

























































































The ship might have been seized during a pirate action,
for instance, perhaps for the express purpose of tak-
ing vengeance upon the characters. Alternatively, the
pirate may have forged an alliance with some powerful
criminal to acquire the new ship, which can add further
complications to the PCs’ lives.

Advancing a nemesis’s resources is important. Just as
the GM should increase his abilities to remain on par with
the Player Characters, he should increase the resources
of his nemesis so he remains a threat fo the PCs. Escalat-
ing the resources of a nemesis is much more of a narra-
tive decision than a mechanical one, however. It depends
a great deal on the resources the PCs can bring to bear.
The GM should endeavor o ensure his nemesis always

has equivalent or better resources than the PCs do, but
not so many as to crush them utterly.

Some nemeses, such as a powerful planetary or in-
terplanetary official, narratively do have vast amounts
of resources, soldiers, and money that could com-
pletely obliterate the PCs as needed. If this is the case,
the GM can take steps to explain why the PCs aren’t
instantly destroyed by their enemy. Remember, the
more resources a nemesis has, the more other respon-
sibilities and duties he likely has to perform. When a
nemesis has a great deal of resources, he likely can
only bring a small portion of them to bear against a
particular opponent, because of all the other things he
has to deal with and worry about.
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