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Snare of Shadows
A New Jedi Order Mini-adventure written by Darth_Scorpion
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This adventure is written for four sixth level players participating in a New Jedi Order campaign, though suggestions are included in order to allow the adventure to be adapted for other time periods as well. The heroes can belong to any organisation ideologically opposed to the Yuuzhan Vong.
Any material used from books other than the Saga Edition Core Rulebook is noted using the superscript initials of that book. If you don’t have the relevant sourcebook, use your own discretion as to what replacements are needed.

The following sourcebooks have been used to produce this mini-adventure:

Threats of the Galaxy
The Force Unleashed Campaign Guide

The Clone Wars Campaign Guide
Legacy Era Campaign Guide
The Jedi Academy Training Manual
The following sourcebooks have been used to adapt the adventure to be adapted to other time periods, but are not required for a campaign set in the New Jedi Order era:

Knights of the Old Republic Campaign Guide
Starships of the Galaxy

Scavenger’s Guide to Droids

Scum and Villainy
Legacy Era Campaign Guide
Adventure Summary
After a briefing with their patron, the heroes are sent to determine the fate of a lost ship known as the Refugee Racer and its occupants. Using their last known course and heading, they are able to find the ship in addition to a Peace Brigade patrol also searching the area.

Upon finding the Refugee Racer, the heroes dock to find the corridors in ruin and a massacre of the beings aboard. A review of the bridge systems reveals that the ship is salvageable, but three power relays must be replaced in order to get the hyperdrive going again. Finding the necessary relays in the vessels own cargo bay, the heroes are ambushed by the Peace Brigade who were seemingly hidden there from the beginning.
After defeating the Peace Brigade, the heroes must split up in order to synchronise the power relays. The instant the vessel comes online; three Hunter initiates attack the disparate heroes hoping to subdue them for honourable sacrifice at a later time. If the heroes succeed in defeating the Hunters, they are able to return the Refugee Racer to their patron for rehabilitation and reuse, though they may also have unleashed a foe that will come back to haunt them...
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A note on Skill Checks mentioned within the adventure
As the difficulty of a skill check is dependent on the players in your party and their abilities, the adventure has been written with verbal descriptors instead of set DC’s.
The table below explains the descriptors and the DC’s associated with them, according to whether the character is untrained, trained or focused in those skills:
	
	Average DC
	Difficult DC
	Extreme DC

	Untrained
	15
	19
	23

	Trained
	20
	24
	28

	Focused
	25
	29
	33


Part I: Mission of Mercy

The heroes have been called upon by their patron to perform an important mission. When they have entered the ‘briefing room’, read the following text aloud:
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The heroes have time for a few questions, but their patron will emphasise the fact that the longer they take, the less likely the sentients aboard the ship will be alive by the time they find them.
· What was their last known location? On the border between our space and Yuuzhan Vong held territory. We believe that they made it across the border, but we aren’t sure. What we can do is give you their last known course and heading, from which you should be able to extrapolate a series of likely locations.
· What were the crew like? We’ll give you the crew profiles, but none of them has collaborationist leanings that we know about if that is what you’re asking. They have rescued a great many beings and should have won awards for valour many times over.
· What if the vessel is unsalvageable? Our ship doesn’t have the capability to support them all... We can give you various components necessary to get both life support and the drive systems back online for a short period of time. This should be enough to get them and yourselves back to the rendezvous site, where we will have a larger ship waiting for you.

· What’s in it for us? We can pay you 3’000 credits each for services rendered, but you must be quick (your patron will question the heroes moral integrity if they ask for more, but they will go up to 4’000 if pressed).

When the patron feels that enough time has been spent on questions, they will give the heroes the requested information on a datapad and send them on their way.
Finding the Refugee Racer
With the data in their possession, the heroes should analyse the information to extrapolate the likely position of the Refugee Racer. An Average Use Computer check can be used to find the most likely area of space the ship would be in, at which point they can grab their ship and get into hyperspace.
Once in the general area, how long it takes the heroes to find the Refugee Racer depends on another Use Computer check:
	Check Difficulty
	Search Time

	Extreme
	1d10+1 hours

	Difficult
	2d10+1 hours

	Average
	5d10+1 hours


One of the heroes may make an Average Knowledge (Physical Sciences) check to give the hero making the Use Computer check a +2 circumstance bonus to find the Refugee Racer by taking local gravitational forces into account.
Once some of the search time has elapsed, the heroes encounter a Peace Brigade patrol that seems to be scouting the area. See Unexpected Presence for details on running this encounter (Note: The encounter should be easy, but this depends on the heroes’ vessel. Determine the number of Howlrunners based upon how dangerous the heroes’ ship is). After this, the remainder of the search can continue without incident.
Award XP based upon the level of success the heroes have at finding the Refugee Racer. Succeeding on the Extreme check affords XP equivalent to defeating a CL 8 opponent, otherwise a CL 6 opponent.
Part II: Fate of the Refugee Racer
Once the heroes have found the Refugee Racer, they find that the ship is mostly intact despite a few visible plasma burns on the hull. An Average Use Computer check to scan the vessel reveals very little except minimal life support is still in operation. Massive amounts of electrical interference prevent any more detailed scans from being performed.

Heroes sensitive to the Force are able to glean one more piece of information as the Dark-side seems to be permeating the ship, obscuring any sign of living beings that may be present (mechanically, the entire ship is considered to be a Minor Dark-side SiteJATM and unless the heroes have a Dark-side score equal to or greater than their Wisdom score, they cannot use the Sense Force/Sense Surroundings application of the Use the Force skill to detect Yuuzhan VongLECG or any other living being).

One airlock on the bottom of the ship appears intact and the heroes may board the vessel through this access point.
	Refugee Racer (Modified Action VI Transport)
	CL 9

	Colossal (Frigate) capital ship
Init -4; Senses: Perception +6

	Defences Ref 12 (Flat-footed 12), Fort 36; +12 Armour; Vehicular Combat
HP 600; DR 10; SR 60; Threshold 136

	Speed Fly 12 squares (Max Velocity 800 km h-1), Fly 2 squares (Starship scale)
Ranged 2 Light Turbolaser Cannons +3* (See below)
Fighting Space 1 square (Starship scale); Cover Total
Base Atk +2; Grp +46

	Abilities Str 62, Dex 10, Con --, Int 12
Skills: Initiative -4, Mechanics +6, Perception +6, Pilot -4, Stealth -14, Use Computer +6

	Crew 20 (Normal); Passengers 500 (refugees)
Cargo 20’000 tons; Consumables 1 Year; Carried Craft None
Hyperdrive x3, Navicomputer
Availability Unique; Cost Not available for sale
*Apply a -20 penalty on attacks against targets smaller than Colossal size

	

	Light Turbolaser Cannon (Gunner)
Atk +3 (-17 against targets smaller than Colossal), Dmg 3d10x5
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This part of the adventure is largely free form in nature and depends on what information you wish to impart and what the heroes would like to do. The key points of interest are the following:
· What does the ship look like? The interior of the vessel is filled with sporadically flickering lights, ripped up floor panels, arcing electrical currents (which deal 3d4 points of damage on a successful attack [1d20+3] against the targets Reflex Defence – how often this attack is made depends on the GM) and one or two places appear to have blood stains.

· What happened to the crew and passengers? If the heroes find the bodies of the crew, an Average Treat Injury check reveals their cause of death to be electrocution (which shouldn’t come as a surprise). The same check on the passengers reveals that they have been killed by having their necks broken (or other suitably lethal, but unarmed, methods). No one appears to have survived whatever happened here.
· Can the ship be salvaged? This can only be determined on the bridge, but successful Difficult Mechanics and Use Computer checks reveal that only the power relays need to be replaced due to catastrophic damage (and this also seems to be the cause of the crew’s deaths). An Average Knowledge (Technology) check also reveals that this sort of error is incredibly unlikely to occur without outside assistance. A quick look of the ship’s cargo manifest reveals the necessary components are available for such a salvage operation.
· I think we should be going now... Some of the heroes may consider leaving the ship – either due to paranoia or due to the presence of the Dark-side permeating the walls. If they should go to the bridge of their own vessel and try to activate the drives, they will be in for a rude surprise – computer viruses have somehow infested the ship (Computer treats every user as Hostile) and any investigation of the airlock (sensors, visual inspection, etc.) reveals that a series of small shaped explosives have been wired into the controls and doors. These won’t harm any nearby characters should they detonate, but they will open both vessels to space. Even worse, the airlock controls are also infested with viruses preventing either of them from being closed (Extreme Mechanics and Use Computer checks could remove these problems at the GM’s discretion, but the easiest method by far is to acquire the datacard on Torall as it has both the antivirus and disarming codes in its memory necessary to disable these traps).
Award XP based upon the defeating a CL 4 opponent for successfully determining the cause of death for the beings aboard the Refugee Racer and a CL 6 opponent for diagnosing the mechanical tasks required to salvage the ship. If you allowed the heroes to attempt to disable the viruses and explosives and they succeed, award XP as if they defeated a CL 9 opponent.
The heroes will now likely go to the cargo bay of the Refugee Racer to get the replacement power relays.


[image: image3]
Once the heroes have gotten to the poorly lit cargo bay, finding the power relays should be a relatively simple task if they looked at the cargo manifest (otherwise, call for an Average Perception check). The moment they have found the relays, Torall will make himself known – see Uninvited Guests for details of running this encounter.
Part III: Shadows of Hate
Once the heroes have beaten the Peace Brigade on the vessel, they should have no problem getting the power relays they need to repair the ship. If they check the bodies/captives, they will find a datacard on Torall’s body that can deactivate the explosives on the airlock and remove the viruses swarming the computers which will allow them to salvage the vessel once power is restored.
Restoring power is a relatively simple matter as all of the damaged relays can be found on the same corridor as the crew quarters, though 12 squares apart. Replacing and synchronising the relays requires the heroes to make sequential Difficult Mechanics checks (which also has the effect of splitting up the party). Once complete, the vessel begins to fill with the sounds of the drives coming on line, though the corridor remains in twilight.
Award XP based upon the defeating a CL 6 opponent for successfully restoring power to the Refugee Racer.
At this time, the Hunter Initiates begin to close to attack range from the crew quarters, making Stealth checks (versus the heroes Perception checks) to try to get the drop on the heroes. If the heroes succeed on their Perception checks, the Initiates immediately drop the pretence and attack, otherwise a surprise round is run first. See Calling of the Wraiths for details on running this encounter.

Once defeated, the heroes can pilot their ship and the Refugee Racer to safety without further incident, though you may wish to add some extra tension by having a small capital ship sporting Peace Brigade colours attempt to capture the vessels.

Once at the rendezvous site, the patron will congratulate you on returning the ship and on determining the fate of the passengers. They will be especially interested in details on the trap you fought your way out of so that they can warn any other rescue parties to be aware of.

Aftermath
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Unexpected Presence

Challenge Level 4 Encounter
Setup
The heroes’ ship is in deep space, though there are few asteroids around that could be used for good tactical effect.

Read-aloud Text
The heroes should detect the Howlrunners with little difficulty as they are on an intercept course. Once spotted, read out the following text:
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I-7 Howlrunner (1 Captain’s fighter, X modified fighters)
I-7 Howlrunner’s were never fantastic fighters, though they were a good replacement for the Empire’s badly aging TIE/In Fighters when they were first introduced. Now the Peace Brigade finds them quite useful as they are quite common and easy to use. These particular fighters have been modified from the stock versions by the inclusion of a hyperdrive sled and increased range in order for them to function as reconnaissance fighters. These modifications come at the cost of the Howlrunner’s shields in all except the Captain’s vessel, making them much less resilient to damage than their forebears.
	Captain’s Modified I-7 Howlrunner
	CL 8

	Gargantuan Starfighter
Init +6; Senses: Perception +6

	Defences Ref 17 (Flat-footed 12), Fort 26; +7 Armour, Vehicular Combat
HP 120; DR 10; SR 20; Threshold 46

	Speed Fly 16 squares (Max Velocity 1'300 km h-1), Fly 5 squares (Starship scale)
Ranged Fire-linked (2) Medium Laser Cannons +7 (See below)
Fighting Space 4x4 or 1 square (Starship scale); Cover Total
Base Atk +2; Grp +33
Atk Options Autofire (Medium Laser Cannons), Fire-link (Medium Laser Cannons)

	Abilities Str 42, Dex 20, Con --, Int 16
Skills: Initiative +6, Mechanics +6, Perception +6, Pilot +6, Stealth -4, Use Computer +6

	Crew 1 (Skilled); Passengers None
Cargo 80 kg; Consumables 4 Days
Hyperdrive x1, Limited Navicomputer (5-jump memory)
Availability Military; Cost 165’000 (68’750 used)

	

	Fire-linked (2) Medium Laser Cannons (Pilot)
Atk +7 (+2 Autofire), Dmg 5d10x2


	Modified Incom Corporation I-7 Howlrunner
	CL 7

	Gargantuan Starfighter
Init +5; Senses: Perception +5

	Defences Ref 17 (Flat-footed 12), Fort 26; +7 Armour
HP 120; DR 10; Threshold 46

	Speed Fly 16 squares (Max Velocity 1'300 km h-1), Fly 5 squares (Starship scale)
Ranged Fire-linked (2) Medium Laser Cannons +5 (See below)
Fighting Space 4x4 or 1 square (Starship scale); Cover Total
Base Atk +0; Grp +31
Atk Options Autofire (Medium Laser Cannons), Fire-link (Medium Laser Cannons)

	Abilities Str 42, Dex 20, Con --, Int 16
Skills: Initiative +5, Mechanics +5, Perception +5, Pilot +5, Stealth -5, Use Computer +5

	Crew 1 (Normal); Passengers None
Cargo 80 kg; Consumables 4 Days
Hyperdrive x1, Limited Navicomputer (5-jump memory)
Availability Military; Cost Not available for sale

	

	Fire-linked (2) Medium Laser Cannons (Pilot)
Atk +5 (+0 Autofire), Dmg 5d10x2


Howlrunner Tactics
The Howlrunners will attempt to disable the heroes’ ship, but if outgunned or more than half their number is destroyed, the remainder will flee. They will use fairly standard tactics and do not use the ‘terrain’ to any appreciable extent.
Uninvited Guests
Challenge Level 6 Encounter
Setup
The cargo bay has numerous crates of varying sizes with a reasonably large open space near the containers containing the relays. The heroes will be in the open area before the Peace Brigade arrives to confront them.

Read-aloud Text
After the Peace Brigade reveals themselves, the Chistori leader will attempt (bluntly) to force the heroes to back down (though he privately hopes that they won’t):


[image: image6]
Torall
Torall has made something of a name for himself, both amongst the Peace Brigade and the Yuuzhan Vong, by actually believing in the gods of the Yuuzhan Vong. There has even been talk amongst the warriors about inducting him into their caste due to his victories and devotion. Even more impressive from their perspective is his proficiency with the amphistaff – something most of the Peace Brigade seem incapable of managing.
	Torall
	CL 7

	Medium ChistoriTotG Soldier 6/ Scout 1
Destiny 1; Force 4; Dark-side 10
Init +9; Senses: Perception +9
Languages Basic, Chistori, Yuuzhan Vong

	Defences Ref 21 (Martial Arts +1, Flat-footed 19), Fort 22, Will 18; Evasion, Melee Defence
HP 83; DR 2; Threshold 22
Weakness -5 vs. Fortitude Defence to resist extreme cold

	Speed 6 squares
Melee Unarmed +10 (1d6+7) or 
Melee Amphistaff (Quarterstaff form) +11 (1d6+7, Devastating 5) or
Melee Amphistaff (Quarterstaff form) +11 (2d6+7, Devastating 5) with Mighty Swing or
Melee Amphistaff (Spear form) +11 (1d8+7, Devastating 5; if the attack roll also exceeds the targets Fortitude Defence, the target moves -1 persistent steps down the condition track) or
Melee Amphistaff (Whip form, reach 2 squares) +11 (1d4+7, Devastating 5; if the attack roll also exceeds the targets Fortitude Defence, the target moves -1 persistent steps down the condition track; the target may be tripped or pinned instead of attacked for damage) 
Base Atk +6; Grp +10
Atk Options: Commanding PresenceFUCG, Devastating Attack (Amphistaff), Melee Defence, Mighty Swing
Special Actions: Evasion, Indomitable, Rage, Shake it Off

	Abilities Str 18, Dex 13, Con 16, Int 14, Wis 12, Cha 11
Special Qualities: Armour Plating, Cold-blooded, Rage
Talents: Commanding PresenceFUCG, Devastating Attack (Amphistaff), Evasion, Indomitable
Feats: Armour Proficiency (Light, Medium), Exotic Weapon Proficiency (Amphistaff), Martial Arts I, Melee Defence, Mighty Swing, Shake it Off, Skill Training (Persuasion), Weapon Focus (Amphistaff), Weapon Proficiency (Pistols, Rifles, Simple Weapons)
Skills: Endurance +11, Initiative +9, Knowledge (Tactics) +10, Perception +9, Persuasion +8, Pilot +9
Possessions: Amphistaff, Datacard (contains antivirus and disarming codes), Peace Brigade Uniform, Villip


Torall’s Tactics
Torall will engage in melee combat with the closest Jedi or obvious Force-user’s activating the Commanding Presence talent to weaken his opponents. If reduced to half of his total hit points, he will enter a rage and not stop until his opponents are dead. He will not surrender under any circumstances, believing it to be dishonourable (in the Yuuzhan Vong sense of the term).
Peace Brigade Foot Soldiers (2 squadsCWCG – 1 Quarren, 1 Trandoshan)
The Peace Brigade has sent these squads to support Torall, but they aren’t exactly bright, devoted or well trained.
	Peace Brigade Quarren Foot Soldier Squad
	CL 3

	Large Quarren Non-heroic 4
Dark-side 4
Init +2; Senses: Low-light Vision; Perception +0
Languages Basic, Quarrenese

	Defences Ref 11 (Flat-footed 11), Fort 12, Will 8
HP 38; Threshold 22

	Speed 6 squares, 4 squares (swim)
Melee Unarmed +9 (1d4+2) or 
Melee Baton +9 (1d6+2) or
Ranged Blaster Carbine +7 (3d8 or 2d8 stun)
Base Atk +3; Grp +10
Atk Options: Autofire (Blaster Carbine)

	Abilities Str 14, Dex 11, Con 14, Int 8, Wis 7, Cha 8
Special Qualities: Breathe Underwater, Expert Swimmer, Low-light Vision
Feats: Armour Proficiency (Light), Toughness, Skill Focus (Persuasion), Weapon Proficiency (Pistols, Rifles, Simple Weapons)
Skills: Persuasion +11, Stealth -3, Swim +4
Possessions: Baton, Blaster Carbine, Blast helmet and vest, Peace Brigade Uniform

	Squad Traits: The melee attack of a squad is an area attack that affects all squares within reach. The ranged attacks of a squad are considered to have a 1-square splash. Area attacks deal an extra 2 dice of damage against a squad. A squad cannot be grabbed or grappled.


	Peace Brigade Trandoshan Foot Soldier Squad
	CL 3

	Large Trandoshan Non-heroic 4
Dark-side 4
Init +2; Senses: Darkvision; Perception +1
Languages Basic, Dosh

	Defences Ref 11 (Natural Armour +1, Flat-footed 11), Fort 11, Will 9
HP 30; Threshold 26

	Speed 6 squares
Melee Unarmed +10 (1d4+3) or 
Melee Baton +10 (1d6+3) or
Ranged Blaster Carbine +6 (3d8 or 2d8 stun)
Base Atk +3; Grp +11
Atk Options: Autofire (Blaster Carbine)

	Abilities Str 16, Dex 9, Con 12, Int 8, Wis 9, Cha 10 
Special Qualities: Darkvision, Limb Regeneration
Feats: Armour Proficiency (Light), Improved Damage Threshold, Toughness, Weapon Proficiency (Pistols, Rifles, Simple Weapons)
Skills: Persuasion +7, Stealth -3
Possessions: Baton, Blaster Carbine, Blast helmet and vest, Peace Brigade Uniform

	Squad Traits: The melee attack of a squad is an area attack that affects all squares within reach. The ranged attacks of a squad are considered to have a 1-square splash. Area attacks deal an extra 2 dice of damage against a squad. A squad cannot be grabbed or grappled.


Peace Brigade Foot Soldier Tactics
The foot soldiers will attack anyone they believe to be a threat, but they do not coordinate with each other very well. Despite their lack of devotion, they will not surrender knowing full well that the Hunter’s will kill them if they do...
Peace Brigade Pilots (2)
These Duros have been assigned to pilot the team anywhere they are required.

	Duro Peace Brigade Pilot
	CL 2

	Medium Duro Non-heroic 6
Dark-side 4
Init +11; Senses: Perception +2
Languages Basic, Durese, Huttese

	Defences Ref 16 (Flat-footed 13), Fort 9, Will 9; Vehicular Combat
HP 15; Threshold 9

	Speed 6 squares
Melee Unarmed +4 (1d4) or 
Melee Knife +4 (1d4) or
Ranged Holdout Blaster Pistol +7 (3d4)
Base Atk +4; Grp +7

	Abilities Str 10, Dex 16, Con 8, Int 14, Wis 9, Cha 10
Special Qualities: Expert Pilot
Feats: Armour Proficiency (Light), Skill Focus (Pilot), Toughness, Vehicular Combat, Weapon Proficiency (Pistols, Simple Weapons)
Skills: Initiative +11, Pilot +16*, Use Computer +10
*May reroll, must take second
Possessions: Holdout Blaster Pistol, Knife, Padded Flight Suit, Peace Brigade Uniform


Peace Brigade Pilot Tactics
While at home in the cockpit of a vessel, personal combat isn’t exactly their field of expertise. They will hang back, aiming at their opponents before firing. Like the foot soldiers, they will not surrender due to the presence of the Hunters.
Calling of the Wraiths
Challenge Level 8 Encounter
Setup
The corridor is wide enough for two beings to stand abreast with doorways to the crew quarters leading into it, but three of the heroes are at least 12 squares apart from each other synchronising the relays when the Hunter’s reveal themselves.
Read-aloud Text
Once the relays have been synchronised and power restored, read the following text aloud:
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Hunter ‘Initiate’ (3)

These Initiates are on their rite of passage and, as such, they aren’t as skilled as normal Hunters. They are still dangerous and formidable opponents in battle though and should not be underestimated.
	Hunter ‘Initiate’
	CL 8

	Medium Yuuzhan VongLECG Scout 5/ Soldier 3
Destiny 1; Dark-side 12
Init +13; Senses: Darkvision; Perception +11
Languages Basic, Yuuzhan Vong

	Defences Ref 24 (Martial Arts +2, Flat-footed 20), Fort 21, Will 20
HP 67; Threshold 21

	Speed 6 squares; Running Attack
Melee Combat Gloves +10 (1d8+10, Devastating 5) or
Melee Combat Gloves +8 (2d8+10, Devastating 5) with Rapid Strike
Base Atk +6; Grp +10
Atk Options: Devastating Attack (Simple Weapons), Rapid Strike
Special Actions: Hidden Movement, Total Concealment

	Abilities Str 16, Dex 18, Con 13, Int 12, Wis 14, Cha 10
Special Qualities: Force Immunity, Technophobic, Weapon Familiarity (Amphistaff)
Talents: Devastating Attack (Simple Weapons), Hidden Movement, Improved Stealth, Total Concealment, Weapon Specialisation (Simple Weapons)
Feats: Armour Proficiency (Light), Martial Arts I, Martial Arts II, Rapid Strike, Running Attack, Skill Focus (Stealth), Weapon Focus (Simple Weapons), Weapon Proficiency (Simple Weapons)
Skills: Deception +4*, Initiative +13, Knowledge (Tactics) +10, Perception +11, Pilot +13, Stealth +18**, Survival +11
*Apply a +5 bonus for deceptive appearance whilst wearing an Ooglith Masquer
**May reroll, must take second. +23 while wearing a Cloak of Nuun
Possessions: Cloak of Nuun, Combat Glove 'Implants' (2), Enhanced Vision Implants (2)LECG, Ooglith Masquer, Robeskin


Hunter ‘Initiate’ Tactics
The Initiates attack quickly and without mercy. They will attempt to keep themselves positioned in such a way as to have cover from any characters with ranged weapons. They fight to the death and will not surrender under any circumstances.
Hunter’s Equipment
Cloak of Nuun
Cost N/A; Availability: Illegal, Rare
The Cloak of Nuun is a special variant of the traditional Ooglith Cloaker, issued only to the Hunter's, that allows its wearer to become virtually invisible due to the layer of photosensitive bacteria on its surface. The Cloak of Nuun grants a +5 equipment bonus to Stealth checks when worn and the wearer may make Stealth checks under any conditions (such as full-lighting, darkness, low-light etc.). If the wearer of the Cloak of Nuun takes damage, the Cloak of Nuun instantly dies. Putting on or removing a Cloak of Nuun requires a Full-round action and moves the wearer –3 steps on the condition track (These steps may be recovered normally).

Ooglith Masquer
Cost N/A; Availability: Illegal, Rare
An ooglith masquer grants a Yuuzhan Vong a +5 equipment bonus on Deception checks when disguising himself as a Human. Putting on or removing an ooglith masquer requires a Full-round action and moves the wearer –3 steps on the condition track (these steps may be recovered normally).
Adapting the Adventure to Other Time Periods
While the adventure has been written for use in the New Jedi Order era, the stats/changes detailed here can be used if your campaign is set within another era of Star Wars.
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Old Republic Era
· The Refugee Racer is a Foray-class Blockade Runner (see KotORCG, page 183 for the stat block of this vessel)
· Instead of the Peace Brigade, use a Sith-hired Mercenary/Pirate group appropriate to your campaign. The fighters used in the Unexpected Presence encounter are stripped Aurek-class Tactical Strikefighter’s (KotORCG, page 181) – remove the Proton Torpedo Launchers and remove the shield generators from all but the Captain’s Fighter for the stripped fighters.
· Torall is a Sith devotee rather than a believer in the gods of the Yuuzhan Vong. Replace the following abilities:
· Languages: Replace Yuuzhan Vong with Huttese
· Melee: Replace Amphistaff weapon attacks with Sith Tremor Sword attacks
· Talents: Replace Devastating Attack (Amphistaff) with Devastating Attack (Advanced Melee Weapons)
· Feats: Replace Exotic Weapon Proficiency (Amphistaff) with Weapon Proficiency (Advanced Melee Weapons)
· Possessions: Replace the Amphistaff and Villip with a Commlink and Sith Tremor Sword (Dire Vibroblade with Cortosis weave template)
· The Hunter’s are instead Sith Assassin’s sent on a training mission. A Sith Assassin stat block is supplied below:

	Sith Assassin
	CL 8

	Medium Human Scoundrel 5/ Jedi 3
Destiny 1; Force 3; Dark-side 14
Init +12; Senses: Low-light Vision; Perception +12
Languages Basic, Huttese, Sith

	Defences Ref 23 (Martial Arts +2, Flat-footed 20), Fort 20, Will 22
HP 56; Threshold 20

	Speed 6 squares; Running Attack
Melee Combat Gloves +9 (1d8+8) or
Melee Combat Gloves +7 (2d8+8) with Rapid Strike
Base Atk +6; Grp +9
Atk Options: Dastardly Strike, Point Blank Shot, Rapid Strike, Sneak Attack +1d6
Special Actions: Power of the Dark Side, Swift Power (1 day-1)
Force Powers Known (Use the Force +9): Dark Rage, Force Grip, Surge (2)

	Abilities Str 16, Dex 16, Con 13, Int 12, Wis 16, Cha 10
Talents: Dastardly Strike, Elusive Target, Power of the Dark Side, Sneak Attack +1d6, Swift Power
Feats: Force Sensitivity, Force Training, Martial Arts I, Martial Arts II, Point Blank Shot, Rapid Strike, Running Attack, Skill Focus (Stealth), Weapon Proficiency (Lightsabres, Pistols, Simple Weapons)
Skills: Deception +9, Initiative +12, Knowledge (Tactics) +10, Perception +12, Stealth +17, Use the Force +9
Possessions: Infra-goggles (Low-light Vision), Sith Combat Gloves (Combat Gloves with Sith Alchemical Weapon template)KotOR, Sith Mask, Sith Robes, Stealth Field GeneratorKotOR


Sith Assassin Tactics
The Assassins attack quickly and without mercy. At the first opportunity, they will empower their Sith Combat Gloves with a Force point in order to deal extra damage. They will attempt to keep themselves positioned in such a way as to have cover from any characters with ranged weapons. They fight to the death and will not surrender under any circumstances.
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Rise of the Empire Era
· Instead of the Peace Brigade, use a Separatist-hired Mercenary/Pirate group appropriate to your campaign. The fighters used in the Unexpected Presence encounter are modified Cloakshape Fighter’s (SotG, page 71) – remove the Concussion Missile Launchers, fit a hyperdrive sled with astromech socket. The Captain’s Fighter also has a SR15 Shield Generator fitted.
· Torall is a Separatist agent rather than a believer in the gods of the Yuuzhan Vong. Replace the following abilities:

· Languages: Replace Yuuzhan Vong with Huttese
· Melee: Replace Amphistaff weapon attacks with Sith Tremor Sword attacks

· Talents: Replace Devastating Attack (Amphistaff) with Devastating Attack (Advanced Melee Weapons)
· Feats: Replace Exotic Weapon Proficiency (Amphistaff) with Weapon Proficiency (Advanced Melee Weapons)
· Possessions: Replace the Amphistaff and Villip with a Commlink and Sith Tremor Sword (Dire Vibroblade with Cortosis weave template)
· The Hunter’s are instead prototype infiltrator droids (based on the BX Commando Droid) sent on a field test. A BX/In-Series Infiltrator Droid stat block is supplied below:
	BX/In-Series Infiltrator Droid
	CL 8

	Medium Droid (4th-degree) Non-heroic 3/ Soldier 7
Destiny 1; Force 3
Init +12; Senses: Darkvision; Perception +11
Languages Basic, Binary, +2

	Defences Ref 20 (Martial Arts +2, Flat-footed 18), Fort 22, Will 18
HP 46; Threshold 22
Immune Droid Traits

	Speed 6 squares 
Melee Unarmed +13 (1d6+9, Devastating 5) or
Melee Unarmed +11 (2d6+9, Devastating 5) with Rapid Strike or
Ranged Hold-out Blaster Pistol +11 (3d4+3)
Base Atk +9; Grp +12
Atk Options: Devastating Attack (Simple Weapons), Mechanical Martial ArtsSGtD, Rapid Strike
Special Actions: Battle Analysis

	Abilities Str 16, Dex 14, Con --, Int 14, Wis 12, Cha 12
Special Qualities: Droid Traits
Talents: Battle Analysis, Devastating Attack (Simple Weapons), Melee Smash, Weapon Specialisation (Simple Weapons)
Feats: Armour Proficiency (Light), Martial Arts I, Martial Arts II, Mechanical Martial ArtsSGtD, Rapid Strike, Skill Focus (Stealth), Skill Training (Knowledge [Tactics]), Skill Training (Stealth), Weapon Focus (Simple Weapons), Weapon Proficiency (Pistols, Simple Weapons)
Skills: Deception +11 (+21 for Deceptive Appearance), Initiative +12, Knowledge (Tactics) +12, Perception +11, Stealth +17
Systems: Hand Appendages (2), Heuristic Processor, Holographic Image DisguiserSGtD, Internal Commlink, Self-Destruct System (6d6), Sensors (Darkvision), Walking Locomotion, Vocabulator
Possessions: Hold-out Blaster Pistol


Rebellion Era (uses information from SaV)
· Instead of the Peace Brigade, use an Imperial-hired Mercenary/Pirate group appropriate to your campaign. The fighters used in the Unexpected Presence encounter are X-TIE Uglies (SaV, page 67) – an SR15 shield generator is fitted to the Captain’s Fighter.

· Torall is an Imperial Agent (despite the Empire’s humanocentric tendencies) rather than a believer in the gods of the Yuuzhan Vong. Replace the following abilities:

· Languages: Replace Yuuzhan Vong with Huttese
· Melee: Replace Amphistaff weapon attacks with Vibroaxe attacks

· Talents: Replace Devastating Attack (Amphistaff) with Devastating Attack (Advanced Melee Weapons)
· Feats: Replace Exotic Weapon Proficiency (Amphistaff) with Weapon Proficiency (Advanced Melee Weapons)
· Possessions: Replace the Amphistaff and Villip with a Commlink and Vibroaxe (Dire Vibroblade with Cortosis weave template)
· The Hunter’s are instead Storm Commando’s sent to infiltrate Rebellion facilities. A Storm Commando stat block is supplied below:
	Storm Commando
	CL 8

	Medium Human Non-heroic 3/ Scout 4/ Soldier 3
Destiny 1; Force 3; Dark-side 4
Init +12; Senses: Low-light Vision; Perception +14
Languages Basic

	Defences Ref 21 (Martial Arts +2, Flat-footed 19), Fort 20, Will 19
HP 52; Threshold 20

	Speed 6 squares; Running Attack
Melee Combat Gloves +12 (1d8+9) or
Melee Combat Gloves +10 (2d8+9) with Rapid Strike
Base Atk +8; Grp +11
Atk Options: Rapid Strike
Special Actions: Hidden Movement

	Abilities Str 16, Dex 14, Con 13, Int 10, Wis 14, Cha 8
Talents: Armoured Defence, Hidden Movement, Improved Stealth, Weapon Specialisation (Simple Weapons)
Feats: Armour Proficiency (Light), Martial Arts I, Martial Arts II, Rapid Strike, Running Attack, Skill Focus (Stealth), Skill Training (Knowledge [Tactics]), Skill Training (Perception), Skill Training (Pilot), Weapon Focus (Simple Weapons), Weapon Proficiency (Pistols, Rifles, Simple Weapons)
Skills: Initiative +12, Knowledge (Tactics) +10, Perception +14, Pilot +12, Stealth +22 (may reroll, must keep second)
Possessions: Combat Gloves, Storm Commando Armour Combat Jumpsuit with ShadowskinSaV and Helmet Package)


Legacy Era (uses information from the LECG)
· Instead of the Peace Brigade, use an Imperial Sith-hired Mercenary/Pirate group appropriate to your campaign. The fighters used in the Unexpected Presence encounter are ‘reduced specification’ Predator-class Starfighter’s (LECG, page 186) – reduce the Dexterity score to 20 and remove the shield generators from all but the Captain’s Fighter (the Sith Empire is experimenting with loaning these ‘modified’ fighters to mercenary companies).
· Torall is an Imperial Sith agent rather than a believer in the gods of the Yuuzhan Vong (and has been given a license to legally use Yuuzhan Vong weaponry). Replace the following:

· Possessions: Replace the Villip with a Commlink
· The Hunter’s are instead Sith Assassin’s sent on a training mission. The Sith Assassin stat block is supplied for use in the Old Republic era can be used for this era as well.
The lead being of the group, a purple-scaled male reptilian in a red and black uniform, strides towards you with menace gleaming in his yellow eyes.


“I would ask that you surrender your weapons, so that we can present you as worthy sacrifices to the gods, but I have the feeling that you would not comply even if I did so.” Torall proclaims while uncoiling an amphistaff from around his waist, “So all I can do is beat you into submission... do-ro’ik vong pratte!”





You hear a slight rippling sound behind you, not unlike that of a pebble being dropped in a pond, revealing three Yuuzhan Vong of a kind you’ve never seen before. Even more unusually and perhaps worryingly, they don’t appear to be wielding any weapons...





A flight of old I-7 Howlrunner’s sporting red and black paint jobs are on an intercept course for your ship. A crackle of static issues from the comm unit and a harsh voice interrupts your musings:


“Power down your vessel and prepare to be boarded. If you do not cooperate, you will be fired upon.”





“I have called you here as we have a situation that we have need to investigate quickly and you all seem to want the responsibility of greater missions... that and the fact you are all very capable in a diverse range of skills. A few days ago, the Yuuzhan Vong invaded the world of Xythora and subjugated its population. A few thousand refugees were successfully evacuated on various ships and we are in the process of relocating them to safer worlds.


However, one ship failed to make the last rendezvous and we have had no contact with them since. The Refugee Racer was carrying 500 displaced beings, not to mention the crew and we must find out what happened to both them and the vessel.


I am asking if you would be willing to find these poor beings and bring them to safety or, if the worst has happened, to bring the ship back to us. As cold as it may sound, we can’t afford to waste any ships in this war. ”





What really happened aboard the Refugee Racer


The crew and passengers of the Refugee Racer had the dubious distinction of being ‘chosen’ as a testing ground for three Yuuzhan Vong Hunter Initiates.


The Peace Brigade successfully infiltrated and sabotaged the ship by electrifying various portions of the deck plating and killing the crew in one fell swoop. Once done, the Initiates went around stalking the passengers, killing them one by one until none remained – the fear and suffering of their final moments permeating the Force with the power of the Dark-side.


Once this task was complete, the Peace Brigade further sabotaged the vessel by implanting viruses into the computers, destroying power relays and wiring the airlock with explosives should anyone attempt to leave the vessel once docked without authorisation. The only systems not sabotaged were life support, sublight drives and basic helm control. The preparations finished and the saboteurs relocated, the Initiates have been waiting to test their skills against any rescue parties that should happen across their way...





Looking upon her dead subordinates, the Hunter looks disgusted at their weakness.


“You never attack unless you have the advantage – the only honourable aspect to your failure was your deaths.” Zhara Tolot whispers, “Now the hunt can truly begin.” as she strides off on her next mission...





Developing the atmosphere


This adventure has been designed to worry the players and be a little bit creepy. As such, GM’s may wish to call for random Perception checks, roll dice to suggest someone is making Stealth checks, play appropriate music, etc.


If, by a fluke, the players make one of the Perception checks, have them notice something that looks like a moving shadow, but the flickering lights cause you to lose sight of it almost as soon as you thought you saw it...








