricikL

VaARiANT 2 INFILTRATOR
A freslances studies her Largets inoes
il the

pnse of frusting her instincts. Pro-

santly befare making a ma
wided with the right information about &
target | ro or higher Gather infarma
thon check) and enough time fo Study it
(B hours), she can perform miracles. To
represent this, replace the scowndnel's
better lucky than good ability with a +2
cempetence bonus on Blull, Compuler
Use, Demalitions, Disable Dewice, Dis
guise, Fargeny, Gather Infar

ntimidate, Listen, Mowe Slent

S

g Jn_||_'|L'- Thils EBlity can anly §

per week, taloes effect st the start of

Leauridral That g

Emphasis feal, $he r

|.‘||:'l.lﬂr1.11l' any ane crosl-Class ik
class skl Freelancers often waodk
and vily

aneeis, This

0 starting feats, lllicht barter, feal 4 o
§i01 Better lucky than |_:'\.'||:-:| +5, ]
tarting feats, bonus feat, lead +h i
42 Tradlblazing, +1 to attnibute Cr 1
5 ¥
] Skill Emphiasis, feat +H F
1 Gneak attack +3d6 +8 3
+3 &1 to attribuite +8 3
+3 Incanny dodge (Dex to Def), feat o B |
i Skill mastery +G 1
il 3 | i
4+I Uncanny dodge (ro flank], +10 i
feat, #1 to attribule
) o1 r
wlha H 5
] 5kill Emphiasis, feat S F] &5
+7 &1 to attrabute #12 <]
+7 loimus feat #13 1
7 Feat 13 7
7 &#13 L]
B Skill mpstery, 41 to attribute, feat #14 8

a3
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Tips, Teicks and Tactics for the Star Wars Customizable Card Gaime

eciphers first 5tar Wors card game
m has come back to Tatooine, the
planet where it all started 25 years ago,
and has delivered powerful new cands—

||1|:||J|1||1E quite & fiEigd I"IIEH':II'!I“H:,TI:'I'I.IT:II:"
ters—into the game with the release of

the latest expansion of the same name.
The desert planet—in many ways the
heart of the Star Wars CCG—now plays
hast to an ever-widening variety of strong
deck archetypes

When building theme decks we don't
swieat the whole "strong deck archetype®
much, Instead, we stay up late and watch
Barreta reruns while drinking expired
milk. Naturally, that leads to the question
what it weould be like if Darth Maul, Surra
5ing, Mara Jade, Darth Vader, Watto, and
the Emperor himself rode in a wicked-bad
Mos Espa swoop gang? Would they wear
matching patent leather hats? While no
ane can truly answer that last question
imot without a full-bloswn ILM-sized
budget, ampway], we think we can give
you an idea of what that swoop gang
would laok like thruugh thie lens of a Star
Wars CCG theme deck.

Driving with Flara

While not as combat-specialized as the
Empire's speeder bikes, the Flare-5 Racing
swoop (from Special Edition) is a tricked
out speed machine that can easily be rid-
den by any character. In game terms, the
speeder bikes ane combal vehicles {(which
require pilets) and the Swoop is a trans-
port vehicle which only requires a charac-
l&r :Irwing lt]_ The Swoop is espet i..jll_l,r
effective on the desert world Tatooine,
where beings can become stranded n the

BY CORY [,

desert if forced to go about on foot. Since
the landspeed of the Swoop is determined
by the ability of the driver, it's the perfect
steed for a gang ol h||.;lr .|h.~|||::|.- Jedi
husters. The Flare-S also allows the driver
to“follow" an opponent’s character on the
oppanent’s tum, You can choose whether
Darth Maul will chace Padmé and the ladi
from Mos Espa to the Lars Molsture Farm,
of allow Aurra Sing to tail them,

This installment’s deck is designed to
stay on the ground, specifically on the
desert surface of Tatooine (this planet’s
[ [na] 11_=|1'|;'r1,i|1t: to r|._-';r|-.’:lr|.-:| 'Irllrlg'-. startl out
the old-fashlioned way, with one starting
location (Tatooine: Desert Landing Site,
which allows Maul to deploy for free) and
a Starting Interrupt (the perennial Pre-
pared Defenses). The three effects this
deck h{'[:_lrl': the Barme with are intended
to slow the opponent down (His Name |5
Anakin), make his ledi casier to hit (You
Cannol Hide rnr-e'w'l:l..ll'ld iewiaie you for
attacking (First Strike}.

You'll want to get some big, beefy char
achers onto SWoops At soon as% Frl::-':-'.ll:-lt-'-—
Maul is preferable, since he can deploy for
free to your starting location, Once on
Tatooine, your powerful, saber-wielding
characters should be able to safely spread
over the surface of the planet and drain
upa storm, There, Hnr}l can Lra P Eneny
pedestrians In the Tatocine desert, duel
foolish Jedi, and get a little sun {really,
Fianve Y looked at P..|F||."||:|r|-e' I.|I:rl_1_,'? That
guy’s got to be completely devoid of
melanin.)

Your opponent will no doubt come Sith
hunting, probably with ledi (those guys
are crawling out of the woodwork these

The Shatft:

4 Swoop Dreams
“What is thy bidding, my master?"

HERNDON

days). if they're foolish enough to bring
lightsabers, you have two ways to disarm’
them. Better yet, steal those sabers with
AUFTa Mng,

In theory, this deck runs into big trouw-
ble against space—in theory, Odds are,
your heavy drains on Tatooine will force
your opponent down to the sand where
you want them and have a definite
.||!'.'.rn1,.|g-e_' Just I:Irmg .1lu|1E some 5PF o
for the Emperor,

Augra SiNG, DAaRTH Maul, Mara Jape,
EmpreEnor PALPATIMNE, BANE MALAR

& LoTs 0" "SAnERS

It seems you can't swing a double-bladed
lightsaber these days what without hit-
ting two or three ledi. Well, you can anly
swing one double-bladed lightsaber
(though it is technically identical to the
single-bladed variety), but the traditional
{!l::,ign g ju:.l: fime when SWLINg I.'q,':ln:,r
of these folks. Maul and Jade (great name
for a buddy cop meovie, isa't ik} carry their
o, wiibe Vader"s "otick™ 5 bullt n for
deliclous card economy. Aurra and Bane
can easily carry the generic Dark bedi vari-
ety, although Aurra prefers to steal hers.
And of cowrse, the Emperor—master of
evil that he Is=—can pick up and use a Dark
ledi salser for free

BY wvoLumE | NUMBIR &




Maul's ELICTRG-

BINOCULARS & WATTOS
CHaMCE CuBg
This mifty little trick ks
the reason FOU See 50
many even-numbered
destinies in this deck
Watto's Chance Cube, a

desting-5 Used Interrupt,

lets you draw destiny during a battle. An
add destiny is bad (like, zero destiny for
you bad), but an even desting allows you
to add two battle destiny just like that!
The difficult part is saving yourself some
Force to use the electrobinoculars and fix
your destiny, so make sure you have a
decent biker gang on the planet before
starting a brawl

RESTRAINING BoiT &

DrroniNT's DROIDS
The light skde droid
brigade become increas-
ingly annoying with
each expansion, and the
new See-Threepio With
His Parts Showing may
b one of the most

aggravating. Restraining Bolts provide

excellent desting (even-numbsered destiny,

natch] and are handy for keeping pesky
mechanicals in ling,

r!.

.rm'r
si:;
i-:ri”

U!H”

|ll|li‘

P B

RESTRAIMING BOLT &
LEviTATION ATTACK
Levitation Attack, an oft-over-
looked destiry 4 (last |
chechoed, 4 it an even num-
ber tood) Lised ntermugst
frarm Cloud City, can give
youi a quick power boost
and let you squeeze even
more use out of that Restraining Bolt, At the
very least you can get a 3-power boost out of
that extra pair of unique Electrobinoculars.
Either way, the device and intemupt will
come back around, since they both end up in
the Used File

AuERa SIiNG & WEAPON
LEvimaTION
That pasty babe with the
antenna sticking out of
her head gets to use any
stalen lightsaber and is
quite capable of swiping
them with her game text,
or the effect Quietly
Oibserving. For a little backup, though, con-
sider the Skrilling, who can steal a weapon
in miuch the same manner as Aurra herself
(if Miss 5ing ks elsewhene), The bost portion
of Weapon Levitation is the most effective
means of theft—play the card, Aurra takes
the saber, and commendes cutting down
the saber's owner with his own weapon. §
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8 imce the refease of the Death Star |

expansion, one of the most poweriul
Dark Side decks is based an the second
Death Star. The deck |s also know as the
“Alan Parsons Project,” a satirical reference
by the Austin Powers villain, Dr, Evil, to
buibding his own “Death Star” It's a throw
back to the early days of the H.nll'll‘:.'p‘q'|'|l:l'l
Star Destroyers ruled space and Imperial
power was a thing to be feared.

wWhile this deck has been strong sinoe its
premiene, it's abways had a glaring A hilles
heel. A clever opponent could sneak a lone
starfighter inside and almost always blow
up the awesome battle station. The
Tatoodne expansion oortain % the “helper
card—We Shall Double Qur Efforts!—that
changes all of that, Not only does it allow
the secomnd Death Star to unleash mose
punishment than before, but also gives it
come extra defemnie, |11.|l:l|'||..l" It tuughr_'r e
destroy
This deck ks powerned by cards that get

other cards from your Reserve Deck, mak
ing construction blazingly quick. The deck
begins with Endor Operations, which sets
the stage for bringing this “technological
terror” to bear, and Operational As
PManned, which gives you Mo lerjermod
and Desperate Counter. On the first turn,
deploy the Death Star 1 system orbiting
Endor, and deploy Desperate Counter on il
This effect’s text allows you to get both
Imperial Arrest Order andd Combat
Response on your first turn and deploy
them. Use Imperial Arrest Order (o depioy
the Death Star Ii: Docking Bay, where you
can deploy Moff lerjerrod and use his

game text to get the Coolant Shait sector
from your Reserve Deck. Mot counting any
cands drawm in your starting hand, you
should have at least v cards in play at the
end of wour first tusm

On your second turn, before you acti
vate any Force, go get your second Death
Star Il sector. Unless you're unable to get
the Coalant Shaft on the first turn, your
battle station should be “fully opera

Building the
Death Star |l

The Emperor is Coming Here?

BY DOUG TAYLOR

tional® by the third tum. When deploy
img the Eeactor Core, make a nobe of
whether That Thing's Operationall is in
your Reserve Deck. This is important
because the Reactor Core allows you to
deploy the Epic Event from your Besernae
reck, but only if it there! This powerful
Epic Event adds a destiny during batthes
at the Death Star Il and the gystem it

arbits, cuts down your opponent’s Force

like
. t:h ta

first action of ¥
activating For
hance it'H end up

gon as you deplay the Reactor Core,

you can deplo rational

:..I_r_:|||:.||'. fr|:||'|'| :rl:l'.lr Regere
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drains at Death Star I locations, and
deals massive direct damage once it's
moved to a system other than Endor.

Get into the habit of looking at the
cards in your Reserve Deck each time you
search for something, Pay attention to
what cards are there. That way, you'll
know if your other sectors ang in your
Reserve Deck or Force Pile, It will also
keep you apprised of what combos are
avallable among pilots or their matching
ships] that you can take advantage of
with Combat Response,

About half the cards in this deck are typ-
ical Dark Side powerhouses: powerful
characters, starships, and vehicles, Use
these resources in large, focused strikes to
demolish your enemy in battle. For ground
strength, use Imperial Command to get
Admiral Piett, who in turn gets the Admi-
ral's Order Battle Deployment, which gets

combat vehicles (in this case, AT-ATs).

The deck’s greatest strength is in
space, There it has at least one Force
drain of 2 {the Endor system for starters,
and later Kashyyyk and/or Sullust), and
will eventually be dealing an unstop-
pable loss of 3 Force every turn once the
Death Star Il is away from Endor. Admiral
Chiraneau, who can also be taken into
hand with Imperial Command, adds 1 to
each of your Force drains in space. This
all adds up to a punishing loss of 7 to 12
Force loss per turn; not something your
opponent can ignore for long.

Opponents will often need to chal-
lenge you in space or risk losing the
game. Use your incredible power and
extra destiny draws to make the Light
Side regret any defensive moves in
space. Thrawn, Fel, Bossk In Hound's
Tooth, Imperial Command, | Can't Shake
Him! and Death Star I: Capaciters each
add a destiny in addition to the one
drawn for having 4 or more ability. Don't
get carried away with blowing all the
destiny adders in one battle. Imperial
Command is better used when keeping
the Light Side to one battle destiny. The
last thing you want is to unleash a huge
force with several extra destiny only to
see the Light Side play Hou|ix.

The TIEs and TIE weapons are not only

for battle; you'll want to keep them
within range of the Death Star Il to gua-:rd
against a Light Side attack run on the
space station. Deploy a TIE with a weapon
to thvie Death Star Il as soon as possible
and move it inside. With We Shall Double
Cur Efforts! in effect, enemy starfighters
will be & maneuver at Death Star Il sec-
tors where you have an armed TIE, often
making their maneuver = o, Light Side
starfighters will not stand a chance
against Scythe 1 or 3, which can each fire
their weapons during the Move Phase, If
the invaders do somehow survive, they
don't have much chance of being able to
move away successfully either. With the
Death Star || well defended, it will be only

a matter of time before your opponent
falls to the power of the Empirel §




STATE °fihe ARTS

Exclusive Previews and Strategy for Lucasfrts’' World of Electronic Madia

Takes E3 by Force

BY HADEN BLACKMAN

IN MID-MAY, THOUSANDS OF COMPUTER GAME
DEVELOPERS FROM AROUND THE WORLD
INVADED LOS ANGELES FOR THE INDUSTRY 5
ANNUAL ELECTRONIC ENTERTAINMENT Expo (E3).
Lucasarts Entertainment has attended E3 since its inception in
1gg, often using the show o unveil new products and promote
the company's current lingup. This year, a troupe of over thirty
Lucashrts employees made the journey to Los Angeles to provide

e ind ustrﬁrwiih an enclutive look at ten titlel, Slar Wars Gomer
Joined Lucashris to provide readers with an in-depth review of

the company's current lineup

Lucasarts' theme for this B3 was “Never Linderestimate the
Poswer of the Force.” Throughout the company’s exhibit, that
motto could be found emblazoned on posters bearing the like-
niess of @ young Obi-Wan Eenobi. And, the bold statement carries
ovier into LucasdArts’ product lineup, which boasts nine nesw Star
Wiars tithes, ranging from a slick Star Wiers Racer sequel to Star
Wigrs Galaxies an ambitious I'I'I.I\".i'l.ll':l:f' il ipl.l],ll.-r online game
set to release in 2002, The following is an insider’s look at what E3
gm".t-. qawe and more about each .|'.|r|:||;]u|:l

P PODRACING EXTREME

Star Wars Rocer Revenge: Racer
The tour of the Lucasarts baoth starts with Star Wars Raced
Revenge: Racer 1L The sequel to the popular Star Wars Episode |
Racer, released on Nintendo 64 and PC in conjunction with
Episade I, Racer Revenge continues the tradition of console
F'-|:u!r.l|:||1|:1—.||1|1 |.||:l|,!.||:1_'-. the first E.-I"H'-‘\. ‘\.li:lr:f'hl'll"'. Racer 1 takes
place eight years after Episode | and pits an older, tougher Anakin
Skywalker against Sebulba, who is obsessed with defeating the
teenager. Both characters will hop into revamped Podracers, and
will I:t|=jni|1|-|! of thé courses h}' over a dozen additional pilots,
including many characters from the first game and several new
com petitors created specifically for this product

Rainbow Studios, creators of Motoronoss Madness and ATV
O-Rodd Fury, are developing Racer Revenge for the PlayStation 2
As with the original title, Racer Revenge will allow players to climb
the Podracing ranks in the quest for the coveted title of Podrac-
ing champion. In all, players will navigate eighleen courses on
sevien different worlds, including the familiar Tatooine, home of
the Boonta Eve Classic. The environments will range from the
wide-open Dune 5ea desert to more confined locabes; the E3
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demo took players through narmow, circular tunnels that bedst
and turm IhrnuEh a fubiiriikic |.|l||1-:.|:'.l;I-P it tl!" e,

Aside from Just creating new worlds and courses, the devel-
upmﬂnt Bearm is also lu[uj.illg on Podracer interactions and
wiell-developed Al this time arcund. In the films, the Podracer
pil-ph didn't sim plf r:'tjr an 5.;14:1:1!—':'n_-|:.|l||||'.|.|I for exd mp|r. el
lided with his competitors and tried to force enemy pilots off
of the course. Therefore, intentionally crashing into opponents
will be a viable tactic used by both players and Al-contralled
Podracers in Racer Revenge. Podracers that sustain damage
can be rl-p.ure'-:l, rmuch like in the first Bacer, but IH‘I“E
destroyed immediately ends a race




LucasArts and Rainbow Studios are also taking great pains to
eliminate the "Lonely Racer Syndrome” found in some other rac-
ing pames. Enemy Al will be robust, ensuring that players are
mever on the track alone f:n;,:-n1p¢1i1|,1r-,. wyill .||w.|}"\. Fran |ig|'|l al )
your afterburners when the game releases in early 2002,

K SCHOOLED BY MACE WINDU

atar Wars Obi-Wan

MNext up on the Lucasérts Ey parade is Obd-Wan, the highly antici-
pated Xbox title that allows players to become a young Obi-Wan
Kenobd, who boasts a range of Force powers and lightsaber skills
Originally developed for the PC, Dbi-Wan was moved to the Xbox
in late 1999 because the fast- qu-d, thilrd pErson E.lr'l'lle"'|:||.l:|r
seemed marne suitable for a console title. The switch to Xbox has
given the team new focus, allowing the developers to concen-
trate on a stable FI|.|:I1_fI:hI'I'I'I with well-defined p.=1l.||11|_-|:q'| % rather
than the “moving target” specifications of the constantly evolv-
ing PC market. The team’s months of hard work resulted in the
Xboo-ready E3 demao, which received a great deal of praise at the

Obl-Wan (Xbox] swill let players use the Force to jump,

f|.|1_ déeflect blaster balts, and moreé

In the hands of a Jedi r:_ni:::l'nl:_ the I|!5I11'-..|t|-'" prowves o

b a powerful weapon

convention and earned Obl-Wan a reputation as one of the most
promising Xbox titkes in development.

The Obi-Wan Ez dema |:|F1-|'|1|-r.| ina hr.uﬂi'l'ull:,f rendered train
Ing room in the Jedi Temple on Coruscant, where Padawan
Kenobl shows off his lightsaber skills and acrobatic moves, which
include rolls and back flips. Obi-Wan's skills really shine when a
villain armed with a quarterstaff-style weapon enters the room
Obl-Wan and this new enemy—identified as a member of a
criminal cartel on Coruscant=—engage in fast and furious meles
combat. This portion of the demo also spotlighted the enemy Al
the well-armed criminal de}uiﬂq": and blocks Obl-Wan's attacks
with his special, cortosis-alloy staff before launching into a
deadly counterattack. Of course, this thug is facing a Jedi whose
Force powers include “Force Push,” “Force Jump,” and an incredi-
bly accurate “Force Saber Throw.” After a Push/Saber Throw
comba, the villain falls.

it’s soon revealed, however, that the training room will be the
site of numerous battles bebween Obl-%Wan and other characters,
including a number of Jedi and special foes that can be “unbocked™
during the course of the game. In the demo, Obi-Wan faces Mace
Windu, who proves far more difficult that the thug in the first
round, With his lightsaber slashing in all directions at once, Mace
unleashes a devastating assault worthy of a Jedi Master

Dwring the battle with Mace, Assistant Producer Jullo Torres
took the opportunity to demonstrate a special feature In the
garme—a “show motion” mode that will allow the player to
abserve an opponent’s actions and react accordingly. The showes
mation made vwill also h:ightrn Lhe ||r|.r.|.||;1 of the g.lrrl-l"-'ti Vit al
effects, from clashing lightsabers to exploding battle droids.

While the training room s the perfect venue for demonstrating
Obi-Wan's wide range of combat abilities, a quick run through the
streets of Theed provides a better understanding of the gameplay
and level of chaos. Torres points out that the game will include
several missions that take place before Episode |, but the storyline
will also intersect with The Phantom Menace at key spols. The
Theed bevel shown at B3 confronted Obd-Wan with wave after
wiarve of battle drold in his quest to rescue Naboo citizens. As in
the fFilrm, Obi-Wan will also face off against the Sith Lord Darth
Maul, wiho will |:||_-JI|,.|:=.|: ane of several "bosses” in the Bame.

Liaok fior Obi-Wan, Mace Windu, and Darth Maul to appear on
Koo In winter of 2000

@ RETURN TO THE DEATH STAR

Star Wars Rogue Leader:

Rogue Sguadron |l (BameCube)

it was hard to miss Star Wars Bogue Leader: Rogue Squadron I1in
the Lucasirts booth, While all other tithes were being shown on
madest, 19-inch monitors or 20-inch televisions, Rogue Leader, the
sequel to Star Wars: Rogue Squadnon, was being displayed on a
huge, 30-by-4o0-inch high-definition widescreen television, The
distinction is important because the game is being developed for
the Nintendo GameCube, which takes advantage of the latest




HOTV technology. The playable demo seemed tailor-made to
showcase the impressive level of detall: whether racing down the
Death Star trench or soaring over Cloud City in an A-wing, Rogue
Leader creates an unprecedented level of cinematic realisem,

set for release in Fall 2001, Rogue Leader is being developed
by Factor 5, the same group that helped bring the original
Er,l_g_uq' Squadron to Mintendo 64. The 'Ell-'lr}"il'lr-' can be consid-
ered a “Greatest Hits® collection of Sfar Wars battles, begin-
ning with the assault on the first Death Star and ending with
the conflict above Endor. Players will assume the identities of
Luke Skywalker and fan favorite Wedge Antilles as they partic
ipate in the Battle of Hoth, the mission to recover the second
Death Star plans, and other key events. In all, the game should
offer several different starfighters, including the X-wing,
B-weing, and A-wing.

Asidhe from capitalizing on the wealth of Star Wars history for
misshons, Rogué Leader will leverage the Ga meCube’s powerful
technology to make the many environments as realistic as possi-
ble, Real-time environmental effects will be active, allowing the
bwein sunt to fise and set on Tatooine, for example,

Star Wars Rogue Leader: Rogue Squadron 1l (Game

Cube) features new starships and incredible settings

Rogue Leader evidently made a lasting impression on E3
audiences as well, It has been discussed as a contender for the
best product at E3 and has received numercus awards from
Internet gaming sites and game-refated pubdications. In addi
tion, it was one of the few third-party products being shown in

the Mintendo booth

KYLE KATARN REBORN

Star Wars Jedl Duteast: Jedi Knight Il (PC)
Probably no other Lucashrts announcement pleased PC gamers
more than the revelation that the company Is working on its
third Star Wiars First Person Shooter (FP5), The company made a
mark in the FPS genne with the release of Dark Foroes in 1945,
which introduced gamiers and Star Wars fans to Kyle Katam, a
hardened mercenary and Rebel agent responsible for securing
the Death Star plans. Katarn gained Force powers and a
lightsaber in 1997's Dark Forces follow-up, ledi Knight, then fell to
the dark side in the ledi Knight expansion, Mysteries of the Sith
Fortunately, Kyle was resc ved and redeemed by Mara laoe, set
ting the stage for Jedi Qutcast. According to Lucashrts, players
will again take on the role of Kyle Katarn, who will battle Imperial
remnants and Dark Jedi in Spring 2002

Raven Software, the creators of Star Trek: Elite Force, Is desetop
ing Jedi Outcast. As with Elite Force, Jedi Outcast will utilize the
Quake Il engine, which is designed for fast-paged, first person
shooters, Raven will update and upgrade the engine where nec-
essary in order to implement lightsaber combat and other key
features. Although the majority of the game will take place in a
first-person perspective, lightsaber combat will offer a third-per-
son camera, as was the case in Jedi Knight.

The game's plot, like the location of the Valley of the led), is a
chosely guarded secret. LucasfArts has revealed that the game will
take place about thirteen or fourteen years after the Battle of
Yavin, during the early growth of the Mew Republic and Luke k-
walker's growing ledi movement, but Eyle's role in this new
regime might not be what we expect.... An Imperial remnant uti
lizing stormirsopers a nd other familiar enermibes will serve as one
of the central foes in the game—and convincing stormtroopers
are in abundance in the E3 demo. Mo longer will stormtraopers be
simple cannon fodder: When confronted by a lightsaber-wielding
Kyle, the stormtroopers retreat in search of higher ground or
allies; when they spat Kyle infiltrating an area, they sound an
alarm and bring reinforcements. A dangerous Dark Jed| enemy
also made an appearance in the demo, If only to demonstrate the
complexities of lightsaber combat, but the identity and impor
tance of this character ane still unknown

Aside from his lightsaber, Kyle will need to rely on a host of
other weapons as well, The basic Bryar pistol, which debuted in
Dark Forces, will be Kyle's standard sidearm, but both new and
existing weapons will be available as well. Expect Kyle to take
down stormiroopers and other enemies using thermal detona-
tars and a sniper rifle, among other weapons
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Probably the highlight of the demo was the “limbing "~ effect
that eccurs occasionally during lightsaber combat. The rmodified
Enging u i I;r}' Baven 15 |,.|[|.|!:l|r of detecti ng -nxa:'tly where E‘!,'[L"Ii
saber connects. & particularly accurate attack might sever a
starmtrooper's limb at a key joint. As in all LucasArts games, gone
waill be lu:pl: to @ minkmwm, bt thene is 54l -.n::-|1'||.-|!|'|||'|E "..'|1i':1'3|l|r1£
about hacking off a stormtrooper’s arm at the shoulder.

Because the Quake |1 engine supports a robust multiplayer
system, Jedi Qutcast will include a well-developed multiplayer
mode with several maps and both head-to head and COOPEra-
tive game types

THE NEW SPECIAL EDITION

Star Wars Starfighter Special Edition (Xbox)
With the success of the

ortginal Star Wirs
Starfighter on PlayStation
2, LucasArts has announced
plans to port the title to
Microsoft's Xbox. The Xhox
version of the game is
|'-|,'1ng called a “special edi
tion”™ because it will affe
players additional conbent.
According to Producer
Beeve Thompson, the focus
of the update is truly on
mulliplayer. "Special Edition
will not only bring the
Starfighter experience to
the powerful new Xbho sys-
bem, says Thompson, It
willl also et Star Wars
Starfighter fans play with
and against their friends in ways they've ahaays
wanted to Xbox MLI!FIEI‘I'H'I rJIIIJI"- wytll oy flwe mew
bonus missions and a much-expanded two-player com-
ponent that includes mew races, a developed dogfight-
irlg modé, and .an;l-:li1i|:|ni||"|'_..j|:|1|m_' the 1|.|L'" AFERAS,

As with the original title, Starfighter Special Edi-
tion will follow the adventures of three very different
pilots: Rhys Dallows, a Bravo Flight rookie: cagey mer-
|,|-r|.41!|r'l.|'.|r|.'| Ga Be; and the aut ‘.IH":IIIH“'I"I aliEn |‘:||r.'lh‘-
Mym. The three starfighter aces become embroiled in
a war against the Trade Federation, a battle that
4_"-'|_-r|1_|_|.|||}l Erodses into [|:li:.1,:||:|{' | YEF ril:i.-.-r:,' and takes
the heroes to Naboo,

San Francisco-based Secret Level is handling the
port, which will take advantage of the Xhox's robust
eI and will ipelude 6.1 surround sound Kb o

ers will enjoy the action of Starfighter in Fall 2000

Star Wars Starfighter Special Edition (Xbox) is more than just a port of

the PlayStation 2 game, it has new levels and multiplayer options

Wars Starfighter Special Edi

E ON LAND, SEA. AND AIR

Star Wars: Galactic Battlegrounds (PC)
Star Wars Gamer covered Galactic Battlegrounds in detail in lssue
#3, but E3 provided the first official look at this Real-Time Strat-
egy [RT5) game’s progress. 5till on schedule for a Winter 2001
release, Galactic Battlegrounds is being developed using Ensem
ble's Age of Empires engine, although all artwork and new pro-
gramming tasks are being completed internally at LucasArts.
Amaong the upgrades on display at E3 were ranged combat, sub
mersible wehicles, and aircraft

The Galactic Battlegrounds demo map was essentially an
amalgamation of several familiar Star Waes environments, rang
ing from Theed to the snow pl.;un-,. aof Hoth, Each area was domil-
nated by one of the six chlizations [Rebel Alllance, Galactic
Emipire, Royal Maboo, Trade Federation, Gungan, and Wookiee),
each at different bevels of
advancement. The unique
demao map allowed Assis-
tant Producer Mate
Schaumberg to quickly
jump B TeEn EnvInon
ments and clvilizations to
show audlences how the
groups evohee and expand
oWEr time

As promised when the
product was announced
Calactic Battlegrounds
players will be able to con-

! |‘|'||:||' s

’”

trol up to 200 units at once
and engage in epi battles,
The demo offered a chance
to mowve AT-ATs, storm-
trpopers, AT-5Ts, and other

Jiovm weill bet you take on oL friends in

cithera :::,1-!':||!!_|11 or capture the r'I.||_:;
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units from different eras of play; o

Its; and a map editor

imiperial units against a well-defended Rebel base, or send Gun
gan submarines on a sneak attack of Trade Federation craft. The
“What if* scenario in which stormtroopers engage battle droids
% ._1||1'.||!3|- a reality as wiell

“Accessibility” is one of the key buzzwords used in relation 1o
Galactic Battlegrounds. Mot only will the control schemes and

Escape from Monkey [sland {(PlayStation £)

Although the bulk of LucasArts’ lineup revohees around Star
Wiars titles, the company did have its recently-annaunded
PlayStation 2 version of Escape from Monkey Island on hand
Escape from Monkey Island, which was released on PC in Octo-
ber rooa, is the latest installment in the popular LucasAirts
graphic adventure series. When it arrives on Play5tation 2 in
summer 2001, Escape will represent the first time that one of
the Monkey Island games has been converted to J console. It's
also noteworthy because the graphic adventure will stand out

e

R B

LRI

l..-._'li
5

it

T
—

don t hawe L

C anyrnong T wou want to

pelay Escape

upprade ladders be similar to those found in other BT titles, the
game's minimum system specs are very low: Currently, LucasArts
is shooting for a 200 MHz Windows PC as the minimum system
required, In addition, users will not need 30 hardware acoelera
tion in order to play the game,

The demo also subltly revealed one of the Galactic Battleground's
most important featunes
created in the scenarko editor, which will allow players (o build thedr

the woenaris editor. The demd itself was

owen maps for multiplayer use. LucasArts believes that the scenano
bullder is integral to the game's success, and Galactic Battlegrounds
will be the first Star Wors game to include this type of editor.

Star Wars: Knights of the Old Republic
Galactic Battlegrounds was the last stop on the tour of the "offi-
cial” Lucasarts exhibit. However, hidden next door to the main

booth, there was a small room used for special "sneak peeks” of
twso Liuscasarts tithes slated for late 2002 release: Knights of the
Old Repablic and Star Wars Galaxees

The Knights of the Old Republic is a deep rele-playing game
being developed for a next generation console and PC. The first

in a crowded fleld of sports and arcade action titles being
released for the PlayStation 2 in coming months,

In order o make the leap from PC product to console tithe, the
development team at Lucasarts needed to resvaluate the comtrol
scheme. In the PlayStation 2 version of Escape, players will control
plucky pirate-wannabe Guybrush Threepwood's movements
using the controller's dual analog sticks, Other than that, the
game remains relatively unchanged—it still contains the same
wacky storyline, hundreds of mind-bending puzzles, and a treas
ure trove of monkey-related jokes
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public showing of the game occurred in
smiall presentations held throughout the
day on Friday and 'E-.ll.urrJ.l:,,' Exch presen-
tation lasted about a half howr and cov-
ered everything from the game's setting
to camera angles and combat.

Knights of the Old Republic (also
known as “KotOR™ around LucasArts) is
set in the “ancient” Sfar Wars era, 4,000
years before the Battle of Yavin. Accord-
ing to representatives from BioWare, the
company developing the title for
Liscasarts, the artists are [I!ll'll'lg o cap-
ture the feel of a "more civilized age,”
while still remaining true to the spirit of

apcrets af the Uld Republic

At ':.-u!:h the developers and Lucasirts

are still tright-hipped about many
e gn and stor ¥ detalls, some impaor
tant new information did Ship oul dir

ing the presentations. A

recap of thes

details

w Players will create their own avalar
or player cha which wal

mie the story s central Tigune

avatars will be bs

sEriwe T
The game will hawe both a “dark
Eiclirige: &

player s chowwes throughout the

Eamie w | dhiCtale v

w A starship, much like the Millennium
Falcon, will be a centerpiece of the
game. Flayers can “store extra parly

miEmibeis i the .h p and wi | retuinm

Lo ot often

the films and Expanded Universe
sources, notably the Dark Horse Comics
series that first documented this era.
The pre swerntation ineluded dorens of
pleces of concept art, which revealed
new vehicles, characters, locations, and
droids set to appear in the game

As with other role-playing games,
EotOR will boast a large and well-devel-
oped storyline enriched by numenous
characters, a variety of subplots, and a
weealth of locations. Because the tithe is
still in early development, details of the
plot are not ready for release, but it is
krown that the central conflict will

The Knights of the Old Republic (KoaTOR) is
a deep role-playing game being developed
for a next generation console and PC.

involve @ war between the Sith and the
bedi Knighis. In fact, the demo offered a
glimpse of this battle as Jedi and 5ith sol-
diers clash in the hallways of the city
world known as Taris, As the player char-
acter wanders the battle-scarred corri-
dors, he passes slaughtered Jedi, dead
Sith, and burned-out, mutilated pn:-!ern:-l
droids, After avoiding Sith patrols, the
player witnessés a one-on-one lightsaber
duel between a ked) Kndght and a Sith
agent, The Jedi employs flips and Force-
powered leaps to gain the advantage and
eventually runs the Sith warrior through
with his Iigh1:...j|:|-|,'l, at which paint the
game designers stressed the importance
of cinematic combat that will support
many maneuvers and tactics,

Hundreds of interactions with non-
player characters will also be integral to
KotOR. BioWare hopes to populate each
environment with a wide range of friendly
and not-so-friendly encounters in order to
further develop the central stonyline and
subplots, as well as heighten the sense of
immersion. As an example of these "living
envirenments,” the demo included a wery

active Tatooine city street, where ithorians,

droids, and armed guards milled about, As
the player character explores the environ-
ment, flying droids zip past overhead and
landspecders 2o0m by,

FE SPACE AND BEYOND

Star Wars Galaxies
On Thursday [and late on Friday),
Lucasfrts and S5ony Online Entertainment
delivered on promises to show Sfar Wars
Galasxies, the first ever massively-mulkti-
player online game set in the Star Wors
universe, at E3. The presentations, which
were attended by a special guest list of
press and game industry insiders, became
one of the "events” of the convention,

Each hour-long presentation offered a
preview of three different environments
and touched upon key elements of the
game, Of the more impartant Star Wars-
related revelations, probably the most
exciting was the fact that players will be
able to visit Maboo, The game will be set
in the Classic Star Wars timeline (between
A New Hope and The Empire Strikes Back),
but the developers are also using Episodes
I and Il for inspiration and source material
How Naboo has changed in the years
between The Phartom Menace and the
destruction of the first Death Star has not
been revealed yet, but players will be able
to visit the Great Grass Plains, Otoh
Cunga, Theed, and the Lianorm Swamps.

The Star Wars Galaxies demo opened
with a text crawl to set the stage. The
Galactic Civil War is in full swing. and
Darth Vader is still actively hunting down
the last of the jedi. Mext, audiences were
treated to a rundown of the eight
playable species, including long looks at
the character models for male and fernale
Bothans, Redians, Humans, Twi'leks, Mon
Calamari, Wookiees, Zabrak, and Tran-
doshans. Here, the customization options
were discussed in detall. Players will be
able to adjust facial features and skin
color, resulting in variances such as purple
Rodians and blue Mon Cal.

after selecting a female Trandoshan as
an avatar, the presenters entered the
Maboo grasslands, where the audience
beheld wandering tusk cats, a grumpy
gaping spider, and a pair of menacing AT-
Als. The AT-ATs, built to scale and with
intense attention to detail, are symbols of
the Galactic Civil War, a major element in
the game. Players can become Rebels or
imperials, remain newtral, or even join
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other factions, such as a“criminal” group
Dedicated Rebel or imperial characters
will have access (o special vehicles,

The dema's grasslands wene also
notable for their use of “radial grass,” an
effect that creates the illusion that
Maboo's high grasses are actually swaying
in the wind. According to representatives
fram LucasArts and Somy Online Enter-
tainment, the wind will shift direction and
[ hang: I inte ||-.|I:!,l drpendl Ng upon
weather patterns. The radial grass is just
one of many features included to ensure
that players will feel as if they ane explor-
ing realistic Star Wars environments
Timed day/night cycles, familiar 5far Wars
sound effects (many straight from Sky-
walker Sound's library], and varsed Al will
also heighten the sense of immersion in
Fhar Wars Galaxies,

The demo’s next scene was the Naboo
swamps, populated by hopping chubas
and skittish kaadu. During the demo, the
swamps provided the setting for the mul-
tiplayer interaction between a human
fernale ([wearing traditional Tatooine
adventurer garb) and a Mon Cal male. The
two characters, both controlled by presen-
ters, chatted with one another, waved,
and cracked jokes. As a “massively-miultl-
player”™ game, $far Wars Galaxies will rely
heavily on player interactions, and thus
the product requires a rebust chat system
According to LucasArts and Sony Online
Entertainment, Star Wars Galaxies will
provide players with over 8o emotes,
ranging from the familiar “wave” and
“shrug” animations to a mane dramatic
“I'm aver herel”™ gesture. Furthermore, the
game engine will be capable of identify-
ing emoticons used while chatting; these
emoticons will be translated into actual
character animations. For example, if 2
player types the ;] “smiley-face” emoticon
in the chat window, the englne will spot
the symbol and the player's character will
actually smile in the game world.

Creaturne variaton will be abvious in the
swamps 4t well The developers have cre-
ated several different kaadu, identified
not only by thelr skin coloration and pat-
terns, but also by thelr behaviors, Some
kaadu might be easily starthed, but other
groups could hold their ground when

approached and even prove dan-
gerous if provoked. This type of
wariathon within a species pro-
wides the developers with unlim-
ited possibilities in terms of
creatures

The “final” stop in the Siar Wors
Galaxies demo took the E3 audi-
ences to Tatoolne, wherne real-
time shadows and realistic bump
mapping bring a small detert
towm to life. The game already
incorporates a day-night cycle,
during which shadows will crans
across the buildings, characters,
and everything else in the scene.

Each farmniliar Star Wars element
display on Tatooine was included
in the demo to highlight one of
the game’s major design features. While
wandering past an animated, laughing
labba the Hutt, presenters revealed that
players will be able to interact with well-
kmenwn Sfor Wors characters, including Han
Solo and Darth Vader. A grumbling dew-
back was the cue for presenters to state
that plap:r's. can capture, tame, train, and
ride animals; and Luke's tarnished Land-
speeder, bullt and textured with incredibbe
detail, prompts the revelation that players
can pi lat and rm:-elif:r viehiches, Lipon spod-
ting a protoced droid and an astromech,
the audience learns that players can own,
build, modify, and program droids, And, in

CHT A IRICr an

tabrak

fact, throughout the rest of the demo, the
little astromech followed the player char-
acter through the desert, easily rolling over
dunes and bumps. Again, the astromech’s
familiar beeps and whisthes continually
remind players that they are in a galaxy
far, far away.

While all the design details were weell-
received by E3 attendees, perhaps noth
ing captured the audience like the
encounter with a krayt dragon. Late in
the presentation, the presenters’ Zabrak
male avatar wandered past a masdive
sandcrawler and came face-to-face with
the most terrifying predator on
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Tatooine. The angry krayt roared and
h-'ﬂ.ln '-.I:.llhrl_g torward, his foatsieps
ACCHMpanied by 11-.'..||'|'|||r'||§: sound
effects and a camera shake, The size and
scale of the 'I-cl.lg,ll: i staggering, and the
beast dwarfs nearly everything In the
scene, save the lawa sandcrawler

This presentation ended with a spe
cial treat for the audience r.||-':|r i the
convention weekend, Lucasirts
announced plans to release its first
expansion for Ster Wars Galaxies in
2063, The product '.|l11;||:|.- called the
“tpace Expansion” for now, will provide
pl._1','|,=r-'. with the .1h:-||||,:,' s cra, rrlll-:[lf-,',
and pilot starships. Flayers can use their
starships to travel between planets,
transport goods and other players, and
EAZage in space combat. At the E3 pres
ertation, Lucatihris and Sony Onling
Entertainment provided a look at the
space expansion, which has been in
!1("-'I'||:!¢|'I.'HI:'I'I|_ -.-;|_1r||:||r'|'|1'|l':.l wilth Lhe pri
mary product for about nine months,

A5 with all areas of the game, the
developers are t.lkil'lﬂ |,;.'|:.|I: p.lin', {4]
capture the true sense of scale i the
Stor Wars universe. The space compo
nent of the demao includes a massive
Irr||1|'r|.1l class Star ”I"-.!n:l:,'l'r_ a burming
Rebel frigate, and a wing of TIE fighters
for the presenters to destroy, All of these
craft are built o scale: the 5tar
I'.Il".'lr-::-!.he'l 1% aout 1,600 meters '|.|"||:':.

The Star Wars Galaxies demo, like those
fior Knights of the Old Republic and Rogue
leader, received praise Iromm press and oth
ers. Several publications and Internet gam
ing sites have nominated the game for the
coveted "best of B3 award

wWith all the exciternent surreunding
Stor Wors Galaxies at E3, the develop
mnt team took great pains to include
the community in the updates. The offi
clal Galaxies web site (wwaww. StarWars-
Galaxies.com) received a complete
overhaul and now includes a Flash
miowie [containing the text craw show
in the E3 demao), a teaser for the space
expansion, and the first-ever Star Wars
Galaxies soreenshols, Exclusive screen
shots were also released to
LucasArts.com and StarWars.com to
coincide with the E3 news
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Galactic Battlegrounds
Marches Towards Completion
As the Winter 2001 ship date for Stor
Wars: Galactic Battlegrounds approaches,
the team Is hard at work finalizing art,
hammering out misskons, balancing
units, and fixing bugs for this Star Wars
Real-Time Strategy game. This month,
Star Whrs Gamier checks inowith Galsctic
Battlegrounds’ Director, Garry Gaber, for
an update on the game's progress.

Star Wors Gamer: We've noticed that
you've changed the product’s name from
simply “Battleground™ to "Galactic Battle-
grounds.” Any rationale behind this?

Ga rry Gaber: We l:huughi the e tithe
wias more indicative of what our game s
about—battles set against the backdrop
of the entire galaxy.

SWG: How are things going?

GG Very well Wi have a nice framework
for balancing everything right now, and
wii've oompleted all the art for four of the
six chilizations. Weve also worked out g5
% of the bugs in the interface, We're track-
ing well tonwards a Thanksgiving launch,

SWG: How much of the game s actually
completed?
GG | would say about 75%.,

SWG: We had a chance to see the product
at E3, and it looked great. Overall, how
wias its reception at the show?

GG We had an excellent E3. Thee is a kot of
interest in this title, and a lot of excitement
surrounding what we'ne doing. This game
seems to e answering a deep-seated
desire in Star Was fans worldwide—the
desine for a deep, yet accessible, Real Time
Strategy game set in the Star Wors universe

SWG: Are there any major advances that
you ve miade recenthy?

GG: A ton on the art skde... The shield gen-
erators look great now—just how we
want them to look. We also have an effect
that surrounds all buildings that are
"powered” by an energy source; it's a very
cool effect. And we've made a lot of
progress on developing o credibie fow
cable attack for snowspeeders

SWWG: And what's left bo dar

GG0: We need to complete the art for two
e chilizations, and then balance those
civilizations,

SWG: Would you say that you are in
“crunch"
GG: Have wee ever been not “in crunchi®
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Yes, certain members of the team have
already entered crunch mode, and gvery-
one is working extremely hard right now.

SWiG: Glven that you're in crunch, how is
the team holding up?
GG Quite well. We're all pretty jazzed

about this game and how it's turning out.

SWG: Have you cut any features since we
last checked in?

GG Surprisingly, no, We planned pretty
carefully from the beginning so that we
would be able to implement everything
we wanted to Include. The stuff that we
were worrled about—undenyater build.
ings and submarines—has been working
out really well, 5o we didn't need to pull

SWG: What's your single favorite thing In
or about the game right now?

GG: The Galactic Emplre and Rebel
Alliance are a lot of fun to play. And | think
the Faamba Shield Generator Is going to
be a wery popular unit.

SWG: Thanks Garry. Anything else you
want to add before we go "focus test”

SWG: How many hours a day are you back there at all

putting in?

GG: Personally, about 60 to 70 hours a
week. I'll let you do the math [SWG: 2 to
14 hours a day, for a five-day work week.
Garry also works most weekends|,

past few maonths!

StarWarsGBalaxias.com Unveils
Playver-versus-Playar Combnt
Star Wars Galaxies is a massively-multiplayer online roleplaying
game being developed by Sony Online Entertainment a nd
LucasArts for release in Fall zo02

After the chaos of E3, the Star Wars Galaxies team only ook a
short hiatus to regroup and refusl before diving back into the
game's development. As art and programming effarts mowve for
ward, the designers continue to define the remaining game sys-
tems, some of which will be shared with the fan community at
the official web site, StarWarsGalaxies com. Invelving the site's
audience has been a key part of the dedign process because it
allows an open forum for feedback, questions, suggestions, and
complaints about the various systems. And no systemn has gar
nered a5 much attention as the "player-versus-player” [PvP)
aspect of the game

Many massively-multiplayer online games otfer players the
epportunity to engage other players in various forms of combat,
ranging from regulated "duels” to free-for-all battles. Although

5WG: Have you added any features in the

the game?

GG Just that we'ne very pleased with the
fan response, and | want to thank them for
their continued support. Full speed ahead!

GG A lot of cool interface stuff,

in -iqﬂlmw.ﬂh s

popular among a small segment of MMO players, PP combat is

also one of the most problematic aneas of MMO game design. If

handled cormectly, it increases the types of interactions players
can enjoy, adds a new level of strategy, and makes different types
of combat mare dynamic and unpredictable. However, if a game's

PP system is flawed, it can allow "grief players” to exploit, harass,

and even “murder” more peaceful player characters, fracturing

the online game's community and making it difficult for new
players to enter the game and advance
Until late h."n.l'_n.' af a0, fans monitoring the progress of Slar

Wars Galaxies only knew that the game would, in fact, have some

form of PP However, in the last week of May and the first weeks

of June, the Galaxies team began describing their Pyl system in
greater detall on the official web site’s message boards. Here are
the bashcs of the system:

w The game will support several different types of PvP combat
ranging from “duels,” in which one player challenges
another to a fair fight, to large-scale battles between vari-
ous player groups
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s The game space will be divided into
“Truce Areas,” “Safe Areas” and "Wild
Areas.” Truce Areas are totally safe—
players can't attack other players for
any reason In Safe Areas, consensual
duels are the only type of PvP that can
occur, in a Wild Areas, however, any
character can attack any other charac-
ter without provoecation. However, even
in Wikd Areas, players who attack a
character other than an "enemy” might
{h1H] 1:|urH':iI-ﬁ'd.

The designers felt strongly that Star
Wars Galaxies should have some sort of
“safe emvironment” for those players
not interested in PvP combat. It also
allows players who ane involved in PP a
chance to breathe, relax, and enjoy
other elements of the game. At the
same time, the notion of “Wild Areas”
allows for territorial conflict, PviP battles
over resounces, and other situationg

~—
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Star Wo will featuin

fram—including the infamous Kraytl Dragon

creatures that pla

Although popular among a small segment
of MMO players, player-versus-player
combat is also one of the most problem-
atic areas of MMO game design.

w Even in Wild Areas, players can only
freely attack other players who are
identified as “enemles.” An enemy
might be a member of an opposing
faction or group, $OMeons wihio has
attacked you, or character who has
helped one of your enemies recently
.l!|1_l:.||_ki|15 anyone who is not WLr
enemy might result in punishment.
This rule is in place to prevent “grief
players” from murdering Innocent
characters

if a player attacks and kills a characher
that is not identified an enemy, the
inmocent victim has two options for

recourse. First, the victim could put a
bounty on his attacker's head. This
automatically creates a mission in the
game's mission database for bounty
hiumter FI|.|'|:"I:'r characters, These |.'l|:|1..|l11.5,r
hunters can hunt down the murderer
and make him pay for his orime, The

il L Pl a)

L Can f-I;-'hI_

Qr rumn

second option is more direct and imme-
diate: rather than post a bounty on the
attacker, the victim could instanthy
"report” his attacker. if a killing ks
reported, the killer immediately loses
his ability to initiate PvP combat and
becomes known as an “Outcast”

Either method dissuades and prevents
wanton killing while ensuring that
“grief players” who prey on others are
punished (and prevented from repeat-
img their actions).

w An Outcast can only have his ability to
initiate PvP combat reinstated by
seeking forgiveness from his vickim or
receiving a pardon from a local gov-
ernment. The “forgiveness option” is
all-encompassing, allowing the Dut
cast to once again initiate PvP
throughout the game, However, a par-
don from a local government is only
effective in that government's area of
influence. Thut, an Qutcast who can't
find forgiveness might need to seck
pardons in numerous cities or settle-
ments across several worlds.

= Players can join "factions,” or remain
newtral. The initial pr:Hiu-e t il Fu ||}'-
suppert both an Imperial and Rebel fac-
tlom, and will probably include some
sort of criminal faction as well. Addi-
tional factions may be added over time.
When a player joins a faction, he
receives benefits (such as the ability to
check out special vehicles for specific
misskons), but also becomes an
“enemy” to all members of any oppos-
ing factions., If you join the Rebel
Alliance [in gamespeak, “become a
Declared Bebel”), you might be able to
pilot a nifty X-wing during an attack on
an Imperial base, but while wandering
"Wild Argas on Tatooine you Cou Id find
yourself at odds with Imperial players

The discussion of the Pyl system has
already generated hundreds of posts to
the community boards at the official site,
and details are subject to change based
an feedback from fans. Star War Gamer
will keep you up-to-date on further devel-
opments as Shar Wars Galaoes moves
tovwards launch, =]




abilty points permanently, Those who
have falken can only avold that fate by not
sdvancing in level And let's not forget the
penalties for using the light side Force skill,
iThat's mot & typo; there's only one.)

Mate that Dark Side Points don't work
Hke Farce Polnts. Read Chapter g of the
cone rulebook to see what | mean.

Darrel O, Milles
Via Imternet

Though few of you know this, Darrel is
teacher who lkes to use pop cultune
themes to get his palnt across. He's also a
Stor W fan and roleplaying gamer. Let's
see a show of hands: How many of you

articles fit more than one era of play, Gth-
ers ane nearly 5o, stretching over bwo or
rmore eras, The era kcons, designed for core
Star Wiars RPG products, just can't keep up
with the fast-paced, ever-changing maga-
tine world,

Each article glves at least an indication
af during which eras a character might be

Blaster rifles, swch a4 the ones used by wish you waere In this guy's class? encountered. Articles that don't ane good
stormtroopers, are Medium-slzed for any era. Sure, this means you have to
weapons. As such, they can be used one- IR  <tuslly read the articles, but you already
handed, thaugh are not consldened light do that, right?
weapans. All told, a second blaster rifle Out of Time
will recduce your attack bonus by -3 more  Dear Editors, A TTTTT e mdal  TT Tk T T i
than a blaster platel would, Se, you can | am preparing a Sar Wars game, and lave
fire tweo at the same time; you just stand  found the material in Star Wars Camervery  Another Satisfied Customer
less of a chan<e of hitting anything. urseful, | do have one request, though. inthe  Dear Sfar Wars Gamey,

first Issue, on the editorial page, you printed | bought a copy of your magazine a fow
T e TR /.. 12 Wiars e (cons Woukd it be possible  dlays ago. Actually, | mistook Star Wi

Im & Classroom Far, Far Away
Dear Shar Wiars h'l.:gum: Gang.

Just wanted to let you know [ liked lssue
W a bod.

Did you know Ehat your “Secrets of
Eashyyyk™ will be a great ool for teaching
stusdents about the five themes of geogra-
phy? (In case you don't knew the five
themes, 1111'..' are Mace, Begion, Moverment,
Hurman [Wookiee) FErvironment interac
than, and Lscation). Your “Secrets of
Eashyyyk™ i going to serve a5 3 termplate
for my stdents to follow when Ehey cre-
ate thedr ovn “Secrets of.." | hink it will
be great fun and a pewerful teaching tool

Lo thanks Inraﬂrr.:l! teaching tool

to urse these on the artickes that are set ina
partll:ul.:u' time frme? For instance,” The
Smugghers Alllance” in #3 was not very cleas
on whether the stats presented were for the
characters dunnﬁ the New Bepublic or the
Hew Jedi Ovder era,

it weould seem that, as the number of
issues increases, this would make it eas-
ier to find material quickly that is set ina
particular era.

Thanks,
Bobby Hitt

Using era kcons on all of Star Wars Gomer's
RPG articles was part of the original plan.
it didnt take long for us to realize how
imposslble that k. Sa many of our RPG

Carmer bo be a magazine on Stor Wiars video
garmes. Well, that doesnt matter anyrmore
because your magazine is greal, and you do
cover the Slar Wiars COG that | play myselil

| have never played the Sfar Wars RPG
before. | was wondering what books should
| by 50 that my friends and me could get
started? Obwiousty | need the tone rulebook,
bnit what elsed I your could just name a
feww pood books to get us started, we would
appreciate it a ot

Alex Huu
Gan jode, CA

The cone rulebook i a good start. There i
also a beginnes version of the gama, The
Ineaslon of Theed boxed set. It's avallable ot

m ey —i% @ eay farget. You can Papt L CRarscie Candtion fum-
Perielesp e G <112, oL SRS - /oL
ore an ki oL
oot o othae Benue ailustion [There- The prosegqubtis base if s besis wh It (oo had 8 - g prrity bseeier
Page 1, Tabiw 1 Toe w3 skabe of acute swarene and thosld be Bs, not Ba. shimdi rolh and cannol e primitee,
readiteia], or o absle #n i hiv o hee heiry. o Ahiram ranged weapans.
skl vlun teor (e Banter i U abeaiiy beru b Defenie then hal i, Camesaitar ibaniciati, Meler stlaihi againsl & prone delender
hine target cannot b comadeeed unaware. | o hawe s sy b, and ranged abtics
.uurthl;-p-i.h&h Muﬂ":.- -l 1 LT
et Your Wanpon On Sus) taken by 2 cimemrnen”
m_ :;:I.ﬂhﬂlﬁlﬁi:ﬁ.lt.} Frone Leghes LTHHM#
sty werapom that han a sbon setting can prechediet Lt hing that target Mﬁﬂlﬂlm .. Rt gl prene
be 34 Bo Seal norfrthal damage a9 4 ururnears and hrlple. Rrplice the current Wespon Profidency  rvof e begs f3uch an Huttij siler snby
Tree sation, lint weith [ Fosfiiraring: =g penalty, an prone dosry net
“Weapos Profickeniy The g | profl: e their a1 much, Note that
Pagpe vpi, Table Bani ] penbEmE hent b [hae wnee of Bl bei phioh and wuch ireatines ged the vy stabilty
Funarmssrtsl Actinn In itk b Tl rotind sction 1" nimgple weapon.” ety wher opfosieg trip checks,
SRR iR s e Ting measde and muBiifies b o feee action. Puge 3o, Charactsr Conidftion that brevluniarily impena tha prone gon-
i o1 AT HE RN T Y
Fape 148, b 1R grappling rubes under oy for Fulles.
Dissi erriry, under Healing
Pk 141, ieplices Helplein Difesdedn M!t::ﬁ TR
11 free—cane thal b bourd, want tgdeal noemal wirller “Srergih wilh T fution *
sies . untonanu, 7 olherwie o a4 penalty o= ched”
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toy stores (look for a board game-sized box
with a Wooklee action figure visible Inside
a plastic window] and book and hobiy
stores (2 notebook-sized box with nowin-
dows showing the action figurne inside, but
otherwise an [dentical product)

2nce you're ready to sink your teeth
into mone products, tr].' (Tl
« The Dark Side Sourcebook: New skills,
feats, and prestipe classes for Force-wield-
ing characters, light and dark; also includes
stats for many famous darksiders,
« Rebeltlon Era Sourcebook: If it appeared
in Episodes V-1, chances are you'll find it
In hEre, plus masch more.
= Alien Anthology: Over 100 creatures
and alien 5p-|:{i|:_'. suitable for GM charac-
ters and henoes alike; Includes new pres-
tige classes and rules for creating your
oA CREaluirnes,
+ Storships of the Galaxy: Fly your
favarite starship from movies, comics,
oS, and mone, oF crEate youwr o
alsa includes new prestige lanses feats,
uses for old skills, and alternate starship
combat systems.
v Secrets of - Secrels of Moboo and Secrets
.::!_,f Tofoodne are the firet of thit seres, each
exploring those worlds in detail
« Star Wers Gomer: Mot to Toot our own
harn, but every issue aof Star Wars Gomer
adds new gmdir'. o the Siar Wors BPG.
It's also a great way to learn aboul other
Star Wars game products that might

interest you, §

Understanding Infinitias

The Stor Wers Infinities Inﬁu that

appeaned on the cover of Ganer By

raised the hackles of several readers who

proceeded te bambard ws from

o Bit with hrau'!.l mail, For thi

recond, we intended the

logo to point to some of

the lighter content in that

issue, in particular the hilar-

ious Dark Horse comic, The

appearance of the Infinities

logo on the cover ralsed the lssue

of what 15 and what 15 NOT condadered

“camon” In the Stor Wars universe
According to Lucas Licensing editor

Sue Rostond, "Canon refers to an author-

IN ONE MONTH
STAR WARS INSIDER #5E6 .

Star Wars: Episode |
The Phartom Menoce DVD
hdl.uhﬂﬂ-l;lnﬂdlﬂ!nﬂlnm

pated OVD release ever

All-Star Interdews
mmimnhrﬂugm!wmhmmﬂ
Sitent Bob Strike Back, as well a5 the influ-

ence Star Wars has had on his life. Ahmed

Best (lar lar Binks) gets (o relnvent every-
one’s favorite Gungan for Episode 1.

Unseen Planets of Episode |
Visit Meimoidia, Tund, Matntam.;ml
lego for the first time,

Prequel Lipdate

Never-before seen lmaaﬁuprlmm
plus a behind-the scenes interview with
Stor Wars producer Rick McCallum.

itative list of books that the Lucai
Licensing editors consider an authentic
part of the official $tar Wars history, Cur
goal is to present a continuous and unl-
fied hi'.tl:ll}l of the SHor Vo
E“I"' :-}l_lnr.uf.\r as that hir.‘l.ur:.'
does not conflict with, or
undermine the meaning of
M, Lucas s Shor Wars Laga
of films and screenplays,”
Things that Lucas Licensing
does not conskder official parts
of the continuous Star Wars history
show an Infinities logo or are contained
in Star Wars Tales, Everything else |5 con-
sidered canon, Whether people decide

to accept this definition is up o theim.

IN TWO MONTHS

| STAR WARS GAMER #7

. Bartyn’s Landing

A campaign puide to a typical fringe
bonwn, subtable for use on any sparsely
populated world,

Silent Death™ Supplement:

The Mew kedi Order

Mew ships and scenarbos for the Star
Wiars Silent Death board game, including
Yuuzhan Yong coralskippers and the
Millerniwm Faloon,

Secrets of Mos Elsley

Revisit this infamous hive of scum and
villainy: An expanded look at some of the
city’s most dangerous inhabitants, as
weell @ their lail

Alfern Anthology Supplement

Do you want stats for Defel, Sarkan, and
Tirrith characters? You won't find them
amywhere else,

Plurs:

Driginal Fiction

Mow Star Wiaes RPG advemtures
Exclusive Star Wars CCG Strategy
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