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lus[...you know, keep it busy!”

The gigantic, ten-legged spider reared up and
howled, and Janese spared me a look she reserved
for the irrevocably insane. “Keep it busy, Levat? That's
your plan?”

"Well, I'm sorry, Jan, but my ancient Rakatan is just
a little rusty. So if I'm going to get this temple door
open before that... whatever that is comes over here
and has us for lunch, | need a few minutes!”

“Not to worry, ma’am.” Keth had his rifle case open
and snapped the pieces of his hunting weapon Lo-
gether as he spoke. “You keep that creature engaged,
and | may be able to eliminate it with a clear shot."

Janese glared at us both for a long moment before
throwing up her hands. “Fine! | just hope that after
it's done with me, it doesn’'t decide it's not hungry.”
She jogged across the stone plaza toward
our landspeeder as the spider finished
clambering through the ancient
stone arch on the far side, its six-
teen beady eyes scanning the
ruins for food. | heard her=
swearing about "red-eyed,
blue-skinned psychopaths”
as she left. -

The Chiss finished at-
taching the stock of his
hunting rifle. He didn’t
spare me a glance before
sprinting in the other direc-
tion toward a pillar where he
could presumably get a bet-
ter shot at the spider.

“Mammals,” | muttered.

The temple door was more of a
gate—a ten-meter-high slab of some sort
of fused rock that fit flush with the rest of the temple
wall. The structure stretched more than a hundred
meters into the air, and as far as we could tell, this
was the only entrance. From top to bottom, someone
had spent a great deal of time carving an intricate
combination of bas-relief and blocky script into every
square centimeter of the door. The script was Raka-
tan, | was sure, but the temple was constructed later
than their mythical “Infinite Empire.” Maybe it was
built by the Tionese, or perhaps it was an offshoot of
one of the Empress Teta sleeper colonies...

Behind me | heard a whoop as Janese maneuvered
our battered landspeeder between the spider-creature’s
legs, the monster roaring in frustration as it attempted
to spear her with its razor-sharp hooves. No doubt it was
all very impressive, but that wasn't going to get me any
closer to interpreting how to get this door open.

Now, that phonetic cluster that meant "God of
Storms,” if | remembered correctly. And that phrase
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meant roughly “Unleash.” That didn't seem too im-
portant, except it was near the writing that wrapped
in a circle around a hand-sized disk in the center of
the door, just high enough to reach. If my Rakatan
was right, that writing spelled out the ancient equiva-
lent of "Push here to open.” However, it was the other
words, plus a phrase that | think said "Heathens be
warned,” that worried me.

The sound of a blaster rifle cut through my reverie.
Keth had finished climbing the pillar and had taken
his shot at the spider-creature. The smug Chiss's aim
was spot on as usual; his bolt hit the creature in one
of its eyes. It reared back on its hind legs, howled in
pain, and then shook its head and charged the pillar.

Keth jumped clear just before the creature hit, but
the pillar disintegrated under the blow. The creature
seemed merely enraged. Janese spun the speeder

around to snatch up the stunned hunter

before the spider-creature recovered,

but it looked like we were going to

need some serious firepower

to get through the monster’s

hide. Just like we'd need

some serious protection

to avoid whatever pitfall

waited on the other side
of this door...

| reached into my pock-

et and pulled out my

flare gun, leveled it at the

spider-creature’s face, and
pulled the trigger.

The flare exploded centi-
meters from its fifteen remain-
ing eyes, dazzling it in a burst of

N

W
(”\"‘\\\ﬁ\..,t {V . ¥ light. The creature howled, shaking

its head. Then, furious, it turned to face
its new tormentor. Suddenly, | had fifteen tons of
enraged spider-creature charging at me.

Just before | ended up mashed into Duros paste, |
jumped sideways, trying to get as far away from the
door as possible. The creature was many things, but
it wasn't agile; the diamond-hard hooves skittered on
the stone as it tried to change direction midcharge.
Instead it skidded straight into the door,

The rock shattered under the blow, and that trig-
gered the twenty-thousand-year-old booby-trap. A
massive, brilliant electrical discharge fired off from
all around the door, cutting the spider-creature in
half and sending ichor, bits of charred carapace, and
snapping mandibles flying in all directions.

By the time Keth and Janese made it back to me, |
was leaning next to the smoking corpse, straightening
my hat and lighting a cigarra.

“Door’s open,” | said. “What took you so long?”




EXPLORATION AT THE
EDGE OF THE EMPIRE

he Star Wars galaxy is so large and varied an envi-
ronment that charting it in detail is a never-ending
process. For the dedicated explorer, there are always
new hyperroutes to blaze, far-off systems to chart, and
fresh mysteries to investigate on hundreds of worlds.

Enter THE Unknown provides GMs and players of
Epce ofF THE EMPIRE with all the tools they need to cre-
ate unique Explorer characters and adventures

Chapter |, Galactic Sojourners, provides new play-
able species and talent trees that players can use to
create wily Toydarian Archaeologists, dashing Chiss
Big-Game Hunters, sharp-eyed Duros Drivers, and
much more. New abilities and Motivations for such Ex-
plorer characters are also provided.

The Expanded Ships and Gear in Chapter |l lists
a range of weapons, armor, and gear, as well as mare
esoteric items that might be employed by the many

specializations of the Explorer career or any other inter-
ested characters. The list covers personal items such as
Enviro-Suits and E-11 Sniper Rifles and vehicles such as
the 57-D Speeder Bike and Ghtroc 720 Light Freighter.

Finally, Chapter |ll, Grand Expeditions. takes a look
at how GMs can employ the theme of exploration to
the best effect in their games. Ideas for exciting story
lines, adventure hooks, and fearsome nemeses are de-
tailed, as well as advice on how to form a truly memo-
rable roleplaying campaign from such elements.

While the most famous explorers are those who
brave uncharted space, discovery takes many forms.
The efforts of learned archaeologists to shed new light
on the galaxy's oldest civilizations stand in stark con-
trast to the skills of loquacious merchants negotiating
their way into new markets. Both ventures are forms of
exploration, though neither one necessarily involves a
journey into the depths of the Unknown Regions.

EXPLORATION IN STAR WARS

he fringes of the galaxy are not limited to the edges

of charted space, the Rimward edge of the Outer
Rim, and the vast reaches of the Unknown Regions. In
one sense, the fringes are everywhere, for mysteries
and secrets exist even on heavily populated worlds
like Coruscant. In all sectors of the galaxy there ex-
st planets and systems that have yet to be properly
scouted or mapped. Yet when beings speak of the
fringes, they tend to mean those planets and systems
that are culturally distant from the "civilization” held
dear at the center of the galaxy. Tatooine, for exam-
ple, is considered a fringe world, even though it was
charted and settled a long time ago.

Exploring the fringes is not merely a matter of
launching off into the Unknown Regions in the hopes
of discovering new worlds. Virgin territory might ex-
ISt on a planet that has been long settled, but that
contains tracts of wilderness unknown to all but the
most experienced local scouts. Ancient ruins attract
the attention of archaeological parties, and big-game
nunters may wish to pit their strength and wits against
the most dangerous predators of the local ecosystem.

For the most part, however, when beings discuss
exploration, they mean the attempt to discover new

worlds and hyperroutes, expanding the frontiers of
the civilized galaxy beyond its present borders. New
planets can prove great sources of wealth and oppor-
tunity for those who are first to chart them and return
to tell the tale, Naive explorers might find that discov-
ering new worlds is the easy part but working out the
subsequent political and logistical issues is quite an-
other matter. From the Hutts to the Empire, from the
corporations to the Rebel Alliance, everyone wants a
stake in the possibilities that open with the discovery
of a new habitable planet.

The existing network of hyperlanes, while it facili-
tates the movement of thousands of warships, liners,
and freighters around the galaxy, is far from optimum.
The shifting positions of various stellar objects in real
space means that all but the most stable of hyperianes
are in a constant state of flux. Smaller and less stable
hyperroutes may have to be remapped or bypassed
if the shadow of real space objects, such as meteors
or wandering planets, crosses their paths. Even those
hyperlanes that are safe from such phenomena bear
closer examination—parsecs may be shaved off here
and there by canny or daring hyperspace. mappers
who know best how to take a shortcut.

INTRODUCTION
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EXPLORING AT THE EDGE

Since the rise of the Galactic Empire, the business of
exploration has changed from one of cooperation be-
tween a network of peers into a more complicated and
paranoid enterprise. During the days of the Galactic
Republic, most explorers were open about their dis-
coveries. Certainly there was rivalry, both professional
and personal, between the various navigators and trail-
blazers who earned their living by charting new terri-
tory. However, the form such rivalry took was typically
marked by good sportsmanship and ethical consider-
ation of any new species and civilizations encountered.

Under the rule of the Empire, however, this is no
longer the case. Explorers find themselves polarized
between those who are happy to work alongside the
Empire and those who are not,

Explorers who are happy to work alongside the Em-
pire now do-so in a far more ruthless manner than
their predecessors. The Empire is motivated to assist
its burgeoning war effort through the exploitation of
new resources. New habitable worlds are also of inter-
est in order to construct hidden facilities and testing
grounds. Regulatory bodies such as the Hyperspace
Navigators Guild have been pushed to the sidelines as
the Empire approves of speedier methods by which
to locate and monitor possible sources of raw materi-
als. Without these regulations in place, the business of
who has the rights to which discoveries is much more
hotly contested and the competition between explor-
ers has become ruthless.

When encountering a new species, explorers work-
ing within the standards set by the Galactic Republic
tended to take the attitude that it was better to leave
the species to develop in peace rather than interfere.
Some worlds with primitive populations of sentient
aliens were colonized before the rise of the Empire,
but these were exceptions. In its own turn, the Em-
pire shows little concern for alien species, pushing for
recognition of the rights and privileges of the human
species over and above those of the other sentient
beings with whom they share the galaxy.

Newly discovered civilizations and primitive popula-
tions are now no longer the subject of distant moni-
toring while they develop in peace but instead may
be stripped of their wealth, forced into labor, or even
violently persecuted. This can be seen on the planet
Mimban, where the primitive native alien societies once
lived in peace with only minimum contact from the Re-
public. With the discovery of precious dolovite ore, the
planet has witnessed the arrival of heavy industry and
planetwide environmental upheaval.

Those in the business of exploration who are not
supporters of the Empire find themselves in a rather
odd situation. In order to skirt the New Order's reach
and profit from their undertakings, they must share
their Knowledge with interested parties who often

have ties to the criminal underworld. Such explorers
may work for the benefit of Hutt interests, although
the Hutts are by no means more ethically concerned
about new discoveries than agents of the Empire are.

Most explorers who oppose the Empire work for the
Rebel Alliance, either directly or via Bothan interme-
diaries. Such explorers may even donate their finds
to groups who suffer under the repressive regime of
the Empire. Wookiee explorers are highly motivated
by the need to find worlds that could support popula-
tions of their people safe from Imperial persecution.
Habitable new worlds that might make a suitable lo-
cation for a rebel base or that contain fields of raw
material are also in high demand.

Not all those who sponsor exploration are politi-
cally motivated. Educational institutions such as the
Mrisst Planetary University also sponsor expeditions
and may provide apolitical explorers the means to
make a modest living from their discoveries.

TRADE THROUGHOUT
THE GALAXY

Most planets in the galaxy, particularly those with
sizable populations, take part in some sort of trade.
indeed, some planets are so heavily invested in the
export of goods that they have effectively given them-
selves over to a single industry. The verdant world of
Taanab is dedicated almost completely to the pro-
duction of foodstuffs and by-products of agriculture.
Freighters stuffed with livestock and foodstuffs make
their way to heavily industrialized worlds such as Mus-
tafar and Bonadan. They return with the sort of heavy
machinery and barrels of chemicals that Taanab is
poorly placed to produce for itself

The existence of the Empire has had a significant ef-
fect on galactic trade. In the time before Imperial rule,
trade was the concern of a flourishing and competi-
tive private sector, consisting of a number of power-
ful and ruthless guilds. The Commerce Guild and the
Trade Federation are major examples of the sort of
institutions that dominated business at the time, and
it was the acts of the latter that inadvertently brought
about the rise of the Empire.

In 124 BBY the Calactic Senate declared that the
Quter Rim Territories were to become a free-trade
zone and that the larger guilds and corporations were
entitled to representation in the Senate. The Trade
Federation, a powerful shipping cartel, benefited
greatly from these decisions and began to strike hard
bargains with the impoverished Outer Rim systems to
which it now had free access. These deals did not just
enrich the Trade Federation but also granted it imme-
diate and increasing political power, as those systems
indebted to the Trade Federation tended to argue and
vote in its favor in the Senate.

INTRODUCTION
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While the success of the Trade Federation won them
approval from some quarters, many more began to
resent its growing power and the chilling effect it had
on competition. Opponents eventually mustered in
such strength that a separatist movement began to
win popularity in the Outer Rim. Senator Palpatine of
Naboo played both factions off of one another, leading
to a full-scale revolt in which Separatist forces gathered
against those of the Republic, igniting the Clone Wars.

In the conflict’s aftermath, Supreme Chancellor Pal-
patine was declared the ruler of the galaxy. As Emperor,
some of Palpatine’s first decisions were to Imperialize
many of the powerful guilds and corporations, turning
their assets over to government control and prioritizing
military industry. Not all private enterprise was Imperi-
alized; those corporations deemed loyal to the Empire
were allowed to continue to trade. The Corporate Sec-
tor even expanded in size and influence.

During the Clone Wars, Senator Palpatine conspired
with Baron Orman Tagee, a wealthy industrialist. Tag-
ge saw to it that those corporations that had not sup-
ported the new regime were disenfranchised and the
remaining corporations were represented by a new
entity named the Corporate Sector Authority. In re-
turn for a free hand in the sector, the CSA would offer
the Empire generous stipends and discounts.

Currently, the Corporate Sector is enjoying great
business, In terms of producing profits, it has ben-
efited greatly from the lack of regulation imposed on
it, and flotillas of freighters make their journey down
the Hydian Way, piled high with stock from companies
such as TaggeCo, Chiewab Pharmaceuticals, and Cy-
bot Galactica. The Corporate Sector also provides a
refuge to those fleeing from the Empire’s stormtroop-
ers and is one of the few places in the galaxy where
Wookiees and Mon Calamari can live without fear.

But all is not well within the Corporate Sector. Many
of those who live there are regarded as consumers
with privileges rather than citizens with rights. Unregu-
lated industry has seen a record number of planets
become sites of ecological catastrophe within short
periods of time. While stormtroopers are rarely seen
within the Corporate Sector, the CSA sponsors its own
security police force, the Espos, who can be just as
brutal in their operations,

While the Corporate Sector may be the most vibrant
area in terms of production, the most famous trading
sites in the galaxy are planets closer to the core. Plan-
ets such as Corellia, Anaxes, and Brentaal have rich
mercantile histories stretching back millennia.

Traders looking to shift some goods or make a deal
have a bewildering array of target markets to approach,
but each carries its own consequences. The safest way
to proceed is to contact the office of a sector Moff in
order to make sure that any deals meet with the ap-
proval of the Empire. The Empire is unlikely to want to
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purchase anything other than military equipment from
traders, but by letting them take first refusal, the trader
does his best to avoid any retribution. The goods may
have to wait in storage while the Empire decides what
sort of duties to impose and whether to require that
the trader do business with an approved buyer.

Representatives of the Corporate Sector may make
for better customers; they are likely to pay better
than the Empire and meet more of the trader's own
terms. The trader will have to undergo some risk in
reaching the Corporate Sector with his wares, having
to turn smuggler in order to get there without declar-
ing his cargo to agents of the Empire.

ARCHAEOLOGICAL FIELDS

The galaxy is home to a myriad of sentient species,
each one the collective heir to millennia of cultural
development. Many inhabitants of the galaxy have a
deep fascination for the origins of cultures, as well as
the histories (and prehistories) of all sentient species.
Universities around the galaxy sponsor well-appoint-
ed archaeology faculties dedicated to the understand-
ing of history illuminated through the examination of
ancient buildings and artifacts. Many mysteries and
wonders of the galaxy are yet to be fully understood,
from the workings of the Celestials who retreated
from the galaxy prior to the rise of the Infinite Em-
pire to the position of the fabled treasure-filled Nova
Vaults of Kakitai bel Toyouin.

Archaeology is by no means merely a matter of
academic debate and lecture-hall pews filled with
sleepy-eyed students. Fieldwork is the lifeblood of
the discipline and even those archaeologists with a
deep-abiding hatred of digging in the dirt have paid
their dues in that regard. For even those who are
more at home with trowel and electrodrill encourage
the presence of more bookish experts on remote digs
and daring expeditions. Marrying theory and praxis
is the ultimate goal of those wishing to master the
subject, so those with dirt on their fingers are careful
to cultivate friendly relations with those who have ink
on theirs.

Academics around the galaxy have been highly
alarmed by the atrocities committed by the forces of
the Empire. However, most of them are too frightened
to make their voices heard. In 10 BBY a number of
Gholondreine scholars published urgent and scathing
critiqgues of Emperor Palpatine’s rule. Imperial retribu-
tion was swift and decisive, seeing the planet drained
of its green seas and seeded with Ithorian crawlers
that poisoned the arid land left behind. The Gholon-
dreine scholars who survived the devastation are now
pitiful refugees, often having to rely on the support of
their peers in other centers of learning.

While the Gholondreine Desiccation is the only Im-
perial atrocity that has directly targeted academics,
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GALACTIC

SOJOURNERS

'I' rillions upon trillions of beings throughout the gal-
axy simply go about their business, living the same
day over and over again until they grow old and die.
Some dream of a more exciting existence—of what
lies beyond those flickering stars they see in the night
sky. But only the barest whisper. of a fraction dare to

leave the safety of home and brave the dangers of the
boundless galaxy. Driven by profit, knowledge, and
the thrill of the hunt, they seek the new, discover the.
lost, and blaze such trails as never were known before.

These men, women, and aliens are called Explorers.

SEEKERS AND FINDERS

hose who quest to reach and to find are a bold,

adventurous lot. They may not always have the
noblest intentions; some, in fact, see the discoveries
of the galaxy as treasures to plunder and personal
glory to heap upon themselves. Yet no one can ques-
tion their courage and daring, for they lead the way
to places unknown and full of danger, revealing to the
rest of the galactic citizenry what secrets and wonders
the universe yet holds for all.

Building a character with a focus on exploration
means thinking about how he can contribute to a
group even though he's likely had a solifary back-
ground. He's sure to be knowledgeable about things
no one else is, especially where new locations and
frontier travels are concerned. He's probably got
enough experience with taking care of himself to be
useful in a fight, but many of his contributions will be
in getting around, knowing about what is found once
he gets there, and dealing with the unique challenges
that get in the way of the journey.

GALACTIC SOJOURNERS
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THE PATH TO EXPLORATION

n the Epce of THE EMPIRe Core Rulebook, the Explor
It’r career is introduced along with many : I
chapter presents a number of new options for anyone
wishing to play out such a career, perhaps with a dif-
ferent approach from what has come before.

First, the player is presented with new backgrounds
and Obligations. As in the main book, backgrounds
are simply narratives that get into the history of the
character, explaining where he came from, how he
learned the things he knows, and what led him to his
current place in the galaxy. Obligations play a much
more specific role in a character’s life, impacting him
in negative ways if they are not dealt with yet enabling
him to access greater resources by taking them on. In
addition to those found in Epce oF THE EMPIRE, there
are new Obligations presented here that are custom
ized to Explorer-style characters

This book also introduces three new species for
players to choose from. Though they are presented
here as choices for the Explorer career, they can work
for any other career choice as well. The new species
include the far-flung Chiss, the driven Duros, and the
perplexing Toydarians.

Players will also find new specializations opened up
to the Explorer career. Ence oF THE EMPIRE presented
the Fringer, the Scout, and the Trader. ENTer THE UN-
KNOWN gives players access to the Archaeologist, the
Big-Game Hunter, and the Driver. These new special
izations can be fantastic starting points for beginning

characters or new options to further develop more
experienced heroes

Of course, with new specializations come new tal-
ents and this chapter describes these new knacks and
abilities in detail.

What truly drives many Explorers may well be con-
siderably different from the Motivations of other call-
ings. In addition to the core Motivations presented in
Epce or THE EMPIRE, a new driving force is introduced
that Is unique to the hearts and minds of Explorers:
that of Discovery. A new chart is given on which to roll,
as well as thorough explanations for how the Motiva-
tion applies to the life and story of the Explorer.

Just as Explorers live to discover new places and
beings in the galaxy, so too does this book introduce
a new concept for players to enhance their character
development. Signature abilities present new three-
row advancement trees unique to specific careers, and
these trees are added to the bottom of existing talent
trees for a career’s specializations. Each such tree pro-
vides a single new and powerful ability to a character,
and all of the advancement options in the special tree
are devoted to enhancing and upgrading that ability.
In this book, two such signature abilities are provided
for the specializations of the Explorer career

This section delves into many kinds of backgrounds
for Explorers, as well as the Obligations that both
drive and plague them on their journeys

EXPLORER BACKGROUNDS

haracter backgrounds are very much a matter of

personal choice and can be as varied as the galaxy
itself. Establishing the background for a character sets
the stage upon which the player will tell his story.

All people, to a great degree, are defined by their
pasts: experiences, traumas, education, victories,
training, and so much more help to shape attitudes,
goals, and needs. Going through the process of think-
ing about and crafting a backeground enables a player
to make cogent and consistent decisions about every-
thing else to do with the character.

The character's species is the first natural choice and
is inherently intertwined with the background construc-
tion. Often (though not always), a character's place of
birth is readily determined by the species choice, as
well as his early history and experiences. Parents, sib-
lings, extended family, and friends are all viable—and
often vital—parts of a strong, complete background.

GALACTIC SOJOURNERS
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Consider Luke Skywalker and his early history on Ta-
tooine. His upbringing by Uncle Owen and Aunt Beru.
his strong friendship with Biggs. and his yearning for
something more all stem from him being a human
raised on the far-flung distant world where non-hu-
man aliens actually wield the real power. Delving even
further back, there is the true and tragic history of his
birth to humans of great power and influence, mired
in the conflict of a galaxy coming apart in flames.

As with Luke (or any character, minor or major, who
ever appeared in the Star Wars story), a character’s
background will inform every other decision about
what he knows and what he can do. This includes
career choice, selections of skills and specializations,
what kinds of Obligations are incurred, and the char-
acter’'s Motivations.

What follows are a number of background sug
gestions, with a summary of how they can be used
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Archaeologists are not always of pure heart and
noble of purpose. More than a few see uncovering an-
cient artifacts as a means to financial reward, and they
are willing to break both taboos and laws to get what
they want. They will sell to the highest bidder, even if
it means a priceless heirloom goes hidden into some
greedy aristocrat’s vault instead of being shared with
the galaxy. Then again, an Archaeologist doesn’t neces-
sarily have to possess a dark heart to become a crimi-
nal; just poking into the wrong tomb on the wrong plan-
et at the wrong time can set him on the fugitive’s path.

Big-Game Hunters frequently find trouble when
their hunt takes them into restricted areas. Killing a
massive and dangerous beast may mean a great mo-
ment of glory for the hunter, but doing so on lands be-
longing to the local lord can carry a death sentence.
Of course, being particularly skilled at hunting the
strongest and most dangerous creatures in the galaxy
means Big-Game Hunters make prime candidates for
recruitment i hunting more sentient prey, and crimi-
nal overlords may pay quite handsomely to eliminate
particularly tough foes.

Drivers are greatly valued by most criminal orga-
nizations and enterprises; after all, after every caper
there s the need to get away quickly and cleanly. Out
in the frontier areas, many Drivers discover that legiti-
mate jobs are few and far between (and often boring),
while the truly lucrative opportunities to employ their
gifts come with working for those on the wrong side
of the law. What's more, the very idea of speed limits
and traffic regulations is anathema to a Driver, so he
is likely to have a number of traffic violations on his
record wherever he goes.

ENTREPRENEUR

The galaxy is overflowing with opportunities for those
willing to search for them. The best of those opportu-
nities—especially for someone with more imagination
than money—can be found far from the galactic center,
where societies and technology are still developing.

A successful Entrepreneur in the outer reaches
will surround himself with a team possessed of vari-
ous skills, He may have a business plan, or he may
simply seize upon whatever jumps out at him as he
explores his environment. Regardless, Entrepreneurs
who leave the safety and security of the Core Worlds
are true pioneers, and they have to be adaptable and
quick on their feet to survive. much less to thrive.

The old saying about larger risks being necessary for
larger rewards holds especially true for the Entrepre-
neur who explores opportunities in the far corners of
the galaxy. Of course, without a great deal of luck and
a few allies, the penalty for failure can be quite lethal.

Fringers are naturals when it comes to entrepre-
neurship. Always seeking opportunities, they are of-

ten gifted deal-makers and savvy about who to talk to
for whatever they need. A Fringer tends to be adept
at seeing a need; he may not have all the skills or re-
sources to fulfill that need, but he's sure to know how
to go about finding the people who do. Fringers tend
to be “idea people.” and if one cannot find a place in
the Core Worlds to make the most of his talents, he'll
head out to the farther worlds where people like him
can thrive. Often he'll look for whatever problem he
can find and then go about trying to figure out the
best way to turn it into a fruitful business.

Scouts aren't normally seen as particularly entre-
preneurial, but they can be in a unique position to
offer services not readily available from others. Often
the first ones to see a planet, asteroid, or other stellar
phenomenaon, Scouts can levy such discoveries into
highly lucrative opportunities. A Scout setting out on
his own might do well for himself by putting a good
team together, finding out what factions and corpora-
tions are looking for in the way of planetary resources,
and endeavoring to find such assets. As large as the
galaxy is, the pool to search from is nearly infinite.

Traders are almost by definition entrepreneurs, re-
gardless of whatever else may be driving them to ex-
plore the galaxy. A Trader making his own way among
the stars is constantly on the lookout for business op-
portunities, even when he’s not in a particularly strong
position to take advantage of them at the moment,
he'll take note of the information for later exploita-
tion.

Archaeologists are not usually entrepreneurs at
heart, but there are plenty who follow that calling who
are more than happy to find ways to make money at
it. Ancient civilizations—and the knowledge, technol-
ogy, and potential secrets of power they hold—are
highly valuable to governments, corporations, and
other factions. Like a Scout, a savvy Archaeologist
may well put a solid team together to go out and find
treasures that can net a tidy profit.

Big-Game Hunters often make their way lead-
ing safari-style expeditions for rich nobles and busi-
nessmen who fancy themselves great predators. This
is how best to make enough money to go after the
prey they truly seek, Others act as bounty hunters,
knowing their skill sets are compatible with that line
of work; it may not be exactly what they seek to do,
but it pays the bills. A smart hunter who heads out to
the Rim or beyond goes with a plan to keep his funds
up so that he can stay on the prowl of the galaxy's
greatest threats and challenges.

Drivers know their skills sets are in high demand
throughout the galaxy, so many of them specifically
go into business for themselves as professionals. Many
prefer to maintain a distance from their clients; they
only want to know what they are driving, where they
are going, and how they are getting paid. Others will
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contract on a long-term basis with a client, usually with
a stronger idea of who and what they are transporting,
Of course, combat-oriented Drivers can usually make
decent money as specialized mercenaries.

EX-IMPERIAL OPERATOR

The Empire’s bureaucracy and its military employ bil-
lions of beings. The vast majority are happy with their lot
in life, even under the harsh rule of the Emperor.

Yet there are plenty who, far one reason or another,
find themselves departed from their service. Some
are simply fired. Others leave Imperial service hoping
for something more. More than a few find reasons to
escape serving the Empire because their freedom, or
even their very lives, depend on it.

The safety of such a move depends a great deal
upon what kind of role the character played within the
Empire before his departure. A minor functionary with
little access to important information will probably be
able to simply quit or resign, moving on to private pur-
suits. Someone who knows where bodies are buried
and who did what to whom as the Empire rose to pow-
er, however, may find his way out very difficult indeed.

Fringers with this background likely operated as
contractors to one Imperial agency or another; never
truly a part of the Empire, they found reason to stop
working for such a lucrative employer and move on to
other opportunities. Perhaps one ran afoul of some-
one of importance and decided removing himself
from the reach of his antagonist was the right deci-
sion. Then again, a Fringer may still be working for the
Empire, out in the far reaches seeking something that
will be the key to his freedom or his fortune.

Scouts serve the Empire by the thousands as part of
survey teams continuously expanding the boundaries
and influence of the most powerful entity in the galaxy
Working under the constant interference of Imperial
bureaucrats chafes too much for some, or they may
decide too many policies and strictures make their ser
vice miserable to perform. Sometimes, a Scout comes
across a planet where terrible atrocities are being com-
mitted in the name of the Emperor; such an accidental
discovery may well drive him to make his way into the
galactic frontier to disappear.

Traders may have been bureaucrats of some kind.,
ensuring the Empire received its due in the form of
taxes, fees, and penalties from merchants and mer-
cantile consortiums in various corners of the galaxy.
Perhaps one saw an opportunity that could be best
exploited if he went independent, taking all he had
learned as an inspector or tax collector and employ-
ing it to start a business all his own. Alternatively, such
a functionary might find himself simply removed from
his cushy Imperial post, and now he's forced to search
for opportunities among the stars.
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Archaeologists are often employed by the Em-
pire to find and uncover the knowledge and secrets
of the countless civilizations that existed prior to the
Empire. Such knowledge may need to be suppressed,
of course, should it not fall in line with the current pro
paganda, yet it is still important to know everything
possible about the planets and cultures absorbed
Some such Archaeologists may find the suppression
of their life’s work too much to take, thus seeking to
strike out on their own to find and reveal the truths
they discover. Perhaps one such Archaeologist may
discover rumors and evidence of a powerful ancient
culture that directly undermines Imperial doctrine
and, knowing the Empire will do all it can to wipe any
trace of the offending culture out, he decides to break
out on his own to get there first.

Big-Game Hunters may well start out as members
of the Imperial military structure, discovering a taste
for hunting and killing particularly nasty beasts while
occupying or pacifying a particular planet. They may
have been special forces of some Kind, in charge of
advance action in an area or perhaps even members
of the Scout Service, with a particular specialty in
dealing with hostile fauna. However one served, he
may have determined that the challenge of the hunt
outweighed any other ambitions he had. Whether he
retired or simply abandoned his post, he's set off for
the faraway planets to offer his hunting and combat
skills in exchange for a chance to take on the galaxy's
most dangerous beasts

Drivers are employed by the millions in the Empire,
operating every form of vehicle imaginable. Speeders,
ground rovers, walkers, swoops—all these and more
are part of the Imperial war machine, not to men-
tion normal day-to-day business operations. As with
all Imperial institutions, there are strictures, policies,
and regulations for everything, which can be painfully
inhibiting to someone who truly wishes to let loose
and push his vehicle beyond its alleged limits. Un
fortunately, skilled technicians in any role tend to be
greatly valued by the Empire, especially if they know
a great deal about high-end machinery that shouldn’t
be shared with the galaxy at large. Such a Driver may
well find his way as far out into the frontier as pos-
sible, where he can find an old classic of a speeder,
enhance its performance, and show the rustics what a
great machine with a great Driver can really do

FALLEN NOBLE

There are millions—perhaps billions—of noble fami-
lies throughout the galaxy, and quite a few of them
have black sheep. An aristocrat with a poor reputa-
tion finds life in the Core Worlds difficult. perhaps
even impossible. The outer reaches offer opportuni-
ties for redemption, or at least a chance to start over,
for the noble who needs to escape scandal or worse.
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WANDERER

Curiosity? Boredom? Tragic circumstance? A de-
sire for something more? Whatever it is that drives
someone to wander away from his home and set out
among the stars, it must be a powerful force to over-
come the fear of the unknown. Most beings are sim-
ply overwhelmed by the sheer vastness of the galaxy,
much less the uncountable dangers they must face
each day as they ramble across the hyperlanes from
planet to planet. The hardy soul who does so merely
because he is drawn to is either exceptionally brave or
a touch mad. Perhaps he is both,

Fringers are the most likely of all Explorer special-
izations to come from a wanderer background. Their
diverse skills and talents indicate a journey along
many different roads, experiencing the many vistas
and challenges of a meandering traveler. Hitching
rides on freighters, working whatever jobs he can at
each destination, a wandering Fringer can find himself
anywhere, especially on the Rim.

Scouts are practically wanderers by profession, al-
beit with at least some idea of a direction in which to
head. With a history of extensive travel, someone who
has wandered the Rim might well develop the piloting
and other skill sets that are ideal to a Scout. Clearly,
someone of that mind-set is well suited to a life of
always moving on to the next planet, never really put-
ting down roots.

Traders in the outer reaches of the galaxy make
their livings by going from planet to planet, space sta-
tion to starport, carrying goods to those who want
them and buying supplies to sell elsewhere. The men-
tality of a wanderer is well suited to such a life, es-
pecially if the wanderer actually enjoys dealing with

other people. A classic sort of background would be
the wanderer who started the habit of bringing things
needed to the places he was traveling and one day
realized he'd taken up the Trader profession without
really intending to.

Archaeologists can easily evolve from a back-
ground of wandering. As a restless soul traveling the
Rim, coming across ancient ruins and hidden places
as his feet took him there, someone could develop a
keen interest to uncover and learn more. It may make
for an interesting story should a group go looking for
a particular site of ruins and are repeatedly told to
find the "grungy guy with the strange metal pole” who
wanders through the area regularly, speaking often
about his latest finds.

Big-Game Hunters may well have been merely
wanderers who found themselves constantly in battle
with powerful, vicious creatures along the way. As
dangerous as the galaxy is, a true traveler of random
roads would need to [earn how to survive and thrive in
truly difficult situations, lest his journey be brought to
a brutal and messy end. He may have never intended
to become an expert killer of the galaxy's most ter-
rifying monsters, but that doesn't mean he won't be
called on by others who hear of his extraordinary suc-
cess at navigating deadly areas.

Drivers can easily be wanderers who simply want-
ed to cover ground more effectively. After all, knowing
how to handle vehicles across the worst terrain means
the wanderer need never worry about having his path
blocked; all ways are open to him. Knowing how to
handle machines well is also a great set of skills to
barter passage with when he wants to make his way
to the next planet on his journey.

EXPLORER OBLIGATIONS

In the Core Rulebook for EDGe oF THE EmpIRe, Obli-
gations are presented as a key part of a character's
foundation. They are part of the reason why the char-
acter lives the way he does, eking out a living on the
fringes of society and staying only one step ahead
of his debts and responsibilities. They tie him to the
greater galaxy and potentially to other party mem-
bers, in addition to plaguing the group when his par-
ticular Obligation comes knocking.

Enter THE Unknown modifies the original Obligations
chart to better apply specifically to the Explorer career.
In this way, players of Explorers can randomize their
Obligation with a higher chance of getting results that
make sense for them while having some interesting and
more applicable new options from which to select.
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Characters that are already in play shouldn't need
to reconstruct their Obligations, at least not without a
good, in-story reason, However, if players and the CM
work it out, some of the new options presented here
can become new Obligations incurred as a result of
new story arcs. As with all things in gaming, whatever
works best for the players and their GM is acceptable

Some explanations of each of the presented Obliga-
tions may be found on Table 1-1: Explorer Obliga-
tions, especially as they might apply to an Explorer.
This table is a modified version of the Obligation table
from the Core Rulebook, adapted to include the new
Explorer-centric options, Fervor and Sponsorship.



TABLE 1-1: EXPLORER OBLIGATIONS

d100 roll Obligation Type

Addiction: This is often thought of in terms of a substance of some kind or a compulsion to act in a destructive
manor [as with gambling). For example, the Trader may have an addiction to “the Deal,” always needing to make

01-06 arrangements and work the numbers. A Big-Game Hunter may be addicted to “the Hunt,” never happy unless he's
on the ground, weapon in hand, on the trail of something. Drivers are often adrenaline junkies, addicted to speed
and performance frem their machines. Obsession is another way to portray some of these concepts

Blackmall: An ancient custom that seems never [o lose its power (o make people act against their will. For-an
Explorer, there are many interesting and creative ways it may apply. A Trader may have 3 history of skimmed
1522 profits to hide. An Archaeologist may have once plagiarized someone's findings for a presentation to secure
funding. A Big-Game Hunter may have once killed someone on a hunt, never knowing someone else recorded the
incident. A Driver may have fudged the data on a particular machine he was hired to test, only to have a number of
deaths result from his faulty information, Such incidents can weigh heavily on the mind and heart of a being.

Bounty: A Bounty on one’s head is a powerful agitator for driving action. Many of the infractions described under

Blackmall cou 2sult in a Bounty being offered for an Explorer. Other circumstances for which a Bounty

25-30 might be plé n an Explorer include the ro.|0mrg a an,,e‘r being in the wrong place at the wrong time
Trader failing in just the wrong delivery to just the wrong official; an Archaeologist trespassing across the wrong
lands; a Driver swiping the wrong hot swoop; and 5o on

| Criminal: This usually means the character is in the employ of. or seriously indebted to, a crime lord or illicit

| organization of some kind. Explorers working in the Rim often discover their best—and sometimes only—

| opportunities to employ their skills are by working with one or more criminal groups. Unfortunately, this usually

| places them In trouble with whatever law-enforcement officials there are in the area, their only protection being
those same criminal contacts. Such relationships can become vicious circles that are impaossible to break. Consider
the Scout who is wanted for too many trips to interdicted planets or the Driver who only avoids incarceration for
grand theft because of the influence his criminal employer has with local security forces.

31-38

Debt: A Trader may
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hunt, but he bo
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| - Family: Ties of kinship can exert an incredible pull on most beings, perhaps even serving as the main reason

someone chooses the life of an Explorer—to get away from domineering parents or other powerful relatives. There

are times, however, when an Explorer may be doing what he does for his family and not despite them. Perhaps

a Fringer sees wandering the Rim as a way to return his family to some kind of prominence after a terrible fall

Maybe the lifelong search of an Archaeologist revolves around the ancient homelands of his people. Meanwhile. a |
B|g -Game Hunter may 'ol!ow in his fa{hers footsteps, determmed to exceed the old man's accomplishments. ‘

49.57
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Favor: Some say that favors are what truly drives t m galaxy; many w I| happily :erl fe enormaous

support, all for the simple price to b B avita
58-66 for some local rebels is suddenly called on to deliver the |ULFJ1I0H of hwr base, An Archaeo gist ir midst of

celebrating his greate / r is informed that he now must bury t discovery and never speak of it
a{.d n. A Driver, about to race against the best in the sector, is coerced into losing the race to “clear the books.”
Fervor: The character is mrﬁessed of a p:wverfui drive to act based on religious or spiritual beliefs. As an Obligation,
Fervor means that he cannot resist acting in accordance with his beliefs and teachings. He may even have those who
support him in some way (thus explaining the resources he potentially attains due to the Obligation), further exhorting
him to follow “the Way~ they all revere. Consider the Archaeologist who seeks temples dedicated to a lost god or the
Blg -Game Hunter who truly believes mat it is his divine destiny to eradicate "monsters” throughout the galaxy.
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Sponsorship: This represents a !egmmaie faction that has piaced a great deal of resources in the hands of a
| character [or a team) for some established purpose. For many Explorers, it Is the most common Obligation they
| will incur. It could be a mercantile consortium that sponsors a Trader in order to open up trade with a new planet
83-96 or civilization or an Imperial agency sponsoring a Scout to investigate a newly discovered star and its planets.
| Archaeologists are frequently sponsored by academies or other scholastically minded organizations for their
| expeditions, and Big-Game Hunters may well be sponsored by a conservation group to thin a particular population |
of beasts...or sponsored by less savory firms to completely eradicate a particular life-form

97-00 Roll twice on this chart. The character’s starting Ob

split equally into two different origins
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NEW SPECIES

array of species

e come Lo one leve

opportunity

they desire

The Explorer career is open to any species, and
those that follow are three new ones that are partic

larly well suited to the many paths an Explorer might
take: the Chiss, the Duros, and the Toydarian. The
i nail from the Unl Re
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discipline are highly prized qualities among the Chiss,
and they have worked hard to build a society that relies
not upon economic achievement but upon personal
growth and contributions to the society as a whole

thoughtful

Those Chiss that do venture into the galaxy at large do
so generally with a profound respect for their peoples’
desire to remain apart from the Empire and its struggles.
Few beings outside of the Chiss even know where the
Ascendancy is, which is the preferred state of affairs for
them. Individual Chiss see the chance for great L‘:EISOH.—_’ﬁ
growth among the stars, as well as a chance to leamn
many things they can take back to their people

Homeworld: Trmum most Chiss believe their world

was a kind of tropical paradise when their ances-
tors frst lanc 1w, on it, the planet of la entered
a full-bore : "_. rw l'}(.'?_-

ultimately clai
the technologically .':._1‘-.--.«1.--&'-‘_! peopie belowg
There, in thousands of warrens built to manage
sources and energy effectively, with extensive net
works of passages to keep the civilization connected
and unified, the Chiss have thrived as a species.

Language: Though any Explorer Chiss will know Ba-
sic, he's also fluent in a language only a member of his
species can speak properly—Cheunh. Though Chiss
are biologically connected to and similar to humans
in most ways, they possess certain variances in their
vocal apparatus that permit sounds and textures to
their speech that make for a language many other
species find strangely beautiful to hear. The structure
of the language, steeped in context-derived combi-
nations of words for idea expression, as well as the
inique nature of Chiss vocal abilities, necessitated
their adoption of trade lar ges. Sy Bisti and Min-
nisiat served the species v after they first reached
from their homeworld, Csillz

outwarda
Life on the Fringe- Dr-‘q--r
their origins and home, Chiss

temper

HAE

proble g near-humans, Chiss

siight difficulty dealing with most Imperia

and bureaucrats, which can be an asset fDr any ngl Ip
of mostly non-human aliens that must interact with

the Empire in some way

* Wound Threshold: I(
* Strain Threshold: 10
* Starting Experience: 100 XP

Brawn

+ Willpower

* Special Abilities: Chiss begin
rank in Cool. The
rank 2 during char

the game with one
ot train Cool above
acter creation

¢ still mas

* [Infravision: Chiss have adapted to be able to see
in both the infrared and normal visual spectra.
This enables Chiss characters to remove up to |l
added to checks by lighting conditions

DUROS

The species most often celebrated as granting the gift of

hyperspace travel to the rest of the galaxy, Duros are re-

'-'L"L*d as pilots, explorers, and storytellers. They are also
videly sought after as »hl[la engineers and mechanics.

Physiology: Descended from reptiles, Duros are biped-
3l humanoids with large red eyes; smooth blue-green

skin; long s: bald, bulbous heads; and tiny slits
below the eyes that provide their olfactory sense. Their
young hatch as larvae from eggs laid by the females,
but they are raised in a recognizable family unit. Du-
ros ticularly brawny, but they possess sharp

intellects. Both males and females are
acteristics distinguish the sexes.

minds and keen

, DUl other che

Most scholars believe the Duros actually
the first hyperdrive craft, and their contri-

Society:
inventea
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ing

i.’lt. gala iered polite tc
y the "‘-C'-'“ﬁfl'“" Tr-g--e er" such

sTrug,La\lnr and exploration of the

With a history of enslavem
nological prowess and the capacity
tion in the name of advan
developed a profound thirst for know
science being used to subdue them. When the time
came, they employed all they learned to not only throw
off the shackles of their oppressors but to reach out to the
stars and never look back. Shortly thereafter, the course
of Duros society was charted by a highly regarded mon
archy, but as that once-great dynasty fell to corruption,
enduring Duros pragmatism led to a corporatocracy that
focused on asset management and development.

ing their

lec ! ge {\!'

In the era of the Empire, the Duros have not fared
well. Their home—long devastated by unchecked po
lution from industrialization—has become
an occupied --r), their resources managed by
the Imperial racy. Many Duros have chosen
to scatte . rather than be
by the Emperor's war machine

those who value the gifts anc

%)
O
I
D

y A
-]

where there

i knowled

ge y DINNg

Duro was once a

Homeworld:

to ecological disasters on an extin t v
completely uninhabitable without haz
ard protections. Hui de I«
the galaxy, the Di mining,
and production to go unchecked ¢ The

resultant pollutants and hazardous wastes ultimately
drove them from their homeworld to live in massive
orbital cities and space stations all around the planet

NEIGHBORLY RIVALRY

Language: Using a syllabl
nent, Durese (a -alle

ind widely spoken _-'i.'"g.;

S
a many

055€es some
>m valuable
L0 nearly
species tr
remain

O the stars they

the guides

* Wound Threshold:
e Strain Threshold: 10 + Willpower
» Starting Experience: 100 XP

11 + Brawn

* Special Abilities: Duros begin the game with one
rank in Piloting {Space). They still may not train Pilot

ing (Space) above rank 2 duri ng character creation

* Intuitive N
Astro

avigation: Duros may add {3} to all

10n chec i_\c_ th l:‘ make

TOYDARIANS

'u‘r U.—.id "‘I‘..[.'Jt?."S and con jobs, as well as a his Lu'\. of
being lackeys for the Hutts, makes for difficult going
for many Toydarians, but their resistance to FUFLE, ma
nipulation is seen by many others as highly valuable

Physiology: Toydarians have smallish, squat bodies
that perpetually hover over the ground, thanks to a
pair of wings on their back and an abundance of nat-
ural gasses absorbed into their frames. Stubby pro
truding snouts dominate their craggy faces, and their

‘»DII‘(H\. arms and legs end with three fingers and three
toes, respectively. One of their most interesting physi
cal features has to do

[ﬂi_?ta?!_\ immune to

with their brains; they are com

any manipulations via the Force

Toydarians are well
odor similar to
be around for at

known for having a
2elspice, making them pleasant to
least their effect on the local air

natural boay




Society: The Hutts subjugated the Toydarians long
ago, yet it had little negative impact on their society’s
development. Effectively a grand business merger, the
Toydarians enjoyed a rise in their standard of living in
exchange for serving Hutt business interests. Toydar-
ans have happily maintained a healthy distance from
galactic affairs, more or less ignoring the rise of the
pire except as it impacts their mercantile interests.

Most Toydarians make their way within Hutt space,
generally serving the interests of the powerful crime
lords and helping manage the businesses and bureau-
cracies that make it all work. Many, however, prefer
to employ their natural gifts for business and trade
elsewhere, finding the placesin the galaxy where they
can carve out their niche while wheeling and dealing
with anyone who can pay for what they choose to sell

Homeworld: Toydaria is a world of muck, mud, and
swamps, covered in swarms of bugs and massi

f algae. Monsoons, plagues of fungal ori-
: predators like the huge carnivorous
¢ 1s make the planet generally unpleasant for
almost anyone who visits, yet Toydarians have a pro-
found love and pride in their homeworld.

aly

Language: Toydaria is the native tongue of the species,
and most also speak Huttese fluently. Though most
Toydarians endeavor to speak Basic to do business,
they tend to only be literate in their native tongue.

Life on the Fringe: Despite their odd appearance
and mannerisms, Toydarians have a gift for engaging
people in deals and conversa That they don't
readily present themselves as a physical threat helps
ease others, though anyone who Knows of their repu-
tation knows to check his pockets after meeting one.

RACIAL ABILITIES

* Wound Threshold: 9 + Brawn

e Strain Threshold: 12 + Willpower
* Starting Experience: S0 XP

* Special Abilities: Toydarians are smaller than av-
erage and count as silhouette 0.

* Hoverer: Toydarians have wings that allow them
to hover slightly off of the ground. When hover-
ing, Toydarians do not have to spend additional

- hen navigating difficult terrain. Oth-
I th no extra capabili-
character

EXPLORER SPECIALIZATIONS

pGEe ofF THE EmPIRE introduced the Fringer, Scout, and

Trader specializations for the Explorer career. ENTER
THE UNKNOWN features three new spe s for
the Explorer, eacrk
Additionally, these new spe
iny career should a player choose to tap int
noncareer specialization trees

areer in

The first new specialization is the Archaeologist,
that combines a scholar's intellectual curiosity with
two-fisted daring to discover the lost treasures of the
galaxy. Next is the Big-Game Hunter, that has a sur-
vivalist's instincts and the training to take down truly
powerful creatures. Finally, he in
and outs of all f

nakes the most of

The Explorer’s eight career skills are Astrogation,
Cool. Knowledge (Lore). Knowledge (Outer Rim),
Knowledge (Xenology). Perception, Piloting (Space).

s one rank in four
Hut spending experi-
when he spends expe-
1y of these skills

Remember that each specialization has its own list of
bonus career skills; this may allow a player to select a
skill twice at creation, thus beginning with two ranks in
that skill. No character may start the game with more
I ) ranks in any skill, however, regardiess of how
ortunities he may have to select it (such as

free rank from a species with the free skill
he career and the specialization list).
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Explorer: Archaeologist Talent Tree

Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Duter Rim), Knowledge [(Nenology), Perception,
Piloting (Space), Survival

Archaeologist Bonus Career Skills: Athletics, Discipline, Knowledge (Education), Knowledge (Lore)

Il HARD HEADED N B RESEARCHER

Dauntmg {0.00} Dls-

cmllne check

R  COSTS 2

R

{ I KNOWLEDGE
SPECIALIZATION

When acauired

COST 10

i @

COST 15

COsT 15

L

Dauntmg (”"] DIS

c:pllne check 1

COST 20

. (UST20
COST 20

Hard (@ ¢ ) Knowledge
(Education) check o asce

R s |COST 24
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MEfHUNHER

L=V S UKLV =0AGT7

'? THE THRILL OF THE HUNT

Da = 1t \ itures in the galaxy
He understanc nvir ner b
clsta

must contend with |

pursue his quarry, yet

>nt habitation
- interested in where he ;

5 of the hunt, the bonus

With

1 TOCUs on all

than in what he is going to Ki
” when he gets there

; for a Big-G _.-“.:'.'_'.-”L.!m_‘! are Knowledge
(Xenology). Ranged (Heavy), Stealth, and Survival

If this is the character's starti

career skil

00S¢ wo of these skl

IN one free rank in

each without spendir

ence. Big-Game

Many Big-Game Hunters will ta
can find out in the Rim just for t




Explorer: Big-Game Hunter Talent Tree

Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Duter Rim), Knowledge (Nenology), Perception,
Piloting (Space), Survival

Big-Bame Hunter Bonus Career Skills: Knowledge (Xenology), Ranged [Heawy), Stealth, Survival

S— .__—\‘\‘.‘
-

COST 10

|| B EXPERT TRACKER 3%

B STALKER N

¥ B ey

R s, (05715 s, [0ST15

i (4

Survival check o u

COST 20

B BRING ITDOWN B IMPROVED
HUNTER'S QUARRY

/ \ COST 25 ;
= (0sT25 4 RS [osts 4 £
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. THE NEED FOR SPEED
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inother In additi [ Is that rounc IL an F_ Qrer
how far  Privers have access to Cool, Gunnery. Mechanics
one can flip a speeder and Piloting (Planetary) as their bonus career skills
to one side without If this is the character’s st alizat
while skirt

canyon, swerving througf
rocky outcroppings and
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Explorer: Driver Talent Tree

Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Outer Rim), Knowledge (Nenology), Perception,
Piloting (Space), Survival

Driver Bonus Career Skills: Cool, Gunnery, Mechanics, Piloting (Planetary)

B FULL THROTTLE Y

Hard (’ ’0] F‘l

loting check

3 COST 10

COST 10

fosT 10 COST 10

Il FINE TUNING

B SKILLED JOCKEY d 23

COST 20

COST 20

= {

. N
Il SUPREME FULL y
THROTTLE l .
[osT25 4 ‘ 3 .
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NEW TALENTS
B

the i

s a description for each of the
d in ENTER THE Uumown Every er
ation required for gameg
f the Epce oF THE EmpPIRe Core Rulel

ALL-TERRAIN DRIVER

Activation: Passive

Ranked: No

Trees: Driver

When piloting a vehicle using the Piloting (Planetary
skill, the character does not suffer the penalties for
driving through difficult terrain.

BRING IT DOWN

Activation: Active (Incidental)

Ranked: No

Trees: Big-Came Hunter

The character may spend 1 Destiny Point to ad
age to a single hit equal to his target's Brawn
This ability may only be activated once per attack
FULL STOP

Activation: Active (Maneuver)

Ranked: No

Trees: Driver

|see page | .8

When p er may
take the full-stop maneuver to im reduce
the speed of the vehicle to zero T..e sk r vehicle
then suffers one point of system strain for every point
of speed it had before stopping.

HUNTER’'S QUARRY

Activation: Active (Action)

Ranked: No

Trees: Big-Game Hunter

The character may take the Hunter's Quarry action

against an opponent within long range, making a
Hard (4 4 @) Survival check. If the check succeeds,
upgrade the ability of all attacks made against the tar

get by one until the end of the character's next turmg

HUNTER’'S QUARRY (IMPROVED)
Activation: Passive

Ranked: No

Trees: Big-Came Hunter

The character can choose to suffer 2.strain to
the Hunter’s Quarry action as a maneuver

MASTER DRIVER
Activation: Active (Incidental)
Ranked: No
Trees: Driver ; -
Once per round when piloting'a
ing the Piloting (Planetary) skill, the'c
may voluntarily suffer 2 strain to periof
action as a maneuver instead,

GALACTIC SOJOURNERS
ENTER THE UNKNOWN

MUSEUM WORTHY
Activation: Active [Action
Ranked: No

may take an

" piece
t:\]‘a approval). If suc-
an amount of informa
N h ﬁed on the number of ¥¢ rolled

NATURAL DRIVER

Activation: Active (Incidental)

Ranked: No

Trees: Driver

Once per game session, the character may reroll any
one Piloting (Planetary) or Gunnery check.

PIN
Activation: Active (Action
Ranked: No

Trees: Arc

The charact er

about the iter

take the Pin action. By successful

Opposed Athletlcs check nst an
D t racter immobil t
character's next Tll“l
spend @ generated on
) increase the duration of the immobiliza-

one round




TIMESTAMP 16.275.5486

Current Coordinates: 83'63'23" N 54725'38" W Rhen Var

Objective: Rakatan Expedition

Janese and Levat are displaying increasingly anxious behavior
the planet's surface. The structure visible from the outside turned out to be
berg, and the main temp
now than | have since | le

for each additional hour we remain below
the tip of the proverbial ice-
ore at home

all too familiar.

le complex appears to be entirely subterranean. Strangely, | feel m
ft Csilla; the twisting tunnels and cold passageways are
rachnid creature we encountered at the

No sign of any other life-forms, sapient or otherwise, since the a
entrance, though | remain vigilant. These levels are more than large enough to sustain their own alien

ecosystems, and my instincts tell me something is watching and waiting to strike. No matter. Patience is

something of an art form for my people, and | am more than willing to play along.
Kres'keth'errylu

The following chart (Table 1-2: R
Motivations) ¢ ninne ¢l .a'r.ldom Expl

| 1 gunng character crea

g1 ne a5 ao \
o advancement to replace the one in the Cor
2@ wes | ncorporating the new Discovery Motivation
it TABLE 1-2: RANDOM
e 2 i "™ EXPLORER MOTIVATIONS
ooint over the most treacherous -'E"I;:"J.I'I I \'I. ’-‘I;b dlu rn“ Mnt'vatlun RESUIts
]=2 Ambition ‘
an unyielding passion for Discov
! ; : ; | = o ¥ & Y |
to find something out there in the galax
\|!..5'|I"r'.-.” on \ F_'\..’_.'!'”'._'! may ".".i'_w! [o =9 SRR |
ts of a machine, the capabilities of an
ne lost f ' 1C1E ‘I
: hidden L Roall once on each of any two categories l
..L }
T r
[ e chal I e next page Table 1-3: S ifi
Discoveries, gives the specific results for the :F)Jt:ﬂﬁc II
t 1 : o & ?
. - ) £ ra Cep 2
E ) f [ aVs Ne E e \ ’
o
!
|
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TABLE 1-3: SPECIFIC DISCOVERIES

d100 Result

| Self: The Explorer may be pursuing any number of goals or simply wandering the galaxy until something catches his I

01-10 interest, His main purpose, however, Is to discover who he truly is and what he is meant to do with his life, Each new path
offers him a chance to learn something new about himself, and each challenge he faces gives him insight into what he is
really capable of. For many Explorers, this is a journey that will only end with their deaths...and possibly not even then

Civilizations: As vast as the galaxy is, t
population. Many of these civilizatio
encountered by someone dedicated and
suited for searching out and understandin

told cultures and societies that remain utterly unknown to the greater
2d in total obscurity, while: many others remain vital and ready to be
sing enough ta search them out. The Archaeologist career is especially
former, while the Trader will often find great joy in discovering the latter

Planets: As vast as planets are, the Empire is exponentially larger, Stars can go for long stretches of time being listed on

[ 21-30 astrogation charts without anyone knowing what planets may orbit them and what those planets may have in the way of

| ' resources and utility as livable places. Finding a planet of worth can make an Explorer's mark in the galaxy, as well as his
fortune if he sells the information to the right buyer. Scouts, in particular, are specialists in such Discoveries.

) .

Treasures: Some hunt it for the glory. Some hunt it for the challenge. Most treasure hunters do so, however, for the
opportunity to fll their accounts with more credits than they can imagine spending in one lifetime. Whether it's a cache

31-40 of precious gems stashed away long ago by decades-dead pirates or the incalculable worth of art and crafts from an
eons-dead civilization, treasure hunters know there are immense riches out there in the galaxy just waiting for them to
find where X marks the spot

Secrets: For some, secrets are another kind of treasure, albeit one that provides access to power as well as wealth. |
Some seek out secrets at the behest of others, preferring to stay out of the direct conflicts caused by the possession
| 41-50 | of them, while others happily wield the secrets they've uncovered as weapons for thelr own pursuits. As powerful and
wealth inducinig as secrets can be, however, they can also be incredibly dangerous; many beings will Kill to maintain
| important secrets, and many others will kill to obtain them from those who discover them in the first place.
Knowledge: Akin to secrets, but not always quite as dangerous, lost and hidden knowledge can be a powerful asset
Eons of conflict caused vast storehouses of kno ige to be amid the rubble of destroyed cities, derelict ships, and
abandoned space stations lmmpl{l Explorers are the miners of that knowledge, bringing it back into the light of day for
all to benefit from. Ar cl1a~-0|c ists are naturally inclined to search for knowledge, as are Fringers and Traders
| Resources: Credtts are credits, but resources drive The economies of every system, as well as the Empire itself Raw
materials power the Imperial war machine, which is ever expanding. So, too. does the burgeoning Rebellion crave
important resources as it struggles to build up some semblance of an organized resistance. Of course, there are also the
millions.of businesses, factions, and entrepreneurs who seek one source or another of some special kind of resource in
order to enhance their trade position and power. Those who can uncover such sources—Scouts are particularly sought
after for such work—can make very good money.
Technology: B| lions of scientis >
technology fc nusands of ich {11 it 'm: beon onL ‘uc In r 1‘ r“ero.\ Lln, .al er a civilization Othc- scientific
marvels manif daily basis, unknown to the galaxy at large. Clever Explorers seek out these Ieu‘nolog.cd'
Discoveries to bring to the general population, though usually through either corporate or Imperial channels. Fringers
and Traders are most likely to have such a focus, though Drivers will obviously be interested in any vehicular technology
they can uncover

51-60

61-70

71-80

The Lost: Explorers know their way around the galaxy better than anyone. They know where the hidden places are,
as well as the pathways and interstellar routes that go unknown to all others. As such, Explorers are often called upon
{either by others or by their ewn code) to seek out those who have become lost. Some seek to be lost. while many
find they would no longer know the way home even if they wished to return. Many are unable to escape their current
circumstances, needing to be found and liberated. Anyone with this specific Discovery result might wish to roll on the
Relatmnsmp Motwatmn chart as well, determining who he is spenﬁtaily seekmg
“Anywhere but here"' Instead of pursuing any one specific Discovery, the Explorer is driven by the thrill of exploration

91.00 in and of itself. He is never content with the accomplishments of his previous expeditions, and as soon as he has finished

one such trek, he is already planning the next, sometimes even before he has found his present quarry,

81-90

EXPLORER SIGNATURE ABILITIES

I n addition to the specializations that a character can  of the specified career may access. They are feats of
choose from within a given career, he also has ac- strength only possible through the character's skill
cess to that career's signature abilities. These abilities  and ability gained over a leng and successful career,
are special, elite talents only experienced characters separating the journeyman from the master,
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SIGNATURE ABILITY ABILITY BASIC FORM
BREAKDOWN

es a signature ability, he must

rst purchase the b 1 of the ability. This takes

ed of three Its: the tire first row signature ability tree and

ree, the ab erience points. The experience
nat augment the ability. cost of each upgrade is listed in its box

UPGRADES

> 3 iraCler nas purcnased tne oasic orm
ness I : HUre
each € )
) ne e i
i\ & Y ¥ (o]
i i 1 = racie

1 [ree

e basic form

€ Dottom the destir on talent tree tha

with the active nodes on the signature ability

upgrade. The experien

ed in Its box

ACQUIRING SIGNATURE |
ABILITIES |

.:rl :':';](i’(‘_"

Irchase a signature ability or

: its upgrades, the character must “attach™ t
ability to the bottom of one of his current in-career
talent trees. Once a signature ability has |
been attached to a tree, no other signa
ture abilities may be attached to that
tree, and the attached ability cannot
be removed or switched to a different
tree. A character can only acquire a
signature ability from his career and can only attach
that ability to in-career talent trees |

To attach a signature ab ne of

LLOIT
destination

match ug

row

talent tree tha

Wi

th th
(18] L

two signature abilities: Sudden Discov-

1
The Explorer career has access to ’l
ery and Unmatched Mobility |

1
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aHard (@ ¢ @ Knowledge (Outer

Rim) or Knowledge (Core Worlds) che

I 2dlE €

Il ADD BOOST

Add [ to skill check to acti
vate Sudden Discovery

Add [ to skill ¢t
vate Sudden Discovery

COST 15

COST 15

SIGNATURE ABILITY:
SUDDEN DISCOVERY

Plying the endless worlds of the galaxy leads Explor-
ers to master many different skills, not the least of
which is the uncanny ability to keep their bearing no
matter where they find themselves. A veteran spacer
may be able to ascertain his position in the galaxy
by simply staring out of the cockpit, while an expe-
rienced scout may be able to find his way out of a
completely unknown alien wilderness solely through
instinct and past experience.

BASE ABILITY

Once per game session, the character may spend 2
Destiny Points to make a Hard (¢ 4 4) Knowledge
(Outer Rim) or Knowledge (Core Worlds) check. If he
succeeds, the character can pinpoint his exact location
without a map or other guide, discover a lost or hidden
item or location, or identify a safe and fast path through
any terrain. The exact nature of what the character is
trying to accomplish, as well as the end results, must be
approved by the GM (see Narrative Abilities).

When making the skKill check to activate Sudden Dis-
covery, the GM can add [] or [l for any situational effects
that might cause the test to be more easy or difficult.

GALACTIC SOJOURNERS
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COST 15 COST 15

UPGRADES

Sudden Discovery has several upgrades that can im-
prove its effects and make it easier to use. Any up-
grades that appear in Sudden Discovery’s tree mul-
tiple times have their effects stack.

Add Boost Upgrade: When making the skill check
to activate Sudden Discovery, the character adds [[].

Change Skill Upgrade: To activate Sudden Discov-
ery, the character can choose to use the Astrogation
skill to find locations in space or the Survival skill to
find locations on the ground (instead of the normal
Knowledge skills).

Destiny Upgrade: To activate Sudden Discovery, the
character only needs to spend 1 Destiny Point in-
stead of the normal 2.

Frequency Upgrade: Sudden Discovery can be used
twice per game session instead of once.

Reduce Difficulty Upgrade: The skill check difficulty
to activate Sudden Discovery is Average (4 @) in-
stead of Hard (@ @ @).

Reduce Setback Upgrade:

When making the skill check to activate Sudden Dis-
covery, the character removes i}



‘Explorer Signature Ability Tree: Unmatched Mobility

B UNMATCHED MODBILITY BASE ABILITY

- COST 30

I FREE MANEUVER 3

one additior

COST 10

R s, [0ST 10

CO5T 15 COST 15 R COST 15

COST 15

SIGNATURE ABILITY: BASE ABILITY
UNMATCHED MOBILITY

Agile and talented, F'-\[_\i-'.:."i'w'F:r-'i:?ﬂ"ﬂ often sur
rive among the dang galaxy through
f speed and mobility. A seasoned Explore
nder pressure, using adrenaline and training to move  yer js gained QH& pag
around and complete t: lskc faster than those around

him, Some use this ab vade danger, keeping UPGRADES

nemselves out of harm's way. Others use it to gain an

-:.jgt) against their foes, outmaneuvering them in battle.  Unmatched Mobility has several upgrades that can
improve its effects and make it easier to use. Any
upgrades that appear in Unmatched Mobility’s tree
multiple times have their effects stack

on as an incidental, the character

vy Points to increase the number

s allowed to perform in a2 turn to

t 2 rounds. This third maneuver may

1 of the means a second maneu-
200 of the Core Rulebook).
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increase the
: can
 base ability
Melee Defense Upgrade: While Unmatched Mobil-
ity is active, the character increases his melee defense
value by 1
Ranged Defense Upgrade: While Unmatched Mo-
bility is active, the character increases his ranged de-
fense value by 1
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TABLE 2-1: RANGED WEAPONS
Name Skill it Range

Energy Weapons

w

X-30 Lancer Ranged (Light]

E-11s Ranged [Heavy) 10 3 | Extreme

LBl Rd.'{,-r!‘('] [Heavy)

Model 77 Ranged (Heay 6
' Model 38 . Ranged (Heavy) 8 5 Extreme
Hamme:r Ranged 4

Price Rarity Special

| { 5 Ay I £ pL' € £
Accl J[Fr[_ ]
3,500 Cumbersome 3
6 : - 7 :
¥ (R) Pierce 2, Slow
Firing 1

R-O 10 Long 6 A 4 Jiso [
Slugthrowers

i

4 5.000 6 | Accurate 2, Pierce 3

B'-.'-' -

1.500

Explosives and Other Weapons

| Net Gun Ranged [Heavy)

Glop Grenade | Ranged (Light) - - Short

script rifle case carried by a professional hunter are as
much a statement about that individual as the clothes
ne wears or the people with whom he associates.

Very few weapons are restricted among the worlds
in the Outer Rim, although some are looked at
askance by law enforcement. Czerka Arms claims rh::t
for every person in every profession there is an appr
priate blaster, slugthrower, or melee weapon \\h.le
this is largely simple marketing, it also carries a grain
of truth in the tumultuous and often violent Rim ter
ritories. Presented in this section are a number of new
weapons geared toward hunting and exploration as
opposed to pure combat. Highly accurate, slow-firing
sniper rifles, long-range sporting blaster pistols, dart
rifles, custom slugthrowers, and even industrial tools
that can serve as improvised weapons are included
here, each one yet another addition to the profes-
sional explorer’s ever-expanding tool kit

ENERGY WEAPONS

Blasters and other energy weapons have been the
mainstay in galactic society for thousands of years
due to their reliability and effectiveness.

SOROSUUB X-30 LANCER PRECISION
BLAST PISTOL

Lightweight and easy to use, SoroSuub's X-30 Lancer
is one of the most popular sporting blasters on the
market. Designed with competition shooters and pistol
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hunters in mind, the Lancer is optimized for range, ac-
curacy, and stopping power. Built to SoroSuub's exact-
ing standards, the Lancer is a sleek, modern-looking
blaster pistol with a long barrel and a weighted, finely
balanced stock. Firing a blaster bolt that is well out of
scale for a weapon its size, it uses a custom-formulated,
highly volatile mix of blaster gasses and a supercharged
actuating module to fire intense, highly concentrated
bolts accurately over long distances. Superior galven
patterns in the barrel reduce beam degradation and
dispersal, allowing the pistol to maintain effectiveness
well past the range of other weapons of its class.

In the Quter Rim, Lancer pistols are relatively com-
mon, especially among those who need a powerful
weapon in a lightweight package. Many speeders and
am:as;)hem craft have one of these fine pistols tucked
away in an easy-to-reach storage locker, and many star-
ships include them in their escape pods and emergen
cy kits as a defensive weapon. They are also especially
popular among explorers and scholars for their easy
handling characteristics, as well as by those big-game
hunters who enjoy the challenge of pistol hunting.

BLASTECH E-11S SNIPER RIFLE

Developed from the venerable E-11 blaster rifle,
BlasTech's E-11s was designed primarily as a dedicat-
ed marksman's rifle for use by the Galactic Empire. A
large, sieek, and deadly-looking weapon, the E-11s5 is
nearly as long as a grown human is tall, with a shroud-
ed barrel that makes up fully half of its length. Excel-




E-11s Sniper Rifle

lent balance and precision-fit components help com-
pensate for this, however, and the E-11s is quite easy
to carry and shoot for a weapon of its size. The E-115
Is incredibly popular among the Empire’s scout and
reconnaissance forces, whose missions typically see
them operating in conditions where the long range
and pinpoint accuracy of a dedicated sniper weapon
can be used to their fullest potential. In the field, the
E-11s grants a small reconnaissance squad incredible
reach and allows them to project their force at ranges
unmatched by most military units. Officially, the E-11s
carries a restricted rating, limiting it to governmental,
military, and law-enforcement use only. That being
said, more than a few of these powerful rifles have
fallen out of the backs of speeder trucks, so to speak.
Those that have found their way into civilian hands
make for excellent hunting and sniping weapons, and
their performance nearly makes up for the serious
risks involved in owning them.

E-11s rifles are equipped with relatively light-
weight, matte-finish composite furniture that absorbs
light, a fixed stock, and a powerful multioptical tele-
scopic sight. The rifle’s firing mechanism uses a su-
percharged actuating module, upgraded xciter, and
extremely volatile, highly compressed blaster gasses
10 increase the range and penetration of the blaster
bolt. This extra power has the added side effect of
reducing refraction and beam degradation, allowing it
to maintain both its penetration and stopping power
at incredible range. While this makes for a powerful
weapon, especially in the hands of a talented marks-
man, it also makes for a weapon that consumes quite
a bit of energy and as such has a limited ammunition
capacity (a rarity in blasters). These rifles also emit an
enormous amount of heat when firing, thanks to their
supercharged firing systems. To compensate for this,
the E-11s has a slow rate of fire to allow for cooldown,
and the barrel is insulated with a triple-redundant ni-
trogen cooling system.

BLASTECH LBR-9 STUN RIFLE

Stun rifles are rare weapons in the galaxy, perceived
By most to be of limited utility. Possessing low-intensity
blast-actuating modulators and using a lower yield mix

of blast gasses than other, more lethal blaster rifles,
stun rifles are capable of only nonlethal stunning blasts.
Most of these weapons are used in law enforcement,
corrections, and occasionally in bounty hunting, fields
in which the need to keep targets alive is often of para-
mount importance. They are typically short ranged, and
their bolts have a broad spread to catch as many tar-
gets in their blast as possible. While this is effective in
close quarters or in large crowds, in open terrain their
effectiveness is sadly reduced. To counter this, and to
corner the market in long-range stun blasters, BlasTech
recently released the all-new LBR-9 Stun Rifle

Based on the current model DL-87 Firespray stun
rifle, the LBR-9 is a long-barreled, light-framed blaster
rifle fitted with composite furniture and simple iron
sights. Using the majority of the Firespray's firing sys-
tem with an upgraded galven pattern designed to fit
the longer barrel, the LBR-9 can fire a concentrated,
high-penetration stun bolt with a range and accuracy
commensurate with other, more lethal weapons in its
class. With its optimized and upgraded galven pat-
tern and a patented mix of blaster gasses, the LBR-9
packs quite a punch and typically needs only one or
two shots to knock a target out of commission. Oniy
recently brought to market and largely sold to Core
Systems' planetary law-enforcement agencies, few of
these specialized weapons have found their way to
the fringes of civilized space. Those that do are quick-
ly snatched up by both beast and bounty hunters for
their precise handling characteristics and nonlethal
nature, and they are gaining a reputation as finely
made, accurate, and dependable weapons.

SLUGTHROWERS

Slugthrowers are generally thought of as archaic
weapons. Though not as powerful or as accurate as
a blaster, their rugged durability (plus not requiring
a power source to fire) makes them popular on some
outlying worlds and amongst eccentric collectors.

FIELD SPORTS MODEL 77 AIR RIFLE

Air rifles are not considered weapons on most planets
in the galaxy, and the majority of sentients therein see
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mor for both the military and civilian markets. While
they have an impressive and diversified catalog of of-
fensive and defensive products ranging from sporting
plasters and vibroblades to flame cannons and com
bat droids, they are perhaps best known for producing
a successful line of fine slugthrowing pistols and rifles

A throwback to a more primitive age, slugthrow-
ers are considered anachronistic and unwieldy by
most sentients. However, Czerka's line of slugthrow-
ers, which they refer to as "Legacy Arms,” has proven
modestly successful, especially among the beings of
the QOuter Rim. Some of their Legacy Arms clients are
collectors or historians, others are farmers or colo-
nists who appreciate the affordability and ruggedness
of these firearms, and some simply prefer the visceral
noise and flash of a chemical-propelled slug over the
cool precision of a blaster. Whatever their reasons.
whether preference or necessity, Czerka is the popu-
lar choice for slugthrowers

L

One of Czerka's more popular Legacy Arms is the
Model 38 Sharpshooter’s Rifle. Marketed to hunters,
and tacitly to snipers and assassins, the Model 38 is
an extremely powerful, accu long-range rifle with
incredible destructive pot I. A long and finely
crafted weapo ] .
the custc
large-

ing bullet that can pierce even

he toughest hides. The
rifle is operated by means of a simple and rugged bolt
action and fed by a five-round detachable clip. Their
stocks and other furniture are typically either light-
weight composites or polished, exotic hardwoods, de-
pending on the customer's tastes.

New rifles must be ordered in person from a certi-
fied Czerka Arms dealer, at which time the customer is

for Ait and his shooting style is analyzed ir

xasured

an on-site simulator. This allows the Czerka Arms rep
to determine the best possible configuration for the
rifle in relation to its new owner and to offer advice on
further customization

Once the rifle is completed and delivered, it is as
closely matched to the new shooter’s stance, stature,
and habits as art and artifice can make it. This makes
the rifles incredibly accurate at any range, as the
custom fit and frame makes the Model 38 point and
shoot as if it were an on of the shooter’s body.
Most Model 38 rifles in the Outer Rim are owned by
hunters and marksmen for hire who ordered them
directly from Czerka. There are some of these highly
prized rifles on the used market, although they typi-
cally need serious modification before a new owner
can use them to their full potential. If purchased used,
a Czerka Model 38 loses the Accurate 2 quality until
the rifle can be modified to fit the new shooter [re-
quiring 2 Hard (4 ¢ €) Mechanics check).

CZERKA ARMS KS-23 HAMMER

The KS-23 is yet another popular slugthrowing de-
sign by Czerka Arms. A rarity even among the already
scarce slugthrowing class of weapons, the KS-25 fires
a canister of small explosive pellets instead of a single
long-range, precision slug. When fired, these pellets
scatter from the barrel to fill a wide area with as much
destructive potential as possible. Brutally effective at
short and medium ranges, this weapon is known unof-
ficially as the "Hammer."

The KS-23 was initially produced as a hunting
weapon to take down extremely hardy beasts like the
krayt dragon or rancor. They are roughly the size of a
plaster carbine, with a large-caliber smoothbore bar
rel, a sturdy action, and composite stocks and furni-
ture. The ammunition is stored in a tubular, five-round
magazine that runs under the barrel, and the firing
mechanism is self-loading and uses the weapon'’s re-
coil for power. An extremely unsubtle weapon, the
KS-23 is loud and has a powerful recoil thanks to the
large-bore, high-powered ammunition it fires

Thanks to its rugged construction and powerful
ammunition, the KS-23 has gained a wide following
) and repair and
bullt from h als, the Ham-
mer stands up exceedingly well to the Kinds of abuse
equipment suffers in the wild places of the galaxy.
Used primarily by big-game hunters, these weapons
have also found their way into the armories of ex-
plorers, smugglers, pirates, and even some planetary
law-enforcement agencies who appreciate their pow-
er and utility
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EXPLOSIVES AND OTHER
WEAPONS

Many explorers don't have much use for high explo-
sives and flame projectors. However, they do wield
some esoteric weaponry that fits their particular needs.

PALANDRIX AO14 “ARANEA” NET GUN

The Palandrix Personal Protection Gear company has
been a leading provider of personal armor, defen-
sive weapons, and crowd-control devices to the Core
Worlds for generations. Known primarily for its broad
range of nonlethal weapons such as stun batons, son-
ic stunners, and stun gauntlets, the company also pro-
duce a small line of offensive weapons, including the
handsome and deadly PowerCane. Among its various
product lines are a few devices that don't fall neatly
into any one category, possessing both defensive and
offensive attributes that make them extremely versa-
tile and effective. One such item is the AO14 "Aranea”
Net Gun.

Heavy and squat, the Aranea is roughly the size of
a small blaster carbine with a wide-gauge, rifled bar-
rel, and lightweight polycarbonate furniture. Officially
classified as a grenade launcher, the AO14 is a single-
shot, break-action, breach-loading weapon that fires
entangling munitions as cpposed to slugs or blaster
bolts. The 40mm spin-stabilized ammunition used by
the Aranea contains a tightly packed, weighted, fine-
mesh net constructed from synthetic ArachSilk made
by CorChemCo. Upon firing, the shells fired by this
weapon burst open at a preset range and release the
net, the spin of the round causing the net to unfurl
and the weights spreading it to its maximum width,
With its incredibly strong tensile strength and the abil-
ity to tighten around an opponent as he struggles, the
Aranea’s nets make excellent tools for capturing ani-
mal and sentient targets alive.

MERR-SONN MUNITIONS G-20
GLOP GRENADE

Merr-Sonn’s ingenious G-20 Glop Grenade is a reus-
able, less-than-lethal antipersonnel grenade used to
suppress rioters and capture fugitives alive. Roughly
the size of a thermal detonator, the G-20 is a small
metallic sphere covered in spray nozzles. As a trigger,
glop grenades are equipped with a timer that can be
set to detonate on contact or set to detonate after a
delay of up to fifteen seconds. Inside the sphere is a
refillable reservoir that holds a semiliquid foam that
instantly hardens upon contact with oxygen. When
deployed, the user sets his detonation time and sim-
ply throws it at his target. When it detonates, the gre-
nade sprays its guick-hardening foam over a broad
area, trapping everything in its range in a thick, nearly
unbreakable substance that is almost as strong as fer-
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rocrete. The hardened foam is only good for around
five minutes, after which it begins to break down and
becomes brittle and easy to shatter.

A glop grenade’s Ensnare quality triggers automati-
cally on any targets the weapon hits, with no need to
spend 3.

While glop grenades are ostensibly rated as nonle-
thal, accidents do happen, and they have been known
to cause death due to suffocation or, in extremely rare
cases, allergic reactions to the foam. Whenever a tar-
get is hit with a glop grenade, he must make an Easy
[’] Coordination check to keep the foam from fill-
ing his breathing passages. Failure on the skill check
indicates that the foam has cut off the target's air, and
he immediately suffers the effects of suffocation as
detailed on page 214 of the Ebce oF THE EMPIRe Core
Rulebook.

Glop grenades that are recovered after use can be
refilled with special pressurized hypoinjectors that
transfer the foam from a sealed container into the
grenade’s reservoir without exposing it to the atmo-
sphere. This requires an Easy (4)) Ranged (Light)
check to complete. Failure on the check indicates
that the foam has been ruined, and any net %} gained
on a failed skill check means that some mishap with
the filling system occurs and the user is engulfed in
quickly hardening goo. This doesn’t require an attack
roll, but it does require the user to make an Easy {0]
Coordination check to avoid getting the goo in his
nose or mouth per the rules above. Purchase of a
Glop Grenade includes the hypoinjector and five refill
canisters. Additional refill canisters can be purchased
for 100 credits apiece and have a rarity of 6.

MELEE WEAPONS

While many Explorers prefer to protect themselves
with blasters, there are some melee weapons designed
for those delving into the wilderness, and some tools
can be repurposed in a tight situation.

KARFLO CORPORATION G9-GP PULSE DRILL

Makers of the venerable G2-GE beamdrill, Karflo Cor-
poration is a Corporate Sector-based conglomerate
with interests in industrial mining, droid production,
and planetary exploration. Their G-series beamdrills
are used throughout the galaxy in industries as widely
varied as computer production and deep-space as-
teroid mining. They use variable-strength continuous-
beam plasma projectors to burn through earth, stone,
metals, and nearly any organic or inorganic substance
in their path. They can perform any kind of cutting or
burning task, from gently melting lightweight polymers
to vaporizing waste materials and industrial byprod-
ucts. Recently, Karflo Corporation has been explor-
ing smaller, more portable versions of their powerful




TABLE 2-2: MELEE WEAPONS
Name  Skill Dam Crit

Encum

Range

HP Price Rarity Special

| | 1
G9-GP Breach 1, Cumbersome 3,
Pulse Drill | Melee ‘ 5 ‘ 4 | Engaged 5 2 | 1.100 & | Garcarati:a
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Sunder, Vicious 2

beamdrills for use by planetary explorers and archae-
ologists. Their first attempt at this market is the G3-GP
Pulse Drill.

The G9-GP is a handheld, low-powered, precision
beamdrill designed for work in excavation and light
duty mining. They appear as long, bulky rods with a
tank at one end and a variable-angle plasma cutter at
the other. The beam emitted by the G9-CP is a rapidly
pulsing plasma beam around a millimeter thick with
an adjustable range that allows it to cut through rela-
tively thick material. While they are primarily tools,
their plasma beams make excellent improvised weap-
ons in an emergency, and more than a few explorers
have had their lives or limbs saved from a surprise
attack by quick application of the pulse drill.

LASERHONE HUNTSMAN VIBEROSPEAR

The Huntsman by LaserHone, a maker of fine vi-
broweapons based in the Corporate Sector, is a rela-
tive oddity among weapons of its class. Over two
meters long, the Huntsman is a sturdy vibrospear
designed for hunting large and dangerous wild game.
Equipped with LaserHone's patented ultrasonic vibro-
technology, the vibrogenerator in the Huntsman vi-
brates at frequencies well outside the hearing range of
most sentients. The ultrasonic vibrogenerator, special
dampening fittings, and a coating of sound-absorb-
ing polymers make the Huntsman completely silent
when active. This allows a hunter to carry a powerful
vibroweapon in the field without the fear of spooking
his prey with the noise from the weapon.

The Huntsman'’s haft is a super-dense plasteel al-
loy embedded with sound-deadening materials and
laced with foil-fiber reinforcements. Incredibly strong
and flexible, the Huntsman can parry nearly any in-
coming blow, from the claws of a powerful beast to the
slashing edge of a vibro-ax. The blade is a long, thin,
leaf-shaped affair made from a laser-honed steel alloy
with a molecular edge that can pass through steel and
stone as easy as through flesh and muscle. At the base
of the blade where it meets the haft, two thick posts
extend for a few centimeters perpendicular to the haft
to prevent particularly recalcitrant beasts from charg-
ing up the haft after being stabbed and attacking the
spear’s wielder. While it is more of a niche weapon
with limited appeal, many professional scouts and

hunters appreciate the deadly simplicity of the Hunts-
man and the challenge of hunting untamed beasts in
ways similar to their ancient forebears.

The vibrospear requires two hands to wield.

MK. VIII VIBEROSAW

Greel Wood Logging Corporation is a small, privately
owned logging concern founded solely for the harvest:
ing the of the highly sought-after Greel trees from the
third and fourth planets of the Pii System. Greels are
hardy, ancient trees that produce an extremely dense,
deep-crimson hardwood. Thanks to the resilience of the
trees and the difficulty of harvesting them, GWLC de-
veloped special tools to aid in logging and processing.
Working closely with a number of precision industrial
toolmakers from the Corporate Sector, GWLC produced
a line of saws, heavy equipment, specialized heavy-lift
speedertrucks, and other assorted logging machinery
for their personal use, and eventually they sold them to
the general public. Marketed mainly to industrial log:
ging concerns, many of these tools are also used in the
surveying and exploration of newly discovered planets,
especially those with dense and thorny flora. One of the
more common CWLC tools is the Mk. VIl Vibrosaw.

Loud and extremely challenging to use, the Mk. Vlll is
a heavy vibrosaw that can cut through the toughest un-
dergrowth or fell the tallest trees. They are heavy, awk-
ward brutes that, in the hands of the inexperienced or
inattentive, can cause more damage to the user than to
the surrounding flora. The MKk. VIl consists of a blocky
chassis containing the saw's controls, two SureGrip
handles, a power pack, a drive motor, and a vibrofield
generator. The blade mounted to the front of the chas-
sis is long and thin, ringed by a rotating, high-speed,
diamond-toothed chain whose already impressive cut-
ting ability is further augmented by a powerful vibro-
field. Although not designed as such, the Mk. VIll can
be used as a weapon in an emergency, its blade slicing
through flesh and bone as easily as root and branch.
Caution must be used when doing so, however, as even
the slightest miscalculation or misstep can result in the
user receiving gruesome injuries from his own saw.

If the user generates & when using the Mk. Vlll as a
weapon, he hits himself with the attack instead of his
target (even if the attack would normally miss). The
MK. VIl requires two hands to use.
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EXPLORATION GEAR

ife in the Star Wars galaxy is, for better or worse,

defined by its technology. The countless billions of
sentients living in the Core Worlds spend their days in
constant contact with incredibly advanced technolo-
gies that assist, oversee, and control every aspect of
their lives. Droids cook their meals and care for their
children, the cacophony of the holonet feeds them
their news and entertainment, lightning-fast speeders
whisk them across continents in minutes, and pow
erful starships bridge the gulf between star systems
in an instant. This symbiosis with technology, its con-
stant presence in the lives of so many, is taken for
granted by people of all classes in the Core. Even the
poorest, least-privileged laborer possesses a number
of technological devices that, on some of the more
far-flung worlds of the galaxy, would mark him as a
wealthy man indeed, In the wild places of the Outer
Rim, however, the relationship between people and
technology has quite a different tenor.

While those in the Core rely on modern technol-
ogy to make their lives easier, individuals in the Outer
Rim rely on it to stay alive. Civilized society is rare in
the Quter Rim, and settled planets are few and far
between. Many of these civilized outposts are little
more than crude settlements, peopled by colonists
and moisture farmers trying to wring a living out of
an unforgiving planet. Others are violent, decadent
spaceports full of vice and danger, ready to strip an
unsuspecting being of his money, his valuables, and
even his very life. Then there are the vast stretches
of empty space traversed by itinerant traders, small
merchant companies, pirates, smugglers, and all man-
ner of space-borne vagabonds. Out in these farthest
reaches, where the nearest planet is days or weeks
away and nothing stands between a pilot and eternity
but a thin durasteel deck plate three meters square,
luxury is nonexistent. A spacer must rely on his wits,
his blaster, his ship, and his friends—if he has any—to
make it through.

The following section presents a number of new
pieces of equipment appropriate for the exploration-
minded character. Everything from sturdy clothing
and storage options to survival equipment and spe-
cialized droids can be found on the following pages.

TABLE 2-3: ARMOR AND CLOTHING

Defense | Soak

| Enviro-suit |

ARMOR AND CLOTHING

In the Quter Rim, what an individual wears is as much
a calling card as a blaster pistol or an Imperial insignia.
The clothes on a being’s back tell a tale as eloguent as
any holonet drama. They speak of his priorities, how
and where he works, his state and status in life, and
the ways in which he wishes to present himseif to the
galaxy at large. Armored plates sewn into clothing,
gun belts loaded with firepower, and bandoliers slung
across torsos are the hallmarks of bounty hunters and
other guns for hire. Tool belts, bulging carryall bags,
and coveralls smudged with machine fluids are the
mark of a technician, and a flight suit sets a pilot apart
in any crowd, Those who spend their time and make
their living exploring and exploiting the vast empty
places in the Rim are just as easily spotted. Well-worn
clothes, battered packs, and goggles scratched by the
dust of a thousand worlds tell of the many countless
Kilometers these hardy souls have traveled. Present-
ed below are a number of new suits of clothing and
armor, as well as some storage solutions tailored to
the wandering lifestyle of the explorer.

ENVIRO-SUIT

The number of different types of environments found
in the galaxy Is staggering. Every world has its own
unique mix of gravity, atmosphere, and environment
that forms the beings who dwell upon it. While there
are numerous worlds that are considered just right in
that a substantial percentage of sentient species can
dwell there in relative comfort, the great majority of
planets, moons, asteroids, and star bases are toxic to
at least one species, if not more. To allow those with
sensitive systems to operate safely in the galaxy at
large, numerous companies produce enviro-suits.

Enviro-suits come in a dizzying array of patterns
and styles. At their most basic, enviro-suits are fully
sealed, full-body suits made of sturdy materials de-
signed to keep sentients alive in inhospitable places.
They protect their wearers from toxic environments,
radiological, biological, and chemical hazards, ex-
tremes of temperature, and variations of atmospheric

1
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pressure. With the right suit, a wearer can withstand
the vacuum of space, the depths of the deepest
oceans, and even atmospheres that are little more
than choking miasmas of poisonous gasses. While
most enviro-suits on the market have built-in monitor-
Ing systems that can self-adjust to a wearer's particu-
lar needs and are therefore appropriate for a variety
of users, some are custom built and fitted for those
species with especially delicate or bizarre physiolo-
gies. Enviro-suits typically have numerous attachment
points and interface sockets for the use of jetpacks,
external tanks for those with specific environmen-
tal needs, and storage pockets. Enviro-suits have an
operational life of eight hours until they need to be
recharged and have their gasses and fluids refilled.
Thanks to their many layers of protective shielding,
enviro-suits tend to be bulky and reduce a wearer's
sense of his surroundings. An individual wearing an
enviro-suit suffers [l to any Agility- or Perception-
based checks while wearing the suit,

A/KT SHOCKRIDER CRASH SUIT

Specially designed for those who make their living
behind the wheel, the Shockrider crash suits from
Ayelixe/Krongbing Textiles Corporation are built to
help pilots of speeders, speeder bikes, swoops, and
other fast atmospheric vehicles survive even the worst
crashes. Made of tough synthetic materials reinforced
with a light armored mesh, a crash suit consists of a
snug-fitting full-body suit with heavy fasteners, gloves,
boots, and a helmet. All of these components fit to-
gether to grant the greatest protection possible to the
wearer. They are also reinforced with special impact-
absorbing gel inserts at strategic areas, like the spine,
elbows, knees, hips, palms of the hands, and shoul-
ders. This helps mitigate shocks to the areas of the
body that are typically the first to take damage in an
accident, In addition to these protections, the materi-
als of a crash suit are also embedded with a fire- and
radiation-proof chemical to help wearers survive the
fires that often break out during crashes.

Thanks to their durable construction and integrat-
ed armor, crash suits reduce any strain received from
Critical Hits dealt to the wearer's vehicle by 1 [to a
minimum of 1) and the flame-resistant coating reduc-
es damage dealt to the wearer by fires by 1.

A/KT TRACKER UTILITY VEST

Common among outdoorsmen, scouts, and hunters,
the Tracker Utility Vest from Avelixe/Krongbing Textiles
Corporation is the Explorer’s best friend. These vests
are simple sleeveless garments worn on the torso and
made from lightweight, durable, stain-resistant, tear-
resistant synthetic textiles that close in front with a
heavy-duty zipper. They are covered with numerous
pouches of various size, shape, and utility, which are

Enviro-suit

X

all connected to an integral load-bearing system con-
cealed beneath the vest's lining. When fully zipped,
the garment distributes the weight of anything carried
in its pouches evenly and effectively across the wear-
er's body, allowing the wearer to carry his important
tools and items where he can reach them quickly and
without them weighing him down overmuch or getting
in his way.

When worn, the Tracker utility vest increases the
wearer's encumbrance threshold by 2.

A/KT MOUNTAINEER ARMOR

Another offering from the utilitarians at the Ayelixe
Krongbing Textiles Corporation, the Mountaineer is
a suit of light, flexible armor designed to assist the
wearer in climbing and navigating mountainous ter-
rain. Made from a thick, tear-resistant textile with
excellent thermal-retention qualities and interwoven
with a patented foil-fiber armor weave, Mountaineer
armor provides good protection from impacts, abra-
sions, and falls. In addition to the armor weave, the
suit is reinforced at the shoulders, knees, and elbows
with impact-absorbing polymer pads and is equipped
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with an integral climbing and support harness. The
palms of the gloves and soles of the light, flexible
boots are coated in FrictionGrip, a material produced
by A/KT that adheres to even the smoothest
surface. The entire suit consists of the one-
piece jumpsuit, gloves, boots, and a hel-
met. Accessories like oxygen tanks for
high-altitude climbing can be added
for a nominal fee. and all attachments
for such accessories are already inte-

grated into the armor.

Mountaineer
wearer [] [ to all Athletics skill checks
made to climb or rappel

DETECTION DEVICES

The production and sale of personal-scale
sensor systems and personal electronics
for both recreational and professional use is

one of the largest industries in
the galaxy. From media

armor grants the

players and datapads to sensor packs that can see
through ten meters of solid stone and goggles that
allow an individual to see in the dark by any number
of esoteric means, nearly every sentient in the galaxy
owns at least a handful of personal electronic items.
While the market for personal electronics certainly
exists in the Outer Rim, it is geared toward the sale
of survival, surveying, and scholarly equipment rather
than the technological fripperies so popular on the
Core Worlds. The companies that do business among
the frontier worlds of the Quter Rim know their cus-
tomers well, and they provide a broad selection of
hardy, practical electronics geared toward the profes-
sional explorer

CRYONCORP ENHANCESCAN LONG-
RANGE TERRAIN SCANNER

A variation on CryonCorp’s successful EnhanceScan
personal-scanner line of products, the Long-Range
Terrain Scanner was developed with the profession-
al explorer in mind. The LRTS uses a limited-power
ground-following radar of the kind typically found
on military airspeeders for low-level instrument fly
ing. Typically mounted to slow-flying airspeeders
or small landspeeders with a reasonably high
maximum altitude, the LRTS allows a scout-

ing team to make a comprehensive
topographical map of a new planet

quickly and efficiently. The ra-

dar transceiver Is mated to

a broadband sensor suite

and mapping program

that takes in billions of

bits of data per sec-

ond. In game terms,




Long-Range
Terrain Scanner

I and can map qt
large area of ground in a single pass. Depend
the atmospheric conditions, the size of the area
mapped, and numerous other variables, the {
guired to thoroughly map an area can take from a fi

hours to a few days of concentrated effort

Successfully using the LRTS requires an Average [‘
’] Computers check on the part of the operator. Maps
produced with the LRTS add [J to any Survival check
made to n ate using the map plus an automatic ¥
for every two £ gained on the Computers check.

CRYONCORP GROUND-PENETRATING
SENSOR PACK

Another sensor suite produced by CryonCorp, the
GPSP is a powerful ground-penetrating radar suite mar-
keted to companies involved in gas and minerals ex-
ploration and chartered search and rescue
than a bulky stack of fine-tuned sensors mounted in an
impact and weather-resistant plasteel case, the GPSP

una-penetr

ttle more

0 2 smaill
1 soil, dense sto

sirap or mou
can see througl
most Kinds

inorganic

of ores

and processed

ris, duracrete, ferrocrete
other kind of substance t
Recently, CryonCorp has release

of the CPSP geared more toward scholarly exg

with a radar array specially tuned for penetration of

3lly produced building materials like
d in the ruins of ancient cities. Using a
K, but interpreting
e Master sees fit,
check to figure out

not require a skill
ndings m

» a Computers ski
ne GPSP is seeing

IDELLIAN ARRAYS ILF-6500
LIFE FORM SCANNER

|lian Arrays's ILF-5000,
J is one of the most powerful long-range,
omnid life-form market.
With a database containing information on thousands
of known species of wildlife and with space for re-
cording new data, the ILF-6500 is most often used as
the center of a security perimeter for scout or hunt
ing encampments. Mounted on a telescoping tripod
that can extend up to three meters and capable of
monitoring an area nearly half a kilometer across de-
pending on terrain and vegetation, this scanner can
track and identify up to two dozen targets at a time,
categorize and rank them in order of threat level, and
alert Its operators either by sending updates to their
datapads or sounding a shrill alarm

the

scanners o

Setting up the ILF-6500 requires either an Av-
erage (@ @) Survival check or 2 Hard ( ¢ §)
Education or Computers check to ensure that the
' yerly calibrated and located in the best

HUNTING GOGGLES

Produced by

well-known manufacturers
of sensors and scanners, hunting goggles are a kind
of scanner goggle specifically designed to assist pro
fessional guides and hunters in tracking their quarry.
Along with the usual light-amplification and thermal-
imaging sensors found in most scanner goggles, hunt-
ing goggles are equipped with an image magnifica-
tion and enhancement system, a short-range motion
detector, and a targeting system and micro heads-up
display that projects aiming reticules and targeting in-
formation into the wearer’s field of vision. Hunting gog-
rpen the wearer's vision to a preternatural de-
d they allow him to see clearly in the dark and
Lther oDscuring agents
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or those who make their livings
ntients through the Outer Rim
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Produced DY Chiewab %"
Company for use by n ry €S
rescue companies, the ECM L‘?!*’% is the
portable medical equipment. Essentially a sc: 3
medpac, the ECM-598 contains a clinic's worth of
medical equipment, drugs, tools, scanners, and other
contents needed to keep a team of explorers alive
in the field. All of this equipment is securely packed
Into a sturdy internal-frame backpack. It also includes
a slim datapad containing an emergency-procedure
database for most of the known sentient species in
the p,alaw as well as tutorials to assist those with no
medical training in treating wounded individuals in an
emergency. The ECM-598 even includes a collapsible
repulsor stretcher with a weight limit of 150

for evacuating seriously wounded person

t

The ECM-598 medical backpack allows characters
to attempt to heal others using Medicir
out penalty, as detailed on page 21 9 (
THE EmpIre Core Rulebook. In addi
all Medicine checks made while usi
1ks to the tutorials and
datapad, individuals using this decrease the difficulty
of any Medicine checks they make to heal Critical In
juries by 1 to a minimum of Easy ()

SURVIVAL

Day-to-day survival in the galaxy is never a certainty
The risks inherent in a modern lifestyle that involves
space travel, contact with exotic alien species, ever

shifting political forces, and the constant threat of vio
lence are certainly mitigated by the order imposed
among the Core Worlds. However, out on the Rim, at
the edge of the galaxy, where laws are lax or nonex
istent and there is little modern infrastructure, daily
survival is a greater concern. In the pockets of civiliza
tion scattered around the Outer Rim, things
like they are in the Core. In the wild places, the
undiscovered planets and sav "gc worlds where (
fauna await unwar blorers, the
shelter, and |

ne checks with-
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DEGAN EXPLORATIONS SYNTHEROPE

Degan Explorations, a subsidiary of the Chiewab Amal-
gamated Pharmaceuticals Company, is mostly known
for its vast network of professional scouts and survey
crews that scour the Outer Rim for new chemical re-
sources. In addition to their exploratory work, they are
also the makers of Syntherope, a synthetic rope used in
nearly every industry. Made from a mix of natural and
synthetic chemicals and textiles, including the proteins
found in the secretions of numerous arachnid species,
Syntherope is thin, lightweight, and extremely strong,
with a tensile strength ten times that of durasteel. Sold
in twenty-meter spools, Syntherope is used primarily
for climbing, rappelling, and securing cargo, but it can
be used anywhere a good stout rope is needed. It is
said that at the bottom of every backpack, pannier,
and cargo crate in the Outer Rim there lies a coil of
Syntherope, and while that statement is obviously hy-
perbole, it's also not too far from the truth.

ELECTRO-SNARE

There are countless devices in the galaxy designed
to incapacitate a target or prey animal so that it can
be captured alive. These include stun batons, gas gre-
nades, and even low-powered blaster rifles used to
short circuit a sentient’s nervous system and render
him unconscious. One of the smallest, simplest de-
vices is the ubiquitous electro-snare. Little more than
a power pack, an energy-discharge node, and a prox-
imity sensor contained in a light metal frame, electro-
snares are produced by many manufacturers in the
galaxy. Simple and effective, electro-snares are diffi-
cult to detect, nearly foolproof, and one of the safest
and most humane stun devices on the market.

To use an electro-snare, an individual must make a
Survival check to set and conceal the snare with a dif-
ficulty set by the Game Master based on surrounding
environmental factors. Once successfully hidden, any
animal or sentient approaching the snare must make
an Opposed Perception check against the Survival
skill of the character who originally set the snare. If
the snare remains undetected, it fires a powerful stun
blast at the target once it enters engaged range, au-
tomatically hitting and dealing 10 stun damage (the
damage is applied to the target's strain threshold but
does not ignore soak), plus 2 additional damage per
¥¥ scored on the initial Survival check

GANDORTHRAL PORTABLE
SURVIVAL SHELTER

The Portable Survival Shelter by Gandorthral Atmo-
spherics is a marvel of modern materials science and
survival technology. Common throughout the galaxy,
especially among sportsmen and explorers, the PSS is
a collapsible, one-person shelter packed with advanced

life-sustaining equipment. Made of sturdy textiles and
supported by a unique flexible internal frame, it packs
easily, sets up quickly, and provides more than ade-
quate protection from even the harshest environments.
The advanced textiles that compose the structure have
a natural heat-exchanging property that keeps the in-
terior of the shelter at a constant comfortable temper-
ature no matter what the external temperature is. The
shelter is weatherproof, and a special foil-fiber mesh is
woven into the fabric that makes it flameproof and able
to withstand lightning strikes. portable survival shelters
are also equipped with a water-reclamation system
that is designed to double a user’s carried water sup-
plies. When stowed, these items are about the size of a
large datapad and pack easily in a backpack, pannier,
or shoulder bag. Unfolding the shelter makes it spring
immediately to shape, and within the span of a minute
it is ready for use.

PORTABLE ELECTRIC PERIMETER FENCE

Made by a number of manufacturers throughout the
galaxy, portable electric perimeter fences use beams
of coherent energy to make a protective barrier
around encampments, outposts, or any other sensi-
tive areas that require extra security. Composed of
a powerful energy generator and a number of sturdy
plasteel posts equipped with repeater/booster mod-
ules and long anchoring spikes, these fences are con-
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SALADAR SYSTEMS
PED-21 DISTRESS
BEACON

Ubiquit
explorers, an
sionals in
PED-21 .
gency d peacon car
ried in case ol acciaent or
misfortune. Around the size
of a glow rod and weighing
next to nothing, the PED-21
uses a high-powered, long
range transmitter to broad
cast a short, constantly
repeating emergency mes
sage across all common
search-and-rescue comm
frequencies. The PE
21 can be prc '
o repeat message
in up to twelve prepro
grammed S
and has a
life of seventy-ty

dard hours

) SIETIS
reach a preg The sig
nal broadcast
up from low it €
many Kkilometers & depending on atmo
spheric conditions, terrain, and a number of
other variables
Anyone searching for an individual with an activ
PED-21 gains [ [ to any Perception, Computers, of
Surveillance checks made in the course of the search
SURVIVAL EQUIPMENT INC.
FIELD KITCHEN
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storing food. Also included is a datapad containing
a nutritional database outlining the daily nutritional
needs for most of the galaxy's known sentient species,
an exhaustive guide to identifying, foraging, and eating
wild plants, basic cooking instructions, and a database
of recipes optimized for cooking in the wilderness.

Setting up a field kitchen takes about thirty standard
minutes. Thanks to the efficient design and the informa-
tion included in the datapad, using a field kitchen grants
B [E to any Survival or Education skill checks made to
store, identify, cook, or sterilize comestibles (and can, at
the GM's discretion, allow the processing of foods that
normally could not be made edible).

SURVIVALEQUIPMENT INC, VISCERA
FIELD DRESSING KIT

When hunting for sustenance or for pure sport, most
hunters Kill their prey in the field as opposed to trapping
it and taking a live—and possibly quite angry—animal
back to camp. Quite often these creatures weigh hun-
dreds of kilograms, and even the most well-equipped
hunting party balks at dragging a large, dead prey ani-
mal overland for many kilometers. To this end, most
prey is butchered in the field, its innards removed and
the usable meat cut from the carcass and stored in cool-
ing chests for easy transportation. Referred to as field
dressing, the act of cleaning and gutting an animal is a
bloody and time-consuming task that, like most other
complex tasks, can be made quicker and easier through
the use of proper tools. For the discerning hunter, Sur-
vivalEquipment Inc. sells the popular and easily carried
Viscera Field Dressing Kit

The Viscera Field Dressing Kit contains a selection of
saws and knives of various shapes and sizes, gut hooks,
spring-loaded shears, a portable vacuum packer, stur-
dy gloves, and a ten-meter coil of extremely strong and
incredibly thin synthetic rope. The blades of the tools
are all made of a resilient, precision-laser-ground, du-
rasteel-reinforced crystal-ceramic that keeps its edge
far longer than other types of knives. These tools come
in a compact, locking, impact-resistant polymer case
with custom-cut form-fitted recesses for each knife,
hook, and saw. The case also contains a small, low-stor-
age datapad with anatomical charts for most known
sport and food animals, as well as charts showing dif-
ferent cuts of meat, butchery instructions, sanitation
instructions, and other helpful tips for dressing a kill.

Using the Viscera Field Dressing Kit grants a hunter
£ to any Survival skill checks made to harvest meat,
organs, or bones from a prey animal.

TOOLS

Few things are worse than a shoddily made, poor-
quality tool, especially for those who live and die by
the quality of the implements they possess. Explorers

often require a dizzying array of tools that would put
a shipwright to shame, especially those explorers who
make their living digging up the ancient secrets of the
galaxy. Thankfully, even in the most benighted areas
of the Quter Rim, quality tools can be acquired from a
number of legitimate and iliegitimate sources. Below
are a number of new tools available for the discerning
stellar explorer to assist him in his work, from repair
Kits to simple duffel bags.

CRESHALDYNE MK. IV
MODULAR BACKPACK

The convenient Mk. IV Modular Backpack is manufac-
tured by Creshaldyne Industries and marketed almost
exclusively to military and governmental forces. De-
signed with scouts, reconnaissance troopers, and ex-
plorers in mind, these backpacks are large and sturdy,
made from weatherproof textiles and equipped with an
internal frame to help support the weight of the load
carried. The backpack has one large compartment with
four smaller compartments on the exterior. Each com-
partment can be sealed and unsealed quickly with a
specially designed, silent tear-away textile sealer that
keeps the contents of the backpack safe, secure, and
dry. What makes this backpack unique is the number
of different pouches that can be purchased and at-
tached to the exterior by way of Creshaldyne’s proprie-
tary modular quick-release system. This allows the user
to customize his backpack for the job at hand, adding
extra pouches for contents like ammunition, optical
equipment, or specialized hunting gear.

The Mk. IV Modular Backpack increases the user’s en-
cumbrance threshold by 3, plus an additional 1 point
of encumbrance threshold for each accessory pouch
to a maximum of 3,

BEAST CALL

Made by a number of companies, most notably Fab-
ritech, beast calls are some of the more simple and
effective tools used by hunters and trappers. Little
more than a small audio-playback machine encased
in a sturdy, impact-resistant shell, a beast call is used
to lure creatures out of hiding by speaking to them
in their own language. They contain a sophisticated
audio-signal modulator similar to those used by droid
manufacturers to give their creations voice, as well as
a nearly bottomless programmable database capable
of holding the various screeches, howls, and calls of
numerous Known animal species throughout the gal-
axy. Along with the preprogrammed database, these
devices can also record sounds, allowing a user to
build his own sound library generated by previously
unknown creatures.

To use, a hunter simply sets the type of beast he
wants to attract, places the beast call in a convenient
area, and activates it. The call then plays back the ap-

OUTFITTED FOR ADVENTURE
ENTER THE UNKNOWN




propriate sounds at varying pitches and volumes until
a creature or creatures are attracted or the user turns
the device off. The sounds produced by the beast call
are so realistic that members of the species being imi-
tated are hard pressed not to come as quickly as they
can to investigate.

Using a beast call to lure an animal requires no skill
check, but the beast being targeted must make an Av-
erage (4 @) Discipline check to resist the call. To re-
cord a particular beast’s call to use later, the user must
make an Average (4 4) Computers check modified
by any other environmental conditions (heavy back-
ground noise, atmospheric interference, etc).

CORCHEMCO "QUICKFLASH” BURNING GEL

Burning gel is an electrochemical hull-breaching agent
synthesized and sold by the Corellian Chemical Corpo-
ration, a wholly owned subsidiary of Chiewab Amal-
gamated Pharmaceuticals. Colloguially referred to as
the “shipwright's spare key," burning gel is used to gain
access to doors, hatchways, and machine compart-
ments that have been rendered inaccessible, When ap-
plied, it quickly burns through nearly any substance,
in any environment, including the vacuum of space.
It is commenly used to cut holes in starships that are
derelict or otherwise damaged and adrift in space and
is quite popular among salvage outfits, archaeologists,
and other less savory characters. Unlike cutting torches
and welders, it emits no flame and requires no oxygen
to operate, making it preferable for use in a vacuum,

The gel itself consists of two parts: a stable, extreme-
ly caustic acid suspended in a clear gel that adheres
to nearly any substance and a pair of thin electrodes.
Both parts are contained in a dispenser unit that in-
cludes a refillable tank of gel and electrode wire, a tiny
power generator, and a pistol-grip applicator. When
the applicator trigger is squeezed, a measure of gel is
released from the applicator along with the wires con-
tained within. Once the desired amount of burning gel
has been applied, the power generator is activated,
running a quick, high-powered charge through the gel
and activating the acid, which immediately begins eat-
ing away at whatever it's been applied to.

For rules purposes, exposure to burning gel deals
damage to materials and sentient beings as if it were
a weapon. It deals 10 damage and has the Burn 5 and
Pierce 5 weapon qualities. Using burning gel requires
no skill check. However, placing it correctly and effec-
tively might, at the Game Master's discretion, require
a Mechanics check.

CORCHEMCO BEASTMASTER CHEM LURE

Similar to the beast call, the Beastmaster Chem Lure
by CorChemCo is designed to attract beasts to a place
where they can be easily captured or killed. However,
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where the beast call uses sound and recording tech-
nology, the Beastmaster does so through the use of
pheromones. Small and easy to conceal (around the
size of a typical datapad), the Beastmaster contains
an exhaustive database listing the genetic codes of
most known species in the galaxy. With the creature
database and an onboard testing and recording suite
that contains a DNA sequencer and a chemical syn-
thesizer, the Beastmaster can create nearly any pher-
omone, musk, or other biological secretion. It can also
be programmed with new DNA if it is provided with
a physical sample such as blood, hair, skin, or bone.

To use, a hunter first chooses his creature from the
database or creates a new entry with a sample. Then
he simply conceals the chemical lure, retreats to an
upwind location, and settles in to wait. The Beastmas-
ter uses the DNA information stored in the database
to synthesize the correct chemical, aerosolizes it, and
then slowly releases it over the course of one stan-
dard hour. The synthetic pheromones are incredibly
hard for a targeted beast to resist, and the Beastmas-
ter typically has a better chance of luring in its prey
than a beast call or other apparatus.

Creatures targeted by the Beastmaster must make
2 Hard (4 ¢ @) Discipline check Lo resist, otherwise
they come as quickly as possible to investigate. These
items are often used with electro-snares or other live-
trapping equipment to capture exotic animals alive
for use as pets, zoo animals, and research subjects.
Using the Beastmaster does not require a skill check,
although placing it in the best position might, at the
Game Master's discretion, require a Survival check.

LORONAR CORPORATION EXCAVATOR
PRECISION TOOL KIT

Galactic civilization is incredibly ancient. Sentient be-
ings have been plying the spacelanes and settling plan-
ets for millennia. Cities, empires, and even entire civiliza-
tions have risen, flourished, and fallen numerous times
in countless places in the galaxy. Occasionally, these
ancient peoples left behind great works of engineer-
ing—ancient cities, vast orbiting shipyards, lonesome
abandoned space stations, huge necropolises, and the
like—but mostly they drove themselves into oblivion,
and the only remains are shattered remnants and half-
remembered stories. Throughout the galaxy, intrepid
sentients of all species who possess a wandering spirit
and a thirst for knowledge sift through the remains of
the ancient past to both help understand where the
species of the galaxy have been and where the future
is taking them. To help these adventurous scholars with
their labors, numerous precision-tool makers in the gal-
axy produce tool kits of varying size and quality that
make an attempt to be both compact and all-inclusive.
By far the most popular of these tool kits is the Excava-
tor Precision Tool Kit from Loronar Corporation.
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They are generally transparent, the interiors of speci-
men containers are modular and can be configured to
fit a number of small specimens or one large one. They
are also usually equipped with life-support and stasis
systems that allow specimens to be safely transported.

Specimen containers come in four general sizes, as
follows: tiny, small, medium, and large. Tiny specimen
containers have an encumbrance capacity of 1 and
are typically roughly the size of a human's hand. Small
specimen containers have an encumbrance capacity of
3-5 and range up to the size of an R2 series astromech
droid. Medium specimen containers have an encum-
brance capacity of 5-10 and typically reguire two or
more sentients to lift and carry them. Large specimen
containers have an encumbrance capacity of 10-15
and are designed to carry the largest and heaviest
specimens. These last containers are so large that they
have their own repulsorlift generators to assist in their
handling. They have a maximum altitude of roughly
one meter and move as quickly as they can be pushed.

TRANLANG HOLO V AUDIO/VISUAL
TRANSLATOR

The Holo V AN Translator is a small, handheld trans-
lating device produced by TranLang. Based on the
software architecture of the popular TranLang Ill Com-
municator Module installed in 3PO and LOM-series
protocol droids, the Holo V is slightly less powerful
than the TL [ll but makes up for that small deficiency
by being more versatile. Roughly the size of an average
datapad, the Holo V is programmed with millions of
forms of known verbal and written communication. In
addition, it also includes a high-definition audio/video
recording device with powerful pattern recognition and
analysis software. With this, the Holo V can translate
known spoken languages in real time, analyze and at-
tempt to translate unknown spoken languages, and
read and decode text, pictograms, hieroglyphics, and
other forms of written communication.

The Holo V grants the scholar or translator [ to any
Lore or Intellect checks made to decipher or translate
an unknown language.

DROIDS

Among the most wenderfully varied commodities in
the galaxy, droids inhabit a unique niche in society.
They fill a multitude of technical, scientific, domes-
tic, bureaucratic, and military roles, and do so with
speed, efficiency, and alacrity.

In the Outer Rim, where society is less stratified and
class oriented than it is in the Core Worlds, most droids
are seen as just another sentient trying to get by the best
they can. Typically only the more hardy, utilitarian, or mil-
itary-focused droids are found out in the Rim, where life
among the stars can often be nasty, brutish, and short.
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CYBOT GALACTICA K-9 SERIES HUNTING
DROID [RIVAL]

On the wilder worlds in the Outer Rim, many sentients
still stalk the wild beasts of their native lands as their
ancestors have done for millennia. While much of this
activity, especially on the more primitive worlds, is
largely done to put food on the table, there are those
hardy individuals for whom it is more a sport and less
a necessity. Big-game hunting is big business in the
Outer Rim, whether for exotic pets, firs, trophies, rare
delicacies, or new chemical compounds and other
components valuable to corporations. The men and
women who spend their time stalking these creatures
often travel with an animal or droid companion.

To aid hunters, Cybot Galactica sells the K-9 series
hunting-and-tracking droid. Large, stoutly constructed
droids roughly the size of a krayt-dragon hatchling,
they have a distinctly canine appearance with their
long bodies, wedge-shaped heads, and powerful tails.
They are equipped with top-of-the-line sensors that al-
low them to hear frequencies well outside the ranges of
most sentients as well as to see in the dark, perceive
thermal emissions, and see over long distances. They
are also one of the few droids equipped with advanced
olfactory sensors, allowing the K-9 series to track by
scent. They have crushing jaws full of sharp teeth, and
their feet are equipped with retractable claws to help
them take down their prey.

The K-9 series droids are also quite powerful, ag-
ile, and cunning, capable of leading other droids or
hunting animals in packs. While they are intelligent,
their programming and personalities are so focused
that they tend to speak, when they speak at all, in
clipped sentences punctuated with animal sounds
and machine noises.

alealn

Skills: Braw! 3, Perception 3, Stealth 3, Survival 3.
Talents: Hunter 2 (adds ][] to all skill checks when
interacting with wild beasts and animals, including
combat checks. This character adds + 20 to all Critj-
cal Injury rolls against animals).

Abilities: Droid (does not need to breathe, eat, or
drink, and can survive indefinitely underwater or in
vacuum. Immune to poisons and toxins).

Equipment: Teeth and claws (Brawl; Damage 5; Criti-
cal 5; Range Engaged; Pierce 1), Built-in Fabritech
“Hound” sensor suite (allows the droid to see in dim
and dark conditions and to hear sounds far above and
below a human'’s range of hearing at great distances.
Add [O to any Perception or Survival checks).




CYBOT GALACTICA/KDY ALL-TERRAIN
EXPLORATION DROID [RIVAL]

The new All-Terrain Exploration Droid by Cybot Ga-
actica Is designed to assist in the exploration and
surveying of newly discovered planets. Hailed as
one of the most adaptable and competent surveying
droids released in recent years, the AT-ED is set to
revolutionize the field of planetary exploration. The
AT-ED is a nonhumanoid, Class 2 droid built to oper-
ate in the harshest, most in 3
The AT-ED appears at first glance to be
half meter tall version of Kuat's AT-PT Ass
A long, lightly armored trapezoidal chassis perches
atop a pair of reverse-articulated legs with broad,
round feet and three grasping toes each. Thanks to
their drivetrain layout and the precision with which
they are engineered, these droids have exceptional
balance and are quite adept at traversing rough and
broken ground

The chassis is crowded with sensors, photoreceptors,
microphones, and antennae. Mounted to the left side of
the chassis is a powerful, long-range light that can zoom
or flood its beam and can project light in the visible,

infrared, and ultraviolet spec-
tra, and the ride side
mounts a Dblaster

idsi for defense.
L3

f\ - ‘

-
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f audio and visual sensors feed infor-
' puter while the numer-
. and topographic-surveying
tools monitor and sample air, soil, water, radiation,
and dozens of other variables while making detailed
three-dimensional maps of the surrounding country-
side. They can even coordinate with orbiting ships,
sending and receiving telemetry to develop a thor-
ough picture of a newly discovered world and what
it has to offer. AT-EDs are expensive to purchase and
maintain, and their numerous complex systems need
significant attention to keep running. Despite these
limitations and their strange, standoffish personali-
ties, AT-EDs are very popular in the Quter Rim

DUS scientinc inskr

Skills: Coordination 2, Perception 3, Ranged (Heavy)
1, Vigilance 3.
Talents: Outdoorsman 2 (remove [} ll from checks
to move through terrain or manage environmental ef-
fects. Decrease overland travel time by half).
Abilities: Droid (does not need to breathe, eat, or
drink, and can survive indefinitely underwater or in
vacuum. Immune to poisons and toxins).
Equipment: Forward-mounted blaster (Ranged
[Heavy|; Damage 9; Critical 3; Range [Medium]; Stun
Setting), Fabritech “Surveyor” mapping-and-surveying
suite (can create maps of terrain features within ten ki-
lometers, transmit information to ships in orbit, scan
through up to fifty meters of earth or rock. and
analyze environment for any dangerous condi-
tions. In addition, add (1 to all Percepticn
and Vigilance checks made by the droid).




TABLE 2-5: DROIDS

Oroid Type Price Rarlty

K-9 Series Hunting Droid 7.500

CG/KDY ATED ' 8.900 ' 5
JC Series Pilot Droid . 15,000 I 7
E'i':."-;';:.t?' Droid o

Scout Collector 6,000 6

Scout Surveyor 2 500 6

INDUSTRIAL AUTOMATON JC SERIES
PILOT DROID [RIVAL]

Pilot droids have been a common sight throughout the
galaxy for millennia. They are produced in a variety of
styles, from the diminutive repulsor-driven RX series
to the lanky, skeletal cyclopes of the FEG series, and
range from simple automated pilots following prepro-
grammed routes to highly talented droids capable of
flying a snubfighter against Imperial Navy pilots,

The JC series produced by Industrial Automaton
takes all of these gualities and turns them on their
head. A bipedal, humanoid descendant of the well-
respected V-series pilot droids, with which the JC se-
ries shares much of its internal systems architecture,
these new-style pilot droids are unlike any previously
seen on the market. They are brash, aggressive, head-
strong droids programmed to be highly competitive
in all matters to do with flying starships and atmo
spheric craft. Whereas a typical pilot droid speaks in
a calming baritone and has a steady demeanor, JC-
series droids speak in a quick, strong feminine voice
full of confidence and swagger

They were designed initially to act as test pilots and
were marketed to sh.pbm'um{j and military-contracting
concerns such as Incom and KDY. Quite :nr.eliigc-m_ for
a nonacademic droid, the JC series is equipped with
powerful and versatile piloting software, a datalink that
allows them to connect directly to a ship's internal sys-
tems, and upgraded servos, circuits, and myomer-syn-
thetic musculature to make them incredibly agile. While
they are not built with direct combat in mind, they are
equipped with a pop-up blaster pistol concealed in
their right forearm along with the programming to use
themn, giving these droids some self-defense capabili-
ties. Most of the JC series are still in service with their
original buyers, flying small- and medium-sized proto-
type spacecraft to the limits of their construction and
often paying for it with their lives. Those few that found
their way into general civilian hands, especially in the
Outer Rim, have found their share of work with traders,
smugglers, explorers, and other individuals who tend
Lo live exciting and dangerous lives and might need the
services of a talented copilot
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Skills: Cool 2 (Space)

. Piloting (Planetary) 2, Piloting
2, Ranged (Light) 1

Talents: Full Throttle (may make a Hard [4 ¢ ¢
Piloting check to increase top speed of vehicle by 1
for one round).
Abilities: Droid (does

not need to breathe, eat. or
and can survive indefinitely underwater or in
Immune to poisons and toxins)

Equipment- Light pop-up blaster (Ranged [Light];
Damage 5; Range [Short]; Critical 4; Stun Setting).

drink,

vacuum

MERENDATA KLC SERIES
EXCHEQUER DROID [RIVAL]

MerenData’s KLC Series Exchequer Droid is marketed
throughout the galaxy as “The Merchant’s Best Friend.”
These droids are bipedal, humanoid automata similar
in stature with sleek lines and nonthreatening facial fea
tures designed to put organic users at ease. They are
neavily marketed to merchants, bankers, and other pow-
erful entrepreneurs. To this end, KLC Series Exchequers
are equipped with a clever and quick-thinking brain opti-
mized for mathematics, negotiations, and market track-
ing. Their voice synthesizers are calibrated to be smooth
and melodious, if perhaps a bit quick, and their pleasing
demeanor and handsome design make them some of
the more pleasant droids to work with.

The real selling point of these droids is their pow-
erful "Mercantiler” market-tracking computer system
The Mercantiler computer is programmed with a con-
stantly updating database that tracks the variations
In major currency conversions in the galaxy, along
with an exhaustive price-and-value list of nearly every
commodity bought, sold, or traded. This computer
also has a constant holonet connection that monitors
the major stock markets in the galaxy, keeping the
droid continually updated on the |atest financial news

and information. All this makes the Exchequers ca
pable merchants in their own right.

Skills: Charm 2, Computers 2, Cool 2, Negotiation 2.
Talents: Wheel and Deal 2 (when selling goods le
gally, gain 20% more credits). Abilities: Droid (does
not need to breathe, eat, or drink, and can survive
Indefinitely underwater or in vacuum. Immune to poi-
sons and toxins)
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Equipment: Mercantile computer with holonet corn
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SOROSUUB CORPORATION 87-RM SCOUT
COLLECTOR AND WANDERER SCOUT
SURVEYOR [RIVAL]
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Skills: Knowledge (Xenology) 4, Perception 3.
Talents: None
Abilities: Droid (does not need t

2 Hoverer [f
additional m

Equipment: (
cal 5; Range |Enga

WANDERER SCOUT SURVEYOR

Skills: Perception 3, Ranged (Light) 1, Stealth 2, Sur-

Talents: Hunter |

es 1or moving
Abilities: Droid es I need to breathe, eat, or
drink, and can survive indefinitely underwater or in
vacuum. Immune to poisons and toxins)
Equipment: Stun blaster (Ranged [Light]; Damage 8;
Critical -; Range [Short]; Disorient 3, Stun Damage).




STARSHIPS AND VEHICLES

I n the Outer Rim, a spacer's ship is his livelihood. It's
1is passage off of his planet, the headquarters of his
business, and quite often his only home. Such beings
live and die by their ships. They treat them like loyal
pets, like families, like lovers, often caring more for
their ships than they do for other sentients. They also
live and die by their vehicles, and it is a rare spacer
who doesn't appreciate a finely made speeder bike
or airspeeder

In the Outer Rim territories, versatile, modifiable,
and affordable general-use vessels and vehicles are
the most popular. With as transient a population as
lives on the frontier of the galaxy and the numerous
careers an individual might pursue in his lifetime, a
large investment like a ship or a landspeeder must
be able to adapt right along with him. That said,
there are more than a few popular purpose-built
ships in the Rim as well.

The following section presents a number of new
ships and vehicles appropriate for use by those
who pursue the Explorer career and its specializa
tions. There are freighters, gunboats, exploration
ships, workaday speeder bikes, and blisteringly fast
swoops within, each one a possible key to wealth,
fame, glory, and adventure.

LANDSPEEDERS

Landspeeders (or more specifically, speeder bikes and
swoops] are vital to an explorer's work. They're easy to
transport and can navigate almost any terrain

ARATECH 57-D SPEEDER BIKE

Designed with scouting and exploration in mind, the
57-D is a rugged, medium-frame speeder bike built
to withstand rough handling and hard work. It has a
reinforced frame that not only improves its strength
and carrying capacity but also its handling; a stiffened
frame improves maneuverability. The control layout is
simple and easy to read, with only a few gauges and
indicator lights to distract the rider. While it resembles
its more martial cousins, the 57-D is fitted with a front
and rear fairing that covers the repulsor engine and
most of the bike's internals, protects the rider from
wind and some inclement weather, and provides am-
ple storage by means of built-in panniers and a lug-
gage rack with tie-down points. It lacks the military
sensor package and the mounted blaster of other
bikes of its class, and is instead fitted with a simple
ground-following radar, inertial-mapping system, colli
sion-warning system, and a short-range comlink.
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Vehicle Type/Model: Speeder Bike/57-D
Manufacturer: Aratech Repulsor Company
Maximum Altitude: 20 meters.

Crew: One pilot.

Encumbrance Capacity: 10.

Passenger Capacity: 1.

Cost/Rarity: 2,800 credits/4.
Customization Hard Points: 3

Weapons: None

KV SWOOoP

Perhaps the most common personal transport vehicle
in the Outer Rim, the ubiquitous KV by Kuat Vehicles
iS the purest expression of the swoop concept avail
able today. Spartan even by swoop standards, the KV
IS based around a Kuat Drive Yards Bansidhe ion drive.
Aside from the powerful ion drive, the requisite backup
repulsor system, and the simple controls, there is little
to the KV aside from a reclining saddle. KV riders sit
at the very rear of the craft, slightly reclined in a form-
fitting full-backed seat that hugs the rider to keep him
well seated during maneuvering. The hand controls are
set close to the rider with intuitive switch gears that
control most of the KV's rudimentary engine-manage-
ment systems, and the foot controls are forward of the
rider, which presents an even greater sense of reclining
in a chair when astride the vehicle. KV swoops have no
weapons and no capacity to add them. Their simple
electrical systems are totally consumed with operating
the engine, flight controls, and control surfaces to keep
the KV running and the pilot alive.

SHHOUETTE |

Vehicle Type/Model: Swoop/KV.
Manufacturer: Kuat Vehicles
Maximum Altitude: 50 meters.
Crew: One pilot.

Encumbrance Capacity: 3.
Passenger Capacity: None.
Cost/Rarity: 4,800 credits/5.
Customization Hard Points: O
Weapons: None.
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Vehicle Type/Model: Swoor
Manufacturer: Mobguet
Maximum Altitude: 6 meters
Crew: One pilot

Encumbrance Capacity: 4
Passenger Capacity: |
Cost/Rarity: 5,700 credits/4.
Customization Hard Points: 2
Weapons: None

STARFIGHTERS AND
PATROL BOATS

Most explorers hz ;
some of the smaliest scout ships do technically g
as patrol boats, Generally, these !
for one or two people or larger, he:
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1d to be small ships

ly armed vessels
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INCOM A-24 SLEUTH-CLASS SCOUT SHIP
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a small, elegant
craft. Long and narrow, the ship has a dis-
1Ict wasp-waisted silhouette with an angular, forward
mmand deck/cockpit, a narrow midships section
I | pair of canards that support the

1 communications array, and a broad
flares out in a flat triangular shape that
nouses the engines, winglets, stabilizers, and weapons.
The command deck/cockpit section can be charitably
described as intimate. The cramped confines of the
pilot’s station are offset by the panoramic sheets of
> the cockpit. These thick
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Hull Type/Class: Patrol
Manufacturer: Incom C
Hyperdrive: Primary: Clas
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Navicomputer: Yes.
Sensor Range: Medium.
Ship’s Complement: One |
Encumbrance Capacity: 20
Passenger Capacity: |
Comsumables: Three months

Cost/Rarity: 45,000 credits/6

Customization Hard Points:

Weapons: Forward-mounted light laser cannons (Fire
Arc Forward; Damage 5; Critical 3; Range [Close];
Linked 1).

INCOM A-36 PATHFINDER-CLASS FORCE
RECONNAISSANCE VESSEL

Essentially an enhanced version of Incom’s successful
A-24 Sleuth-class scout vessel, the A-36 is designed
for spacers who prefer direct action as opposed
to skulking about and watching from afar. Using a
batch of unsold A-24 hulls as a starting point, Incom
stretched the hulls and enl d the co
providing just ent
ate the ship

Jugh space fc

Along with increasir
com stripped most of t
out of the ships, replacing
point sensor array, a
and a sophisticated tracking/targeting/fire control
computer. Extra armor was added to sensitive areas,
the keels were st_reng-*hewec; I
were installed, and a
upgraded, har 1e‘|ed 3*']‘ recali
ship from a passive scouting vessel to

Sdnce ser
a long-r:

it 1.'-.|I.I
suite of more powerful weapons,

hitting force recon Sh ip.
The Pathfinder-class force reconnaissance ships
retain the grac eful, wasp-waisted silhouette of their

A-24 predecessor. The command deck, while notice-
ably larger now, is still wrapped in photosensitive
transparisteel sheets that give the crew a command-
ing view of their 5|_|rrou-._vr|¢,:, Despite their up-

grades and lengthening, Pa'hi'ir'n'ws blend in easily
Isins, a fact that

5“-!)5\ in

with their smaller, meeker A-Z
organizations who keep both
use to great effect
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Aside from the obvious change ) s length
and bulk, the most notable item about the Pathfinder
class is the sheer number of weapon systems that In-
com managed to mount to them. In addition to the
Taim & Bak laser cannons inherited from the original

A-24, the A-36 carries a dorsal turret-mounted light
repeatlng ion cannon on the midships section, giving
it full command of the area around the vessel. Ad-
ditionally, a concussion missile

launcher 1s mounted

OUTFITTED FOR ADVENTURE
ENTER THE UNKNOWN

the starboard side of the command deck. Mat-

to a specially calibrated Ang 3.6 tracking comput-
er with an upgraded “Longshot” fire-control system,
the weapons of the Pathfinder class give it a heavy,

long-range punch well out of scale with its size. While
not particularly commaon, Pathfinder-class ships are
gaining a following in the Outer Rim, where they are
used as patrol craft, interdictors, gunboats,
range scouting vessels

and long

16 16

Hull Type/Class: Patrol Boat/Pathfinder
Manufacturer: Incom Corporation
Hyperdrive: Primary: Class 2, Backup: Class 12
Navicomputer: Yes.
Sensor Range: Medium
Ship’s Complement: One pilot, one copilot, one sen-
Sor I'_‘»_:_)t'.‘ rator, one gur!!':er
Encumbrance Capacity: 40
Passenger Capacity: 4.
Comsumables: Nine months
Cost/Rarity: 135,000 credits/7
Customization Hard Points: 2
Weapons: Forward-mounted light |laser
Arc Forward; Damage 5;
Linked 1)

Dorsal turret-mounted light ion cannon (Fire Arc All;
Damage 8; Critical 4; Range [Close]; lon)

cannons (Fire
Critical 3; Range [Close]:

Forward-mounted concussion missile launcher (Fire
Arc Forward ['J.'_ age 6; Critical 3; Range |5, ort):
Breach 4, Blast 4, Guided 3, Limited Am




LORONAR E-9 EXPLORER-CLASS ARMED
LONG-RANGE SCOUT VESSEL

F niit it m
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ery. The ship sufferec
failures (in fact it was an excellent small freighter) b

from political turmoil and intense competition from
Corellian Engineering's already entrenched and wildly
popular YT series of light freighters

After a few yvears of dismal sales, the E-9 was dis-
continued as a light freighter, redesigned, and rere
leased as a long-range armed scouting vessel. Most
of the ship's systems remained the same, as did its
swooping, organic-looking hull, but the sensors, flight
control, and computer systems were all upgraded and
optimized for reconnaissance and scouting. Cargo
capacity was reduced significantly to make way for
larger engines and a more powerful power genera
tor, and a pair of turret-mounted laser cannons were
added for defense. After a fair amount of legal wran-
gling with the newly ascendant Empire, which looked
askance at civilian shipbuilders mounting weapons to

their products, the rebadged

ENGINEERING ACCESS

0 » OfF re
v hidden behind bul

h deck plates

E-O Explorer-class ships were introduced just as the
Empire solidified its control over the galaxy

Some of the larger ships in their class, the Explor-
er-class ships are built for endurance and reliability
The hull is low and long, with soft, curved lines and a
silhouette reminiscent of a sea creature. It has a me-
dium-sized cargo hold equipped with a convenient
load-management and inventory computer that as-
sists in loading, unloading, and trackin

cargo. It also
but comfortable passenger
1S, @ common-crew berthing area, and a com-

mon galley/head. The con
ward and seats three of the
copilot, and engineer. The lo

th rargo hold
the cargo nola

deck is directly for-

the pilot,

or's station is in

Despite their age. Explorer-class ships have a con-
siderably modern layout, making accessing the vari-
ous compartments and holds easy and intuitive. With

their powerful scouting sensor arrays, reliable en-

gines and flight-control computers, and onboard
weapon systems, the Explorer-class ships are

perfectly suited for long-range scouting,

exploration, and even light trade.




Hull Type/Class: Patrol Boat/Explorer.
Manufacturer: Loronar Corporation.

Hyperdrive: Primary: Class 1, Backup: Class 12.
Navicomputer: Yes.

Sensor Range: Medium.

Ship’s Complement: One pilot, one copilot, one engi-
neer, and one loadmaster.

Encumbrance Capacity: 60.

Passenger Capacity: 4.

Comsumables: Six months.

Cost/Rarity: 120,000 credits/6.

Customization Hard Points: 4

Weapons: One dorsal and one ventral turret-
mounted medium laser cannon (Fire Arc All: Dam-
age 6; Critical 3; Range [Close]; Linked 1).

FREIGHTERS AND
TRANSPORTS

Freighters are valuable vessels for explorers, able to fa-
cilitate trade or haul entire expeditions in their holds.

GHTROC 720 LIGHT FREIGHTER

An ambitious but ultimately failed at-
tempt to compete with CEC's YT-
series light freighters, the 720
class was produced by the now
defunct  Ghtroc  Industries.

A Ghtroc was well respected as a
= builder of high-quality freight-
ers. The 720 class was seen

by Ghtroc’s designers as
a way to corner the
light freighter
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market in the Outer Rim and unseat the more suc-
cessful offerings from its competitors. The ship car-
ries a crew of two with accommodations for ten pas-
sengers. Two secure cargo holds take up the majority
of the port and starboard midships space, with crew
and passenger berthing forward abaft the extended
bridge and command deck. The ship’s reactor and
engineering spaces are located amidships beneath a
panoramic observation dome, a strange luxury in a
freighter. The matched banks of GI/80.b Overthruster
ion engines are housed in heavily armored nacelles in
the bows of the ship, flanking the bridge as opposed
to being mounted in the ship's stern. Combined with
the angled aft escape-pod launchers, the freighter has
a rather testudine appearance.

Although heavily armored, the 720 class is lightly
armed. Equipped with a single turret-mounted twin
light laser cannon, the weak armament is considered
the most glaring deficiency in an otherwise well-con
structed ship. Like most light freighters, the 720 class
was designed with modification in mind. Indeed, most
in operation today bear little resemblance to the
ships that came off the assembly line at the Ghtroc
shipyards. Although never as popular as their parent
company had hoped, these ships have a small but
passionate following among free traders and smug-
glers in the Outer Rim.
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Hull Type/Class: Freighter/720.

Manufacturer: Ghtroc Industries.

Hyperdrive: Primary: Class 2, Backup: Class 15.
Navicomputer: Yes.

Sensor Range: Medium.

Ship’s Complement: One pilot, one copilot.
Encumbrance Capacity: 200.

Passenger Capacity: 10.

Comsumables: Two months.

Cost/Rarity: 112,000 credits/8.

Customization Hard Points: 4.

Weapons: Dorsal turret-mounted twin
light laser cannon (Fire Arc All:
Damage 5; Critical 3;
Range [Close|;
Linked 1).




XIYTIAR-CLASS
HEAVY TRANSPORT

transports
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class heavy Relatively new and
mon, the Xiytiar-class ships are sturdy, cavernous
cargo haulers equipped with the very latest in navi-
gation, hyperdrive, and load-management systems

Imncom-

Roughly the same size as Mobguet's Mb-C1 class
of heavy transports, these haulers are among the
quickest ships of their type both in realspace and
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ments, and the cost of maintaining these mammoth
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SILHOUETT

Hull Type/Class: Transport/Xiytiar

Manufacturer: TransGalMeg Industries

Hyperdrive: Primary: Class 3, Backup: Class 16.
Navicomputer: Yes

Sensor Range: Short

Ship’s Complement: One pilot, one copilot, one engi-
neer, one loadmaster, and six technici
Encumbrance Capacity: 2.000
Passenger Capacity: |12
Comsumables: Six months
Cost/Rarity:
Customization Hard Points: 4
Weapons: None

200.000 credits/5

OUTFITTED FOR ADVENTURE
ENTER THE UNKNOWN




YG-4210 LIGHT FREIGHTER

Among the oldest ships still plying the hyperspace
lanes, Corellian Engineering Corporation's YG-4210
is a throwback to another generation of ship design.
Originally built as a deep-space exploration vessel
more than two centuries ago, these ships were quite
well regarded in their time. Equipped with efficient en-
gines, strong shields, long-range sensors, automated
maintenance and resource-recycling systems, and
deep cargo holds to carry provisions, the YG-4210
series ships could stay operational in deep space for
months or even years at a time without refit or resup-
ply. In the years since they first came on the market,
these stalwart old ships have been supplanted by bet-
ter, more modern, and more powerful ships. Most of
those that weren't lost in space or to simple fatigue
were scrapped and their hulls and systems recycled
for their base materials.

A few survived, however, passing from owner to
owner, until their original scouting role gave way to
that of a humble light freighter. Now, those few YG-
4210s still active serve small-time traders and smug-
glers in the Outer Rim. Perfect for the newly formed or
budget-minded mercantile concern, these ships are
still quite useful after all these generations in space,
and many can even keep up with the latest offerings
from CEC, Incom, and TransGalMeg.

The YG-4210 is, like all of the ancient YG-series
ships, unlike anything Corellian Engineering has on
the market today. It has a flat, single-decked, spade-
shaped hull with a dorsally mounted command deck
covered by an armored blister canopy. It has three
subspace engines located in the trefoil-shaped engi-
neering section that is connected to the main hull by
a small passage. Crew and passenger facilities are in
the main hull along with the cargo hold, which can
be loaded either from a ventral loading ramp or by
crane through dorsally mounted port and starboard
loading hatches.

Like most ships operating in the Outer Rim, es-
pecially those as old as the antique YG-series ships,
they bear only a passing resemblance to the ships
that first flew off the slips all those decades ago. Over
the course of their lifespans, YG-4210 freighters have
passed through scores of owners, each one modifying
the ship to his tastes and needs. There is no such thing
as a stock YG-4210 anymore. If there is a lonesome,
unsold, and unmodified YC-4210 moldering away in
some forgotten shipyard or hangar bay, it would fetch
quite a price from those who know quality ships when
they see them.

OUTFITTED FOR ADVENTURE
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Hull Type/Class: Freighter/YG-4210

Manufacturer: Corellian Engineering Corporation,
Hyperdrive: Primary: Class 3, Backup: Class 13,
Navicomputer: Yes.

Sensor Range: Medium

Ship's Complement: One pilot, one copilot
Encumbrance Capacity: 120

Passenger Capacity: |2

Comsumables: One year.

Cost/Rarity: 85,000 credits/7.

Customization Hard Points: 4.

Weapons: Dorsal-mounted twin light laser cannon
(Fire Arc All; Damage 5; Critical 3; Range [Close];
Linked 1).

YT-1000 LIGHT FREIGHTER

The third ship of Corellian Engineering’s flagship YT
class of modular light freighters, the YT-1000 series
was the first of the YT-series ships to gain any pop-
ularity in the galaxy. A vast improvement over the
awkward YT-450a and the undistinguished YT-700,
the YT-1000 set the standard to which all subseguent
YT-class ships would be held. The first of CEC's ships
to be built around the now common Corellian sau-
cer-shaped deck plan, the YT-1000 series possesses
many of the features for which CEC is so famous and
respected today

Quicker in its stock configuration and smaller by
a few meters than subsequent YT-series ships, these
vessels were an instant sensation upon their release.
First made available in the waning years of the Old
Republic before the outbreak of the Clone Wars, YT-
1000s offered a quick, efficient, versatile freighter
with a large cargo capacity at a very respectable
price. These ships were sold by the thousands, and
they served as couriers, light freighters, VIP shuttles,
and in countless other roles all across the galaxy.
They remained popular even after the introduction of
the improved YT-1100 and YT-1200 series and are still
in demand today, especially among individuals in the
Quter Rim who are just starting out life in the interga-
lactic trade industry.

YT-1000-series light freighters have the iconic sau-
cer hull that has come to be a trademark of Corellian
Engineering's ship-manufacturing arm. Its two-seat
cockpit is located dorsally along the forward cen




ter line of the ship and is flanked
by two cargo-loading mandibles
The main hull spars, corridors, and
escape pods are located amidships,
and two powerful ion engines dominate
the aft section. They were equipped with
turret-mounted laser cannons in the dorsal weapons
mount from the factory, but as with all CEC ships, the
weapons are easily upgraded for more powerful or
accurate models.

The crew and passenger berths, while relatively
spartan, are comfortable, and the ships are equipped
with decent galley, refresher, and head facilities. As
with subsequent YT-series ships. the cargo hold is
large and modular and can be easily modified to
carry any size or shape of cargo that will fit in the
ship, Cargo and passengers are loaded from a ven-
tral ramp, and a small hatch abaft the command deck
gives access to the ship's dorsal surface

While the YT-1000s have waned in popularity, es-
pecially after the of the YT-1:
freighters, tl
Quter Rim and still fetch

available for sale

troduction
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Hull Type/Class: Freighter/YT-1000

Manufacturer: Corellian Engineering Corporation
Hyperdrive: Primary: Class 3, Backup: Class 16.
Navicomputer: Yes,

Sensor Range: Short

Ship’s Complement: One pilot, one copilot/engineer.
Encumbrance Capacity: 150

Passenger Capacity: 4

Comsumables: Two months

Cost/Rarity: 75,000 credits/5

Customization Hard Points: 5.

Weapons: Dorsal turret-mounted twin light laser
cannon (Fire Arc All; Damage 5; Critical 3: Range
[Close]: Linked 1)

OUTFITTED FOR ADVENTURE
ENTER THE UNKNOWN




YV-560 LIGHT FREIGHTER

The spiritual successor to CEC's ancient
new YV-560 series is a modern take
medium-sized long-range explor 3(
with planetary exploration in {, the Y\ Hy' IS
geared toward providing a stable and reliable platform
from which explorers, scholars, and archaeologists can
base their remote research. While officially classified
as a freighter, they were essentially purposely t to
carry small and delicate cargoes, samples, and arti
facts of the kind unearthed by scientists and scholars
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The cargo holds aboard the YV-560 series are
smaller than those found on other CEC ships. They
are compartmentalized and distributed around the
ship to provide balance and structural reinforcement
to the hull. Each one is isolated from the others and
from the ship's general atmosphere, possessing indi-
vidual atmosphere processors and heating and cool-
ing systems. They are also airtight, lockable, and can
be completely sealed and walled off behind bulk-
heads in case of an emergency.

The vessels themselves have all the hallmarks of
CEC's ship-architecture philosophy. Similar in size :
shape to the venerable YT-1000, the YV-560 series
has the iconic saucer-shaped hull possessed by m
of CEC’s light freighters. While they are lightl\
and armored, :he; have sturdy hulls and can withstand
a surprising amount of punishment. The two-position
command pod is centrally mounted on the dorsal
side of the vessel, and two powerful sensor booms ex
tend forward from the hull, for an appearance slightly
reminiscent of the YF1300's loading mandibles. The
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to other CEC-series
accommaodations for passengers and
e if pe-'ha-os a touch limited, com

"-p Is laid out in a similar fashion
ships, with Q od

'|'5 systems, the
uter L]Lb' aned
to aid explorers in scienti vitn @ main e

minal in the common area f'"d smal I&- remote termi-
nals in each passenger berth. Along with its regular
navigation sensors, the YV-560 is also equipped with
a powerful, high-definition, precision planetary-scan
ning array hat allows it to survey a new planet from
orbit. While they have only been on the market for a

few years, the YV-560s have lived up to their advertis-
ing and more than one scientific expedition is based
out of these new ships.

SUHDLETTE SPEED HANDLING

Hull Type/Class: FreighterYV-560
Manufacturer: Corellian Engineering Corporation
Hyperdrive: Primary: Class 2, Backup: Class 15
Navicomputer: Ves.

Sensor Range: Long

Ship’s Complement: One pilot,
Encumbrance Capacity: 80.
Passenger Capacity: 5.
Comsumables: Eight months.
Cost/Rarity: 120,000 credits/7
Customization Hard Points: 4
Weapons: Dorsal-mounted twin medium laser
cannon (Fire Arc All; Damage 6; Critical 3; Range
[Close]; Linked 1).

one copilot engineer.



CAPITAL SHIPS
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Objective: Rakatan Expedition

| knew these blasted glory seekers were going to
get me killed the moment | saw them. Why did |
take the job then? Partially boredom, but mostly
| needed the credits. This was supposed to be
simple—get them to the ruins, wait outside for
them to do their thing, and then drive them back.
But after what happened at the entrance, there
was no way | was just waiting around to become
spider food
ses, I'm beginning to think I'm not

er inside these tunnels after all. I've
seen Keth glancing around; even through his
strangely calm demeanor | can tell he thinks
we're being followed. | would feel much safer
behind the wheel of a speeder.

Janese
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GRAND

EXPEDITIONS

nvolving Explorer characters in games of EDGE OF THE
Empire provides GMs with the perfect opportunity
. o craft an adventure taking place in strange locales,
dramatic events, and terrible foes. Adventure takes
place in the course of even the most routine expedi-
tions, and so the life of a committed Explorer is one
in which exciting events are everywhere. As a conse-
quence, players with Explorer characters will likely be
foremost among those motivated to engage in the
game and drive the plot forward.

This chapter examines the sorts of character per-
sonalities that indicate strong Explorers and the
sometimes peculiar motives that drive them. This sec-
tion should prove useful to GMs and players in the
creation of Explorer characters as it discusses the
context within which such beings operate in the Star
Wars galaxy. Various ideas are presented as to why
Explorers take to the stars as well as the more individ-
ual quirks and experiences typical to the lives of Big-
CGame Hunters, Traders, and other types of Explorers.

This chapter also contains plenty of advice for the
CM about how to create encounters, scenarios, and

campaigns featuring themes of exploration. This in-
cludes ideas on the content of a successful narrative
as well as how to avoid some common pitfalls. A num-
ber of adventure seeds and ideas for fearsome nem-
eses are provided, which should give GMs the ammu-
nition they need to come up with material for some
truly epic campaigns. Advice and words of warning are
offered about other issues common to running role-
playing games, such as how to tailor your game to par-
ticular players and how to create memorable NPCs.

The final section provides an examination of the
sorts of rewards and consequences an Explorer might
expect from his expeditions. This chapter presents an
overview of the people and institutions who offer re-
wards for new discoveries, along with advice concern-
ing who an Explorer should (and should not) tell of
an interesting find. The issue of Obligation and how
an Explorer might pay it off through new discoveries
is also covered, as is the delicate political balancing
act often associated with sharing a valuable discovery
with those who seek to profit from it.

GRAND EXPEDITIONS
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WHO BECOMES EXPLORERS?
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Traders are a differen tter. The best Traders tend

to have ¢ 1| ease when it comes to making quick, Fringers are those who, through aptitude or neces-
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who governed during the time of the Galactic Republic
and now find themselves in exile. However, some will
be there as a point of honor, seeking to prove (if only
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tion of galactic laws and pered environment of the bright and shining core still
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of those members of the galactic elite w I.o wish to
get in touch with a more primitive w f life.
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SHARP-EYED MAVERICKS

Scouts have a good deal in common with Fringers
They too have to learn how to make best use of the
land and survive for lengthy periods of time with little
support or supply. Scouts aiso cultivate a set of skills
tailored to conducting forays into unknown territory
or following particular quarry over long distances
Where a Scout differs from a Fringer is that he does
not typically exist within wilderness territory but goes
there for the sake of a contract. Scouts are often em-
ployed by military forces to help advise them on local
and regional knowledge or to build an accurate im
pression of the lay of the land.

Many Scouts live in complement to those military
forces for which they perform their missions and make
disciplined soldiering a sideline to their primary skill
set. Others are unimpressed with the destructive as-
pects of military campaigns and find it hard to identify
with the strict regimen of the soldiering life. Unless a
general is willing to accept the presence of a maverick
within his structure (with the upshot that members of
the rank and file might come to resent the relative
disparity in freedoms afforded to such an individual),
such Scouts are unlikely to remain for a long period of
time as an integral part of the force.

Not every Scout works alongside military units
Some excel in private investigation, and this would
be one of the few roles a Scout could find in an ur-
ban setting. Some restrict themselves purely to space
travel, blazing trails along new hyperlanes and into
newly discovered areas. Other Scouts may be hired
by those exploring a new frontier or undertaking a
trek through the wilderness. Scouts may also work for
bounty hunters. In this role, they may even perform
much of the actual tracking of quarry and only hand
control of the expedition over to the hunter when an
opportunity arises to strike.

AT HOME IN THE FIELD
AND THE LECTURE HALL

Archaeologists marry the thirst for daring adventure
common to Explorers with an academic point of view
and Keen scientific knowledge. Such beings are keenly
competitive, and the trait of pursuing notoriety rather
than material gain is particularly pronounced. Many
Archaeologists are motivated by nothing more than
the hope that they will be noted by posterity. They
wish to be lauded for the quality of their contributions
to the discovery of new information pertaining to their
field and would be willing to undergo significant risk
or hardship to obtain such recognition

Many Archaeologists’ day-to-day activities take
them nowhere near the harsh rigors of fieldwork
Some will be researchers and theorists, more at home

GRAND EXPEDITIONS
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in the library or university lecture hall than digging
through strange ruins on faraway worlds. However,
even dusty old academics might not be able to resist
the temptation to be among those first at the scene of
a major new archaeological discovery, especially if it
might help confirm ideas and theories they have held
close to their hearts in the course of their studies.
Such individuals can make interesting characters in a
roleplaying game, as they are relative fish out of water
in comparison to more practically minded adventur-
ers. Their usefulness comes from their ability to notice
pertinent clues that may mitigate danger or facilitate
success, and this can make up for the fact that other
members of the party may be significantly more ac-
curate with a blaster rifle.

PRACTICALLY MINDED
AND SOCIABLE

Drivers may be among the most practical of the vari-
ous Explorer archetypes. They have to be tough in-
dividuals with the endurance and strength of will
necessary to remain alert over long, and often bor
ing, stretches of time. Like Fringers, Drivers are often
thought of as people who are happy to be alone for
long periods of time with no one but themselves to
rely upon, and as with Fringers, this reputation ig-
nores the fact that Drivers often cultivate close-knit
networks to help them in times of crisis. That said,
only a foolhardy Driver would neglect to learn the ba-
sics of how to maintain a vehicle or the skills needed
to make it through short spells of wilderness survival
in the event of a breakdown.

Drivers are perhaps less comfortable with the no-
tion of actual exploration than the other archetypes
mentioned here. Many Drivers work well-established
routes and expect to be able to access the loose net
work of friends and professionals known to them at
every settlement and cantina stop along the way.

COMPETITIVE AND
FEARLESS

Of all the different types who take up a life of explora-
tion, Big-Game Hunters are the most likely to embody
a spirit of competitive machismo (whether they are
in fact male, female, or otherwise). They see it as the
ultimate test of their own strength and resourceful-
ness to be able to track down and confront the most
notorious predatory species that the galaxy has to
offer. Hunters see themselves as engaged in a grand
narrative of their own, each scar and trophy a beloved
reminder of a thrilling story that they will be only too
Keen to retell.

Despite the fact that they seek to prove themselves
personally capable of making a conguest over the forc-
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TALL TALES

nn& point that should be kep I 3
with someone who claims to be an Explorer is t
£

ous journeys and excit-
ing new discoveries than it is to actually undertake
and survive an expedition of note. Burned-out old
Explorers can be found in cantinas all across the gal-
axy, gamely propping up the bar and eagerly inform
Ing anyone who buys them a drink of the marvelous
sights they saw when they plied the stars.

Most of these beings are engaged in wild embel
lishment of their records. This trait is particularly
egregious in the case of two or more old Explorers
engaged in a process of one-upmanship, each trying
to think of an exploit more daring and unlikely than
that just reported by the other,

Usually, such stories mostly involve some sort of es
cape from unexpected and dangerous celestial phe-
nomena or an attack by a famished space slug of pro-

many parsecs off course, becalmed on the c
of a strange system containing a fascinating planet.
What makes this planet so engrossing might be one
or more various factors. An alien species possessed
of unsurpassed beauty or cultural achievement, fields
of precious raw material just waiting to be harvested,
the wreck of a huge spaceship of an unknown pattern,
a pristine but uninhabited city from which emanated
multiple energy readings that went right off the chart,
a society of strange droids, and so on

Predictably, in the course of avoiding the earlier
danger, the Explorer had become hopelessly lost,
and the area of space he occupied was so strange or
remote that it was all his poor navigational computer

CRAFTING SCENES

s~:enes are the basic building blocks of an adven-
ture; each one is a short episode that encapsulates
a single event in the game. A scene can be anything
from a negotiation with a snarky smuggler, to a chase
through a treacherous asteroid field, or even a struc
tured combat encounter.

Scenes that do not add anything of note to the ac
tual plot of the adventure should be employed with
caution. Adding in too many of them can cause a
great deal of distraction as the players lose the focus
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could do to bring him back to a charted area. Once
back in familiar territory. the Explorer was only too
Keen to return to the wonders he had discovered, but
subsequent circumstances conspired to prevent him
from ever claiming his miraculous find

Most listeners know to treat these tales with the
cynicism they deserve. However, such lies often ex
cite the interest of aspiring Explorers who have yet
to learn that their older counterparts often embellish
the impact that their own exploits had on the history
of galactic exploration. If a young Explorer were to
announce the intention to finish the bold expedition
his predecessor had begun, a spinner of tall tales may
well turn to full-on charlatanry, offering to sell the co
ordinates of his ancient voyage for a premium price

Anyone foolhardy enough to follow such a trail is
likely to end up a corpse in the depths of unexplored
space, but some may be lucky to find a discovery of
note or even learn that the old Explorer's tale wasn't
so tall after all

ie most notorious tellers of tall
en't the only ones. Big-game hunt
to tell one another of “the one that got
which might involve an old journey to Dathomir
in which the hunter spotted an adult rancor far big-
ger than any previously reported or an opee sea
Killer larger than a house spotted while once fishing
on Naboo. Traders might talk of the time they could
have closed the biggest deal of their careers with a
rich mercantile house only to inadvertently breach
a strange taboo peculiar to the culture of his hosts
Even fringers might talk of some great survivalist chal-
lenge they overcame, like living alone in the desert of
Tatooine for a month on a diet of raw womp rat.

of their main objectives and any sort of narrative arc
the CM has tried to give to the adventure. However,
when employed in moderation, they can be useful for
a number of reasons. They can help remind the PCs
that the galaxy goes on while they have their adven-
tures and that other beings are engaged in events tan-
gential to the goals that press most urgently upon the
arty. They can also be a source of light relief or used
to foreshadow events or themes that the GM plans to
Introduce at a later point.
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JUXTAPOSING HUMOR WITH HORROR

Imagine a scene in a horror story in which a group of
young people are seen laughing and enjoying them-
selves. Such a scene may be used in a number of ways
to establish character or gain the sympathy of the au
dience. However, it is quite common 1o juxtapose such
scenes with one of shock or horror. The youngsters will
take a walk in the woods and joke and flirt before sud-
denly coming across a gruesomely murdered corpse
That's the sort of tone that may apply to scenes

This is an effective trick as it helps the audience ap-
preciate those moments of horror and humor all the
more due to the great contrast between them. Even if
events in the movie start to become increasingly grim,
most moviemakers will still find some appropriate (or
highly inappropriate) moments in which to include a
humorous scene or witty dialogue. In this way, they
can prevent the audience becoming numb to the
more horrible aspects.

This is an important concept to remember in a ro-
leplaying game. GMs may well like to impress on their
players the serious nature of horrific events and das
tardly villains. If they do so without occasional shifts in
tone and opportunities to have a laugh, their players
are not likely to sustain an appreciation of how seri-
ous things are, They may even make their own fun in
the face of the GM's efforts to horrify them, which will
end up somewhat spoiling the atmosphere

It is far better for GMs to plan for shocking and hor
rific content to come in short bursts and either pro
ceed or follow such scenes with humorous content. In
this way, players can get the need to laugh out of their
system and will better appreciate the GM's attempts
to give them a fright.

For example, maybe a GM plans to have a group
of players make a sad and disturbing discovery. In
this game the PCs are exploring what they think is
an uncharted world, but the fact is that agents of the
Empire have been using it as a testing ground. Storm-
troopers have established a base here, and the GM
plans to clue the PCs into their presence by having
them come across a native village that has been vio-
lently purged. This is a horrible scene for which the
GM would appreciate the players’ general pathos

In order to: better facilitate this, the GM could em
ploy a humorous scene, such as having the players
come across some native fauna exhibiting behavior
that is harmlessly slapstick, like a clumsy mating ritual
or amusingly gross feeding habits. Players’ attempts to
interact with such a creature might lead to unintended
humorous consequences, such as being showered with
odd bodily fluids.

And then, when they have experienced that, they
can turn the corner and discover a scene of atrocity.
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MANAGING TENSION

The second way that humorous scenes are used in
horror films is to help build and release tension. Usu-
ally, this is achieved through bathos, the humor in
volved in finding out that something was less than
you expected it to be. Imagine a movie in which the
heroine is stumbling along a dark corridor. She hears
scratching noises from up ahead. She peers into the
gloom, seeing nothing. More noises. She inches for-
ward and approaches a shadowy alcove...and...it's
just the cat! Phew. Big sigh of relief. Then more noises
echo from up ahead.,

This might seem like the same trick again, but it is
subtly different. The juxtaposition of horror and humor
prevents people finding the horror a bore. Instead,
bathos found in relief enables a storyteller to receive
twice the benefit from any tension he is able to inflict
upon his audience. After all, the viewers only discover
that the catharsis they felt at the discovery of the cat
was premature, once the scratching noises start again

A great way to employ this sort of humorous scene
might be during the exploration of a labyrinthine tomb
complex, the sort of operation that might be expect
ed of an Archaeologist character. Strange writings on
the wall might give clues to a mysterious malady that
is decimating the locals, and darting movements can
be perceived in the depths of the tunnels. The PCs
travel further into the tomb complex, leaving a proto
col droid to work on the hieroglyphics. The PCs close
in on the movements, discerning them to be shadows
cast by an odd creature

The PCs finally corner the beast in a central room
to discover It is just a local herd animal that made
its way inside. Then a communicator trills, and the
protocol droid informs the party that the hieroglyph-
ics warn against entering the tomb. The door to the
chamber slams shut, and the walls begin to close in.

PROS AND CONS OF
FORESHADOWING

Foreshadowing is a term used to describe the ap-
pearance of characters or themes that do not seem
to be initially significant but later come to be impor-
tant parts of the story. Foreshadowing can be helpful
In terms of exposition, when plot elements are ex
plained to those watching or listening. It can also be
useful to provide a sense of tension as those engaged
with the plot wish to find out more about a mysterious
character. only to have the same character more fully
examined in the future.

One of the best ways in which a GM can employ a
scene Is to foreshadow an event or character that he
plans to introduce more explicitly in a later session
PCs may undergo a quick meeting with a strange in-
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to an apparently incidental character who goes on to
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duty and the best way to clear it is to undertake the
planned expedition

In offering such advice, it is not assumed that either
PCs or GMs should be blind to the consequences of
needlessly aggressive behavior, PCs should not have
the license to burn bridges with any NPC they choose
without finding that they sometimes make life harder
for themselves in the process. However, it would be a
shame if the GM felt he had to go back to the drawing
poard and scrap adventures just because his players
caused injury or affront to those NPCs who provide
the opportunities needed to proceed

MAKING MEMORABLE
CHARACTERS

It would be an impossible task for a GM to conceive
and convincingly enact a distinctive character for
gach of the hundreds of NPCs that may be used in
a campaign. As such, it is important to identify which
characters the PCs are most likely to interact with,
spend time with, and remember, and to invest them
with a few quirks and mannerisms to help make the
most of them. A GM with the time to do so would re-
ally help distinguish his performance by thinking of
distinct attributes to give interesting NPCs.

GMs can derive real benefits from developing a tal-
ent for distinguishing his normal style of presentation
from the attitude he strikes while portraying a char-
acter. One such benefit is that it becomes easy to tell
when he is in character or not. This can save quite a
bit of time and confusion that can result from all those
“Did you really just say that?" moments in a game,
when the players and GM do not clearly distinguish
what is said in character from what is said out of char-
acter. It can also add a lot of energy and humor to a
game, which is usually a good thing. Roleplaying is a
form of entertainment, after all.

VOICE

As running a role-playing game is (usually) a matter of
talking to a group of players, the most obvious way in
which a GM can distinguish NPCs from one another
is to nurture a talent for doing different voices. A GM
with a talent for doing impressions, whether they are
of celebrities, classmates, or work colleagues, may be
able to develop a wide repertoire of different NPCs
each with his own voice. For those without the talent or
confidence, just trying a different accent or inflection,
varying pace or pitch, or even simply speaking while
holding his nose can help distinguish key NPCs,

LANGUAGE

Another way of distinguishing NPCs from one another
IS to consider what language they use. This is not to
say that one needs to be able to speak fluent Huttese
in order to make an effective GM (though no denigra-
tion of such a talent is implied either). This is more
about what sort of vocabulary particular characters
employ and what it might imply about them. Flowery
language can be employed by those with pretentious
airs and jargon by those who identify strongly with a
particular vocation. Those who wish to be seen as be-
ing at home on the streets may utilize a deal of slang
and pop-culture references.

HABITS

Vocal tics or mannerisms, such as spitting at the end
of each sentence, sucking teeth, coughing, or tutting
can also help distinguish NPCs.

DESCRIPTION

Deciding on a few details about the character’s ap-
pearance and making mention of them can also help,
particularly if the GM does not feel comfortable giv-
ing an odd vocal performance. Don't overdo it with
long and detailed descriptions; few players appreci-
ate them in comparison to keeping the pace up and
allowing them to get on with activity and interaction.
Little and often is far more effective. Cultivating the
talent for being able to say such things as “Frella
looks down her long nose at you for a moment be-
fore speaking” or "as he listens to the accusation, the
trader blushes a deep beetroot red” can provide a GM
with little snippets that he can return to in order to
give his PCs a flavor of the character's quirks.

PROPS

GMs should be careful how they employ props, as too
liberal a use could see your games descend into farce.
With that said, subtle employment of a few trademark
items can be an instant indication to PCs that they are
talking to a particular NPC of note,

RUMORS

Of course, having gone to all this effort of creating an
individual and eccentric NPC, he will not just leave an
impression on the PCs but also on other people in the
area. Other NPCs may be interested in the character
and wish to talk to the PCs about him, sharing rumors
and gossip about what he might be up to and com-
menting on his quirks. A GM should not overplay this,
as the PCs should remain the stars of the show and
players who find that the GM is more interested in his
own creations than their characters are likely to find

it frustrating
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ADVENTURES AND MISSIONS

In creating an adventure, it is well worth consider-
ing what the archetypal elements.of an adventure
story are and how to employ them in a roleplaying.
game. Roleplaying and storytellingcléarly share much
in common, though the collaborative aspects of role-
playing must also be brought to the fore of any ses-
sion. Some CMs make the mistake of treating their
players as a captive audience rather than partici-
pants. This isn't to say that any given player should
be able to draw the spotlight away from the CGM but
that the GM would do well to work player interaction
and decisions into his games as much as possible.

With that said, the following advice regarding what
goes in to make a typical story may prove useful.

STORY CONSTRUCTION

This is a summary of some of the more archetypal
themes and patterns involved in storytelling. It is not
presented as a guide to how all roleplaying game
plots should be written. Indeed, if it were to be fol-
lowed rigorously and repeatedly it could lead to for-
mulaic games with predictable structures. The advice
on its own is overly reductionist, merely describing a
firm set of foundations for a story that must afterward
be fully realized by the GM's own personal details and
structural changes.

GRAND EXPEDITIONS
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Stories that form the basis of a decent_rbl

THE BEGINNING: A CALL TO ADVENTURE —

The beginning of a story, particularly

game, clues the characters in
a situation theygean involve' a
circumstanees occurs tha )
everyday existence of tEe characters and mm_
order. This,is a change that is usually-for the worse,
These changes to normality can be singular or nu-
merous, subtle or profound. The rise of a totalitarian
galactic Empire that undermines the more ¢ivilized as-
pects of the Galactic Republic is a profound change.
The discovery that an R2 unit you bought to help on the

farm is carrying a secret me sage is another
less profound but just as much a

One thing that experts. tel! us to expect Fnom stories
but that still surprises some GMs when it occurs is that
the heroes of a particular tale often initially refuse to
recognize their part in it. As a result, they may be reluc-
tant to join in with the unfolding events. In Star Wars,
Luke does not rush to relay Princess Leia's message to
Ben Kenobi, and when he does eventually meet Ben,
he is not initially convinced to help further. It is only af-
ter the further provocation of learning that stormtroop-
ers have Killed his relatives that he finally shows some
commitment to the adventure ahead of him.
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This does not mean that players will always
ignore initial hooks, and it ce 1y isn't to say
that players should ignore them: it's just that
GMs shouldn’t be too surprised or panicked
when this sort of behavior occurs. This is
because it is probably not a matter of
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Another common aspect of the beginning of a story
1S the crossing of a frontier, at which point the heroes
encounter those who have been out there before, peo
ple who have often been rendered strange or danget
ous as a result of their own attempts to master the
fates. In Star Wars, the cantina scene is populated by
all manner of strange, grotesque, and dangerous peo
ple and is a representative example of the sort of place
%har marks the end of the hero’s old humdrum exis-

nce and the beginning of his new life of adventure.
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ciety may make interesting challenges as the Trader
has to adapt to unusual cultural norms and new no-
tions of what is or isn’t taboo

Archaeologists set themselves up for a challenge by
virtue of the fieldwork they perform, exploring ancient
sites, entering strange buildings, and (worst of all) sub-
mitting their findings to the review of their academic
peers. Conflicts arise from all manner of rivals and ob-
stacles, from tribes of primitive natives who do not
wish to see their sacred sites disturbed to ingenious
traps set by long-dead tomb builders. Conflict could
even arise from the somewhat more mundane matter
of academic rivalry in the archaeology faculties of the
galaxy's top universities.

A Driver might find that a routine journey is a mat-
ter of overcoming challenges by a freak change in the
weather or becoming lost in the wilderness. He may
discover something unforeseen about the cargo he
carries in that it.is a shipment with a dangerous, desir-
able, or unethical component. He might find himself
waylaid by highway robbers or forced to accept crimi-
nal passengers or cargo.

A great many Big-Game Hunters live for the sort of
confrontations that might prove exciting adventures in
and of themselves to most inhabitants of the galaxy.
A hunter pitting himself against nature in the hope
of bagging an impressive trophy will certainly meet
with many challenges, but those who take on profes-
sional live-capture missions may have an even harder
time. They not only have to find a dangerous beast
but deliver it to their customer within a deadline, a
tight budget, and an acceptable standard

Often, during the course of these challenges, the
neroes of a story will come across a particularly mem-
orable and traumatic scene. This is not the same thing
as the climax of the adventure, but it is an experi-
ence that places the heroes close to death. This is a
metaphorical (and sometimes literal) descent into the
belly of the beast. It often involves primal elements,
huge monsters (or their equivalent), and water or ef-
fluvia. Such events often form the nadir of the story,
a particularly bleak episode when all seems dark and
hopeless. They are sometimes hallucinatory events
that place the heroes in touch with their own unac-
knowledged drives and desires: the unconscious.

Such a scene might encompass events like the
heroes of Star Wars becoming trapped in the trash
compactor on the Death Star or the crew of the Mil-
lennium Falcon flying unwittingly into the gullet of a
huge space slug. Such scenes were not the climaxes
of their respective adventures—they may not have
even been the moments at which the characters were
in the greatest peril—but they did satisfy some of
these archetypal notions that at some point during
the story the heroes will meet with a markedly har-
rowing experience

Why should such a distinctively desperate situation
be archetypal of many tales? Perhaps it helps empha-
size the cathartic nature of the climax. Having faced
down a particularly bleak experience, the fact that the
heroes go on to redeem themselves through an auda-
cious act seems all the more remarkable

THE END: A RETURN TO NORMALCY

The end of the archetypal heroic adventure is marked
by some form of acknowledgement that a state of
normaicy has been restored through the action of
the hero. While the middle period of facing chal-
lenges and either overcoming them or facing further
consequences as a result of failing to overcome them
may continue interminably, the sense that a story has
reached a satisfying conclusion comes with a feeling
of restoration or redemption. For example, while Star
Wars climaxes with the Battle of Yavin 4 and the de-
struction of the first Death Star, the end of the film
is the more sedate affair of the ceremony in which
Han and Luke are honored for their part in aiding the
Rebel Alliance.

This goes toward satisfying the qualities of an ending
according to this notion of archetypal story construc-
tion. Even though the Empire remains a threat, the
ceremony marks that the Alliance has won the space
needed for a little peace and civilization. Normalcy is
restored in that the galaxy is no longer a place where
squads of Imperial stormtroopers can gun down mois-
ture farmers without fear of retribution.

SET THE SCENE THEN
GET TO THE ACTION

While many storytelling tricks can be employed to
great effect in a roleplaying session, remember that
the PCs are those who should play the starring part
and whose participation in events should often make
for a deciding factor. As fun as it may be for GMs to
develop fully fleshed environments and detailed char-
acter descriptions, remember that it may not be as
fun listening to them for long periods at a time. If a
GM feels the need to set the scene or indulge in detail
he should try to do so quickly or take a “little and
often” approach rather than subjecting his players to
a lengthy monologue.

Another pitfall to avoid is offering players the illu-
sion of choice when there isn't any. If a story begins
with a space journey to an unexplored part of the gal-
axy and there isn't much for the PCs to do other than
sit on board the ship until it reaches its destination,
then perhaps the best tack a GM can take is to simply
announce that their journey is complete. Unless the
GM has some ideas for amusing events that might oc-
cur on board, it may just confuse and bore players to
be asked what they plan to do during their journey

GRAND EXPEDITIONS
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ADVENTURE SEEDS

The themes of exploration can sometimes pose a
challenge for Game Masters to integrate into a cam-
paign more focused on bounty hunting and smug-
gling. The following are several ideas for adventures
Game Masters can include in their campaign to help
engage Explorer characters in their group.

THE ANAXIAN FARCE

In ages past, Anaxes provided the core of the Galactic
Republic with a formidable fortress world from which
to strike at enemy invasion fleets. While the planet
remains famous for its naval college and the proud
part it played in military history, it has become an
important trading post. It deals mostly in the high-
tech goods made there and on the neighboring in-
dustrial world of Axum. To those living on the fringes,
the Anaxsi are thought of as snobbish and militaristic
Core Worlders. This reputation is a little unfair, consid-
ering the many Anaxsi merchants who have cool busi-
ness heads and professional manners, but it is true
to say that a being looking to trade here can bargain
much more effectively if he has a naval past of his own
to boast about.

A trader has been sent to Anaxes to strike a deal
for the exclusive right to new technological device
produced by one of the planet's most obnoxiously
snobbish mercantile patriarchs. The trader stands fo
win wealth and renown if the deal succeeds. Or per-
haps he has been sent there by someone to whom
he owes an Obligation. Either way, he knows that he
will get nowhere with the merchant unless he and his
companions construct new identities for themselves
that incorporate upper-ciass backgrounds and tales
of dashing military exploits.

The players should be encouraged to create alter-
native identities for their characters, the more pomp-
ous and larger than life the better. Once these iden-
tities are constructed. they can make their way to
Anaxes, where the merchant will be happy to receive
such esteemed figures, playing a generous, if conceit-
ed, host. The GM should privately devise some sort
of point-scoring system: every time one of the PCs
convincingly represents some brash aspect of military
life or privileged upbringing, that PC is more likely to
impress the merchant, but every time he slips up, the
closer he gets to failure.

More farcical elements can be introduced as the
PCs attempt to win the merchant over. The merchant
may take particular interest in the PCs' fictional mili-
tary histories and pump them for increasingly minute
details and surprise twists. For example, a PC who
purports to have played a part in a particular cam-
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paign might find himself suddenly asked to justify a
related atrocity. One of the phony identities created
by a PC might come too close to resembling a real
military figure, resulting in a case of mistaken identity.
Just as the deal looks set to close, an acquaintance
of the PCs appears and threatens to blow their cover.
This could be an innocent mistake on the part of a
friend, requiring some fast talk to solve, or the actions
of someone with more hostile ulterior motives that
would require a significant favor in order to satisfy.

MISSION TO MIMBAN

While the Circarpous system is home to a number
of busy and inhabited worlds and Mimban has been
home to a small human settlement for many years,
the planet had remained largely unexplored. The
hands-off approach to the planet was an act of con-
sideration shown to'a pair of native sentient species,
the Mimbanites and the Coway. These aliens lead a
primitive lifestyle and have not had much contact with
the wider galactic society. So, until recently, they were
being left to develop in relative peace.

This changed when the Empire discovered that do-
lovite ore could be found on the planet. Dolovite is
a metal used in the construction of starships, and a
barrel of ore is currently fetching a price upward of
760 credits. The Empire has constructed five mining
colonies on Mimban and manages extensive mining
operations there that have ravaged the planet, The
employment of energy drills has released a noxious
cloud of radioactive particles into Mimban's atmo-
sphere. The “Greenies,” as the Mimbanites are termed
by those who wish to disparage them, are compliant
enough provided that they can beg liquor from min-
ers. The Coway, hidden in their underground settle-
ments, show more hostility to outsiders.

A Scout PC is employed by agents of the Empire,
maybe in order to pay off Obligation or simply to re-
ceive a reward. The agents might spin the situation on
Mimban, claiming that there is merely one small mine
on the planet and that the operation there is very
clean. They even configure such a mine as a “show
mine” that skeptics can visit, populated by well-paid
workers who know how to lie.

The Empire wants to develop a comprehensive
guide to the underground tunnel complexes that rid-
dle the planet. This is partly in order to speculate for
more dolovite, and this is what the Scout will be asked
to do, but mostly it is to find and log the position of
Coway settlements. The Scout will be told to mark Co-
way positions but do nothing to disturb them due to
their hostility.
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THE GREAT BESPIN
ZOOLOGICAL HEIST

Tibanna gas is big business, for it is needed to pro-
duce a highly effective coolant often used in the man-
ufacture of blasters and spaceship hyperdrives. The
gas is harvested on a single planet, Bespin, and trade
in the gas has made the planet rich

Bespin is a gas giant, but Tibanna is not found in
the atmospheres of any other gaseous world in the
galaxy. The planet is also unusual in that it is home to
a thriving ecosystem of fauna and flora that live within
the billowing clouds. Bespin's atmosphere is home to
colossal invertebrate gas grazers known as beldons,
which are fed upon in their turn by predatory velkers.
The bodies of such creatures are scavenged by bat-
like rawwks that roost within abandoned
mining platforms.
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A Big-Came Hunter could be approached by some-
one who believes he has found a planet upon which
beldons could be farmed. Collecting beidons from
under the nose of the administrator-baron of Cloud
City would be a dangerous task. Not only would the
hunter have to avoid the local authorities but he
would also have dangerous encounters with velkers
and rawwks. The beldons themselves possess passive
defenses, such as producing a strong surrounding
electrical field, which makes them tricky to capture

Other organisms, such as the symbiotic triggerbirds
who live within the tentacles of beldons and the velk-
ers who thin out weak and aging members of the herd,
may also be required in order to set up a sustainable
population. In this regard, the Big-Game Hunter may
be required to make off with a representative sample
of Bespin's whole ecosystem or make a few return

trips in order to collect a previously over-

looked organism.

EXPLORER NEMESES

ne thing that the scope of a campaign offers to the
GM is the chance to turn some of his more memo-
ole NPCs into recurring characters whose names
the PCs come to dread. GMs could use the rules for
nemesis NPCs to help design these villains.

Many of the nemeses familiar to players of Epce oF
THE EMPIRE Will have their part to play e business
of exploration. Hutt g: bosses and ants of the
Empire alike have significant vested interests in the
Opt?f‘.iﬂg UF'] of new frontiers, and they rr'e‘:';. ‘SD':}"ISU.'
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THE GREAT BEAST

The great beast is the most obvious nemesis with
which to confront a Big-Game Hunter, though such
creatures could also make life difficult for Scouts,
Fringers, Archaeologists, and Drivers in the course of
their usual activities. The great beast is a particularly
monstrous example of a species already renowned
for its dangerous nature. It could be a krayt dragon
of prodigious proportion, a lylek that has developed
a ravenous craving for the taste of human flesh, or
" a pale and aging sando aqua monster that has been
ousted from its territory by a younger rival.

The great beast is no simple brute, however, for
amongst those qualities that mark it out from its fel-
low creatures is a degree of intelligence that makes
it a truly fearsome foe. It also bears a deep-seated
grudge against those who would cross its path or at-
tempt to hunt it down.

While the great beast no doubt possesses the sort
of profile that would enable it to take on a whole army,
its real strength lies in its knowledge of its home turf.
Rather than merely turning on its pursuers and tearing
them apart with tooth and claw, it leads them along
an exhausting and hazardous route, employing all
manner of ruses to waylay and injure them. The great
beast knows the lairs of other dangerous animais in its
terrain and will try to lead hunters there. It knows the
positions of volcanic vents, pits of quicksand, nests of
stinging bugs, and piles of unstable rocks and will beat
a trail past such hazards so that any incautious pursu-
ers blunder right into them. It will observe the behav-

ior of those who track it, waiting for them to stop in
order to set camp, cook a meal, or tend the injured. At
such a moment it will attempt to sneak up on isolated
members of the party and make a lightning-fast hit-
and-run attack. It will not allow its pursuers rest. When
they camp for the night it will position itself outside
the range of their guns and screech incessant blood-
curdling howls. The great beast will no doubt have its
lair within a labyrinthine cavern and will know its every
twist and turn. It will use such territory to make dart-
ing flank attacks and beat hasty retreats. Only when
its pursuers are exhausted, demoralized, low on am-
munition, and already suffering from injury will it fi-
nally give them a straight fight.

A GM wishing to utilize the great beast should
spend some time mapping out its territory. The haz-
ards that the creature will use to distract or injure the
PCs should be positioned, and the GM should provide
alternative routes with which careful PCs could avoid
them at the cost of allowing the great beast more time
to consider its own plans. Items should also be avail-
able in the territory to help the PCs mitigate some of
the hazards around them. For example, vines could be
cut to help drag allies from quicksand or slow-burning
leaves could be used to quell an angry nest of insects.
Players who come to realize that it is the territory it-
self that presents as much a threat as the great beast
should be rewarded for any clever action they take. In-
dividual hazards should be easy enough to overcome,
but at no point should the great beast itself prove
anything less than the most dangerous and cunning
of opponents.
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THE MISSIONARY

The missionary is an ideologue with a particular (and
probably peculiar] perspective on religion, politics. or
philosophy who has found himself rebuffed by main-

stream society. As a consequence, the missionary, in
company of a few loyal followers, has removed himself
to an unexplored quarter of the galaxy where he has
encountered a primitive society. This is a unate

event, and it has spurred the missionary and his fol
lowers on with increasing confidence, for surely some
sort of providence has seen fit to lead them to a safe
home with a captive audience.

The primitive natives, awed by the sudden appear-
ance of the missionary and the technological marvels
he possesses, are curious to learn more, and canny
members of the missionary's party have been clever
enough to learn a little of native customs and culture
in order to draw parallels between them and the mis-
sionary’s own message. In time, the missionary hopes
to spread his message throughout the planet's popu
lation, embodying his vision of a better society

Of course, it might really throw a spanner in the
works if some Explorers arrived and began to interfere.

The missionary might be a benevolent individual
imposing his vision with the best of intent, In such
cases, it may not be the missionary himself but mem-
bers of his entourage who present the real danger
These people may be members of the missionary’s
followers who seek to exploit his newfound audience
for reasons of their own. They could even be members
of the primitive people who see the missionary as a

way to shake up the status quo of their own commu-
nity and provide the opportunity for a grab for power.

In most cases, it will be the missionary himself who
is engaged in promoting his own interests above those
of the people such circumstances,
dealing with the missionary might involve a descent
into a heart of darkness, where bloodthirsty and vio-
lent aspects of the primitive culture in which the mis-
sionary resides have been co-opted to the service of
radical religious or philosophical ideas.

(o

who follow h

When first arriving on a new world, the Explorer
characters may be unaware of the existence of the
missionary but may come to suspect that something
IS causing a rapid cultural upheaval amongst the prim-
itive population of the planet. The first real clue as to
what is going on could come from the fact that certain
tribes (those who have joined the missionary's cause)
possess technologically advanced items or speak cer-
tain portentous phrases in heavily accented Basic. In
vestigating how such things came to be on the planet
could lead the PCs into conflict with followers of the
missionary. loyalist tribes, and eventually his well-
equipped and zealous inner circle

There is one weakness particular to the missionary
that clever PCs might exploit, which is the gratitude he
em if they pretend sincere conversion to his ide
ology. Provided they are willing to flatter the missionary
in this way, he would likely drop his guard and accept
r presence on the world. Less naive members of his
entourage would not be so easily fooled, so even in such
circumstances the PCs would have to be very careful

snows tl

THE RISKS AND REWARDS OF

EXPLORATION

Exploration of the stars is a mission that inspires a
great deal of excitement among those with an ambi-
tion to do so and a great deal of admiration from most
of those who don’t possess the courage to leave the
confines of civilized space.

Those few Explorers who do discover a r
worthy of settlement, a new alien civilization, or a
stable new hyperspace route are lauded by peers and
the public alike and may even go down in history for
the important role they played in furthering the inter-
ests of galactic civilization. As such, it is easy to see
why, despite all the attendant risk, a constant stream
of intrepid individuals departs from spaceports all
over the galaxy in order to ply the stars in the search
of something new
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This section takes a closer look at some of the risks
and rewards of exploration.

DISCOVERING NEW
WORLDS AND SYSTEMS

The known galaxy is by no means poor in resources
or habitable worlds, yet the discovery of ne
exploit or colonize is the most obvious way
Explorers can win wealth and regard

Those who manage the galaxy's many corporate
interests are always keen to learn of ways to outma-
neuver their competitors and lay claim to sources
of raw materials. Some corporations may even pay
good money for knowledge of raw materials that they
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TIMESTAMP 16.275.5486

Current Coordinates: 8364'12" N 5424'48" W who would be keen t
Rhen Var case of orid

Objective: Rakatan Expedition

I'll never admit it to his face, but Keth may have W spacecraft m le us
been right. He definitely kept his wits better than may know of a way to move t
Jan and me inside those tunnels, so when he the black market, thoug!
warned me not to use the vibrosaw, | should have would be a fraction c
probably listened. Admittedly it was a bit louder ate cli
than | expected, but | would like to see him exca-
vate something out of that amount of ice without
making a bit of noise!

The Explo

As the noise from the saw echoed down the icy
tunnels, we began hearing other sounds—sounds
of things moving in the dark. Keth gave me his
classic “l told you so” look that he uses way too
often, and Jan started making some snide remark
about my intelligence (or lack thereof). | tried to
tune them out as | continued to work on removing
the Rakatan relics we had found. Keth shouldered ShER
his rifle, preparing to ward off whatever we had Malitice o ot
awakened; he knew that if we didn't get these rel- & :

|
:
|
|

ics out of here in one piece, we would have more SEEETS kS e
problems than just some local fauna. i t would
Why do all the ruins worth exploring always have IJ_' . | . i o il Ve .lrE\hIt
to contain the giant, dangerous monsters? | re- have been consulted abou : .[_.'[_-,-;.n Firct
member an excavation | was once a part of on Of course. if the Explorer dealt with such criminals
some desert planet in the Unknown Region—the SEEI R IRl ETe Aot Tl vith a

only creatures in the dig site were tiny, adorable SEENSEHSISIEERSTRE Tl ( 3

little lizards. | want more places like that. Though, SENSIEEERIEIREITE
| suppose if all the finds in the galaxy were that §EESESEERI
easy to get to, this line of work wouldn't be quite SEEEESIISSIS
as lucrative. Besides, if there weren't things to SEESIEIRIEISEGT
fight off, what would Keth get to do? vith'in €
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Explorers are advised to heed the cautionar
Viron Ghartoth, a Devaronian trail ¢
several fresh hyperroutes to the most spinw

tremes of the Outer Rim. Viron is credited with t"t-

discovery of the Paralyngian dire slug, a bloated gas-
:n'o:ieci.

tropod that he deemed excellent when lightly
He presented his pa-‘mn, Cerba the Hutt

of the st t sauce but was ignorant

ler lerg I
Hutt con e

In the present time of Imperial subjugation and per
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beyond the fringes that they are from
the civilized galaxy. In other words, these communi-
ties inhabit exactly the sort of worlds that are most
likely to be encountered by Explorers delving into
new territory. Due to their history as refugees and fu-
gitives, the members of these communities are often
rather paranoid in character, which is understandable
enough given the persecution they have expe '-r“‘Led
They are therefore not likely to be pleased to

especially by those Explorers who are known
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SPONSORS

In addition to the CCI.’DO!'?J'{-," Authority, the
Empire, and the Rebel Alliance, there are many other
beings and organizations that might seek to sponsot
Explorers Such individuals and organizations would
make suitable contacts to whom PCs could owe Ob-
ligation or to whom they could turn for additional
funds, equipment, and leads.
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THE DISCOVERY OF
INHABITED PLANETS
AND SYSTEMS

Exciting as it is to find anything of note at the end of
a previously uncharted hyperspace route, it is surely
the dream of most Explorers that they will not only
find new systems but that those systems will contain
sentient life. The more civilized such life is and the
closer it is to making interstellar journeys of its own,
the more there is for an Explorer to boast about and
possibly exploit. Though, arguably, the greater the
risk is as well.

In general, most Explorers do not go on to make
contact with alien species they encounter. The wisest
choice of action is to log the location of such worlds or
systems and report the find to the Hyperspace Navi-
gators Guild. Explorers are not expected to make con-
tact with previously unrecorded sentient organisms
and are rarely properly trained for such an occasion.
Given all the harm that could result from the undisci-
plined introduction of new species to galactic society,
such matters really are best left to the experts.

Certain Explorers have become adept at monitor-
ing the culture and technology of newly discovered
civilizations without actually encountering any of the
creatures who make it up. These Explorers use re-
mote viewing devices and the careful deployment of
probe droids to monitor the societies and settlements
of sentient creatures without causing any disturbance.
Through careful recording of what he discovers, such
an Explorer might feasibly come into possession of
material that would be of interest to a wide variety of
potential clients, without having to take so much as a
speck of dust from the worlds on which the subjects
of his investigation live.

Xenobiologists are, of course, interested in the dis-
covery of any species, sentient or not, and xenoar-
chaeologists are pleased to study the plans of any
artifacts or buildings that alien species produce, even
(or especially) if those who made them have long
since become extinct. An Explorer with strong com-
prehensive studies of unknown creatures and cultures
might seek a customer at any one of the galaxy's fa-
mous universities.

However, the most exciting and profitable aspect of
encountering new species Is often produced by sur-
veying their culture and technology and considering
who might be most interested.

New musical instruments and ideas, from styles
of performance to the use of strange frequencies
and ratios, are of interest to virtuoso composers and
swinging wail bands alike. A philosophical tradition or

religious viewpoint might intrigue those who are on a
sincere search for fresh spiritual insights, or they may
just entertain those who are more cynical about such
matters. Sophisticated Core Worlders might consider
it the bleeding edge of avant-garde entertainment to
spend an evening watching a holodrama written and
produced by members of a primitive civilization who
are, as of yet, unaware that such audiences even exist.
They may even like to gorge themselves on the most
recently discovered alien cuisine as they do so

Explorers have to be wary when discovering new
species. Hostile organisms come in all sorts of shapes
and sizes, from lumbering monsters to sentient beings
Lo tiny microorganisms that can develop into a dan-
gerous infection or even a virulent plague,

BLAZING NEW
HYPERROUTES

As important as the discovery of new planets and sys-
tems Is, it can be a far more rewarding exercise not
to bother with the exploration of realspace in favor of
discovering new and stable routes through hyperspace.

The trailblazing Explorers who chart new hyper-
routes face a different set of dangers to those who
go looking for unexplored areas of realspace. Hyper-
space (s a shadow of reality, but objects in realspace
can still have an impact on the fabric of hyperspace.
The greater substance of either reality is mostly ster-
ile emptiness, and a short unplanned journey be-
tween realspace and hyperspace is unlikely to result
in mishap. However, if an Explorer makes a number of
such trips or moves through hyperspace in a reckless
manner, he will sooner or later find himself meshed
within the matter of an asteroid, incinerated by the
heat of a star, or crushed within the gravitational field
of a black hole,

Journeying through hyperspace pays its dividend
due to the fact that great distances can be traveled in
a fraction of the normal time. Many people who make
uncharted hyperspace journeys can become hope-
lessly lost. Ey the most comprehensive and up-to-
date na computers sometimes find them-
selves bamboozled after a hyperspace journey that
leads them to an unexpected destination. Explorers
who blaze trails into new territory or who are forced to
alter their journey once it is underway can run a real
risk of finding themselves isolated from those regions
of the galaxy that are known and charted.

For such reasons, even the most cautious approach
to mapping a new hyperspace route is deemed a risky
business, and this explains why there are relatively
few major hyperspace routes in the galaxy
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