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CHARACTER OPTION




 ——— S S
Seor Wars explores the conflict between lght and dark, but the Star Wors
wniverie features numeroun examples of antieroes—indrriduals wha fal
i i the maddle and lexs Bbout netons of good and

wil, imabrad Forging their owm wirys, by Thir owe nales. Lando Calrissign, Ham
Sola, Boba Fef1, and mamy others take TR robe 31 some time i their careen,
Mtanding in Dhat murty foee between herd and vilden ot cerumtance or
Fate puahes Ihem o one wde o4 The OTRE?

Suth antibernes are wome of The MoVt engagng figures in the Star oy
universe. Thesr inexorable wides ta ovll i well a5 their cfforts tn acherve
redemption resonate with i all Thus, characten of ambiguous morats snd
shady principsh, sre often sdopted in the robeplaying game. To this end, this
chagiter presents new character-creation material to help you design rogue
heroes that e every Bt compelling as any of the reluctant or fallen
heroes found in the galasy

SPECIES

The galaxy teems with alien life. Sapient species mare diverse and more
numenous than can be imagined haunt some of the most inhospitable
worlds mnd wystems, theiving in spite of all that is arrayed against them
Samse sre inclined toward the light, others toward the dark, but far more
are left straddiing the line between the two, staking their own claims to
Fate and fortine

SPECIES CHARACTERISTICS
Mwm‘mmmmumamm-n.

Ability
Find yowr eharactess specees on Tabde 1-1: Species Abulity Aduntments, and
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ABILITY ADJUSTMENTS

=3 517, +2 Cha

Gand +2 Wis, -2 Cha

+3 Cha
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Ubese -1 41-60 61-70 71+
SPECIES HEIGHT WEIGHT

Blgad Carvey, male 65 kg

Blood Carver, female 60 kg

Clawtite, male L1

Clawdite, female 55 ky

Falleen, male
Falleen, female
Bardt, male

Gand, female

L

Ubese. female

BLOOD CARVER

Blood Carvers are & myst L e their homeworld
of Batorine. Those that leave, however, do so because they have been
eailed. They gravitate toward the fringes of society, finding it more
appealing to operate outside the law, Additianally, Blood Carvers feel
1y because the Blood Carvers’ reputation for

Except for exiles,

Blood Carvers rarely act
alone, srd ealles find rew

Personality: On Bato

sine, Blood Carvers are
fiercely o their
tribes and tribal leaders.

T
the galany carry the ves.
tiges of this loyaity, trans-
ferring it 1o new allies made away from their home planet. Blood Carvers
dainful of material wealth and eg
€ to stamp out such
ne for shewing hi

to

e that vesture

are unually
and exceys offensive. Blood Carvens st
Blood Carvers are exiled from Ba
. e

Physieal Description: Vaguely humancid
s, and dark eyes, Blood Carvers

segmented iegs. B

on 19 ity verbal com
d Batorese due to the eo
ers aiso speak Basic

Exsmple Names: ie Dalv, Pa Gara, Mu Few, Va'Tash
Adventurers: Blood Carver sdventurers make excellent spies, assassim,
e 5 and scoundrel classes, though
ity is not unknawn among Blood Carvers,

h few join the Jedi Order




BLOOD CARVER SPECIES
TRATS
Blood Carvers share the following species tra

Ability Modifiers: +2 Dexterity, -2 Wisdom,
are extremely agile but kack social skills

Size: As Medium creatures, Blood Carvers have no special bonuses or
penalties due to sire

Speed: Blood Carver base speed is 6 squares.

Conditional Bomus Feat: Blood Carvers who have Acrobatics as a trained
Skill Focus {Acrobatics) as a borus feat.
Deathstrike: Whenever a Blood Carver maies 8 melee attack against an
t that is denied its Dexterity bonus to Reflex Defense, the Blood
if successful, deals +1 die of damage.
Automatic Languages: Basic and Batocese

-2 Charisma. Blood Carvers

l: LAWDITE
cially bred offshoat of Zolanders, Clawdites were genefically eng’
o withstand the unsafe levels of radi
However, Clawdites developed an unexpe:
hapechange. The Zolanders deemed the Clawdites o dire threat—a devicus
pecies filled with wickedness. The Lawdit:
s sequester them in wretched ghettos, where they
izens under the watchful eyes of thesr captors.
e tyrannical yoke placed upol

e Clawdites chafe unde
who can, fiee, by
some way 1o be free. Count Doaku and the
he Clawdites the
ey craved fram
Zolanders, s0 many

s war effort in
Fiot bis promise
was shart lived
he Separatist Move-

nally rise up against
Zalanders, fighting
war that
the world in
nce. The Clawdites
alty gain control of

t, and in victos

they assert themsedves as the do
New Republic and throw their support behind
tions, using 1 que talents to infiltrate the Yuuzhan Vong and sabotage
equipment, gathes intel jcal targets. The Clawdites
take on this dangerous work because they are driven to support the cause
af liberty, and for them, the ends always justify the meara.

Persomality: Clawdites are staunchly committed to freedom and detest
oppression in all its forms. independent they go their awn way, follow-

el

all, Clawtdites hate bigotry and l|rf||.d|r|- and do mot tolerate bul
wialent Clawdites are sure 1o make examples of those they encoun

Physical Description: In their natural forms, Clawdites are d
reptilian, their thick hides having a green or ochre cast, Their catlike eyes
et in a face that could pass for Human. Clawdites can
their appearance in subtle ways when young, and as they age and practice
£y Can assume the appearance of simi sized species, even
masking their equipment when It is held close to their bodies.

Homeworld: Clawdites originate from Zolan, a planet awash with intense
adintion from its sun

Languages: Clawdites speak Basic a
the world's native tongue of Zolanese)
Example Names: Durbat, Renmeyn, Rolsat Noviee, Tossayn, Zam
esell
Adventurers: Clawdlites who leave Tolan find work as bownty hunt-
ers, assassins, or spies, Their unique nature makes them espec
scoundrels or 5

d Clawdite {a modified version of

CLAWDITE SPECIES TRAITS
Clawdites share the following species traits

Ability Modifiers: -2 Strength, +2 Charisma. Ciawdites are frailer than
other creatures but are extremely adept at masking their appearance.

Size: As Medium crea! Clawdites have no special bonuses or penal-
ties due to size

Speed: O biase speed i B squares,

Shapeshift: Clawdites are shapechangers and can alter their appearance
at wil {s n skill description on page 64 of the Saga Edition core
rulebook). A Clawdite gains a « 10 species bonus on Deception checks made
to disguise appearance. Additianally, a Clawdite can disquise its appearance
a1 3 full-round action at na penalt

Startbe: Once per encounter, as a reac

n o being attacked, the Clawdite

can make 3 Deception check against the target's Will Defense. I successful,
the attacker takes a -5 penalty on the attack roll
Automatic Languages: Basic and Clawdit




FALLEEN

mone Bre better

icat
Ing appeatance than the
Falieen. An esptic reptilian
peopie, they wret fawored 1o

entrancing features. These
iz alome would solidify

sy
wstitile to of
gifts and allure

CLr i

ural pee
regand themue

Awsocistions with

vached with

ther spec
aution,

“ate themae

emain apart

Prrgaality Falle

eing w

Iuirying the welbs
Physical Description

their spines. Falleen can
pride. They wear their bla

Homeworld: The Falleen hail from & world of the same name in the
Mid Rim

Languages: Basic 3o

Example Mames- 5 v, Xora, Zule, and Zurros

Adventurers: Falleen atventurers are privileged youth, the scians of the

FALLEEN BPECIES TRAITS
it the following species traits

Ability Modifiers: -2 Wisdom, +2 Charisma. Falleen possess
etivm and great interpersonal
Size: Ay Medium
ot 1o 3ire

Speed: Falleen base speed is 6 3
h: Falleen are at hos

Falle

ncomman

etal bomases o prasites

B

et moves B slong the
eat the target's Fortitude Defeme, the target
to your pheramones for 24 hours. When the targ
s, the target’

————

nes furs =

nhaled poison. Afry Creatune

#fected (vee the Endurance skill description on page 06

effect

S aND
A strange specics of In

the towic ¥
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exist, The m has festures




nter: OAaND SPECIES TRAITS
ype—  Gand share the following species traits:

2 Wisdam, -2 Charfsma. Gan
ff-putting appearance and

the ususl axsortment
nal organs. The other
rarely found outside Gand—has Ability Mm‘llﬁ:r
5, and takes in the  and cunning, b

ety values wisdom

ange manner make

ients it needs through the them difficult to understand
I8 it consumes Size: As Medium creatures, Band have no special bonises or pen
ince the Gand cannot due to size.
ather atmospheres, Speed: Gand base speed is B squares
jers cannot breathe Darkvision: ore concealment [including total concealment) from

darkness. However, they cannot perceive in tatal darkness.
Hardy: Gan

would cripgle other spe

oped without cutside int
ence, resulting in
3. The most
t of the Gand s

vel.
ce of the Gand on the atmosphere of

use of specialized —
Without

A Gand must eary his name, than Gand,
his place, and his unigueness A breathing apparatus costs 2,00 ol
gh personal accomplishments. Az such, tGand see themselves ing fifters cost 200 credits [50 credits on Gand), A transliter 1
hing mare than aspects of the same whole . A Gand charas }
Limb Regeneration: A Gand regrow "

af this time, il per

are remaved
Autematic Languages: Gand

-
JAawa z
Jawas are shart humanaids native to Tatocine. The Jawas have 3 poct reputs E 1
tion and are regarded as thieves at best, vermin at woest, Their off-putting |
nature is made warse by N
the sour smell that clings to

them and 4

and nomse

Jawas sury

1 i eves that Betra lust techneiogy in ¢
‘gr pplis - . wastes, “Lost” for J!.’u\ 3

#ld use a special breathing ap
ambiguous; are likely

fice
!hmrwnrlﬂ Gand come from
Languages: Gand lack the argars to
fare, rely on tors to commus
Example Names: Muusish, Doryl,
Adventurers: Gand leave th nmewark for a va
en forth fram

ta snatch up anything that's
n. Moisture

anous world of Gand
tanguage other than Gand
ther tongues.

ahn, Zuckuss.

e pais

the night with anky tell
Jawa tracks beading off

1 axy, taking work
e y, taking work as L etand

¢ commanly, 83 bounty hunters.




Hamas are ntelligent and have 3 complex society. Gathering in extended
tribes. Jawa life revolves round trade—not for wealth, but for survival, Jawas
fack for guidance from their shamans, usually a femabe Jawa with the sbility
12 portend the future and cast viclous hexes. Once a year, the Jaws tribes
gather in the Dune Sea 1o exchange sans and daughters, to swap starles and
mews, and to mingle among their own king

Personality. Lawas are peacetul, prefrering flight 1o confrontationy They
dre. however, extremely cunning and capable of great treachery If given
caune. A fleeing lawa teeks out its alfies and comes Back in numbers 1o deal
with threats. Even then, Jawas rarely confrant their enemies directly, pre-
ferring to sabotage or steal vital equipment and let the desert da the nasty
work far them, A Jawa can become fierce=even vicious—when comered or
when 3 shaman i theeatencd

lion  Lawcas wear brown hooded cloaks to protect them-
sehves from the opprestive heat of the twin sum of Tatooine. They dip their
clathing in 2 rancid soup to better seal in these moisture. This gives them their
infamously urpleasant odor. Jawas have senvitive. glowing orange eyes and
are easily blinded by bright ight. Beneath their coverings, Jawas are slight
radent creatures with timy hands and feet

Homeworkd: Jawis are found abmest exchuslvely an Tatoaine

Languages: The Jaws tongue i s complex \anguage that invalves as much
PESture and umells a1 It does soundy. Lacking the orgams 10 form words in
Basic, and confronted with the £3cT that ofher races camnct spesk Lawa, they
deveioped 3 sharthand sprech calied Jows Trade Language. It exsential
simalifies thesr tanque to aid tracing between themselves and nan-).

Example Mames: Akkit, Het, Oklect, Kieptl, Tikkis, Treel,

Adventurers: Famlly is the heart of Jawa soclety and s such, they are
Ioath to leave their extended tribal groups. A lane Jawa likely has been ditven
out af its tribe. or it might be 2 lone survivor of an attack by Sand Peogle
o7 other desert deniens.

Jawa SPECIES TRAITS
lawas share the following species traits:

Ability Medifiers: -2 Strength, +2 Desterity, Jawas are quick and agile,
buit they lack the strength of larger creatures.

Size: As Small creatures, Jawas gain & +1 size bonus 1o their Reflex

Defense and & «6 sire bonus on Stealth checky. However, their fting and
arrying limits are theee-guarters of those of Medium crestures
Speed: Juma buane wpeed i 4 squarey

Darkvision Lawan gncre concraiment (mctuting total concealment| from
darkness. However, they cannot perceive codors in total darkness

Desert Dweller: When making Survival checks to resist the effects of
Extreme heat, Jawas can reroll the check and keep the better result

Scavenger: Whenever & lawa armed with an ion weapon succesfully
damages 3 drodd of wehicle, the Jawa adds b level in ion damage

Skills: Mechanics is aiways & class skill for Jawwn. A Jawa can chooe
to re-roll amy Mechanics check, but must keep the second result, even if it
S worse.

Automatic Langusges: lawa, lewa Trade Language,

RYN

Ubiguitous in spaceports
throwghout the gaiary, Ryn
are a species of nomads and
adventurers, scoundrels, min-
strels, and rogues. No one b
certain where the Ryn come
from; no record of a home-
world ety and Ry culture,
sech a5 it A, requines them
to mever deep in the same
place twice. Some speculate
that the Ayn were & race of
warriars, dispatched to Core
Warlds ages ago to contend
with same theeat, while athery

o
cians gifted to 2 world that
Fad no artists of their cwn. Either could be true, for the Ryn are as fearless
in battle as they are skilled in muse

Far all their talents, Ryn find the galaxy largety imhospitabie. They bave s
reputation for being untrustwartiy and trescherous, dangerous to befriend

is true of many Ryn, most e
among the handest working

and fickle in their loyalties. Although
just free apirits looking 1o srvive. They
peapie known

The Fiym are natural entertainers. Between jobs, they supplement their
incomes through fortune-teiling uting sabace cands [a game they sre believed
to have Invented), singing, dancing, and any ather musical arts.

Persanality: Wanderhust cansumes the Ryn. They cannot abide confine-
ment and canstraint, and they ltch to move an shartly after they arrive in
3 new place. Ryn are fun loving aad flamboyant, but centuries of crucity,
OPPFESLon. and eaplo:tation have taken thew toll This ke rd some Rym 1o
become mare intular and secretive. mhich of course. dees nothing to g
he Suspecion and distrust others have for the Ryn.

Physiesl Deseription: Ryn are humanaid, but slightly shorter than
Hamans. All foyn have thick, muscular tails that end in white tufts. Prehersile,
fheir talls can support their welght and even act o a third arm, A fine coat af
smioke-gray fus covers their bodies, while they grow thick white 1o bige-white
har on theis hesdy. Males west thin mouitackes and brardy




. A chi

A Fyn's me nous org ¢
beak, It s perforated 1o aliow the passage of air, Ryn can pipe sounds
. Shilled

to create munic

Homeworld: The Riyn are believed to have come fi
ave traveied for 5o ke

ey ha

= somewhere i

the Bys no

g  where
Languages: Riyn all speak Basic and Ryn,
ng languages from all aver the galax
Example Names: Camarata, Cisgat, Claran, Oroma, Ferfer, O

snd they are quick vudies,

#, Lemya,

Adventurers:

4 eagloring, T
stay put. Danger does bt

tuations. Even
ed to be Jeii,
e they are
nd travel wherever the Farce 1

y are skilled users of the Force—even |f they are

the strongest abilities be

Ry~ SPECIES TRAITS
Hyn share the following species traity
Abllity Modifiers Charisma, Ryn are

penaities

Mutical Beak: Ryr
€5 Wher s musicad beak

a Ryn can rerodl Decepti

e informatios n checks and take

cE of project sou om his musical besi

gares. As 3 swift action, 3 Ryn can e we am

1 hade [see the Deces

f the Sags Edition
Prehenaile Tail: Ry

elfec

y hold (sut not weild) a Sma
ding @ Medium or larger item with its tail,

19 be carrying # heavy ioad

a wnd guarded
racter makes & Oather Informat

he can forgo the eredit cost, I this check fails, the Ry

an fry again,

t must spen

eredity a4 normal

Automatic Languages: Baic and Fyn.

Sasacc FORTUNE-TELLING
Mmhnlow-ﬂmwuhnmwmhmmmm
mmwummmmmwmmm
faetune-telling technique 1o tap into their inmer Force semitivity, but
n”hM“”hthiMﬂl

5 rita 1o
make Use the img the Search Your
Feelings application of the skill, designating a singie course of action a
the subject of the fortune-telling, The results pravide signs and portents
refated 1o the outcome of the chasen course of action, This siill can be
wted even n areas where the Force s uppressed, since it s nat linked to
the Foror b amy traditionsl wary

TOoOYyDARIAN

d aliens from the pl

Toydarians are small, wii Toydaria. They are known

e ever
Toydariars have an unsavory reput

We they hawe been taken advant

11 Lrevy. 2 ey e 3 pEnChan

s are capabl
prefer to fly 3t o

ugh the speed with which
it wings beat comuumes
s

arge amaurts of er

severad temes more
in & single day, snd
some of the bloodiest wars in
Taydarian history have been
it over food wupplies

Though they Rave integrated

P

small villages and tight-k
communities

Personality




wha can sometimes border on wycophantic. Livewise, umavory Toydarans
Dt ERr hpem iRy 10 mork decerrng their busineit partaery bg TP
ussarspecting folk into being the victims of loydanan confidence scam
al Description: Toydariant ane ranty 5

Toydarian whin color ranges from bhut to grees
spindly femtrs and a pair of fluttering wings

Homeworld Toydarians from Toye, the-way planet in
Hutt Space. Airpeeders are banned on Toydarls giver the large amount of
pedestrian air traffic

Languages: Toydarians speak their awn langusge, known & Toydarian,
us well a3 Huttese. Toydarians also speak Basle, thaugh H
second language

Example Names: Reti, Watto, Zlato

Adventurers: Toydarian heroes are libely among thase Taydar
have ventured forth from their home planet in 3
fury. Toydarian heroes tend to gravitate towar

be put thiragh ssme mary be o

e agaimat Ubese t

and hait their sgareinon

The attacks inadwe

deton

weapans, resulting in 8

Toptarisn share the
Ability Modifiers: -2 Srrrr;.
Humam, byt they are shrewd
the desl
Size: As Small creatures, Toy
Defense and u +5 sire bonus on Stealth checks. Mowever, their [ifting and
carying limits are three-quarters of thuse of Me
Speed: 4 squares, fiy 6 squares. Toydaria They reserve thes
without meeding to move. Toydarians have & max fiying aktitude of for their loss.
2 squares Physical Descrigtion: |
Conditional Bonus Feat: Toydar, in Des
54l Focws (Deception] a1 2 banm fe
Force Reshitance: Toydarians gain 3 »5 1pecie
agaim1 amvy e the Force check with the misd-affect

Agtomatic Languages ot

Defense

e, T

Long #go, the Utz were 3 peacefus
mets. This changes when they e
% of advanced techn

uage of hand ugnah, aliowing
and ideat in silence

Homewarld: The Ubese hall fram Ut IV, the on
section of the Mid Rim Territodies

Languages: Ubese speak Basic snd Ubese. Th
of kand signals and gestures cabied Useninal

Example Namex: Boushh, Darais, Kabrak, Nor

5 who
. Dbsessed by
heir resources 1o the development of these
mnmlnq 1, As they succeed, mn become worrked about aggression from
rival yystems, 30 they develop weapon technology, dipping into dangerous
devices banned throughout the galaxy. Fearing these weapans in the han
of a decidedly unstable population, the Did Re

g planet in & remate

al larguage

© makey a preem,



-

L

shatacles they must overcome to survive and their refiance on technnlogy
1o survive off-world, These that manage fo make it work are mercenaries

ity and saidiers wha hire hy o anyone
wha meets their price. Even though they are #o strasgers to the Force, no
Lmeie a7 known 19 have become Jed

UBmeESE SPECIES TRAITS
Ubese share the fallowing species traita:
ifiers: -2 Comtitution, +3 Dexterity. 3

e they are quick and agile.

ﬁn.nwmmm-wmom
vt 10 slze.

Speed: Ubese bane wpeed i § squares.

Aggressive: If an Ubese character hity with & charge attack, the +2
bonus on attack rolls against the target persists for the duration of the
encounter. L)

toug® of
e pevity of even hontile werids. Am Ubese can reroll Survival chechs,
the result of the reroll must be accepted, even if it is wone.

Conditional Boaus Feat: Libese 80 not trust ather cultures, so they are.
miste suspicious of abens, An Ubese with Peroeption as a trained skill gains
Skl Focus (Perception] as & banus feat.

Special Equipment: Ubese camnot tolerate the atmasgheres of ather
werlds and must rely o breath masks to weevive Without  breath mask,
0 Ubese begins to suffocate (ser “Endurance” on page 65 of the Saga Ed-
thon core rulebooi].

Wien not on their hamewarid, Ubese wear ervironmental sults to stave
of the hazards found on ather planets as well a3 to hide their appearance.
An environmental sult functions a5 & combat jempiuit that also grants a
+7 equipment baus to Fortitude Defense. The suit also includer a woice
madyiutes 1o emulute the voice of 3 male o female or 1o mank the Ubese's
ender

voice modulstar Couts
2,000 credies, snd 8 yesr's supply of breathing filters cost 200 credits (50
crediss on Ubese). Ubese characters begin with these items at no eal.

Automatic Languages: Basic, Ubeninal, and Ubese. Ubeninal Is o sign
language and serves 8% the primary medium for communication among
U

HEROIC CLASSES
Outside the legitimate authority of the gabary, Iife s dangerous, Liws are
matle anud enfarced by the powerful with little bnterest in justice or falmess.
On the fringes, crime londy

ot barre ard temrae T et o 0 theie every whim. With no

mpire or R sl goort 10 the i . o bk

it lomgest. Amid e gue b thirive, far
N g R « p

%) 9
slavers, pirates, and other villaing. This section explores how heroes who skirt
the line hetween light and dark develop taleats and abilities that set them
part from their mene mainiinesm countrrparts.

JEC!

in thie line of duty, Jedi often comsart with the dregs of the galaxy, Whether
warking as megotiators to defuse violence on @ far-flung warld of fleeing to
{he farthest reaches of space to avald their enemies, Jedi that coexist with
seum and villains develop a slightly different range of abilities.

New Jedi Sentinel Talent
The follawing new talent beiongs to the Jedi Sentinel talent tree, which &
avallable to members of the Jedi class. o

talents from the Jedi Sentinel talent tree can choase this talent as well.
Pensiitent Haze: Whenever amyone concealed by your use of the Force
Hare attacks, i et to make

argther Uie F
the aftacker na longer hus otal concealment, £ven when using thi talent.
Prerequisites: Clear Mind, Force Hage,

NOoBLE
Contrary to their name and identity, nobles frequently rub elbows with some
of the more dangerout villaim in the galary. Many nobies supplement their

wealth by

market contaets to masntain their supply of iegsl substances of cther dis-
tractions. Other nables might have lost everything, driven from their worlds
and stations in disgrace, Forced to make their way in o hostile galaxy, nobles
find their talents and akillities well suited 1o the byways of the enderworld.

ety and teaching you that mkn;mmm'an.lu lime.
Ambush: During & surprise round, before combat beging, if you are not

surpe give up your
within your line of sight 1o take an extra move action during the surprise




Castigate: You deliver 3 scathing rebuke 2gainst a target to erode its will
and fill it with doubt. Make a Persuasion check a5 3 standard action against
the target’s Will Defense. If successful, you impose a -2 ml!\' to all the

* Guordion: Choose one ally as @ swift sction. As long a5 you remain
within B squares of the ally, you gain a +2 bonus to your Reflex Defense
wntil ﬂ!ﬂ:mm‘mnen turn,

.

target's Defenses until the end of your next tum,
@gainst targets that can chearly hear you and understand your Ilﬂﬂlllq!
Dirty Tactics: Once per encounter, a5 a standard action, you can grant a
tactical advantage 1o all allies within your line of sight. When any ally flanks
an oppanent, that alky gains a +4 flanking bonus on melee attack rolls instead
of the normal +2 bonus, Allies lase this benefit immediately if line of sight is
braken or if you are unconscious or dead. or at the end of the encounter.
Misplaced Loyalty: As a swift action once per turn, you make a

a single melee or ranged sttack against amy target within
your range as a standard action, I your attack roll succeeds and If that
target attacks you before the end of your next tumn, one ally within &
‘sguares can make sn attack against that target as a reaction.

* ToMel: Spend a swift action. Whenever you take any damage before
the beginning of your next turn, each ally within fine of sight can move
2 squares as a reaction. This movement does not provoke attacks of
apportunity,

Persuasion inst the Defense of nents of
sight. If successful, a target cannot attack you if one nl’yuuullln L3 by within B
aquares of you. You may not sse this talent in the same round as the soldier's
Diraw Fire talent. This effect Lasts until the beginning of your next turn.

Prerequisite: Dirty Tactics.

Two-Faced: You have mastered the art of saying‘one thing and daing
anather, allowing you 1o deceive your enemies to keep you mackinations
hidden. You can use each af the following actions once per encounter a5 3
standard action:

® Fotse Security: Make a single melee or ranged attack against a target
within your range. At any time before the beginning of your pext turs,
you cam make a single attack against that target as a reaction if that
target attacks you.

= Nanthreatening: Making a single melee or ranged attack against a
target within your range. Until the beginning of your mext turn, that
opponent cannot make any attacks against you except for attacks of
oppartunity, This is a mind-affecting effect.

® Tricky Target: Make @ single melee or ranged attack against a target
within your range that has not attacked you since the end of your st
tum. You gain 2 +2 bonus on your attack roll and damage roll for this
attack

Prerequisites: Dirty Tactics, Misplaced Loyalty.

Unreadable: You gain 8 +5 boaus 1o your Will Deferse against skill
‘checis made to read your emations and influence your attitude. In addition,
whenever you suceessiully feint a target in combat, that target is flat-footed
against all your attscks until the end of your next tum,

New Inspiration Talents
The following new talent belongs to the Inspiration talent tree, which i
avallable to members of the noble class. Ary character who can normally
choase talents from the Inspiration talent tree can choose the fallowing
talent as well.

Beloved: Your allies hold you in such esteem that when you are threatened
of Injured, you can impel them to action. You can use each of the following
@ctions once per encounter:

Ally, Inspire Confidence.

SCOUNDREL

Scoundrels thrive outside the bounds of law, They know how to maneuver,
broker, and manipulate fo make their way along the uncertain routes of the
underworld, Scoundrels fill a variety of roles from spy to smuggler, pirate.
ta baunty hunter, and just about everything in between, When dealing with
willainous seum, hawing a scoundrel an your side can make 3l the difference
between success and faslure.

New Fortune Talents

The foilcrwing new talents beinng to the Fartune talent tree, which is available

1o members of the scoundrel class. Any character wha can normally choose

tatents fram the Fortune talent tree can choase from these talents as well,

Avert Disaster: Once per encounter, you can turn a critical hit agalmst
you into a noemal hit,

Prerequisite: Fool's Luck.

Better Lucky than Dead: Once per encounter, as a reaction, you gain a
+5 luck boaus to sny one defense until the start of your next turn.

Prerequisite: Fool's Luck.

Dumb Luck: You are possessed of incredible luck and an uncanny ability
to succeed whene others would fail, You can wse each of the fallowing actions
oRoe per encounter s a standard sction:

* Efude Enemy: Make 8 single melee or ranged attack sgainst any target
within your range. If you damage the taeget, you gain 8 +2 bonus to
wour Reflex Defense against this target until the beginning of your next
turn.

Escope: Make 2 single melee or ranged attack against any target within

your range. IF that target successfully damages you before the start of

¥Our next tum, you can immediately mave 2 squares as a reaction. This
moyement does not provoke attacks of opportunity.

* Make your Own Luck: Make a single melee or ranged attack agaimst a
target within range. M you miss this targes, you gain a +2 bonus on your
rext attack roll.

Prerequisites: Knack, Lucky Shet.
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SKILLS

Shills mre an important mdmmmmnmwm
wmthhhmwthMIW than slow-
.mmﬂhﬁmw.uﬁqhmﬁua
scoundrel the edge he noeds 10 talk by wiry out of 3 compicated utuation.
Winat foliwes are specific L d the
mﬂiﬁadﬂwmmmmu scaundrels and other rogues
I the galaxy. Mithough designed with the scoundre! im mind, any charecter
fralned in these skills can take advantage of these expanded Uses.

ACROBATICS
Trakming im ACTobatics grasts g
the warys N wineh the Berg teracts with ha efwironment.

Catch tem (Trained Only): Whenever you suocessfully disarm your
opponent, you can make & DC 20 Acrobatics check a3 a free actian. If the
Acrobatics check succeeds, you smatch the object from the ir. You must
e &t least one hand free to grab the item.

-duitay 3.8

ca g the DC by 10, reds
 the time reguired to Ercape Bonds fser page 61 of the Sags Edinon core
etusoh ), Escaping 8 g 8 " o moving
luunwlmmmmﬂuuwmuuwumm
are reguired 1o escape from rapes, binder cuffs. or manaces.
Mimble Charge (Trained Only): If you succeed on a DC 26 Acrobatics
m.mmmmmmmﬂm&mimm
s chock. attack J your You b
thin wie with the Crons Difficatt Terrain une (see page 3 of the Sags Edition
oo rulebosk]); however, the DC increases 1o 35,

Il DECEPTION
Deception & anather vital wkill for scoundrels, for it is the currency of their
trade. Wiether i true mth 5 or even
e maume 3 fate igentity, Deception offers @ broad spectrem of mays t2
foul snd misiead athers,

Alternate Story (Traimed Only): Whenever you Fail a Deception check
16 convey deceptive information or a deceptive appearance, you can imme-
diately strempt 8 second Deception check 1o avert suspicion, This secand
heck is 3t a -10 penaity.

Cheat [Trained Only): When you gambie (sce page 47 of the Saga Ed-
tiom rore rabrbonk], you can uie Deception to mmpeove your chanon fo win.
Hawever, you rish getting caught When gamblng againit ofhef characters,
¥ou £an substitute your Deception check for your Wisdom chech, but your
appanents are entitied to & Perception check 1o catch you in the act. If the
Peseepti it equals or your Decepti

Your cheating.

wwmmnhm.nmwmlmn
beat the location's security [DC 15 for comman locations, DC 25 for good
locathans, and DC 35 o¢ higher for the best), you are caught and the hasie
m?ﬂ!am

up v gets ot once I8 3
ful-round action. You can wqwdw*nm
winible and who ate within & squares of you. Each target beyord the Tt
mpases a =5 penalty on your Deception check. You rall just once ta set the
OC far your opponents’ Intiative checks, Any opponent whose roll you beat
i treated as flat-footed against the first attack you make agaimt him in
the ment round.

mummnﬁn\lmmhﬁnnm
mmmmmmmmmmm.m
[ depends on the complexity of the communication. A simple mesiage
i which you canvey general concepts & a DT 10, Complex meisage 1hat
imvolve multile steps ar complicated infarmation start at DC 18 and can
rive a3 high a5 DC 25

Amy characicr whe €30 Both soe and besr the Uamsmitied mevige &

. St

Deeeption check DC. can mdify the DC
fuctor such as boud nolue, dim lighting, and datance.
OATHER INFORMATION

Knawiedge i power, 21 the Liying goes, and icoundrels hold this maxim 21
true. A well-ink diel 2 h and

can be o A bnowicdgeabie scounerel
knows wheve to look and wha 10 sk when chasing down an ehusive bit of
and Iearned a juicy secret, & scoundrel knows wha will

pary 1o make sure it stays & secrel
Find & Good Score (Trained Only): Scoundrels of 3 types frequently
Parer 1 hunt Righ 3o low for good, profitable worl. Finding a scorr, i many
mmuuﬂwnmmunlumﬂrﬂwdn
Chnaractens .
eheck 19 try and find profitatie work. The base DC for this skill check |s equal
1010+ the ch Loy rclbeatins th profitable
work, ind the Gamemaster shauld use the job generator [see page T8 to
that the

Rerors G an additionsl 10% of the normal Crett payout for the job.
Heweves, faling this check does mot mesn Thit the heroes fad to find
wark, ondy that they fail to find profitabie work Failing the check by less
tham & means that the heroes find a job at the normal pay rate. Falling the
eheck by B-10 points means that the heroes find @ job but oaly gain 0% of
mmm!ﬂhﬂn:mhmvmmmmm

fall 1o find 3 job. Finding & job takes one hour.
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Mentify: You can -mmm mdamﬁm
de anifacts,

PERCEPTION

experts. Enamples incls

[Even though rmguw

with lhﬁlqht hlnd ofnptﬁhcunb! Aricky, henee knowing whom to ask

£an be 8 boon when saddied with an obpect of am unknown origin,
‘Commuonly krown facts such as identifiying the item's fumction require 3

[3 vou beat the D by,
vou learm one addétional fact or wsehul bit of information about the dem.
Moty s S0l <

Items are unidentifiable by making a skl check.

Quick Intel (Trained Only): You can halve the time required for & Gather
Information check by increasing the DC by 10, You must declare your use of
Quick Intel befare rolling.

MECHANICS

Scoundieh st oftes talented techn and engineers because they

the value of wiing good gEar in theis Lrcenous purssits. In addition to the
mmhmew mw A shified

") of value, drel recognipes the need
for speed, especially when the guards, are already an the way,

Quick Search (Trained Only): You can perform & quick survey of an
ares to matice the most important elements with # glance, You can make
a Perception check to search 3 S-3quare ares o S-cuble-meter volume of
ooy i & hufi-round action by taking a -10 peralty on the check

PiLoT
Whether pirate o smuggler, scoundrel pil the tri i
entanglements and slip through blocksdes unnoticed,

Fly Cavual (Trained Only): Whenever you are pilating & ship or other
ehicle, you can substitute 3 Pot eheck for a Deception check to give off
& deceptive appearance (e page 64 of the Saga Edition core rulebook).

STEALTH
Stealth is o wital shill for scoundrels because it aliows them to conceal their
o hidde from their enemies, 1o plant objects 0n 30 opponent,

i Install pow
wlafmmnmﬂw wield.
Booy Trap (Tr ¥: requ t) yeu
-um-ium L booky
. the item For every 164 damage
mwﬂmnwﬂmmmnmﬂcush
Bocky tragping & blaster to deal 364 1o its next user requires # OC

30 Mechanics check (base DC 15 to jam the blaster, +15 for 3d4 damage).
Once the trap i installed, it attacks the nest character to use the fem,

using your base stteck bonus agairst the target's Reflen Defense. If the

attack hits, it deals the indicated damage.

weapon to deliver 3 deadiier attack. bul af the risk of a mishap of Fapiotion.
Wou st spend | hour and surceed on & Mechanics cheek. The DC & 20
plus § for every weapan size category sbove Tiny. If the check succends, the
weapon deals an additional +3 points of damage. Any natural sttack roll
of & of lower, hawever, causes the weapan 1o become dissbled. A natural
attack roll of 1 causes the weapon 1o eaplode In the wielder's hands, deal-
ing the modified wespan's damage to the wheider and half damage i all
adiacent cresteney

0 remgwr objects from am opponeat’s passession, and even 1 attack from

Drop: You can use Stealth 1o deposit 3 small concealed item without
attracting motice, such as skpping & drug into 3 drink of planting a bug on
person's clathes. Any observer that beats your Stealth check with a Percep-
tion check natices the drop.

Use COMPUTER
Many wcounders are adept 31 Mscvig into Computens 10 manipulate ther a3
weedl 5 1o leamn the secrets they hide.

Backtrail [Trained Only): A successtul DC 25 Use Computer check reveals.
‘the identity of the last person 1o use the camputer and the informaticn they
sought. The computer's attitude modifies the DC a3 narmal,

Cover Tracks (Trained Only): When you access & eomputer, you can
conceal your presence and how you used the computer by increasing all
Use Computer check DCs by 5. Asy character who attempts 10 Snabyze the
computer 10 Getermine your dentity and what you did takey § -5 penalty
an their Uve Computer check.




FEATS

The feats presented here supplement those found in the Saga Edition care
debook o of piay, Notably, these feats
mwumhﬂwmmﬂM|n
eect these feats.

BURST OF SPEED
Youl are capable of incredible bursts of speed.

Prevequisite: Trained in the Endurance skill

Benefit: As a move action, v Can Mmave Up 1o twice your speed. AL the
e of your movement, you move -1 $iep dlong the condition track.

CLOSE COMBAT ESCAPE

\When you siip free from your opponent, you Can deliver & parting aTTack.
Prevequisite: Trained n the Acrabatics skill,
{henefit: When you successfully use Acrobatics to escape a grapple, you

cam spend 3 ywift action 1o make 3 single attack with a melee weapon or an

wnarmed aftack agaensl the apponent that had grappicd you. If the attach

it it dea’s mormal Samage. bad your opponent is comdernd flat-footed

wntll the start of its neat turm

CoOLLATERAL DaMaDE
Yot hadl of fire can catch secondary targets in your firing are,
Presequisite: Rapid Shat, bane attack bonus +&.
A avingle,

g the
Raped Shat feat, you can » ata-2
sgminsl 8 second tangel within 2 squares of the first. If this attack hits, you
deal hatf of the original attack's damage to that target.

CoORNERED
Vo a¢ wiCiows when comered.

¥ou are
The withdraw action, you bin 3 +2 banut on attack rolls agamil apponents
that threaten you,

DEaADLY BNIPER
¥ou are adept 3t staying cut of sight when attacking from hidden
panitions.

Prerequisites: Saipes, trained in the Stealth shill, base attack
it o8,

Benefit: When you make 3 ranged atiack sgainit a target that i unsware
0¥ you, you gain & +1 banus on your attock roll and deal +1 die af damage
o the first attack each turn.

DecePTIVE DROP
When you get the drop on yeur opponents, you darzle them with your speed

Defense:
and smaller, +0.

DESPERATE DAaMBIT
You €39 draw UDON YOU INPET FELETVES 1O L 3 VAot O Strike Count when
it matters most.

Bemefit: Once per turn when you miss on &n #Tteck rof, you reroll the
attack, but you take 3 -2 penalty ta Refiex Defense untll the end of your next
st IF yous first attack missed because you rolled a natural 1, yau can still
wise this feat, but you take & -6 penalty to Reflen Defense instead. You must
aceept the resalt of the second roll, even If (s worse than the fint.

Duck aND COvVER
When exposed to an area sttack, you can dive for cover.
Prerequisite: Trained in the Stealth skill.
Benefit: Whenever you are the target of an aren attack that misses,
mmlwmwm?umulnmmmlm
ot provoke sttacks of appertunity.

FLEET-FOOTED
You gain & burst of speed when you attack while runing.

Prerequisite: Running Attack.

Benefit: If you move bath before and after you make an attack uiing
the Running Attack feat, your speed i increased by 2 squares until the end
of your tun.

FRIENDS IN LOW PLACES
Given enugh time, you can dig up the right tool for the job,
Trained In the Gather ian skill,
Benefit: Whenever you would acquire a ioense far & restricted or mili-
mmammmamwmham
i Reducr the of wuch items

by 1.




Bﬂwrlwkﬂmm
 Gaie extra attack upon hitfing the fist target.
When unable to withdraw, +2 on attacks )
= . it

Trained in Initistive Pm-fovmwwmamrd prone on surprise m«\d.
Trained In Stealth You dive for uwuwh:n yau avaid area lltlds.

ngAttack . +2 speed when making  runming attack.
Trained in Gather Infarmation Reduce black-market cost multiplier for I-rmd and mlrlm objects by 1.
Shapeshift = D«vwnn check 10 push opponent away.
‘Shapeshift, Sill Focwn [Deception)  Shapeshift 1o impersonste § specific peron.
Con 13 Mave when you calch 3 second wind.
- T - Witharam faster when Samaged
Lightning Dvaw, trained in Steaith  Attack of eppartunity with concealed weapon to greater effect

o Draw and fire a5 2 standaed action.
Con 13, shapeshift, trained Change your site
in Deception
Combat Heflexes. Satrifice attack ¥ 10 move at half speed.
Trained in Endurance Gain bonus swift action when you catch your secand wind.
Spectal Install two traits,
Dudge twa targets, withdraw at full speed.

Trained in Endurance
It 17, Tech Specalst, 908 leve
Raped Strike:

Mgve 1 step down condition trac 13 reduce damage.
mstall superior equgment wpgrades. =

Make attack of opportunity and move 1 square.

HASTY MODIFICATION
You can twesk and adagt equipment on the fiy.

HIDEOUS VISAODOE
You can twist your features into & startfing masi

Prerequisite: Tech Speciaiist [see page 21 of Storsh

Benefit: You can exchange a trait that you have applied to & pe« at
equipment or drokd for anather one by spending 1 minute to make  DC 20
Meehanies ehech. I you suceeed, the equipment loses the old tralt and gains
& new trait wntl the end of the encounter, at which paint the device loses all
tralts It had previously scquired thraugh uie of the Tech Specialiat feat.

Shapeshift specers tradt.

Benefit: Once per encounter, &5 & swift action, you can make a Deception
check against one opponent that can see you, If the check equals of eaceedy
the sppanent's Wl Defere, you move the target 1 square sway from you
and it takes @ =1 penalty an ol attacks until the start of yowr next turn. Thiy
& a mind-affecting fear effect



IMPERSOMNATE

¥ou € your g
Prerequisites: 5
Benefit: You

IMPETUOUS MOVE

Prenequi
Benefit

te

IMPULSIVE FLIOHT

£ above # when

LioHTNING DRAW Deferse

Prerequisite: Qui

w 2 holstered weapon and attack




RESURCENCE SurPERIOR TECH
Catehing your second wind allows you to seize the sdvantage in combat. You expand your of technalogy and can apply a varety of ather
Trained in the E traits to equipment you modify.
Benefit: L o W 5 17, Tech Specialist (see page 71 of Searships
Stann to e uied Enmediately. of the Golany]. 91k level

SioNATURE DEVICE
You specialize in designing and modifying specific types of technology,
Prerequisite: Tech Specialist {see page 21 of Storships of the Galoxy].
Benefit: You designate a single weapon, sult of armor, vehicle, or other
|tem as your signature item. When making Mechanscs checks 1o modify that
perce of equipment, you can take 10 on the check, In sdditian, you can aliow
the deviee 1o gain two traits from the Tech Specialist feat. To install the
wecand tralt, you must succeed on @ DC 30 Mechanics check. Once installed,
the device can wse only one trait at a time, and switching from one trait 1o
the other requires & vwift action to adjest the tem's settings. You can have
‘only sne Ugnature device at 3 time, but you can devgaate anather device
o yout sigrature item (the former ugnature item lowes 3l benefit gained
Proes the feat).

BLIPPERY MANEUVER
Vou s adept &t fending marys out of tough Wiestion.
Prerequisite:

Benefit: You can apply the effects of the Dodge feat againat sttacks
made Trom two opponents, In addition, when you use the withdraw action
to mowe away from a target against whom you use the Dodge feat, you can
mave b your fidl speed. You still provake an attack of oppartunity if you
maust mave mare than | square to escape a threatened area.

Normal: The benefit of Dodge applies to ane target. Once you clear
a threatened srea, you can continue to move up to » twtel of haif your

STAODERING ATTACK

Yo €am deliver manty Jttacks that Kave your epponents giping
Prevequinite: Seeah Attack tabent o Raged Shot or Ruged Strie
Benefit: Any time you would desl additional damage fram 3 frat that

grants one of more eatrs dice of demage. you can forga the eatra damage

6 move the taget 7 squares per extra die sacrificed. This movement does

ot provoke attacks of oppartunity,

BTAaY UP
You can soldier on in spite of damage dealt to you,

Prevequisite: Trained in the Endurance shill,

Benefit: Once per encounter, when you would normally take damage
From an attack, you can imstead choose to take half damage and move -1
#iep along the condition track.

Benefit: Sﬁunlﬂﬂhh—q armor, weapans. drowdt, vehicies o
devices. Yoo ¥ .H-rmmmu
equipment, These traits Ty the Sp
You may still use the Tech Speculist optians if you 30 choose.

fou must pay ane-fifth the cost of the device, armar, weapan, draid,
ar wnlm Vou wish 1o -mlr\. nu 2,000 credits, whichever b mare, before
phaC notral cost of modification
mm he Im| Specialist l'm &mplztln' the modification requires | day
per 1,000 credits of the modification’s cost. At the end of this time, make 8
DC 30 Mechanics check; \m:lmmmummmmhm W the
check suscreds, the i sfully, and the object
gains the devired trast. I the chech faily, you lose all credits spent making
the modification, and the sbject doct not gain the desiend trait. Howrwer,
o €2 start over from scratch f you wak

Oy charpcters with the Tech Sperialat frat can avsst you, reduning
Broportonately the time nerded to complete the madification. At the end of
medifcataon proceis. they can mabe 3 Mecharcs check to aid your chert

The market value of & modified item i equal to the bane cost of the item
plis double the cost of the modifications made to it (nat incliding credits
wasted on falled modification attempts),

Specialz You may select this feat multiple times. Each time you da so,
wou must chaose a different set af traits [armar, devices, drolds, vehickes,
ar weapam),

Increases the armor's armor bonus
1o Reflex Defense by 1.

Superior Protective Armar



DEVICE TRAIT BENEFIT
. T R
Superior Durability Increase the device's damage reduction
oy 2 and increase its hit points by 150%,
Reinforced Device: The device's break DC increases by 5.

Skill checks made using the device gain
@ +2 equipment banus, ar its existing
equipment bonus increases by 2.

Superior Mastercraft

TACTICAL ADVANTAGE
You ean shift your position to take advantage of openings your appanent
offers you.

Prerequisite: Combat Aeflexes.

Benefit: When you successfully damage an opponent wsing an attack
of oppartunity, you can immediately mave 1 sguare in any direction, This
movement does not provike attacks of opportunity.

WICKED STRIKE
Your melee attacks can catch bystanders.

Prerequisite: Aapid Strike.

Benefit: When you damage a target with a single, non-area attack wing
the Rapid Strike feat, you can immediately make a secand attack at a -2
penalty against @ second target within your reach, If this attack hits, you

DROID TRAIT BENEFIT deal half of the original attack’s damage to that tanget.
lon Dispersal Coating Droid gains DR § against ion damage.
Superior Ability Increase droid's Dexterity, Intelligence, PRESTIGE CLASS
ar Strength score by 4. TALENTS
The fol i the talent ilatile ta the
VEHICLE TRAIT BENEFIT i Ve 5
Sugerior Abili I U Dexte found in the Saga Edition ¢ lebook.
: At ound in g3 ore rulel
Strength by 2. ACE PILOT TALENTS
Superior Senson Increase the vehicle's Perzeption modifier Smugglers, pirates, and other scoundrels spend a lot of time aboard starships,
w2 and among thase who serve a5 pilats their incredible siills become the stuff
of legend, Ace plots are highly valued in the fringe, since they have the
SR "“:*“‘W“mm abilty 1o avoid entanglements with the local authorities.
L
Superior Speed Increase the vehicle's speed by one-third of Blockade Runner Talent Tree ’
1 bese speed (inimum 1 square), Dine af the mast vadued skills a pilot on the fringe can have is the ability to
G il blast parst the authorities and not get caught. This talent tree covers abilitees.
WEAPON TRAIT BENEFIT commaon to smugglers and blockade runners throughout the gataxy.
Close Cower: |f you occupy the same space a5 8 vehiche that s larger
Superior Aceuracy NWFW"’WM than the vehicle you are piloting, yous vehicle gains 1 +5 cover bonus from
on attack rolls. the larger vehicle.
Superior Capacity The weapoa's power pack provides double Prerequisite: Watch This
the number of shots. Outrun: Whenever you use the all-cut mevemenit sction as the pilot of 8
wehicle, your vehicle gains a +2 dodge bonus to Reflex Defense.
Sugerior Damage lk-mM"WMD Punch Through: If you are the piat of & vehicle, smaller venicles that
m‘ kit If the weapon attempt to engage you in 3 dogfight 1ake 3 -10 penaity on their Filot check
‘multiplier apply the extra mm instead of the normal -5.
applying the multipller, Small Target: When you are the piat of a Colossal ar smaller vehicle,
Superior Range The weapon's ranges all increase by 50%. Wul slnp weapons that ulne a -m pmll:y on attack rolls against your

hit e yaur
wehicle an a natural 20, The amtk is only a critical hitof the total atrack rall
120+ the weapor's attack bonus) would nnrma“r it your vehicle. Otherwise,
the attack deals narmal damage.




Wartch This: To

of Forere canting of the ritual A
mnﬂuhlﬁ“— mmmmnhwdm

the Lame 1pact &t
# wekicie of Coloiaal Frigate) size or larger.

l:lun'rv HUNTER TALENTS
¥ their work takes:

W:MMM
Finduman'y Foreiight: The viuom you receive sametimes provide chari

e of the mast i ﬂnll-v .
n thei ick The
Tollowirg uwammmudluuemdlm Mmrmn prestige class.

New Bounty Hunter Talents
The following mew talents belong te the Bounty Munter talent tree, which
i available to members of the bounty hunter prestige class. Any character
wha can nosmally choose talents from the Bownty Hunter talemt tree can
ehosie from these talents as well.

Dread: A 3 standard action, you can imitsl boae-chilling fear in an
sppunent whom you seiected for Huster's Target Make o Periuasion check

mmumma-smumm Th-llx
mind-affecting effect. The penaity remaien o bong i vou harve line of vight
1m your opponent and immediately ends if the line of sght i beoken.

selected for Hunter's Target atrempts to withdraw, you can make an sttack
af opportunity against the apponent,

Prevequisices; Phlwn’\ Mark, Humter's Target, Nowhere to Hide.

Tag: Whenever y whom yau sedected far Hunter's
il adlies gain a -zbunnou\helrml |llu:l roll sgaimit that appo-
ment until the start of your next tum,

Prevequetes: Hunter's Mark, Hunter's Tamget.

Gand Findsman Talent Tree

The Gand Findumen are an aocaent ander of Forte-seniitive bounty busters
that interpret the Ugns and portents they recewe 23 3 rEwlt of The compien
ceremonats they perioem Tyocily, oy Gand can LIAE these LIAERTS, ERougn

of another wrcies to teke these talents 31 the character's story permits.
Finduman Ceremonies: Onoe per day, you can spend 10 minutes perform-
ing ritusls that enhance your connection with the Force, receiving visions.
and pertents s @ resalt. At that time, you can spend any number of Force
Paints in the performance of the ritusl, up to the tolal number you have
remalning. For the remainder of the day, whenever you make o Perception o
Steadth check, make a Use the Farce check to use the farseeing Force power,
o¢ make an attack roll, you can choose to reroll but must keep the second
reult, even IF it is worse. You may do this 8 sumber of times per day equal

you
sutprive, you may roll two dice and keep the better result
Pr eremonies.

Omens: You see omens in both success and failure. Whenever an ally
within 10 squates and line of sight to you rolis & natusal 1 of & natural 20
on an sttack roll, you galn & +2 insight banus to either your next sttack
roll made before the end of your next tum, or a +2 insight bosus to
Defense until the end of your next tum fyour choice].

ﬁmwmr!mhm

Target Visions: You have finedy
o do even before they do it Dnce per MMJMMM
maves within & sguares of you, you may make 3 meiee or ranged attack
againt that target i @ reaction 1o their movement.

hmun!r -um-uam-m

crucial to 2 Fndu Omce per encownter,
1.3 reaction 10 3y enemy's STLICK, you C3n Mmove 1 10 yout Kpeed

CRIME LORD TALENTS

Civilized reghans recognlee the law i the authatity, but backwater watlds and
thase far rom the major byways of the galaxy learn that true power i4 held
ey the crime bards. Su
resources, and are implacable enemies when crossed. The following 1atents
are intended for use with the crime lord prestige class.

New Infamy Talents
The foliowing new talemts belong to the Infamy talent tree, which i avad-
abie to members of the crime lond prestige class. Any character who cin
mermally choole talents from the Infamy tilent tree £an chodae fram theie
takerts m well

Fear Me: Such i the fear you imstill in yoor minions that whes in your
presence, they would rather die than dasappoint you. Once per encounter,
23 3 reaction 1o one of yiur minions being moved down the condition track,
o can teduce the mumber of vieps the minion moves down the candition
‘track by 1. Additionally, the target regains bit points equal 16 your herok
level, if the target b recuced to O hit points or moved to the bottam af the
condition track, you cannot use this talent on that target.

Prerequisites: Miract Minlor, Irspire Fear |, Bnygire Fear 1.

Frighten: Once per encounter, you can designate a minion us & free
action to spread fear amang your enemics. At amy paint before the end of
the encaunter, you can sctivate this ability to force all enemied adjacent to




yous minion to move 1 square away from the minion. This mevement does
nat prowoke attacks of oppartunity. This is a mind-affecting effect.

Prerequisites: Attract Minion, Inspire Fear |.

Terrify: As & standard action, you can make a Persuasion check against
5 target that is within your fine of sight and that is atso affected by your
|spire: Fear tabent. If you equal of exceed the target’s Will Defense, then
o its next turm the target must spead at least one move action to move
vy from you. If the target is somehow prevented from doing so, then the
penalty from Inspire Fear doubles until the start of your next turn. This 5 8
mind-affecting fear effect.

Prerequisites: Frighten, Inspire Fear |, bnsgire Fear 11,

Umsavary Reputation: Any opponent that is reduced to half hit points
e fewer while within 6 squares of you takes a -2 penalty on all attack rolls
and shill checks for the duration of the encounter. This is a mind-affecting
fear effect.

Prerequisites: Inspire Fear |, Inspire Fear |1, Inspire Fear 1, Notorious.

New Mastermind Talents

The following rew talents belong to the Mastermind talent tree, which
Is available 1o members of the erime lord class. Any character who can
mormally choose talents from the Masterming talent tree can choose from
these tabents as well.

Badyguard I: Whenever you are adjacent to a minion gained with the
Ateract Minlon talent, ance per turm as a reaction to being atlacked you
can redirect the attack against that minion, Compare the attack roll to the
minion's defenses and resolve the attack as noemal.

Frerequisite: Atteact Minian.

Bodyguard I|: When you redirect an attack 1o @ minion using the Body-
quard | tadent, that minioe's relevant defense score gains @ bonus equal to
hatf your class level,

Prerequisites: Attract Minion, Bodyguard |.

Bodyguard HI: When you redinect 3n attack 10 @ minion using the Body-
quard | talent, that minion can make an immediate melee or ranged attack
Against your attacker, if the attacker is within range. Additianally, the borus
peovided by the Bodyguard Il talent increases 1o your fill elass level.

Prerequisites: Attract Minion, Bodyguard |, Bodyguard Il

Impel Ally Il: Once per encounter, yau can spend three swift actions on
corsecutive ture to grant one ally the ability to take a standard action and a
marve action, The ally mast act immediately on your turm when the fingl swift
action is spent, before you do anything else, of the apportunity is wasted.

Frerequisites: Impel Ally |, lmpel Ally Il

Inspire Wrath: As 3 standard action, you can designate o target to be
the object of your allies” wrath, While your allies have line of sight to you
or until you are unconscious or dead, your allies gain 3 +2 morale bonus
on attack rolls agairdt the target and 3 +2 morale bonus on skill checks
Against that target.

You can designate 3 new target on amy round by using another standard
action. You can only use this talent against one opponent at a time.

Prevequisites: Impel Ally |, Impel Ally L

Shelter: Whenever you are sdiacent 1o a minion, you gain a +2 cover
banus 1o your Reflex Defense.

Prerequisite: Attract Minion,

Tactical Superiority: Spend two swift actions ta select two allies. Each
ally can meve 2 squares & @ reaction, This movement does not pravoke

attacks of opportunity,
Tactical Withdraw: Spend two vwift actions wgmm all allies mn arein
your line of sight and within 6 3g) Ty L

action &5 a swift action until the start nl'wut net turn,
Urgency: Once per encounter, you can spend three swift actions on
consecutive tures to increase the speed of all allies within fine of sight of

you by 2. The increased speed lasts until the start of your next tum after

the third swift action is spent.

Prevequisites: Impel Ally |, Impel Alty |1

Wealth of Allies: Whenever ane of your mirions is killed, he or she s
replaced by anather minion of the same level. This replacement oocurs 24
hours later,

Prevequisite: Attract Mirion,

CUNSLINGER TALENTS

kn parts of the galaxy where 4 blaster pistol can be the difference between
life and dexth, the gunsiinger makes it clear that he or she is not to be
trified with,

New Gunslinger Talent
The following talent is for use with the Gunslinger talent tree, which &
available to members of the gunstinger prestige class. Any character that
can pormally choose talents from the Gunsfinger talent tree can choose
this talent a5 weil.

Ranged Fiank: If you are within & squares of a target and are armed with
@ pistod or a rifle, you can act a5 though you wwwd the nearest square
adjacent 1o the target for the not you or
any allies are flanking that target. You may only be cansidered to be flanking
o single target 3t range at a time. You must spend a swift action on your turn
1o designate the target you flank at range.

Pistoleer Talent Tree
You ave 3 master of wielding two pistols at the same time, and can use both
pistols simultaneously in wnusual wiys.

Dash and Blast: Once per encounter as a full-round action, when you
are wielding two pistols, you may move up to twice your speed and make a
ranged attack with each pistol, The normal peralties for attacking with two
weapons apply to these attacks.

Prerequisites: Dual Weapan Mastery |, Rumning Attack.
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REQUIREMENTS

Te qualify to become an assassi a character must fulfill the fallowing

OaAME RULE INFORMATION
Agauining have the fallowing game statistics.

Hit Points

A2 rach level Jvnuing gain 1410 kit pointy + their Comtitution modfier.
Force Points
A in orce 06+

e hqw;-nmln-dinlliull\t

CLass FEATURES
The faliewing are features of the assassin prestige class.

Defense Bonuse:

talent tree [see page 13 of Threots of the Galary]. The assassin must meet
the prerequisites [if any] of the chasen talent. No talent can be selected
more than once unless expresaly indicated

ASSASSIN TALENT TREE
Mﬁmmmnmﬂmmmgwﬁr—lmn
Mnmnmmmmmﬂmmmuumww
Attachs and wse every trick at your dispesal.

Advantageous Positioning: Ary apponent that you are flanking is
coraldered flat-footed and |5 denied its Dewterity bonus ta Refiex Defense
aganst you.

isite: Shift

Get Some Distance: Once per encounter s & stancard actien you can
MAAE 3 melee Fttack aganst 4 target and then move your speed sway fram
‘that target. This movement does nat provoke an attack of opportunity,

Prerequisites: Advantageous Positioning, Shft,

Mmulml:wmmrwmnldallmmuww
m-lmhmmmmmh—mm
0 aditional « 166 damage

Murderous Arts l: Whenever you it an apponment that
you have marked (see "Mark™ below), your melee and ranged attacks deal
an additional +148 damage.

Prevequisite: Murderous Arts |,
W:Mpgm«.mmm:fwmnmwmm
1o the battom of the condit Vo e take
@ bonun standard actoe.

M:Mlmmmmmtmﬁmm-
attack of ity.
Sniping

nat at pomt blank range, you add hlllm:clln bevel to yeur damage roll.

B 3 LargeT TRAT A nof 8t point Blank range, you Can ignoeT your targer’s
armor borsss to Reflex Defense.

Prerequisite: Sniping Assassin,

Sniping Master: By taking only 3 single vwift aetion, you can aém at a
target that is mot within peint blank range.

Prerequisites: Sniping Assassin, Seiping Matkaman.

GEN TALENT TREE

A2 18 bevel, you Gain 3 +4 class bon=< 10 your Refiex Defe
Banu to your Fortituge Defense.

Talents

At every odd-numbered level (151, 3rd, S1h, and 30 o), you select  talent.
l»uumunhcumh-ﬁuummmmm.
the G tree the Ml talent tree
[see page 46 of the Sage Edition core rulebook), or the Malkite Possoner

#+2ciaas

Members of the GenaHaradan sre skalled not onby in performing asassing.
tioms But alse i maripulating cthers. An ancient organizatin dating beck
ta the early days of the Aepublic, the Genokaradan are a clandestine aroup
af assassing who pick thels targets foe political reasans, though their true
motives ase rarely evident 1o thove outside the srganization.

¥ target mave
mwumn_dmmnm,-mm-ﬁ






Individuals become charlatans not out of greed or want, but because
{heir tatents are well suited for espi -, Spies, infiltrators, intel-
figence agents can also double as chariatans to mask their true intentions,
while trying to leam information, acquire a precious chject, or sabotage
an Enemy.

ExXAMPLES OF CHARLATANS IMN
STAR WaARS
Achi Med-Beq, Dannl Faytonni, Lando Calrissian, Drioc.

REQUIREMENTS
To qualify to become a charlatan, o character must fulfill the following
eriteria.

Minimum Level: Tth.

Tradned Skills: Deception, Persuasion.

Tabent: At least ome talent from the Disgrace talent tree (aage 14) or the
Isfluence or Lineage talent trees [see pages 43 and 44 of the Saga Edition
core rulebook),

CaME RULE INFORMATION
Charlataes have the following game statistics.

Hit Points
At each level, charlatans gain 108 hit points + their Constitution modifier.

Force Points
Ch gain a8 number of F qual 1o 6+ ane-half their character
level, rounded down, every time they gain o new level in this class.

TABLE 1=7: THE CHARLATAN
BASE ATTACK
LEVEL BONUS
3
2nd
L
Ath

Swindle +5§

10th +7

CLASS FEATURES
The following are features of the charlatan prestige class.

Defense Bonuses
A1 tat level, you gain a +4 class bonus to your Wil Defense and 3 +2 class
bonus to your Reflex Defense.

Talents

Az every odd-numbered bevel (1st, 3rd, Sth, and so enl, you select a talent.
The talent cam be selected from the Trickery talent tree (presented below],
the Disgrace talent tree [see page 14), or the Fortune talent tree (see page
46 of the Saga Edition core rulebook). The charlatan must meet the prereq-
wisites [if ary) of the chosen talent. No talent can be selected more than
once unless expressly indicated,

TRICKERY TALENT TREE
Chariatans are masters of misdirection, canfusion, and trickery. They owe
their success in double-cross to their uncanny knack for cultivating the
existing befiefs of thelr marks and twisting them in sublle ways to their
own benefit.

Cunning Distraction: When you successfully feint an opponent in
combat, you can immediately move up to ane-half your speed,

Damaging Deception: You know haw to distract a target, expesing weak
spats that your allies can explait. A actian, you can make a D
‘tion eheck agairst the Will Defense of any target within your Bine of sight that
can see, hear, and understand you. if successful, the next attack made by one
of your allies against that target deals 2 additional dice of damage.

Prerequisite: Cunning Distraction.

Distracting Shout: Dnce per encounter, as a reaction 1o one of your allies

youcan de scores
af that ally with the result of your Deception check for the resolution of that
attack. If aery deferse scores are higher than the Deception check result, your
ally can use that defense scare instead. If the attack still hits, this does not
count as the one use per encounter of this talent.

Prerequisite: Cunming Distraction.

Improved Soft Cover: While you occupy o square adjacent to anather
Ereature, you can use 3 swift sction to gain a +2 cover benus to your Reflex
Defense until the start of your next turn o until you are no langer adjacent
fo anather creature, whichever comes first.

Prevequisite: Inmocuous.

Innocuous: As 3 swift action, you can make a Deception check against a
wingle enemy within 6 sguares of you and in line of sight. If the check equaks
or exceeds the target’s Will Defense, the target takes 3 -5 penalty on all
attacks made against you until the start of your next tur,
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EXAMPLES OF MASTER
PRIVATEERS IN STAR WaRS

Amaiza Foxtrain, Bar-Koods, Cade Skywalker, Crimson Jack, Dharus, Drea
Renthal, Keaaken, Nym, Zothip.

REQUIREMENTS
To qualify 1o become & master privateer, @ character must fulfill the fal-
lowing eriteria.

Minimum Level: 7th.

Trained Skills: Deception and Filot.

Feats: Vehicular Combat.

Talents: Any twa talents from the Misfartune talent tree [see page 46
af the Saga Edition core rulehook],

CaAaME RULE INFORMATION
Master privateers have the following game statistics.

Hit Points

CLASS FEATURES
The fallowing are features of the master privateer prestige class.

Defense Bonuses
At 158 level, you gain 2 +2 class bonus to your Reflex Defense and a +4 class
onus to your Will Defense.

Talents.

At every odd-numbered level {1st, Ird, 5th, and so on), you select a talent.
The talent can be selected from the Piracy talent tree [presented below],
the Infamy talent tree (see page 210 of the Saga Edition core ruleboak), or
the Spaces talent tree [see page 47 of the Saga Edition core ruleboak). The
master privabeer must meet the presequisites (if any] of the chasen talent.
Mo talent can be selected more than once unless expressiy indicated.

PIRACY TALENT TREE
You use devious tactics to civturr ships and wictims intact.
You e grace as 8 move action. When-

A1 each level, master privateers gai
modfier,

1410 hit points + their Cs

Farce Points

Master privateers gain 3 number of Force Points equal to & + one-half
their character level, rounded down, every time they gain a new level in
1his class.

CLASS FEATURES

Defense banuses, talent.

Veteean privateer (1 fencounter)
Talent.

eteran p(i\_iaw:r_lﬂqcam}u]_

'v_e':gm'n privateer {3encounter)

Bth +8 Veteran p‘uiua_hr:rlﬂmmunwl_
ath 8 Talent ! b
10th +10 Meteran privateer [S/encounter)

fully perform a coup de grace action and kill the target, all
ﬂll:;mrhln you fine of sight gain a +2 morale bonus an attack rolls for the
duration of the encounter.

Fight to the Death: Once per encounter, as a swift action, you can fill
your companions with renewed vigor. All allies within & squares of you heal
damage equal to your heroic level.

Precequisite: Bioodthirsty.

Keep Them Reeling: As a standard action, you can make a single melee
attack against a target within reach, If the attack hits, you deal no damage,
but your tamget must move or witdraw away from you on its next tum,

Raider's Frenzy: Orce per round, when ane of your allies within & squares
successhully damages 3 target, yoa grant all your alies within your fine of
sight a bonus to damage that your class
lewed unitil the end of your next turn.

Raider’s Surge: Once per encounter, a3 a standard action, you can make a

¥ within
line of sight. If the check result equals or exceeds the enemy’s Will Defense,
that enermy must withdraw on its next action or take 3 =1 penalty on its attack
rolts until the end of the encounter, This is a mind-affecting effect.

Savage Reputation: You have cultivated a savage reputation, and when
you are recognized, you instill fear in your enemies. Al opponents within
B squates of you take 2 -1 penalty on all attacks. This is a mind-affecting
fear effect.

Prevequisite: Bloodthirsty.

Take Them Alive: Whenever you ar any of your allies within & squares
of you reduces a target to O hit points, you can choose to treat that
cppanent a5 though they had been reduced to O by stun damage [and,
thus, remain stable),

|



Veteran Privateer

B T e,
Bonut t that attack roll. You can do this & mumber of times per encoumter
tGeal 10 one-Nalf your class level [rounded down)]

OuTLAwW

Where there is law, there are thase who would break |t, circumvent it, and fly
Imits Face. Outlaws are rogue individuals who righthy ¢ wrongly have crowsed
the line pay the price for their | Naturally, outk

alot of territory. from freedom fighters waging 8 private war against tyranay
to bivadthirsty cutthroats and murderers wanted in twelve systems,

Outhaws. can inchude @ whale host of characters, but the most notorious
Dutlaws sre thove who make being outsade the law thelr primary professon.
Their exp the s2uff of legend, g 340 Much
troutile that arrest warrants have been maued.

Dutlames. sometimes, eam respect from common citizess of the galusy.
Firgaediens of the crimes they commit (o carm the outiaw statin, thes sbity
o rvade capture it thy b A
fulk, and if they help these peaple, they might be seen o true heroes.

spper

g et oper in

ExAMPLES OF DUTLAWS IN
SBTAR WaRS
Comelius Evazan, Fenn Shysa, Joi, Ponda Baba, Sceryn

REQUIREMENTS
To qualify to become an outlaw, @ character must ffill the fallowing
eriterin.

Minimum Level: 71h.

Trained Skilly: Steaith and Survival.

Takent: Any one taient from the Desgrace talent tree (page 14) ot the
Mifortune talent tree [see page 46 of the Sagu Edition core rulebook)

Special: You mut be wanted by the suthorities in ot beast ome star
wyitem

OCAME RULE INFORMATION
Outiaws have the follawing game statistics.

Hit Points
At each level, outhaws gain 108 hit points + thelr Comtitution modfier,

Force Points
Dutlaws gain & number of Force Paints equal 1o 6 + one-half their chatacter
lewel, rounded down, every time they gain & new bevel in this class.

CLASS FEATURES
The foliowing are fratures of the owtiow prestige class

Defense Bonuses
At 15t fevel, you gain @ «2 class bonus to your Fortitude Defense and @ +4
class bonun 1o your Reflex Defeme.

Talents

At every odd-numbered level {151, 3rd, Sth, and so on), you select & takent,
The talent can be sefected from the Outiaw talent tree (presented beiow),
the Slicer talent tree (see page 47 of the Saga Edition core rulebook), the
Fringer talent tree (see page 49 of the Saga Edition core rulebook), or the
Survivor talent tree [vee page 50 of the Saga Edition core rulebook]. The
owitlaw must meet the presequanites (i any) of the chosen talent. No talemt
can be selected more than ance wniess expressly indicated.

OUTLAW TALENT TREE
A an outlaw, you bve under 3 shadow, and cverywhere you §o, sny lime
you reveal yoursell, you ok being moticed and captured. As 3 rewwlt, you
develop & number of sbilities that beip you cscape purisers, even when
hopelessly outmumbered
Confounding Attack: Once per encounter, whenever you would uie
Uncanny Instincts, you ewn fargo the mavement to make an immediate meler
of ranged altack againit the sppanent that hit you. B your attack is & melee
attack that hits and deals damage, you and your appanent immediately switch
places, If bath you and your apponent can end in a legal space.
Prerequisites: Tangle Up, Uncanny Instincts,



eternatural Senses
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chance, o be ready with & surprise in 3 fight, you can make the difference
with equipment sot found in the bright stores of the Core Words. Fven if
you prefer 10 keep yoursell on the right side of the law, you might wast to
enhance that simple heavy blaster with 2 few legad, if expensive, add-oms.
This chasber & ol P-4 ey

f you harve 10 ignore & few rubes to get them,

EQUIPMENT UPGRADES
Mo seit- off-the rack and after

experience, from smugglers to customs agents to adventurers, knows they
might fve or die by how well their gear works. Often, it's not that you need
a brand new plece of gear; you just need the equipment you have 10 work
better. That's where equipment upgrades come in: They pravide ways for you
o get the most out of every kilogram you carry. Even if you don't strictly
need to upgrade your equipment, having a unique collection of tooks and
gadgets helps 1o build & reputation in o galaxy where it's best 1o get your
Foes to stand down without firing o shet.

UPORADE BLOTS

hmmﬁlﬂﬂkmﬁmmlmdmm
There isn't room to add every booster, reinforcement, and modification
fringer might find useful on amy piece of equipment. To represent these
limits, every iem han & rumber of upgrade slots. Most upgrades take up
i single sot, though & few particularly extenaive modifications might take
two o even theee (and 5 few don't requant amy upgrade slots, representing
retatively mimor modificationi) i you don't huve encugh siots for & gheen
modification, you can't add it to that pece of equipment. You can't add
modificationy beyond an e’y svadable wpgrade siots, but you CR Gl

more upgeade slots (e beiow).

Every irgie grace viot Mediem
armors kave two free e theee. ety
of items also include mare upgrade sots as stock issue, though this i rare
and specifically nated.

CaiNING UPORADE SLOTS

You can gain more upgrade slots for & plece of equipment by ane of twa
methads. You can trip It~remaving some existing feature, as detaded
ko —or Ity sre. of adding P
shats specifies It can be apglied mare than once to the same piece of gear,
itcan't,
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Stripping Armor

utility of
Wy locks Ilke\lnwnlmnfmlwcwlwn:ﬂonnwanu
mechanical aspect of its function, you also don’t galn an upgrade siot, Each
element that is stripped adds one upgrade slot to that piece of equipment.
Upgradc e used o an area that has

ippeed: I ge dice of a weapon, you can't use any of
its upgrade siots to qaln a modifieation that improves its damage.

Saripping & piece of equipment 1o add ane upgrade siot Lakes eight hours
of work, requires 2 DC 20 Mechanics check, and has a cost equal to 50% of
tihe base cost of the item being stripped. On & failed check the stripping goes
badly: The fem ceases to work until fixed and it doesn’t gain the sdditional
upgrade slot. It takes 1 additions| hour of work and the same cost befare
another DC 20 check can be made to fix the problem. Once a successful
check is made, the equipment returns to functioning, and the upgrade siat
is gained.

Stripping Weapons
You can stfip a weapon in one of five ways.

Damage: fieduce the damage dice dealt by cne step, The number of dice
dies not change, just their size. Change d125 to 4104, d104 to dBix, dis to d6s,
dEis to d4s, d4s 1o d3s, and d35 10 d2s. For example. a blaster cannan stripped
af damage deals only 3d10 damage rather than 3d12 damage.

Range: Reduce o ranged weapan's range by one step. Change heavy
weapon to rifle, rifle to pistol, péstod or simple weapon to thrown weapon,
thrown weapan 1o melee weapon [see Table B-5: Ranged Weapons, page
120 of the Saga Edition core rulebook). Melee weapans can't have their
range stripped.

Design: The standardized design of 2 weapon can be stripped, making it
an exotic weapon. (Weapons already in the exstic weapon category can't
use this option). By moving things around extensively, mose room far madi-
fications is created at the cost of makirg the weapon difficult to leam to
wse property; for example, some gunfighters modify their blaster pistols so
extensively that no one else can use them comfoetably.

Stun Setting: A weapon with 3 stun sefting can have that fumction
stripped to gain one upgrade siot.

Autofire: Weapors with both a single-shot and sutofire setting can be
#iripped to just having a single-shot firing mode.

Armor normally has one 1o ilsble as stock gear. It can
add mare by becoming thicker and bulkier {see Increasing !wlwm Sire,
below] or by either af the two methods described below,

Defersive Material: Armor can also have sections of defensive material
stripped, lowering its armor bonws to Refles Defense and equipment banus
to Fortitude Defense by 1 point [to a minimum of 0)

Joint Protection: Armor normally wses more fragile, more expensive
material to cover its joints, frequently with extensive bracing to transfer the
impact of 3n attack 1o stronger sections of the armor. Armor can be rebuilt to
use standard, heavy materials everywhene and remave the bracing to make
room for ancther upgrade slot, This doubles the weight and decreases the
maximum Deaterity banis by 1 {which can even reach negative numbers).

EQUIFMENT SIZE
The size of a piece of equipment is determined slightly differently for equip-
ment, weapons, and armor.

Equipment: Linless otherwise noted, the size of a piece of equipment is
determined by its listed weight [see Table 2-1: Equipment Sizel, If no size or
weight is listed, treat it as Diministive [sbout the same as a blaster pistol o
medpac) for purpeses of the upgrade rules.

Weapons: Weapon size represents how bulky it is compared to other
weeapons, 50 their listed sizes represent how big & charscter must be to use
them in one hand. Weapons are the size of a creature bwo categosies smaller
[see Table 2-1: Equipment Size). Thus o blaster pistol, o Small weapon, i
abaut the same size as a Diminutive creature,

Armor: Armoe is the same size a5 the creature it i designed to protect. For
example, srmor buslt foe sn Ewok is Small, but stormtraoper armar=always
built for 3 Human—ks Medium,

WEAPON SIZE  OBJECTSIZE  EQUIPMENT WEIGHT
Ty cesmaller  Fine less than 1 g

Small Diminutive 1.0-19 kg

Medium Ty 20-45 kg

Large Small 50-43 kg

Huge Medum 50433 ky

= Large 500-4,939 kg

- Huge 5000-42.399 kg

= Cargantuan 50,000-499,999 kg

- Colossal 500,000 kg or mare



INCREABING EQUIPMENT BIZE
Ay piece of EquipmEnt Can Gain 38 upgrade Dot by increasing its wae by
et 4D and doubling ity cont. This ks no cffect on the eguprent's effrc.
tiveness (For example. an enlarged biaster pistol has the Lame rasge and
camage Srpste now being b Medum-sied weapon ) This reprevents both
ity making mont room within the cquipment for an upgrade, snd wung
sturdier, kager companents fo prevent the stress of the new modification
fram damaging the equipment. |f armor undergoes this process, It doesn't
change slse but instead becomes one step heavier (light asmor becomes
meedium, medium armor becomes heavy). Heavy armor can't benefit fram
this option

Mo gear can gain more than one upgrade ot by Increasing its size.

INSTALLINGO UPORADES
Imstalling wn upgrade can toke amywhere from 3 few minutes of work to
week of frustrating machining and retosing in an overheated workahop. The
amount of time and Mechanics check D required depends on The number
“PTASE posnty reguettd and the Quadiy of The upgrade (commercially
bt of MOTBICN-buatt]

A seratch-built upgrade Costs besce 25 mch % 8 commertially bought
pgrade. After the time lnted above. makie 3 Mecranies eherh sgaimt the
appropriste DC. On & success, the upgrade is instalied snd fumctioning
praperly. On a fadlure, the upgrade doesnt work praperly; you may attempt
the Mechanics check again, but cach retry roquines the same amount of time
and costs hall is much as the ariginal attempt

Femoving an upgrade requines The same amount of time, but
Mechans DC by 5 On 3 fallur. the upgrade hun boen deactivated but nat
removed; you may attempt the Mechanay eheck 33300 (which requeet the
wame amount of time). If you don'l Care 3bout removing the upgrade imtact
reduce the time requined to the next lowest increment [for example, from
? day to 1 hous, o 1 howr to 10 minutes), but the upgrade i automatically
eestroyed on 3 faded check. Once the upgrade i successfully remaved [or
destroved), the upgrade slot that was occupeed becomes availabie agaen

UPGRADE COMMERCIALLY

POINTS. BOUGHT SCRATCH-BUILT

o 0C 10, 10 minutes DC 15, 1 howr

1 DC 20, 1 hest DC 25, 1 duy |8 hours]
Tormore DC30, 1 day (W howns) D 35, 1 week {5 dasld

Restricted Upgrades

Same modifications require licemes to perform or soquire, or are restricted
to qualifying organizations or individush. Equipment that already has 3
legal restriction wses the moat restrictive of its own Emitations or those
af its upgrades. A OM might decide multigle restricted upgrades result in
an item that is mitary or egal even if the individual companents have a
Bawer restriction level,

The faur restriction ratings are as follaws:

Licensed: The owner must obtain & license to own o2 operate the object
legally, Generally, the license B not expensive, and obtaiming it kas few If
any additional iegal requisements

tricted: Ondy specilically qualifard individusls or crpanizations sre
technically alicwed to awn the ohet! However, the el obstacies 10 own
ershiz are time and Mmony; Myone with wufficent patience snd canh can
eventuaily Mguire the Aecritary korme

Military: The cyect is sold primariby to legitimate policr and military
organizations. A military rating s essentially the same a5 restricted [see
ahove)], exzept hat manufacturers snd dealers are generally under tight
government scrutiny and sre therefore expecially wary of selling to private
indvviduats.

Miegal: The abject |s Hlegal in all but specific, highly regulated
Ccumstances.

For mare information on restricted Hems [and acquiring the licenses
needed to carry them), see “Oetting a License™ on page 118 of the Saga
Edition core rulebook




MODIFICATION UPGRADE AVAILABILITY cosT
POINTS
Cheater 1 Megal 00
Cloaked 1 Licensed 750
Orovdification 2 Ueensed 2000
Dual Gear ' Comman 1000
Flectrograpple handle 1 Ueensed 1,000
Enviranmental sealing 1 Common 400
Extra power source 1 Comman 00
Memary upgrade 1 Comman 4,000
Memory upgrade, sdvanced 2. Commoe. 000
Miniaturized 1 Common 0
Rrcogetion ptes 1 Common 00
Remate sctrepton ] Commen 100
Secret compartment 1 Commen 00
Sihverplate 1 Comman 2,500
Spring loaded ¥ Comman 300
Storage capacity [ Common 100

UNIVERSAL UPCRADES

l.lmll upgrldﬂ «can be used on n wide range of geas, Mest universal
L1 Though some have Emita-
!muwmhmm&dmnwum

Cheater

Acheater s & hand igmed 1o sliow Cheat ot the popular
gambling game of sabace. Because they are iegal (3nd Mirly to get you
Rited to boot], cheatens are wncally Gisguned and added to another plece
of functionsl equipment.

While you wae 3 cheater, you gain 3 «7 equipment bonus om the Wisdom
check made 1o determine the outcome of gambling games (see the "Gam-
bling™ sdebar on page 47 of the Saga Edition cove rusebook). You have 1o
make a Stealth check apposed by any abservers’ Perception checks to conceal
the use of o cheater, but you gain a borus an your check determined by the
abgect's slze. (Generally, cheaters are placed in Fine-sized devices such as
eredit chipy or comiinks, granting a +10 size bomus an Stealth checks to
conceal their use.) However, if anyone ever beats your Wisdom check in a
sabact game by & or mare. that person realizes you must be cheating some-

= —"

how [thaugh they wen't ko exactly how—often leading to s demand for
@ search of your povieisen)
A cheater nitaled into 3 rigeed 1bact cied i called 3 shifter,

Cloaked

Cloaked equipment has ity energy sgnatures baffied, amy noses it maies
muffied, and (13 appearance cameuflaged and venderized. and it comey
with 2 case that allows It ta e placed in 3 incomspicuows locatian. Wien
not in use, wuch equipment impetes o -5 penalty on any Perceptian ar Use
Computer check made 1o detect it When in use, it impases only a -2 penaity
on such checks. Weapans are obvious when in use, even if cloaked, Cloaked
armor does pot help with Stealth checks made to sneak, but it applies when
you make a Deception check 10 produce a deceptive appearance (such o
making the armar appear as ordnary clothing).

Droidification
Droidiication i an extesmve procevs that 1uins 3 comman peecr of equip-
ment into & fully functoning drod The cquipment can edher 50t a1 5 denid
wilh 2TE38 10 he equepment if wan busl? from, or conceal tsel! s nermal
pere of equepment. Whie conceaing itielf a5 normal equipment, the droid
€3N’ take gy sctiony and 3 OC 2% Perception check is required te realize
the equipment B urasual

mnmﬂﬂl mnnmmwm:wda ASP labor drovd with

dh s size: -3 Strength,

+1 Dmmrr ardl -3 squares of speed per size smalier than Medium, but no
scare can be reduced 1o less than 1. [This i aetusl size, not weapan sire;
see “Equipment Sizes” on page 38). Apply all modifiers to the statistics for
the abject’s sire i narmal, The droad is automatically comsidered to have
[and be proficient with) the equipment it is bultt out of, and although it
does ot autamatically gain any skillh needed to use itseil o equipment,
Owretrs commaonly program the drosd's wnspent feat on an appropriate Skill
Traiming feat.

Dely devsces can receive thin upgrade. Weapons, armer, and vehicies
cannat be Srodfed.

Exgmple: Deel Surool owes 3 datapad he'd ke 1o be abie 1o cadl (ke
@ pet). Since 3 datapad hat only one upgrade siot, he increates ity ure to
Diminutive (due 10 its weight, it is 3 Fine item; see Table 2-1: Equipment
Size]. He then pays to have it droidified. This makes it the equivalent of sn
ASP labor droud with Strength 8, Deaterity 15, and speed 1 square. Since it
5 2 walking datapad, Derl programs it to use its unassigned feat for Skl
Training in Use Comguter (gaving it Use Computer +3}, enough to download
data from am unpeotected system,

IF any additional drold equipenent ar vystems are added to the droidfied
equipment, it becomes obvious that the device is @ droid rather than the
original item.




Dual Gear
Ome pece of equipment can be built into another o an upgrade, but 1t
mpouviie 19 place 3 larger puece of gear mto & smadier peror—you canl
cram 3 bty canmon into 3 bghisaber. Dual grar can act i other pirce
e without xpmpic. 3 giow rod (hat hin been
wnm.wmuw-m-um
desires. Normally, sech equipment can't 31 25 both pheors of equipment at
gece. You must pay the Full price for the piece of equipment being sdded to
the primary object as dual geat.

ﬂnmgn”ll Handle
ndle fs
iy taward a sp I ! which i included

i the upgrade cost). nmdmnmmnmrmlfw
mnmhammm.:wmwmm ma

_WT_—.__?" T ma—

mmawim wnity cqual 1o § x the square of the

liggence by +4 and multiphes the device's Morage capacity by 5. [This replaces
the bemefit of the standard memory upgrade.]

Memory upgrades cannot be mstalied on droids (including droidified
equipment].

Miniaturized

Equipment with the ministurited upgeade weighs half as much, and is one
sire smaller {see “Equipment Sires” on page 38). A melee weapon that ls
miniaturized has its damage dice reduced by one step (d6s become dds, dds
become ds, and 50 on) because it lacks the mass and striking surface area

mmmnawuﬂmn strapped
dowe, The grappie
free. mnmnumwmtﬂmnmm
aicing 1] or sgaimit the bresk DC of the strags restraiming it

This i mos? often uied on 3 weapon. This allows 3 character to throw
down & weapon 10 “prove” he i daarmed, only 10 retricee it 3% ringe when
trouble wtarty.

Environmental Sealing

Enviranmental sealing ’lﬂﬁ gaskets. rﬁmhe :ullm nonregctive
materals, quipment to ensure that
it doses not fall because of environmental conditions. The equipment works
nosmially in & vacuim, erm-. |lw being ll:lad b dlirt o 3and, of n

Recognition System

Equipment with 3 recogaten atem can entify ils owner and won't
function for amyone che. Fooling o recognition system takes | mingte and 3
DC 30 Use Computer chech. The owner of gear with this upgrade cam deac-
thate it as 3 free action [before pasaing 3 weapon o an ungrmed ally, for
example]; optionally, the recogaition vystem can have a code phrase that
allows amyone to deactivate it

Remote Activation
This upgrade allows & piece of equipment 1o be activated with a signal from
& Ml-nh aulnllli communications device. Although typeeally associated

L It does nat of taxic

extreme temperatures, nnnul ﬂm lns mﬂ to fire-based nm
which deal damage
wee Chapter 16 of the Saga Edition Mm

hazards,

securily systema, remote activition can be uwsed to set 8
lare to o start running
lmuiMthphlmmm Activating &

m:““ﬂuﬂm“mdmﬂw

Extra Power Source ywift action per item activated).

Ay equipment that L power be Thwdlmtmthwwﬂcﬁ
) £ will function . ﬂlh“ﬂmklﬂibmhm

for yed). It pos- sending 3 sgral wi 9 8 wpecific

vile nmmmmmmmnmm
cell or pawer pack each time. The energy cefts or pawer packs are typical for
the device upgraded, and each is replaced at the normal cost.

Memory Upgrade

Ay device that has an score [such a4 8 computer can have ity
memofy wpgeaded. Improvieg is vem lﬂ storage capacity. The
basic memory upgeade increases v+l

the device’s storage capacity. Uness m *ﬂflt& &n unmodified

and activation code with a DC :ouu-t‘-vrmnm

Secret Compartment

Like storage capacity [see bebow), this upgrade allows gear to carry smaller
gear within it, However, the gear carried in & secret compartment s can-
cealed. It takes a DC 30 P eheck to notice the when
it s used, and a DC 25 Perception cheek to find it with 2 clase, hands-on
examination. Equipment with a secret compartment upgrade cam hold 2




wingle item one size smalier than the equipment itselt. (This b actusl size,
not weapot wie: sec “Equipment Ses” on page 30 Then, a blaster pistel
[Smal weapon, Diminutive cbiect] with 3 secret compartment c3n hoid a
Fime-slred styject (sach 31 3 comiink or frag grenade]

Silverplate
Sibverplate iva h that adds

material (often dallorian alloy] across the surface of any piece of gear. in
addition to looking stylish, this gives the gear +2 DR [maximum 20). Armor
with silverplate does not grant its DR to its wearer, but does gain it against
attacks directed specifically at the armar. If you have the Quick Draw feat,
you muay deaw the item as o free sction once per turn,

Spring Loaded

Ay equipment that can be held and wsed i one hand can be spring-losded
Resdying a spring-loaded picce of equipment i & wwift action. 1t & met
cammon for patol 1o be spring laaded, but anything from grenades to
datapads £3n use this upgrade

Storage Capacity

Thes upgrade aliows gear 1o carry smadler gear within or on it in am obvi-
ous compartment. Equpment with the storage capacity upgrade can hoid
muktiple it at leant ome size smaller than the equipment itself, a3 long as
heir total weight is fess than the equipment with storage capacity. Thus,
& blaster rifle [Medium weapon, Timy object, 4.8 kgl with storage capacity
might hald eight frag geemades (Fine abject. 0.5 kg) and five power packs
[Fine olyeet, 0.1 kgl securely in external straps and pouches.

WEAPON UPORADES

The following upgrades are designed specifically for weapans. Some apply
19 any weapon, while athers apply only to specific weapons [detadied in
the upgtade description). A few, such o newtronium reisforcement, can
e applied to nonwrapon equipment, but they rarcly provide enough of a
Bonat 1o be worthwhile.

Bayonet Ring

A bayanet ring is 3 vimple upgrade added to 3 melee weapon of Smadl or
lesner size. Once wpgraded, the weapon can be mounted on 8 specific type
of ranged weapon. The type of ranged weapon must be chasen af the time
¥Ou Imitall the upgrade; the weapon must be of st least Medium size, and
It cannot require @ tripad or other maunt for any narmal operation (such
& 0 hewvy repeating blaster). The mast comman combination is placing a
wibrodagger on & blaster rifle, but ather combirations are possible as well
lsuch a3 & stun baton mounted ot a grenade launcher, & combination
preferred far riot control]

Bipod

Double trigger

lon charger
Meutronium reinforcement
Overlad ywitch
Raged mecycer
Retractabie stock.
Shinker |
Superswitch 0
Targeting scope, standard 0
Tameting scope, low-flght 0
While the upgraded mebee weapon is mounted on its ranged weapon,
the combined wewpon becomes Large size. and it must be wielded in two
tands. in addition, the melee weapon's damage dice increase by ome step
02 1043, 3 to &4, 04 to 06, 06 to 48, 48 1o 410, 410 to d12. However, ity
Hamage type and weapon grouD sty the same deipite Thesr changes, and
it i otherwise treated a3 @ bayonet s 38 respects, fsee “Bun Ot and
“Bayonet” on pages 52 and 171 of the Saga Edition core nirbool). Both
the mrice weapen with 1he bayonet ring upgrade and the ranged weagon
can be uned wparately, mountieg o remaving the upgraded meier weapon
TEQUITEL 3 Mowe Mction
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Bipod
A tipod s a0 STtached Tmo-legged stand 13 steadies the baerel of 3 rifie

mm

= e
o hedry weapon arden striking of
3 e Bction, .-.uﬂnr—: mﬁ.wﬁvia.ﬁwﬂlmulﬂﬁlh

o adjacent 1o low mhwm 0 chest-hagh cover) that are
petween yiu #nd your target. I you move, you cannot use the Bipod wntd
o prepare it gain.

A bipod counts a3 a mownt for amy weapon that requires it lwch an 2 beavy
repeating blaster or E-web repeating blaster). For other weapos, o bipod
makes aiming easier. If you have already aimed at or attacked & particular
targed, each subsequent aim action requires anky a single swift sction, [Linder
these clrcumstances, a character with the Smiping Master talent can alm as
& free action omce per round; see page 29.] This benefit i lost if you attack
o mim L any other target.

A bipad sdds 20% 1o the weight of the weapan (minimum 1 ky)

Double Trigger

A weapon with B double Lrigger muwaam with the
weCond TROREY Being 3 has-triger Rt e when the Shghtes! previure i
spoied 1o 1t Weagons of tha Type cam be extremely acrurate, wnce oaly
a umall smount of preisunt B needed to fire them [reducing the chance of
moving the weapen wightly whie pulling the trigger). but this takes time
and training. If & character has Careful Shot, he gaims a «7 borus on attacks
if e aims with & weapon that has a double trigges (rather than the rormal
+1 bonus provided by the feat),

lon Charger
An iom charger encases & melee weapon in @ light lon Tield that fares to
full strength snytime the weapon strikes something, This cauies the melee
weapnn 1o desl 200 lom damage in addition to its normal melee
Frats and maneuvers that add to & weapon's damage (wuch an Rapad Strike)
Pt mo effect om the jon damage dealt by 3 weapon with am ion charger
[though the increate the weapon's bane damage normally).

lan chargen are Common om vibrobiades, and are often referred b0 o
n “gnite cdge”

Missile Load

A gremade’s charge can be converted into 3 misslle warhead. Dnce turned
imtn 2 misaile, ot be a5 a grenade. The primary
tages of misalle loads sre their greater effect and range when fired from a
misslle fauncher, :rmmmm misaile is essentially a misslle load for a frag
Grenade, y des, and can be fitted
@ minslle lnm ] Imm the uamqe dice of the original grenade by 50%
when converted to a missile load. For example, an energy misslle deals 308
Hamage, and & stian missile deals 606 stun damage.

egepment
grven nestromum reinforTment gaem +5 DR {manimum 15), 10 hit points,

and +100% weight. A 9 meagce grn
tical hit on f 19 or 20. [On

20 is an sutomatic hit, however.]

Overload Switch

An overfoad switch allows sy energy weapon 1o busd o feedback loop that
eauses it to explode. When activated o3 o swilt action, the weapan becomes.
an improvised theown weapon (=5 penalty an your ranged attack rall) with
@ 2-sguare bunt, [See "Area Mitacks,” page 155 of the Saga Edition core
ruichoot] i

5 3 Human wting an E-web) cannat be thrown, 5o it will instead detonate
Rﬂw“ﬂlﬂm

h 0 double i3 normal
unqgiurhw um‘mm-immw
M&mmnﬂt&mnmh-ﬂiﬂ-

or other
normally explosive devices.

Pulse Charger
finted with a A forees.

Mwhwm Blast chamber, producing more powerful shats at the
expense of lost accuracy. This upgrade causes a -1 penalty on all attack relly
with the weapon, but the weapon deaks + ) point of damage per die. Thus, &
sparting blaster pistol with a pubse charger impases @ =1 penalty an attack
volls and deals 304+3 damage on & hit. A blaster with 3 puhe charger hay
by one-half the narmal number of shots from a power pack.

Rangefinder

Ay ranged weipon can have 3 rangefinder buill into it. Sech 3 weapon
takes 5o peraity when uied 10 STEACH & tange? a1 thort ramge. Thusy, 2 blanter
pstol 2Ttacy agammt

tarpets Sp 10 40 SGuEres Jway.

This is exsentially an improved verien of a targeting scope, and thus ity
‘henefits do not stack with those of targeting scopes. (However, 3 weapon
‘can have bath @ rangefinder and & targeting scope. using the latter onky
‘when aiming at targets at medium of long range.)

DOEEL,
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Armorplast

This upgrades i armar with

Pigh-strength armerplast or a similar I|ghme|ghn high-cast material, This FICATION E CREILTY T
reduces the weight of the armor by 50%. Mool mu‘mms AVAI

Climbing Claws Aquatic adaptation

Climing claws are retractable spikes worked into the arms and legs of 2 Armorplast

suit of armaor. ¥When wearing this armar, you gain a climb speed equal to ieobing cheis

ore-half your armored walking speed. Additionally, you can reroll a failed m: ﬁ

Clims cheek [keeping the better result] and can take 10 on Climb checks  Diagnestics system

even when rushed or threatened. Enviranmental systems
The wearer can use climbing claws to attack foes in melee. They count ey

a5 being weapans two sizes smaller than the wearer, and they deal slashing v o

daresge equal to the base claw damage for @ beast of that size [see page  HEIER packige

274 of the Saga Edition core rulebook). For example, o Medium character Holeshroud

would have Tiny climbing claws that deal 144 slashing damage. If you are ‘wm‘“

proficient with the suit of armar you're wearing, you are proficient with any Intagrated equipment, 2 siots

climbing claws installed an it

Integrated equipment,§ siots
Diagnostics System Integrated equipment, 10 slots.
A disgrastics system ks a series of sensors and simple computers that moni- netatee
tor both the armor and its wearer. Anyone making @ Mechanics check oa
tine armar or @ Treat Injury check on its wearer gains & +2 equipment bonus
from the diagnastics system.

mmm \Jhelqu

Environmental Systems

Enviranmental systems come in twa varleties: cold-weather systems and R

warm-weather systems. |t is possible to install bath in the same suif of  Fe20Y ""f"“’

armor, but doing 3o counts a5 two separate upgrades. An environmental Repuisorify

system makes you immune to the effects of extreme cold or extreme heat, Shadowskin

a5 appropriate. bkl e
Shileid Generatoe, SR §
Shockweb
Vacuum seals
Vacuum seals, improved
Weapoa mount

Y RS- DN BN BER BE W BN e Ny A




Gyro

A gyro helps keep armor upright and stable. While wearing armor with this
upgrade, you gain a +5 stability bonws an checks and all defenses to resist
attempts to knock you prone.

Helmet Package
The benefits of a helmet package are detailed on page 140 of the Saga Edi-
tion core rulebeok, it is included here for completeness.

Holoshroud

A haloshroud upgrade Dbﬂ‘s small huioqﬁahg projectars = key pairts
around the armar, These loed together to place
a holographic image over the armor (and its wearer), The i --nagc moves &

to the armor is separate fy equipment

upgrade cost,

Internal Generator
A miniaturized versian of 3 partable fusion generator [see page 138 af the
Saga Editian core rubehook). an internal generator can provide continuaus
power for u.rrerem opgrades an @ wu of armar, mclldmg any integrated
equipment. The gt tar can be 853 swift sction.
As lang as i1's active, an internal generator can simultaneously power up
to ten different devices that have negligible power requirements {anything
without & listed duration).

For devices with specific power requirements, an intemal generator can
‘store four units of energy [each the :quiunl:nl of an energy cell, power pach

the armor moves, making the illusion of a different difficult to
penetrate.
The tare anly a single image, which be of the same.

barsic size and shape as the armor {generally humanoid), The image can be
changed with an hour of wark and 3 DC 20 Use Computer check,
The hol 4 ot

ar f pewer and i
recharges one such unit M\'\' hour. A suit af armos can receive this upgrade
imuftiple times if mare energy capacity ts needed, but each internal generator
@dds 10 ky to the weight of the armar.

The biggest drawback to a generator i its energy signature. If the gen-

ceal items {undermeath the image] as well a3 any Deception checis made to
i However,

eratar hing but devices with regligitle powes reguirements, any
character lll:mnluag 1o detect the weater with 3 sensor pack of vehicle

P &l - 3
deesn’t withstand serutiny, so any observer wha ises 3 full-round action to
search the wearer gains @ +10 circumstance bonus an the eppased Percep-
tiom check. Furthermore, the holoshioud doese™t have any tactile, auditory,
ar aifactory companent, 5o ohservers with the scent species trait or using a
sensor pack gain o +10 circumstance bonus on their Perception checks.

The holeshroud draws power from a standard energy cell, which gives
enough power for twenty rounds of use (drawn in arny increment]. Swuch
aemors are often upgraded with the Extra Power Source or Internal Generator
modification to extend this aperating time. You can turn a haloshroud on
or off a5 a swift action.

Integrated Equipment
An integrated equipment upgrade attaches oae plece of equipment to the
armor. The equipment must be three ar more sizes smaller than the armor
itself. For example, armor for a Medium character is Medium size, so it can
i eqaipment up
a glow rod, or a medpac] or 3 weapon up to Small size [such as & blaster
pistol or vibroblade). This equipment is constantly ready for use and need
not be drawn ar prepared before being used. Once @ suit of armor & rigged
for integrated equipment, it becomes increasingly easy 1o add new pieces
of equipment as built-in modules. As 3 result, prices and upgrade slat costs
are given for 1,2, 5, or 10 slats n!mtqrmd equipment.
Itis with this upgrade.
A single piece of ml:qmtd equipment can be swapped out for & different
piece of gear in 10 minutes with @ DC 10 Mechanics check. The price af any

bonus on the Percepti Use Computer
check.

Jump Servos

When wearing asmor with this upgrade, you treat all jumgs as ru:\niﬂ; ;um;;
Additiorally, you can reroll a fasled Jump check (keeping the better result)
and take 10 on Jump checks even when rushed o threatened,

Powered Exoskeleton

Much like the Corellian powersuit, other armor can be upgraded to include
a powered exoskeleton that enhances the physical strength of the wearer.
Because of the wesght and energy reguired, only medium and heavy armor
can Mv! the powered excskeleton upgrade.

operates for 20

lSmn of armor with a powered cxoskeleton commonly have the |||lm|a|
generator upgrade; see abave ) Turning an exoskeletan on or off is o swift
actian. When active, the exoskeleton gives the wearer a +2 equipment bonus
1o Strength. A powered exoskeleton adds 5 kg 1o the weight of the armor.

Radiation Shiclding

Radiation shielding i necessarily heavy and bulky, Only medium and heavy
armar can be modified with radiation shielding, and it increases the armar's
weight by 10 kg, The shieiding grants a +10 equipment bonus to your Forti-
tude Defense against radiation attacks, and it redwoes any damage dealt by
a sucoessful radiation attack by 5 points. In addition, any time you would




move «1 periblent ep down the condition rack in # Fewit of radiation Shield Generator
wnﬂ:-tvhmh-q -.—!-u.un- medium o
negate th % chech only the first time  iving it the same Lind of pn ariPeps t
,._._mmmmmn;mmw.n Dux s L 9

o Yo,y Mt hawe The periatent condition cured normally
wﬂl‘u

bllt ""m laee
shove), but it apples only it nto the

afmor on & weapon mount [see below). Its m!lu apply to oiber ranged
weapans only i you sim immediately before making the attack.

Any attack wsing a rangefinder takes no pemalty when wied sgalmit o
target @t short range. Thus, If your suit of armor had & rangefinder and o
tanter pritol bullt into & weapon mount. you would take no range penalty
on aftacks againat targets up to 40 squares away.

Ready Harness
nmw.-wdmw—uﬁ-mm

ment (Mediom weapon sirel, af ten meces of equipment up 1o Dimnutie
wire [Small weapen sirel.

gl ¥ s halved i
mning yout encurmbrance (see page 140 of the Saga Edition core rubtboot ),
and yuth equipment can be retrieved or replaced as 4 move aelian,

Repulsorlift

This upgratie takes the same kind of hover repulsodifts used by drolds and
modifies them to allow the srmor (o float up to | meter off the ground. The
weater £AR Betivale of deactivate the repuisorlift o 3 wwift action. While
the repulseriift i aperating, the wearer ignares the effects of difficult ter-
3 and takes half damage from falls. A repalsoriift operates far 10 rounds.
% 4 ungle energy cel

Shadowskin
A matte black Fmih of hght- 3nd seasor-3bsorteng materinl, 3 shadowslon
turmy ey armor coated with it imta 3 stealth suit. Normally coupled with a
+ound dampener [inchuded in this modification cost), it s difficut 1o see,
"ear of detect the armoe with sensors, Armor with shadowsion grants & +5
equipment banas on all Stealth checks made by the wearer.

& more sdvanced version of shadowskin uses the material reflec, which

y the Grand Army af P and Iater used by various

hn!ﬂlllp«hﬂnnﬂunlh.lh!hl s mone effective but also more expermive
than pormal A siit of srmor adds a +10
equlpement bonus on its wearer's Stealth checks.

but inty 7 in face, oely heawy
of af least Medium mmmummmwm

for 10 [Suity
of armar m shield generatoes commanly have the lnwlllll Generator
um&:mmlhrmlmmwuﬁnamm
iWhen active, reduce the damage you take by the armor’s shield rating. If the
damage is equal ta o greater than the armos's shield rating, the shield rating
i reduced by 5. By spending theee swift actions an the same or consecutive
rounds, the wearer can make 8 0C 20 Mechanics check to restore lost shield
power. If the check succeeds, the armoe's shield rating increases by 5 paints.
[ug to its maximuen shield rating).

Shockweb

A shockweh it 3 powerful ehectrified stun feid thas can encase the entier
swrface of the armoe 1t rums off an energy cell, which can power it for 20
munutes Tarming the thockweb 5a of off & 3 vwift action. Whie the shock:
el i active, 3oy tame you St the Larget of 3 sutcessful medee attack, grab
STTBCK, of grapple atthck, the attacker takes 106 clectrical damage and 200
eiectricl stun damage Each time an attacker & damaged in this way, the
shockwed dscharges 1 minute of duration off its energy cell.

Vacuum Seals

Any armar can be upgraded wih vacuum seals, which include airtight gaskets
around 3l joints and simple |ife support equipment that sdds 2 kg of weight.
This allews the armor's wearer to sirdive for 10 kours in the vacuum of
space or Bevy ather hoatile environment. Medium and heavy armar can have
improved life suppart that lests up to 24 hours, adding 10 kg of weight.

MM_

Mmmmmmmuumm

namdwmimw w‘mwrm
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7 meunts,
lmwnﬁphmw“nlrwfuumhmh
wﬂmﬂlllhhﬁthn!mnlndﬂulmrmwhkhsntmmldh
ibed 13
glewves or gawntlets, sueh o combat gloves, can be worn with armor without
lmmmLh:MN“mhmnnmkmnnlm_l
ned incluse the cost of Such
mmdﬂwﬂmhmm“m’thhﬂnmm




weapors. 1 takes 10 minutes and 3 DC 10 Mechanics chech 1o change weapons
in # mount. A mounted weapon mkwn-mmnm

-km
-m.wnm

¥ 3

e ot in e

gin sy benefit from the armor if the weapon Imw

1f an sutonomous weapan (see sbove) s mounted to & wi of armer, it
the armar's
wearer takes other actions). However, autancamons weapons can distract and
unbalance the wearer due ta their recoil, though heavier srmors are better at
absorbing this shock. For eapon that has made
an attack within the st round (that is, sinee wearer's kst tumn), the wearer

must spend o swift sction to regain balamce; furthermore, the wearer takes 40) o weapon with
@ penalty on all attack rolls and Dexterity- or Strength-based shill checks mn“mwnm
determined by the class of armar worm: light =10, medium -5, heavy -2. m‘*'lﬁuwﬂﬂthnmm-h
¥ ¢ because gradel, it can benefit fros
OTHER OUTLAW TECH the protective srmer modification. 3
Asuaniim, bounty humters, and prvaterrs ke ApeCdd ReEd, 0 they have ﬁuhﬁ:!nmwhhm 3
Apecisl equipment to match. bn addtion 19 the upgradel drucrived in this
chapter, your cutlam might Tind wue for other wmaiaal gear uvl.li‘-ﬂ-um
Mh‘m’nmmhﬂhmm
ARMOR ¥ weapos shiper
The types of srmor given on Tabie 2-8: Armor are described below.
GTU AV-1C Combat Armor

Beskar'gam Armar
Light, Medium, or Heavy Armor Driginally designed for use by private security forces and parsmiiitary
The Bedkar'pam i the traditianal sult of Mandalorien Armer, Unifke the armar groups, the GTU AV-1C combat armox is a Fully enclosed suit of armar made
of the Neo-Crusaders [see page 201 of the Knight licCom-  of g hasd plates that completely cover the wearer's bady, The sult
WMLMUIHHMWIMMHNulluublhm is vacuum sesled and incorparates a built-in heimet package. Additionally,
They usually have various customirations, ranging from simple coloration the armar includes an sdvanced repubsorfift system that replicates # jet

Gt g alteratiom. The beshor ety rane pach [Following all the narmal rules for the jet pack) but produces na naise,
outrde of i eat, or fiames. The AW-IC combat srmor is powered armor and has Twe

of Mandaiorian srmor Tre bestor pom 5 made of Mardakorisn iron (besior],
which i wrong encugh to deflect biaster fee and rven ightiabert, and
when worn by 3 true Mandaioriae warnioe if can greatly reguce the amoont
of damage taken cven from dieect hits. Nt o8 suits of Mandalorian armar
are beskarpom (for example, the srmos worn by Neo-Crusaders during the
Mandalorian Wars was not made of besiar), but 8 wearer of the beskarom
s @ fearsome sight indeed. A suit of beshorpom grants. favorsble circum-
stances on Persusion checks to intimidate, and if the wearer has DR then
the wearer can apply its benefit agairst attacks made by lightsabers. Though
nol pawered armor, the armar has two free upgrade sats.

Gamemasters can reduce the cost of beskar'pam by 10,000 credits for
Mandalorian heroes.

Free upgrade oty
GTU AV-15 Scout Armor
Medium Armor

A scaled-down version of the AV-1C combat armor, the GTU AV-15 scout
armos iy lighter and allows for & greater degree of mability, making it &
favared sult for bounty hanters that rely on their speed and steaith to cap-
twre a mark. The AV-1C is also vacuum sealed and includes a built-n helmet
package, gnd & reduced-power repulsoriift system similar to the combat
model, This repuliorlift functions 03 & repulsorlift except that it produces
mo noise, heat, of flames, but grants a fly speed of 4 squares instead of &
squares. The armor is powered, giving it two free upgrade sots, and inchudes
3 built-in glowrod.



ARMOR [CHECK PENALTY] COST 70 REF DEFENSE TO FORT DEFENSE  BONUS (650) (450) WEGHT AVAILABLITY
Beskar'gam, light 3,500 +5 «2 #1 - - Wiy  Licensed, Rare
Hait-vest -1 L - 5 - - 20y Resticted
Shadowsuit 600 1 + +5 - - 2hg  Military
Beshkar'gam, mediam 37,000 ol +2 2 43 FTS 17y Restricted, Rare
GTU AV-1S scout armer 15000 41 2 2 4% 3w 1eky  Mtary
Krail 210 personal aemer 16,300 o M 3 s, I, Mk Miitary

Besiar'gam, heavy 45,000 «10 _ ] 1 4 3 32ky  Restricted, Rave
OTUMFIC combat amar 25,000 s “ " 4%’ w25k Aestricted, Rare
1 iVhen ruming i heovy ormor, you COm move o 10 Bhrre imes your 4peed [mteod of foor hmes].
Half-Vest Shadowsuit
Light Armar Light Armor

wrw«lmolrwblthlﬂnl want to be seen »tvmqvmornn public.
Lightwesght, flexible, and easily

to Stealth checks made to conceal the armor], @ half-vest protects the
wearer against surpeise attacks fram unscrupulous enemies and allies. Onee
per encounter is & free sction, the wearer can negate the bonus damage
an any attack made sgainst him while he is denied his Destenity bonus to
fefiex Defende [uch as when being targeted by an attacker with the Snesk
Attack talent)

Kranghing Textiles is ttle more than & black body stocking
wearer's entire body, Shadowsuits are made from 3 tough but soft materisl
known a5 shadowsilk that abiaorbs Bght and sound, The hands and feet of the
shadawsuit have sound-dampening pads that reduce the noise made by the
weares, A a =5 equip benus to Stealth checks when-
ever the wearer mcnmllmem from dariness or low-light conditians.

RANGED WEAPONS
The types of ranged weapons given on Table 2-7: Ranged Weapom are

Krail 210 Personal Armor described below
Mediam Armos

o oy A for private security forces, the Model 710 Blaster, Subrepeating
personal armar i a favorite of bounty veral Pistol

lipuid cable dispenser, and vacuum seals. Additianally, the m rants 3

miﬁﬂanawllW.leWlnnn
autofire-anky weapon and includes a retractable stock. Unless the stock i

#2 equipment bonus to Strength checks made to Bft, drag, or pi o
Krall Madel 210 personal armor is corsidered to be pawered simos md ﬁn
two free upgrade slats.

extended, making an autofire sttack fsee “Autofire”
page 156 of the Saga Editian core rulebook),

A subsepeating blaster requires s power pack to aperate. After 50 shots,
the power pack must be replaced.




Blaster Rifle, Sniper
Rifle

A favofite smong assassing and military sharpshoaters, the sniper biaster
rifle Is a powerful and accurate weapon deal for eliminating targets at
long range.

Unwitidy in lehmg ather than a prepared firing position, the sniper
baster rifle is poorly suited for use in close combat, If you do nat aim 8t
your target immediately before making an attack with a sniper blaster rifle,
you take a -5 penalty on your attack roll.

Sniper blaster rifles often have a bipod and targeting scope mounted on
them (see page 43 as well as page 140 of the Saga Edition core ruleboak),
but meither is inclisded in the cost sted on Table 2-7: Ranged Weapars. A
anmiper blaster rifle cannot benefit from the rapid recycler upgrade.

A sniper blaster rifle requires 3 power pack to operate. After 10 shats, the
power pack must be replaced.

Deck Sweeper
Exnotic Weapon
The Merr-Sann Deck Sweeper blaster is dts-;n(d lo stun lan;t mumbers of

Micro Grenade Launcher
Rifle

The Locris Syndicates MGL-1 micro grenade launcher is a small, portable
weapon that can deliver minfaturized grenades quickly and with a minimal
amaount of training. Unlike other grenade launchers, this weapon is chassified
a0 a rifle for the manner in which it is used. A micro grenade launcher fires
-m:m grenades, which sct a5 narmal grenades but are somewhat smaller,

Tallow all the for exch type of grenade, but deal
-2 dice of damage an 3 successful hit.

A micro grenade launcher holds four micro grenades and has 1o be
relanded a5 & full-round action. A micro grenade lsuncher can be mounted
on a rifle (this takes 1 minute and requires a DC 15 Mechanics check] ar
used 5 3 separate wespon.

Neural Inhibitor

Exatic Weapan

Thee Mennotor DAS-430 newral inhibitor is @ powered, ranged weapon that
wses some of the same technology as rail guns to propel @ Righ-velocity
dart at the target, which imbeds itsetf into the skin, The dart then injects a

peeple ot ance, typically in the [hence:
the name). Unlike normal m«madw& sweeper only fires on the
‘stun setting as has no nonkethal setting, Additionally, a deck sweeper differs
from other rifles in that it targets all creatures or droids within a G-square
cone &5 an ares attack. The wiclder makes a single attack roll and comgares
the result to the Reflex Deferse of all targets within the area. A hit deals
normal stun damage, while 5 miss deals half stun damage, fallowing the
normal stin demage rubes. You must spend a swift action on the same turn
to prime the deck sweeper before you make your attack. Otherwise, the
weapon will nat fire,

A deck sweeper requires a power pack to operate. After 5 shots, the power
pack must be replaced.

Electronet

Heavy Weapon (ammunition)

The electranet is a special weapan frequently employed by bounty hunters
1 bring down fleeing prey. An electronet acts a3 a grenade that can only be
fired fram a grenade launcher, When an electronet is fired from a grenade
Launcher, target a 2x2 square area and make an attack roll, comparing the
result to the Reflex Defense of each un;el in the atea, If a target is hit, it
takes

for a net. Each raund, at the beginning of your turn, any targets still trapped
by an electronet take stun damage from the weapon at its normal amount.

special in that can hring dawn even the toughest enemies. When a
lirving target is hit by am attack with a neural inhibitor, the target is poisoned
and the dart makes an attack roll [1420+5) against the target's Fartitude
Deferse. If the attack succeeds, the target moves -1 step down the condition
track. If the attack fails, the target does nat move down the condition track,
brit the dart's pext attack gairs a cumulative +1 bonus (30 it attacks with
182045 originglly, 1020+ 6 after the fiest falure, 142047 after the second
failure, etc.). The target’s condition is considened persistent until the pofson is
treated, and the pofson makes an attack rall at the beginning of the target’s
turn until the poison is cuned with @ DC 20 Treat Injury check). Once the
target falls unconsciows, the neurotoxin dissipates on its own.

The Corandexx VES-700 pulse rifle is favored by smugglers, bounty hunters,
and other outlaws for use on starships and in urban environments where
they are fikeby to be cornered. Unlike normal blaster weapons, a pulse rifle
targets all creatures or droids within a B-square cone & an area attack. The
wielder makes a single attack roll and compares the result to the Reflex
Defense of all targets within the area A hit deals noemal damage, while 3
miss deals half damage.

A pulse rifle requires a power pack to operate, After 5 shats, the pawer
pack must be replaced,



STUN DMG  RATE OF FIRE  WEIGHT TYPE

Neural inhibitos 6 =t 5 kg

Piercing

sweeper' 5,000 - 3d6 5 4.5 kg Energy Restricted
HEAVY WEAPONS CosT DAMAGE STUN DMG RATE OF FIRE  WEIGHT TYPE AVAILABILITY
e i e e L T S DR e Sa B TR T R
Electronet’ 2,000 = 3d8 5 Sk - Restricted
PISTOLS COST DAMAGE STUN DMG  RATE OF FIRE  WEIGHT TYFE AVAILABILITY
e e e e e P et ] Sy R S SR
Blaster, subrepeating 750 3d6 - A 2hg Eneray Military
SIMPLE WEAPONS COST DAMAGE STUN DMG  RATE OF FIRE  WEIGHT TYFE AVAILABIITY
T 2 - N s < ST e £ s P T VI e
Squib battering ram 3,500 5d10 = 5 10 kg Energy Military
RIFLES C0sT DAMAGE  STUNDMG  RATE OF FIRE  WEIGHT TYPE AVAILABILITY

Special 5 Ik
6 5 5 ky

Micra grenade lasncher 1500 Special Varies IMegal
Snare rifle 1,200 - i Licensed

Biaster rifie, sniper’ 2,000 3410 = 5 By Energy Military
1 Area attack weagon.
2 Inaccurate weapon: This weapon cannot fire at targets at long range.
3 Accurate weapon: This weapon takes no penalty when firing at targets at shoet range.
Snare Rifle Th I , alfrwing & tamget d|
Rifle slowed dewn) at longer range by shooting a weighted cord that wraps around

The rieed to captire a target alive presents a prablem to the bounty hunter.
ou car't use 3 blaster's stun setting beyond very close range (6 squares);
Stun grenades work farther away (particularly when used with & grenade
launcher), but they're expensive and restricted, so they won't slways be
available if you'ne on @ planet with strict weapon lws.

the target. A snare rifie allows you to initiate @ grab or a grapple against 3
character at range. If the grab attack succeeds. the target takes the listed stun
damage from the force of the snare, A character that is grabbed or grappled
wnﬂpq 0 8 DC 15 Acrobatics eheck] or bresk.
out of it [requiring a OC 20 l ‘ i the Fin and Trip feats
mln a u\are rifle, but you unnm uscth: Crush o Throw feats.
ige that halds 5 shots, i
:arlnﬂgn weigh 2 h] and cost 50 credits each.




Squib Battering Ram

Simple Weapon

Designed to help Squib sahvagers pemetrate the imner parts of derefict star-
ships, the Squib battering ram allows the witiders to purch through doory
with greater efficiency. A Squib battering ram requires tmo characten to
operate [one o siabiiar the battring ram, and one to trigger its activation]
The weapon o too unwieidy 19 be wied sgaimst 3 ving, moving target, but
1t deai nermal demage to sistionary, unattended obieris [sech as wath or
doori)

A Squib battering ram requines four power packs 10 operate.

OTHER EQUIPMENT

Table 2-0: Equipment lists some of the common equipment wsed by
frimgers and outlews. Reler to the descriptions below for other pertinent
infarmation.

ABC Serambler

Thia device i used to ward aff missiie tacks: Comminly U6t by Biunly
hunters agal the Al s worn on the beit
or attached to a suit of IM and emits false audio, biological, and chemi-
cal signals to confuse missile guidance systems. A character with an ABC
scrambler gains & +6 deflection bonus to Reflex Defense agaimst grenade
launchers and missile launchers.

&mbp

eguently to aforce
cageina wlz-xmlup -qum.-edﬂmd-nm
A force cage deah 306 energy damage tn anyone trying to break inta (or out
of] the cage. and the Cage can be susembled or daisembled in § minutes.
Imwmammdnﬂmummam

reat ;.

Lock Breaking Kit

Higghly illegal and favored by shipiachers and pisstes, & lock bresling bt is
il & tood kit in mamy warys Bt ha some very advancnd and highly special-
ired tools. A lock bresking kit grants the user 3 +5 cquipment bomus on
&l Mechanics and Use Computer checks to bypass doors and airlocks om 2
starship,

T—

Man Trap
A man trap i & reversed repulsor field that draws a target directly down,
umnmmrm.!-_-_mqmlmﬂw

ummu'w! A creature can attempt to break cut of 3 men trap g
vt action, reguenng a DC 40 Serength check. It can be deactvated
@ remote (treat an 2 portable computer with Inteligence 16]

Chest
A spacer's chest b 3 special container commonly kept by smuggiers and
erates to store their most prized povsrsson. A spacer’s chest wally car-
#ar1 not onky valusbies but ako emergency iteres fike spare clothes, cedit
sticky, dats discs, wmall tooh, concentrated food, and a hold-out blaster
and blaster packs. A spacer's chest has enough consumables to feed ane
persan for 10 days, and has an electronic locking mechanism that has &
Will Defense of 30.

TasLEe Z-8: EQuiPMENT ]
ITEM cost WENGHT
L 3000 g
Farce Cage 7,000 E1]

Lack Breaking Kit 8000 Ll |
Man Trap 8,000 10y

Spacer’s Chest 0
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I general s charactes with 3 staruhip inked Sestimy can do whit 1o one
ehie can manage—uniess they, too, sre linked to its destiny, There's nothing
1o prevent multiple eharacters from being destiny-linked to the same star-
ship. Swch charsciers might share the ship, or might constantly be stealing,
buying, of gamblieg it back and forth between them

Normal Starships and Vehicles: Unleas o starship or wehicle i3 linked to
& character’y desting, & character cannot uie 8 Destiy Point or any ather
sbilty (e o the bedi Master class fratuee seremity] that sutomatically
causes 3 sprcific outoume for an attack roll of skill check Destiny b intenaely
persoeal, relying on the individusls deepest conmection to the Foroe
something incompatible with these mansive, Meless machines. Other than
haing a starship-Bnked destiny, only the target sense starship maneuver
[see page 30 of Srorships of the Galary] allows the we of Desting Points and
similar effects. Using this Force-baned maneuver heips the character to let
90 of his comseions, seif [which & sware of snd uing the technology of the
arship) and inatead act on instinct, junt 05 Luke did when be switched off
his targeting computer during the Battle of Yavin

HuNnks OF JunNk
Some starships sren't reliable. They are, in fact, natoriously unreliable, They
require constant maimtenance and might have vystems faifing mn the maddle
of battle. A GM might decide a starship b unrelisble for any reaon: He
might requiee 3 Vankip to be pnrriiable 33 the price of making it part of
3 chasacter's destioy fsee “We've Been Through A Lot Together” sbove).
starship might have been modified one 100 mary times: or, it might not be
recenving the masntenance it requires. Whatever the resson, oace 8 starship
s unireliable, it cawses problems

Any time an unreliable ship is maved a step down its condition track, you
must roll ¢ om Table 2-9: Unreliable Results to determine the result. [If
your starthip ends up 31 least 3 3teps down the condition track i & reslt of
this, mevesment, imutesd roll €20 + 80 tn determing the resait | A character
can sperd 2 Force Puint to reroll 8 bad result, but mant Gve with the weoond
result even if it's worse.

Aglitch takes o full-round action and & DC 15 Mechanics eheck ta repair.
A failare tokes 1 minute and a DC 20 Mechanics check to repair, A dissbled
system takes 1 hour and & DC 26 Mechanics check to repair

FRINDODE MODIFICATIONS

When you lve 0 the fringes. of galactic society, you need 3 vtarhip that
shirts the law &% much &5 you do. This i obviow with smeggiers, parates,
wnd bounty hunters, but anyone who occisanally travels through space
controlied by less-than-friendly forces welcomes the edge @ personalized
starship provides, Some after-matiet kits are available in legal shipyards,
wnd amyene with the credits can find someone willing to add 3 syitem of two
off the hooks, but the moit extentive “anofficial” starship madification are
the work of cutlaw techs operating owt of thadow porty

The rules presented here are fully compatible with thase fram Storships
of the Galoxy, but shorter and simplified In nature. I these rules are enough
to satify your peed for starship modifications, they work fine on their
wn. However, if you find your desire 1o personalize starhap o just barely
scrateied by thin wection, taie o load 8 Stershaps of the Golary snd (%3 doders
of addtional opticm.

Emplacement Points
Emglacement points are the heart of the starship modification system.
Systerms have size, bracing, and power requirements that mist be met to
sdd them 1o & starship. To represent the numersus factors that combine i
limit haw mamy Systems 3 yingle LLArAIp cam have, emplacement pomts ane
wned [3ch moddication or new 1yLtem s 3 rating in emplacement poonty
1o represent how hard it i 1o 84 16 @8 CESLNG StANAG

The full emplacement system of starship modification is detalled
Starship of the Galoxy, and everything presented here b compatibie with
that book. You can still use this system by itself using @ lew simple rules
presented here, but the modification listed in Starships of the Galaxy are
abso appropriate to ships for bownty hunters, umugglers, privateers, and
ssansinn. These nubes are kept intentionally banic in this book, since they
are already prevented in fall e Mary popular upgrader—such i
improved hyperdrives, nav compulens, ammers, docking guen., SPRCE manes
cargo pe1tnon yyntems, cosking b ggher”
found in Stovships of the Galoxy,




. All Use Computer checks to cperate the shig's sensors lake 3 -2 peraity,

06-15
1625 Al e Computer o . rade = 1 penalty.
26-30 The shig's speed lsr:dwnd h\il:qnar: [starship scale), minimem speed 1 square,
-4 Dauble your ]
41-50 Shicldh, cannot restare lost SA. ¢
B-53 One of your raged, You take 3 -2 penalty
s repaired,
54-57  Sensor fallare lllwmwmmmwmme mep‘smrs!ahu-spmmr.
B2-64  lon engines failure mdupswsrndnmdwqum [mnhlps(ikl. mlmmumspttﬂ SQUME.
6568 System Fadure
£9-72  Weapon fadure Une weapen [or hmerymammumm [choose randamly).
-7 pperdrive failu Triple yout ship
77-80  Shield failure Mrmlmmml SR.md lhcshlp“s ma:lmumSRlshaMd
Hi-B3  Stabilirer disabled P
H i repaied.
B4-B5  Sensor disabled Allmwmmmnpcnk the ship's semsors take 2 -10 pﬂ\ilrv.
57-8%  Computer disabled 5 penalty,
90-91  lom engines disabied Thcship'upmﬁs reduced by 2 squares [:u'shipmkl. minimem speed 1 square: the ship cannet perform all-out
mevement or attack run actions.
-84 System dissbled - [ s choice).
95-36  Weapon dnabled All weapon systers are disabled.
97-98  Hypendrive disabied T
5900 Shields disabled The ship loses all 5R.
Unbes tock ships point. transpart x2, capital ship x5, station x10). Proper installation requires &

(Ships built by the Corellian Engineering Corporation instead have five
unused emplacement points). A ship can have its systems crammed into &
=maller space to gain five more emplacement points, but doing so makes it

Mechanics check. The base DC for such a check is 20 +1 for each point of
emplacement & system or modification uses,

Cost Modifi

unreliable (see "Hunks of Junk,” abave). If you lack the emp paints.
16 5upport @ System you can still install it, but it takes more time and costs
more credits a3 you add the subsystems to enable your new gear to func-
tion, For every emplacement paint you kck for & system, add +2 days to the
imstallation time, +5 to the Mechanics check DC to install it, and +20% to
the system cost.

The base time needed 1o add & modification or system is 1 day + 1 day
per emplacement point the system uses, modified by the skip's size [space

It eosts more to improve or modify shipwide systems on Larger starships.
Thus, each size of starship has a cost modifier, which & applied to the base
cost of starship systems added to starships of that size. Amy time & system
lists its price as a base price, you multiply it by the cost modifier for the size
ship you are sdding it to.

Some equipment costs the same amount regardiess of the ship's size.
These types of modifications list 8 cost withaut noting it 85 @ base cost




A Note on Costs
All casts given In this chapter are, by necessity, approximate. The Stor Wars

galany Is 3 vast market, and It's Impor asy

et actor ffect 2 mager purchase’s firal
coat. As 3 resuit, 3 GM should feel free to modiy these prices up of down
by 85 much & the adventure requires or the GM's own preferences require.
AN players need to know is haw much it costs to add a desired pew system,
ot all the econcmic |mplicatioms of any particulsr cost)

STARSHIP SYSTEMS
A starshig's systems can be upgraded, replaced, and modified repeatedly
throwghout its aperational lifetime,

dondl

This i the rumber af emp
0 iitall the myitem in 3 stankip without icurring an addtnal cost o
time detay.
ility: Some starship accessories have Bmited avallability or are
¥ reg 3 [ 11 of the Sags
Eition core rubsbook ], A system that i rormally availabie without restrctien
i Bated 25 being common.

Sise ¥ L hy in starships of @ given
slze range. Althaugh systerms are pormally limited 1o ships of & given size o0
larger, some yystems can function andy in smaller ships.

Cost: Sometumes 3 staruhip scoevsory hus 3 flat cost o weght. Often
the st andlor wesght i determined by multiplying 3 base number by the
starship's cost factor, which is determined by its size. If a cont Is listed as the
base, you must o d size of the starship
lmnm}-l\‘tﬂw.ﬂ'ﬂmnmmnlw
of credits, it doren't matter what size staruhip you add the system to.

Amphibious Seals
nmwm:ummhncﬁmnu_w. leawmud

 popuiar
that have wnderwater citaes (inchuding Gusrren, Mon Calamar, and Gun-
gans) and with smugglers who want to be able to hide @ ship underwater,

T——

they might escape detection underwater (unless the local authorities have
wubmerubies on hand]

M a starhip is normaily abie 1o land on the swrface of 3 planet, adding
amphibious seals adds the ability to land safely in arry body of water large
enaugh to It Thits can be use: he with-
out civiized starport facilities, or when 8 pilot wishes 1o avoid using such
Ieavity mositored facitien

Anti-Boarding Systems

Anti-baarding systems are & series of cameras, blast doors, and weap-
ﬂwﬂlmlmmwwuaﬂhm
Each arti-bosrding
milwmluuawmm]mmm:

-uwmmr.nlmzsoumlmams,s:mm
Break DC 80, Mechasics DC 25 to dable device.
Alows

¥ g v to make

inte the ares [even when sealed).

= Blaster rifle taret: Mellex Defense 10, DR 10, 30 hp, attack +5, 348
energy damage, autolire capable (see page 256 of the Saga Edition core
rubtboot]

Al vitsl locations (bridge cockpit, main engineering, guanery stations,
sirlocks, docking rings, and so forth) have a security checkpoint ot each
entrance. Im addition, each section of corridor 3t least 10 squares (15 meters)

friendly 0 they wan't be attacked. (Passengers

are not always so fortunate |

Although anti-bosrding syitems are normally controlied by the shig's
¥ o v v ‘acoen (that i, 10 wham
the ship's computer hars an attitude of helptul] can activate or deactivate the
system & roatine command [see page 7 of the Saga Edition core rulehoak).
As with other computers, the Will Defense of a starihip's computer i 15 +
the starshig’s Inteligence bomss, but ity default starting Fttitude i hastie
{mstrad of undriendly] while the asti-boarding system i active.

Because starships ace rarely boarded before they have been disabled o
voluntarly pawered down, anti-boarding systems have independent backup
power 1ources that aliow their turrets to make up b0 50 shots even after
power i ioat. (Their semion, commenications, and CAmETES Frma Mcive
for about 100 howrs on internal power.) Despite this utility, anti-boarding
systems are rare due 1o the bigh edpense imolved in Imstalling them, They




e common among wealthy crime lords who might have reasan to fear
their “guests” (often agents of other crime lords]—and perhaps their own
mnﬂur than any hypothetical boarders. Major corporate executives
lit ures added to their
fargety to l:nd off assassination attempts.

Auxiliary Generators

A starship uses a bot of energy, drawing power from its engines for motion,
defenses, weapons, sensors, computing power, erviranmental systems, and
doens of other systems bath major and minor. Building bigger engines
crestes a need for greater bracing and fuel storage, which in turm resuits.
i @ karger starship, and thus a need for even more pawer. In this constant
batthe between energy needs and engine size, one solution is to add auxiliary
generators.

Auxillary generators are able to step in and supply power to specific
systems when engine power is needed to propel the ship or engage in other
eruclal functions [such as maintaining the shields), Because they need to
peocuce pawer only 3t peak usage. the generators are smaller and use less

ship also has sensor baffling (see below) it can move up 1o twice its base
speed in one turn without losing the benefit of the sensor baffiing.

Cackpit Ejection System

A papular modi tramp frel uniter

a mdpll ljmm l‘fslﬂﬂ allows a shrp‘! cockpit to d:cl In the event nf the
pe pod, When the starship

Is mrwcd the pilot mllnl:s a DC 20 Pilot check. If the check Is success-

ful, the cockpit ejects without its inhabitants taking any damage from the

destruction of their ship. On a failed check, those within the cotkpit take

half the damage that exceeds the ship's damage threshold, s normal, before

the cockpét manages to separate.

Com Jammers

Often, it Is important not only to escape an enemy but aho to prevent
them from calling ahead 1o warn units at your destination to capture you.
It's difficult for smaller ships favored by smugglers and pirates to jam
the sensors of Larger ships, but dedicated com jammers can successfully

fuel than an equivalent engine upgrade. This doesn't provide amy
speed for the starship in question, but it does give it more power when
engines or tractor bearms are 3t maximum capacity.

Auxiliary generators give a starship a +2, +4, of +6 equipment bonus 10
Its Stremgth score. They also allow a starshig’s systems to continue to func-
tion when the engines are shut down or destroyed.

Backup Battery

A YR ian taken by all space travelers,
but smugglers and pirates put it to even better use. A backup battery allows
the ship to operate, at least its basic functions, for up to 1 hour after the
shig's pewer gemerator fails. Additianally, if a ship i pushed to the bottom
af the condition track by mdnmnge me ship's engineer can make a DC 25
Mechanics check to reverse using the ¥, maving

N

Jjam all in an area of space. A com jammer prevents amy

i luding hyperspace comlinks, and even

HaloMet trarsceivers—from functioning properly within & squares [starship

scale]. It takes a DC 30 Use Computer check to send of receive 3 message
within this area,

Com jammers have several drawbacks. First, they do not disrupt hardwired

(5o they can't prevent the shig's bridge fram talking 1o the engine room).
Second, the ship creating the jamming &n't immune: Its communication
systems are as blinded a5 anyane else’s. Third, jammed communications are
easy 1o detect at bang range, granting a +20 circumstance bonus on any
Use Computer check made to detect the jamming ship with sensors. (Such
jamming might be dﬂtﬂ!ﬂ from millions. of kilometers away, 5o thus might

t ) On the other hand,

the shig +1 step up the condition track. However, nnlng;;ulm the backup
battery, which must then be replaced.

Baffled Drive
Haffied drives are favored by smugglers meving through dangerous, highly
o-nulleu star systems and anyone else that needs to move thraugh space
steatth. A Tibanna gas that
leaves reo wisible trail, making it incredbly diffieult 1o detect the ship with
seriors. A baffled drive always gives a starship a space speed of 2 squares,
nd has a lemited fuel capacity. A starship’s baffled drive can move the ship
4P £0 100 squases (total] before it needs to be relueled; refueling a baffled
deive has a base cost of 1,400 credits (which is multiplied by the ship's cost
modifier, as pormal). A ship moving with a baffled drive adds +5 to the DC
of any Perception or Use Computer check made to detect the ship, and if the

these systems da allow lmghler -sized ships to jam the communications of
capital ships, sa for many pirate groups the tradeof! i worthwhile.

Cotterdam

A cotterdam is.a very basic form of aistock th(ﬂﬁ be used bocmmtt tm
Colossal or larger starships. Th o L
that utmd; m lno mrshlp hatches. llhmng :un;l:he movement

ment. A cotterdam

ereates a lnmm a squares long and | square wide, and maneuvering two

ires & DC 15 Filot check
fram the pilot of each vessel. Failing this check by 10 or more results in a
collisian between the ships,
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Environmental Filters

Environmental filters allow a starship to support more than one set of envi-
ronmental conditions. This is commaon on lurury liners that wish 1o provide
comfortable quarters for multiple species at ance. Nommally, anly a I:—

PHE
f

2400 e
Mone 20,000 bane
: 2000 5a0e.

150,000 bane:
15,000
3,000 base
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Gargantusn o lrger

rare oteasions, these systems have been wsed offemively by making things
difficult for hijackers or pirates. As a full-round sction, a character with
administrator access ta the shig's computer in the command or engineering
center of a vhip can make a DC 25 Use Computer check to flood any section

rooms are provided with an alternative , but entire
 4hip ean be given different gravity, stmasphere, and lighting if desred. Dn

with a taxic extreme heat or cold, mild radiation, unmoke, of B
gravity Puctuation [low, hgh, or rerd gravity). For mare informaton on these
effects, see "Hazards” in Chapter 14 of the Saga Edition core rulebook.



Fuel Converters

Fuel converters transfarm matter into ussble fuel that can keep a starship
running even over lang journeys. While fuel converters never eliminate the
need 1o refuel during visits to spaceports, they can extend the amount of
time between visits and reduce fuel costs, Fuel converters come in a varicty
of farms, including salid fuel converters, gas scocps, and solar comerters,
If the pilot of a starship with fuel converters spends at least 1 hour gather-
ing fuel in realspace, the ship regains ane unit of fuel (enough for ane day's
travel in realspace, ane hour's travel in atmosphere or in cambat, or one
hyperspace jump].

Grappler Mag

w-wm g i

the end. tractor beam technalogy was
wldmrnd. grapple mags have bcenalmv‘n entirely surpassed by superior
tractor beams. |t i treated a5 a tractor beam with a range of 1. Though
suhstantially limited when compared to tractor beams, grappler mags can
be fit on starships with far less difficulty.

The sole other advantage of a grappler mag is that it can be activated
and maintained without the use af power, allowing shigs equipped with it
to appear dead while being attached to another ship, [All starships have
oriimary docking clamps for this purpese, but these elamps can be wed to
attach only 1o a willing or disabled starship.) As such, & smaller ship can use
it clandestinely to attsck to & vessel at least one size Larger, without any
telltale energy signatures to give away the smaller ship, but this requires
the smaller vessel make 3 Pilat check and a Stealth check apposed by the
target ship's Pilot check and Use Computer check, respectively. If either of
the smaller ship's checks is bested by the target ship's oppesed skill check,
the smalier ship is detected while grappling itseif to the hull.

Hardpaints
Hardpoints sre external mounts for missile weapons, bombs, or mines
nm ummllv of any launcher tube or weapon mount. Each hardpoint

Each hardpoint array counts as a single weapan; If multiple armys carry
identical payloads, they can be fire-linked (see page 45 of Starships of the
Glaxyl. It's possible to replace any of the payload choices with a simple
D€ 15 Mechanics check and 1 minute of work. The cost of » hardpaint does
nat include the cast of the payload attached ta it

.lmwanm & number of loaded hardpaint arrays equal to its

penalty, and it this amount as a heavy
load. Carrying & heavy load mﬂmm:slmh"s speed to three-quarters
normal and allows it to move anby three times its speed with the all-out
movement action; in addition, the pllot takes @ -10 penalty on Initiative and
Pilat ehecks. Hardpeints carrying ro payloed do not count for purposes of
calculating encumbrance.

Because they are outside launchers of racks, the payloads on hardpoints
are visnerable. Any time a starship moves one step down its condition track
as a result of damage, hatf the payload in its hasdpoints are lost (choose
rardomiy).

Although loaded hardpoints are extremely obwious, a hardpoint with no
missile or mine attached retracts or falds against the hull, making them dif-
ficult to notice (DC 25 Perception or Lise Computer check to detect, modified
by range). This makes them an excelient choice for any ship that goes inta
the rowgh fringes of the spacefanes occasionally but 5til needs to pass for
@ civilian ship the rest of the time.

Hidden Cargo Hold

A hidden cargo hold is a large cargo area that is not on & shig’s normal
sehematics, and that requires access theough a false wall or hidden hatch,
It Is similar to smuggler's compartments [see Chapter 3 of Stovships of
the Galoxy), with twa impartant differences. First, up to half a starships’
carg capacity can be converted to hidden carga bolds. Second, a cursary
imvestigation of a ship reveals that a sectian of the ship can't be reached
[requiring @ DC 15 Perceptian check during a routine inspection lasting 1
minute x starship’s cost modifier]. However, it requires a eloser inspection
to find llw mmuve hidden cargo halds [requiring a DC 25 Perception

aship of four ints that ¥ missiles,
mhmlrﬁ.uﬂplnh ﬂtnnmb«nfhaldpv]nu required varies from
system to system:

* Homb, mine, missile, or torpedo: 1 hardpaint each, or 2 hardpoints if
the weapan s restricted to starships of Colossal or greater size [such
@ heavy concussion missiles and heavy space mines in Starships of the
Galaxyl,

* Dvop tanks: One week of consumables requires a number of hardpoints
equal to the starship's size modifier. [This may be spread across multiple
arrays if needed.) Drop tamks cost 500 credits each, and they are avail-
able only for starships of Colossal or lesser size.

check lasting 1 hour x starship’s cost modifier),
mmmw;mm hrm»qglmﬂommnmﬂrnnml
formal their goods.
hidden from casual eyes.

It is also possible fora g0 b b d part

of a starthip, such as weapons, ion engines, or reinforced bulkheads. This
is only slightly more effective, requising a DC 20 Perception check during a
routine inspection to realize not all is at is seems, ard requires an sdditionsl
emplacement point.




.

Holding Cells Any ot all of the banie functions performed by & freighter or starfighter
eferred Jarestandard  piot. coplot, gunner, dq‘-ﬂuﬂum
uwumnﬂmmmmm sonalized to 2 ungle, 1pecific T

Ianters. and pirates find it sscful to add them 1 other wrinehs, and private
“dungeen shipy® conver] the majority of their space 1o holding cefls 1o act
s for-hirg prison transports. Up to T5% of 3 stanbap’s pansenger capacty
can be converted to holding cells.

A holding cell has reinfarced walls (DR 10, 160 Wit paints), an advanced
lock (DC 35 Mechanics check to bypass from the outside, DC 30 to bypass
from the inside), and '“-'--.. ed from
from the security past). A smal port allows food and similar small items to
wwummmmlmlwwhlhumllnnhm
1o make rang o when it's
st @ troublesame prisoner). mummmmnummn
it points) to which binders and similar restraints can be attached.

Interrogation Chamber
An interrogation chamber s  holding cel sperifically designed 1o force

praasen

l'-nmﬂrnuui
are favored by imperial Inquisitors and bounty hurtees, who offen guestion
asociates of 3 wanted target.

The only “egitimate® use an interrogation chamber i that the isolation
and limited semory input distorts the prisoner’s perception of time, 50 you
don’t have to wait 24 h v falled F ; hawever, each
attempt that uses an Inhuwmn chamber requires s howrs of uninter-

rupted guestioning. (Dan't forget that a prisener s campletely 01 your mercy,
w0 you gain 8 +5 bonus on your Persuasion check.

Adisitionally, when making 3 Persuasion check to intimidate o character

ik s "

the controh of ane of thewe povtons | mmmmm
character 8 » 1 bomus en checks with amy skill relevant 1o that crew pesk-
tion |usaally Mechanics, Piiot, or ke Computer]. However, the high degree
of persanalization sl makes it more difficult for anyone else 10 use the:
controls, ghving ary other character 3 -2 penatty on skill checks relating to
1he same position,

Plasma Punch

Mlnnnd d ¥ Drever Corporation, I o ma-
drill that y borieg heoogh

Ihﬂnldnh- F d haped

nagnetic limbs, with the emitter
m&mhuwwm the hole is 1o be drilled. A plasma punch
works faster than o plasma torch (halving the target's DR For the purpotes.
of determining how long it takes to el through the hull] and attaches.
s to the bull of & ship without the meed for a tracter clamg (though the
Sarpet ship Myt hat been driwn inta the ship's square by & tractor beam).
A plasma punch functions otherwine exsctly o 2 plauma toech.

Plasma Torch

A plasma torch is & modification of & tractor clamp (see below), used 1o cut
through the hull of another ship, This is possible only when a ship is secuned
Urlhemmﬂlmmmwmamwuhmhlkmd
ship's hull for. mare fkely, pirates] secured
shipata pnlmulhn‘mna an airlock. The plasma torch cuts a hole between
major structural ehements of the secured ship, so the damage done by ity
operation is minimal, For every paint of OR of the secured ship, it takes the
thmwmmmu and the secured ship takes 108

an grves

you the of hase the
praoner's e o the life of one of its afies. (Nermally. you can't intimadate
» chanscter intn doing this: see page 71 of the Saga Edition core nulebook |

your Dark Sade Score by 1. Furthermore, i you fal your Periasion check,
the privaner will sttemgt to give you an untrue snswer that it believes you
want 1o hear, gaining a +5 bonus on his Decegtion check for every poent by
which your Persuasion check failed,

Personalized Controls
One advantage of smalier ships is that theit cantrols can be persanalized to
allow the single character controlling a given ship's function 1o have every-

This hevel

possible on ships with dagen or hundreds of crew members.

iy

the ship's DR and shieids).
mumﬂhlw\nmohﬂsﬂwl
meters in diameter). by encugh for trocps to Bodnd in 3 columa two wide.
Since it can taie 2 plavma torch 3 MEute of More 10 Cut 18 2 wOwTd VR
might hawe time 1o JITEmpt 1o Set up defemes and makewhift
fortification 1o repel boarders. IT's not ususual for 3 space battle to end
with a defeated ship secuned by & tractor clamp, only for 3 second battle ta
begin within the secured ship,

Reinforced Keel

A starship's keel can be reinforced to allow It to survive greater physkosl
shocks, Although this hnnolm::mmnhrnp kdmmlhnnlp
1o take onky half damage f
anather thip, I|M-)¢mp!rl|¢ol nmmqﬂamqe Lmhlm takes
onty haif damage itsif)




T == =

Tlarely, parate shigs with reisforced keels 3t alio bull with & series of
gocking rappits srownd the nose of the ship, which i fitted with 4 large
mm'h-hnwhuuum-mﬂum
aichy dock with it H 8 ship with

20 squsres 5
1 mincte of light, Reflex Defense 17, DR 0, 30 hp, and damage thresho 10.
Sensor socoys are effrctive oaky in the vituwm of SPICE: 9 38 Jtmenpherr
of amy type, their profile and true nature beoome obwiows to semion.
thmda ensor decoy Witem inchudes the ot of three decoys. A

et gt are stuck together as f they Deamm ta drag
hemsehves into the wame square]. The sirlock at the nose of the ramming
ship them opens and allows boarders o invade the target ship.

mmm es. and el;

pratect 3 ection of & starshig—even if the shig as s whole b destioyed, Only

passenqer

mmmuhmwnm:muua\mm deals damage

equal 10 ar greater thin its damage threshoid [this mmml

sublract the

oy sevarity bracang mu—nmmmmmw

the smount that Eacreded Hﬂ\wmuw
tramsport

e

Sensor

The Arshyd " = Aol
p‘xdulhnndu mhbhmimh- Sensor baffling coat-
ing Is frequently used an milltary scout ships to help avold detection, but
eiilian vessels coated with sensor baffling are often treated oy suspicious
weasels by spaceport aithorities, making the baffiing good for space rurs
bt ot as good for maintaining a low profile in legitimate ports. A stanhip
with seror baffling cam make Steaith checks to hide even without cover
of poncesbment. However, If 3 ship moves 3 distance of mose than its speed
n ane turn, this benefit s lost 25 the energy emitted by the thip's engines
negates the semor batflng sdvantage.

Sensor Decoy

Asemsar decay 8 miviie with an clectronics package driigred to make it
h&lwwn-mh’h-‘w'rw
tramgerts e
wmmummwmnMMMm
ERemy Sensars b0 shuw two identical ships fiying away from each other.

A semior decay %23 i @ straight line at a speed of up 1o § squares, but
hey wan't exceed the maximum speed of the ship that lsunched them. It
fakes a DC 26 Use Computer check to determine whether a semsor decoy
@ fake at 4 range of 2 or more . However, the sensor decoy can't
:nl opitical scanners [of the naked eyel, nnnumnnn\rmnled nu
ke at @ rang
Muare, mzmmml smmmllmhﬂ m

decay couts 500 credits base.

Sensor Mask

An extremely expensive modification that is both highly illegal and highty
successful, 2 sensor mask is a combination ef sensars, chemical and elec-
tromic emitters, halographic projectors, and ather anti-detectian systems
that make detecting the ship difficult. Rather than attempting 1 hide the
ship by negating sensar emisians, 8 sensor mask reads the signals emitted
by enemy semsors as they strike the ship, and then replicates those same
semsor vignals on the far vide of the ship, effectively making it seem like
the sentor signals passed right through the ship (a3 though it were open
space]. A sensor mask adds +10 to the DC of amy Use Computer check made
o detect the ship.

Tractor Clamp

A tractor ciamp & 2 special tractor beam desigred to aliow enemy shigs 1o
be quickly clamped on 1o and stcured. Once you draw an enemy ship into
your square or drag yoursell into the enemy shig's squane if it is the larger
vessel], you can wse the tractor clamp to secure the two ships together far
immediate boarding; this gives your ship a +5 banus on grapple checks ta
keep that one vessel fram escaping the grapple. Because a tractor clamp has
a boarding tube sttached 10 i1, you ean use It 1o place a boarding party in
a specific area of the enemy ship. Tractor clamgs can also be equapped with
plasma torches (see abovel.

Workshap
A fully equipped starship workihop & sbie 1o do tasks just not possible with
Tosls. A goad workshep includes

and storage racks, 3 full st of permanestly mounted fusion cutten, fiood
Lamps, mageafring veewers, beam drili, tethers, power prysar, clampn, and
semilar 1o0is. 11 €30 e wsed 19 repair or modify amything from weapom to
droids to ship's systems.

Mechanics checks and Use Computer checks made to repair, modify, or
ennstruct abjects in the warkshog (or the starship in which the warkshop is

located) gain & +2 equipment bomus.

STARSHIP CODEX

The follawing starships are good examples of the kinds of vessels found in
the shadows of the galaxy. They are often found in the hands of pirates,
bounty hurters, smugglens, and scum of every description,




OrymMENOR-3 FREICHTER

A long, mmm starship that was designed 1o compete with the Corel-
Ean s YT serles, 3 light freighter is an
mt\ivﬁwl lhl: husi detachable cockpit designed to serve 8s an escape
pod in case of emergency. The starship was quite sturdy, but due to some
engineering flaws, it never saw the popularity its inventors hoped for. The
ship is rarely seen outside of Carellian space, but some smugglers swear by
the ship's durability despite its relative lack of public appeal.

CorelliSpace Gymsnor-3 Light Freighter
Colessal space transport

Init -4: Senses Perception +6

Defense fef 13 (flat-footed 13), Fort 28; +13 armor
g 150; DR 15; SR 15; Threshold 78

s %

Kazellis Corporation Light Freighter

Colossal space transport

Init +0; Senses Perception +6

Defense Fef 16 (flat-footed 12), Fort 26; 412 armor

g 130: DR 15; SR 30; Threshold 76

Speed fly 16 squares {max. velocity 1,000 km/h), fly 4 squares (starship
scale)

Ranged quad light laser cannon +6 [see below)

Fighting Space 12x12 or 1 square [starship seale); Caver total [crew]

Base Atk +2; Gep +38

Atk 0 autafire (quad light laser cannon)

Abilities Str 42, Dex 18, Con —, Int 14

Shills Initiative +0, Mechanics + 6, Perception +6, Pilat +0, Use Computer
+6

Speed fiy 12 squares (max. velocity B00 km/h), fly 3 squares [starship
saale)

lllngtd laser cannon 6 [see below)

Fighting Space 1212 or 1 square (starship scale); Cover total {erew)

Base Atk +2: Grp +40

Abilities Sir 48, Dex 10, Con —, Int 15

Skills Initiative -4, Mechanics + 6, Perception +6, Pilot -4, Use Computer
+6

Crew 1 [skilled]; Passengers 4

Carga 95 tans; Consumables 1 moath; Carried Craft none

Hyperdrive x2, navicomputer

Awallability Licersed; Cost 38,000 (19,000 used)

Atk +6, Deng 44102

KAZELLIS LIOHT FREIGHTER

A rare but highly prized cargo vessel, the Kazellls Bght freighter bs an
elegantly designed starship that has a number of advanced systems built
into the stock moded, including an advanced sublight drive that gives the
ship a speed ndgew:r MN the popular YT series. tlnl'lo: ll\ln‘f mhc gm
freighters, fight o

and has i ligh anngn h'!"l?éd‘mst"""

desiign and a comfartable interior, the Kazellis light freighter is iwomd N
smugglers who don’t want to make a lot of modifications to their ships to
get them in good, waorking order,

Crew 1 [skilled); Passengers 3
Cargo 100 tons; Consumables 2 manths; Carried Craft none
Hyperdrive w2 (backup =12], Mv!:mpum

Licensed; Cost 50,000 | used)

Atk +6 [+1 autafirc), Dmg 4d10x2

SUuRRONIAN CONQUEROR
A relatively small starship, the Conqueror-class assault ship was ariginally
designed with planctary defense in mind. The Surronian vessel boasts heavier
‘weapons than most haps of its size and and is many
planetary security forces as system patrol craft, However, the Congueror-
class assault ship has also garnered favor with another segment of the
fringe: bounty hunters. The vessel can be pilated by a single pilot if needed
(the ship's double medium laser eannons can be braught under pilot control,
thaugh they are typically comenanded by & gunner], and the shig's interioris
easily modified to accommodate a single holding cell. The Conqueros-class
mult sh'v B |Iso extremely fast for a space Irlnsperl nﬂmg it imvaluable
g prey. Prinee Xizor's repl Guri, pilots.
a (‘awurmf«nss assault ship called the Stinger.




Surronian
Conqueror-class
Assault Ship

i s

2 b €3_
L Escope Pod Access (Cedliag] -
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Surronian Conqueror-class Assault Ship an Theugh rever the YT them, the YT
Coiessal ypace trampert 12505 are morr durable, and thus more Bty t remain active well inta the
it + 7. Semies Perception «8 Gakactic O They are sopular with umugglers, prates,

Defense Ref 16 [Mat-footed 17], Fort 76. + 17 armor; Vehiwlar Combat

hp 120; DR 15; SR 30 Threshold 76
Speed fiy 16 squares [man. velocity 1,000 km/h), fiy & squares {starship
scale]

Ranged 2 double medium laser cannons +8 {see below] and
light ion cannon +10 {see below)

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew]

Base Atk +5; Grp +4

Atk Options autofire [double laser canncns, lon canmons], fire-fink [ion
cannom|

Abdlities S1r 42, Dex 18, Con —, Int 16

Skilly Initiative +3, Mechanics +8, Perception +0, Pilot +2, Use Computer
8

Crew 1 [expert); Passengers 1

Cargo 2% tom; Comumables | month; Carried Craft none

=1 (paciup w10). navs

Awallability Restricted: Cost 100,500 (46,000 wned)

conarers, el €ven 3 few baunTy mamters. Le ochetr CEC light Freghten, mast
hawe been even more heavily modificd by their owners ower the decaden,
eventually buring littie resemblance 1o their “stock” origin,

ar

Defense Reflex 14 [flat-footed 14), Fartitude 27; 414 armar
hp 120; DR 15; SR 10; Threshold 77
Speed fiy 12 squares [max, velocity B00 km/h), fly 2 squares (starship
scale)
Ranged 2 double laver cannons +2 [see below)
Fighting Space 12x132 or | square [starship scale); Cover tatal
Base Atk +0; Grp 37
sutefre

Abilithes Str 44, Dex 10, Con—, bnt 14
Skillly Initiative -5, Mechanics +5, Perception « 5, Pilet -5, Lhe Computer

¥T-1260

The ¥T-1280 is an upgrade of the YT-1200 and YT1-1210, an uninual mave an
the part of Corellian ing Corparation [CEC), which
mwwmummmwofmmmm
atarships. However, when the Y
Mﬁwﬁthﬂwm;ﬁ‘mﬂmm
freighters plummeted. Stuck with 2 huge back stock they had expected
e abie 00 vl 3t Ehe-new prices. CEC took drantic mediures 1o redesign the
older ships and remariet them 75 3 “new” prodect.

The YT-1250% have 20% lews cargo capacity thas a stock YT-1210. ht
ks up for this with mone powerful engines, heavier weapons, and 2 basic
wet of defensive shickds. (it also has ondy six emplacement points free, a5
opposed to the 10 available in most Y1-Series freightens.] CEC presented the
sturdier shign as apprapriate for light defense duties, cargo duties in more
hazardous regions of space, and as armed merchart ships able 1o protect
freighter comvoys, Although sales remained suggish, especially given the
ahip's Increased cost and reduced carge room, CEC was eventually able to
el them all to small, peaceful systems and militant trade guilds (such as
the Trade Federation].

¥T-1930

Actually a variant of the popular YT-1300 space transport rather than an
entinely new design, the Y1-1000 i the immediate predecenar of the mare
popuiar YT-2000. Like the YT-2000, the YT-1330 places the hip's cockpit
Mhhmumnmmmwmnu

Lo of Y1-1900s.
mamwhuw“mm-lw
it fram the grund-up, the YT-2000, making this variart model relatively
obsalete.




Correllian Engineering Corporation

YT-1250 Transport

5. Ring Carridor
1. Englneeriag Compartment
T Graw Quarters

8. Muin Hold

4. Farward Airlock

i1l Secondury Hald

Il Ventral Azeess Part

| square = L5 meters



Corellian Engineering Corporation Y1-1930 Tramsport  CLE®  C-ping Ugly

Colossal space transport The C-wing, also known as the Cnrelllanf!mln wgly, ks 2 typical example
It -3; Senses Perception +8 of ighter built floating abaut after a major starship
Defense Ref 14 |flat-footed 13, Fort 28; +13 armar battle. Thowgh th if C-wings vary, they are essentially

hp 150; DR 15; SR 15; Threshodd 76
Speed fly 12 squares [max, velocity 950 km/h), fly 3 squares [starship
scale]

Ranged medium taser cannon +3 (see bebow)

Fighting Space 12x12 or 1 square [starship scale); Cover tatal (crew)

Base Atk +2; Grp +40

Abilities Str 46, Dex 12, Con =, Int 12

Skills Initiative -3, Mechanics +6, Perception +6, Pilot -3, Use Computer
+B

Crew 2; Passengers &

Cargo 200 tons; C 4 manths; Carried Craf

Hyperdrive %2 (backup x12), navicomputer

Availability Licensed; Cost 135,000 [E2,000 wsed] '

Medium laser cannon [copilet]
Atk 43, Dmg 4d10x2

UoLies
Uglies ane f different
together, They are never bullt from scratch in their “ughy” config

desigm

a YT-series light freighter cockpit balted on to a B-wing's main fusetage.

These uglies originally came about because the New Republic determined
that if a B-wing's battle damage included its complex gyrating cockpit
section, it was cheaper to build a new starfighter than to repair the compli=
cated mechanism. Thus, many B-wings with that damage were left behind
at battle sites. The C-wing design gets around this problem by taking oot
the rotating companent entirely, and turning the B-wing fuselage sidewise
in noemal flight.

The big freighter cockpit gives the fighter room far a pilot and gunner,
a5 well as two passengers. Though passenger seats normally sit empty, the:
(C=wing could be used as a short-range armed shuttle. The spacious accom-
modations oy starfighter standards] atso allow a C-wing to go an longer-

e missions than pormal, I relat fart. In fact, if a C-wing were to.
sacrifice firepower for a sensor suite, it might make a fair scout fighter,
C-wing Ugly Fighter cLa
Gargantuan starfighter

Init +1; Senses Perception +5
Defense Reflex 13 (flat-footed 12), Fortitude 23; +7 armar
hp 100; DR 10; SR 30; Threshald 43

and they are rightly shunmed by any legitimate naval power. However, gnm

that starfighters are buslt in modurar parts and |P|a! murﬁ of the common
g in the Star

sizes and conmections, it becomes mare practical than it vqulH first appear

to create such hybrid designs.

Uglies are generally fourd in the hands of pirates, slavers, smugghers, and
ather groups that have the abdlity to steal starship parts [or buy them off the
Black market) but lack the resources to purchase or maintain conventional
starfighters, Many uglies are created when a pirate fleet hijacks several
large carga ships and discovers they have the cockpits of ane starfighter
type, and the engines of another, Others are built as ane-off designs by techs
trawding through the jusk from sand crawlers or space graveyards and old
starship battlefields. Most, however, are the result of kaving a mismatched
group of second-hand fighters and nane of the spare parts needed to repair
them, 5o outlaw techs patch together working parts from whatever scurce
they hawe an hand,

Because of their plecemeal nature, all wglies are unreliable [see the
tules for unrefiable ship earlier in this chapter), even when receiving proper
maintenance,

Speed fiy 8 squares (max. velocity 850 kmh), fly 2 squares [starship
scale)

Ranged assault laser cannon +5 [see below) or

Ranged light in cannons +3 (see below) or

Ranged proton torpedo launchers +3 [see below]

Fighting Space 4x4 or 1 squares [starship scale); Cover total [crew]

Base Atk +0; Grp +28

Atk Options autofire (kght lon cannors)

Abilities Sar 36, Dex 13, Con—, Int 16

Skills Initiative +1, Mechanics +5, Perception +5, Pilot +1, Lise Computer
+5

Crew 2 |normal); Passengers 2

Carge 450 kg: Consumables 2 weeks; Carried Craft none

Payload & proton torpedoes

Hyperdrive x2

Availability Restricted; Cost 110,000 credits

Assault Laser Cannon (pitat) |

Atk +3, Dmg 10d10x2




Clutch Ugly Fighter
Ackichis ik i
wmple » and hope
the £nd 1wt could iy, hhmuﬁnmﬁhuﬂ!m—
Tawira and her Gang of pirates based out of the Star Destrover Ividons in
the years after the battle of Endor
Mumnumuwmw- TIE/in, and rebuilding

X-TIE Ugly Fighter

An X-TIE i created when the hull of 8 1-65 X-wing is given the solar panch.
of & TiEfln rather than ity soemal $-foih. These shigs are mostly bult by
the Coreilian Defenie Forcrs (and less savery groups with ties to Coneilia).
During the Gatactic Crvil War. hundredy of mcomplete T-65 starfightens are
seized by the Empire when Incom Corporation goes over t the Rebel All-
ance. Not wanting to see the incomplete starfighters fall into Rebel hands

the p hete M one 1
MMMNGMWMIMIMMMIMWIM
two laser cannons,
The result s starfighte

little interior bracing, and no missile weapons. A baslc shieid generator
improves survivability, but it doesn't help much. Though & swarm of elutch
fighters can take down vow convoy ships with ease, they are no match for
midetary starfighters pioted by military Saldiers. In ruth, the dessgn shaws.
mromise but requires the professional redesign of 3 starship devigner, which
they aee unlitrly 1o receive.

Clutch Ugly Fighter ce

Hiage starfighter

Imit «12; Senses. +6

Defense Reflex 19 (flat-footed 11), Fortitude 24; +3 armaor, Vehicular
Combat

50, DR 10; SR 15; Threshald 34

Speed fly 18 squares [max. veloeity 900 km/h], fiy 4 squares [starvhip
seale)

Ranged liser canons +7 [see below) or

Ranged ion cannom +7 [see below]

Fighting Space Jx3 or | sguares (starship scabe); Cover total

Bane Atk +2; Grp « 26

Atk Optioms sutofire [laser cannon)

and not wiing palitically tainted design, the Empire stored the
selzed materals in Corelllan space stations. Though rever officially lost or
soid, the hulls found their way into the hands of various Coreliians within
& few years.

Mkmwuwlumln S-folfs to mount an the X-wing hulls, but
TIEfIn solar

Xewing s, the desige s p
m‘la‘_ s e o o d
X-ThEs e y

3t least 75 ate s the Corediem Imarection.

A variznt of the I.THE i the X-ceptor, which uses TIE interceptor panety.
These starfighters are exsentally the wme o the X-TIE tut with Two addi-
tioral Lyser canncns and 3 proton torpedo launcher.

X-TIE Ugly Fighter

tan starfighter
Init +4; Senses Perception o6
Defense Refien 15 (Nat-footed 1), Fortitude 28; +6 armor
hp 140; DR 10; Threshold 40

Speed fiy 16 squares [max. velocity 1,050 km/h), fiy 4 squares [starship
seale)

the "brilkant’ m‘mﬂﬂ“wbﬂ
e, i ' .

as

Ranged Lser canans +4 [see below)
Fighting Space 4x4 or 1 square (sarship scale]; Cover total crew), +5

Abilities St 38, Dex 36, Con-, int 16

Skills initiative + 12, Mechanics + 6, Porception +6, Pilat +12, Use
Computer +&

Crew | [shied). Passengers none

Carge 5 uy; Consumables 1 day; Carried Craft none

Hyperdrive None
Availability Miitary; Cost 45,000 used

wﬂmmlw |, Bimg 5d10x2 -
e - - -

cannon [pilot)
Atk +5, Dmg 3d10x2 lon

Base Atk +0: Grp +33
Abilities Str 46, Dex 18, Con—, ot 14
‘Skills Instiative +4, Mechanics +§ (+13°], Perception +5, Pilot +4, Use
Computer +5 [+137)
Crew 1 plus astromech drokd (normal); Passengers 0
Carge 110 ky; Consumables | week; WMM
5, 10-jump memary droid)
Avallability Military; Cost B0,000 credits used
“If the ship has an astromech drold, e these shill modifiers instead,

Atk +4 (-1 autofire), Dmg 5d10%2




7 cCHAPTER I
FRINGE CAMPAIGNS |
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Crime, it €3n be argued, s one of the building blocks of society. Although
the rule of supply snd domand sometimes prevents necessary goods from
resching thour who need them mosi—except ot exorbitantly high prices.

Smoggling enabics important carges to reach their intended targets,
uﬁ-ﬁ-w-_-ﬂ-—.mmdndnh--iu
Certaindy, prafit frox iy

merded goodh, without profit, he could ot afford to reman in business.
Still, 3 remonable mari-up b what draws the line between smuggling and

Heroes in & Scum and Vilkeiny campaign meght be thise who have taken
to a life of crime to make their fortunes, embracing expediency over ethics

to accomgplish, Alternatively, the heroes could be roble-spirited individuals
struggling 1o rise sbove their environment and make something of them-
sebves, fighting the temptation (o take the easy way out.

AN this s rich, Pertile soil for fringe heroes to grow and thrive—both as
characters and as criminals wha might one day come to control their own
criminal empires,

A DATHERING OF
ANTI-HEROES
mmmnmmmmmum,nmd-

m-mmmmnmmmmmw
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Py seion nl'n-u-mhul with the players sbout their characters—

d, e, the lawe. After all,
-mhrmmfun\nmwrnlm abowt potential roleplaying conflicts.
before they c1op up, and either adjust their character concepts accordingly

|
i
i
i
{4
__g
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are willing to wark together. i a player intends for his hero to be something
of & laner, or o figure of mystery, the Gamemanter (and the other players)
«can be a bit more prepared and perhaps work with the player—in private, If
necessary=to develop a reason for the “mystery lones™ hero to join forces
with the ather heroes,

The Gamemaster might alsa want ta consider preparing an "introductory™
scenario, simed a1 bringing the heroes together and establishing & common
cause. Given the nature and sheer number of threats that Face fringe heroes,
It should nat be diffscult for the Gamemaster 1o present one that the heroes
Teel they have the ability—and desire~to confront and overcome together







arHARED HERO BACKOROUNDS
mm-p\lhfbutmmrmu;Mnnmmumwﬂpnhtrhmmua
rr.mmnngndhummmd\nnnndmwnd:llmlhmm
10 Herp B, whi 0sce worked with Hera €, wha 15 related 1o bers D and
won Ideally, the players can decide thee reiatismbigs themagives in the
prrcampaige Sncwinen, mith some inpul from the Gamesanirr, and et op
crasoms for the heroes ot oaly 1o work tagether but aha to be in the same
p.ﬁenmv'rumﬂnn“ﬁﬂmunbnim.

Tor canmple, Lesk Hisshas is an aspiring bounty heniter, but his player
s focused 3o mueh on Lesk's informatian-gathering abilities that he has
5 ide 3 way » (He
7 lat e o af Ao teas Ilesk »
.mmﬁwammmmdmm
4 broken-dows old Ohtroc 720 freighter with the help of ha partner and
cnpunl.aS«IImummtmkll.kmwmmlﬂnﬂlm
Fyperspace-worthy, thaugh, they need money—sa they contract with a
smary Bathan con artist named Eurri Joran'syk, who agrees to bankroll
mnmmmmhmmmmwmm
nmwnm.tmmhwumm
B arraa veists o rideng long. I really. he's o fr
people he i neety ] vhile] rngs alang
Mmwpmm.lﬂmuummuuwwammmlmu
Furrsk's assistant in his scams and his bodyguard otherwise~and he s more
than willing to help Lesk Hiashar apprehend bounties.

Oemnoutty,

from comcoct-

4 % ¥
ey derad the campakgn with their own interests and concerm, but they
can ity brai out of starting the itset, Each
pliyer needs only ene good reason to want to work with one ather hero,

arrangement” with each

(O course, junt s with their charscter concepts, the Gamemanter has.
sl approval om the Reveey dhared Eachgrounds.

CcCoMMON DRIDINS
f thve focis of @ Scum and Villaimy campaign doesn't preciude i, the heroes
maght commence the fiest story arc operating with some commen elements.
The Oamemaster $houll tvilge comman infarmation relating to the first
19 work it inta thesr herory’ Sachgroundy.

Briow arc short exampies of campaign ides particulasly sulted for
Sewm and Villainy campalgny, which should help the Gamemanter generate
i iies for the players 1o bulld bonds.

# The heroes are messbers of 3 crimis gar that ed by
& more naster fval The hesoes e nowm owt for revenge.

® The hetoes are the amhiants and sviocistel of 2 fonowned Con aninl,
whi hars recently been arrested by the Empire. Their goal la to run & con
o the Empite itseld, convineing them 1o irt their mentor go free

# The heroes are o team of bounty hunters who inadvertently become

| @ war hetween ¥

® The heres are the crew of 3 freightes, roqularly smuggling llegal car-
ﬁmmw-um—-mmw-nam
trap and are foroed 10 59y om the same Bebeh they are supplying

Clearl, sy campaign s hatsllroads the pla " i
s of " imal, and the should strive ot to
e -

npose the kind P
mhhdlﬂmiﬂhmmhﬂ*ﬂh
am Imperial agent wha Mt oul 10 e the Crew 18 3py on Rebel thip move-
ments, bt ks since had 8 change of heart. The bownty hunters could be &
foose ssociation of ycouls, scoundrels, soldiers, nobles. and even a Jedi; it
Wl depends on how they define their heroes' molivations—and what secret
infoemation, if @y, they atrange with the Gamemaster.

e

9 s
with which 1o ARaEd BIChgrTUnd -t ITVSES mUght ts mhat
inh of erocs wuld brt fit the campagn. The Bamemaster can ahe e
mare specific setups to put The hesoes on common ground at the start of
the eampaign, and give them easy hooks with which to cannect ta one
another.

ALLIES

Fringe campaigm are practicaly talor-made for the herots 1o share the

common bond of alics—criminal bounty hunter houses,

‘umuggling rings, and o on=who provide the herors with equipment, safe

havens, transport, and jobs, In exchange for the heroes” loyalty (or at beast

their discretian], these allies arrange for the heroes 1o work together, again
? Pt it

thewr goal

and agaen, campaige’s goal
ol the heroes. & wril.




LocaTiOMN




Whatever the location, the Gamemaster munsi provide a reasan for al the
pereies 1 be there At the same time and lny out incentives far the beres 1o
nteract with ane anather. Furthermene, 1f at least one of the heroes caliy

THE CoMmMON CauseE
The heroes can atso come mﬂmwwmnmam.mwluk
a5 vimgle &% saving the life or lvelihood of 2 Friend they all share, o i could

stiom home [of st 3 place where the b qularty outl, the
e expect tn e reasonsbly famdiar with the ares. They knew where

yhakers are, and w0 on, 1t ko makes them ferivy to local rumars, which
give the Giamemastes oh eavy way 10 slip the heroes few adventure hooas
now and again,

f the location is important enough to the heroes [or even If the phay-
= pat gm-huahll.ncmam-wa the central setting far the
P or campaige—s Wing of "home bave” out of whah they operate Froma
/oy £anTing where the herbes meet 1 plan Ehir S, 10 30 et planct
nopritusly miired in poverty, misery, and crime, the location could exily
yecnme the springtioard for afl the heroey' sdventures.

o The heroes are nmates in the spice mines of Kessel
o [ hevoes e mmmmu]nﬂ“m

o Theheroes

] spacepor
amd learn That the owner has 10 sefl the place 12 3 dancputable kacal
Land baron 1o cover gambiling debis.

EVENT

Fvents can aiso drive the heroes to band together and take action. If the

The rich history of Stor Wars provides pienty af major events that could
atfect fringe fight against the injustices they
wiiress ... or cut themaelves in for 3 piece of the action.,

» The Clone Wars could tum homest, hardwarking bernes into refugees
o0, T the ather ead of the spectrum, war profiteers—though thry mght
use @ portion of their gains to help slher mmecent crikans 10 esCape of
avoid the line of fire.

The destruction of Alderaan could create a pawer vacuum |n o eriminal

the galaxy's undermorid.

The t38 of the Empire couid leave 3 mumber of formey bmperiah—Sepply

officers, shuttie plots, command schosl Cadets, and &0 DA-wilh no

mdmmwmnmunmdmnm

ends meet.

* The tiounty on bedl affered by the Yuuzhan Vong could turn the heroes
{nto Jedi hunters=or, conversely, to pate a4 Jedi hunters, while secretly
Feiping the edi escage worlds, heid by the imaaders.

e g | emgire tn (B inees. Perhapn the heroes
want 1o strike 3 biow at the Empie by undermining I1S authaely whengver
g wherrers poviibie: perhags They mant 1o Srive The Tumptan Viong aut of
Mutt Space. Pravided theis cause i not 30 cavdy srcampished, it cam muke
for an ongaing succession of adventure hooks to keep them guriiing the
cause for many sessions 10 come.

CAaMPAIGN ELEMENTS
To creste 3 specific atmasphare for the players, the Gamemaster shoud
. and theme That the sorate with the cam-
wlm.mmmmmmnmnwmum“-
Ing adventure, fighting oppression, and using the Farce define Star Wars.
Vihen thase themes are absent, Stor Wars doesn't seem like Star Wars. The
Gamemaster doss ot need 10 introduce every Iheme into every encounier
on adventure; howewts, if they are always abient, the players might feel as

Mmﬁqhm“immmmld
For & Scum and Villainy campaign, the themes might include finding &
mwmmmmhmlowln-m:mhn,ﬂmum
mnuflhelmnn'ullrp.|mnmwwmmulmnulwulgn
Easlitare de it

elements, !
alen wretches from every comer of the galary.

BLEAK PROSBPECTS
Mut&mnmﬁmmhnfnwhm
mam;m.nmwumw.wm-mnmmnm
:Mm-un-MIlmnnlmnmllnmhmwwm-klﬂim
uuww“u‘awmwmwumm
to-reward ratic i unreasonably high. Either way, taking the job might nat
completely pay the bl .. . 3nd might. in fact, land the bero on the next
prison ship to Kessel

1 i this of steidy work thal fringe hi into
Ilmufmphqwmlnmmmarhlllqﬁcmwlhﬂmﬁ
wwlliﬁ!mdutﬂulnmnnmlunmmmmph«u
mwmmuﬂmmwmnwhmu
mﬂlm—-whm‘wnhnmﬂﬂqw\

i mere

might hove to wait days o even weeks for an cpportanity, even & meager
in the sector might

o, Still, evety
take wp asteraid mining to make ends meet,
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Adventure Hook

Maney is getting tight for the heroes, and they might ot have enough to
pay the docking fees at their next port of call-let alone restock the ship's
provisions. Fortunately, as they are beeaking oebit on Rodia, they pick up &
natice on the planetary inf i that Turlo, 3 locs f,
needs immediate passage to Ryloth, where his spice trade has been beset by
troubles. In exchange for getting him there and back, he's willing 1o pay their
docking fees (both on Rodia and Ryloth) and restock their ship. Turlo spends
nearly every minute of the trip conducting business through the shig's com-
munication systems, and soon starts asking for little favors: "a brief stopaver
an Tatocine to talk to my foreman,” “an overnight stay on Geonosis whil
1 meet with the chief engineer budding my factory there,” “a fast side-trip
1o Prob to settle a labor dispute with the local Gamorrean workers,” and
s0 on. The heroes quickly come to realize that T is just using them as
a private shuttle service, getting the use of their ship in exchange for the
cest af provisions and dacking fees, Turlo is willing to dole out a few mare
credits to keep the heroes hapgy e arrangement, but after payme:
heas been made, asks for yet anather “small® favor, keeping them on the hook
a5 fang as possible, until they force him off their ship. True to form, Turlo
tries to resolve every dispute the heroes bring to him with credits—but he
negotiates for the lowest possible payment be can make

RETROORADE TECHNOLOGY
Lifie o the fringe all too often invilves making da with what's at hand. Fringe
heroes can rarely afford to be choosy when it comes to their equipment, snd
they might spend moare time: repairing their gear than using it. Worse, they
do nat have the kixury of spending good credits an the best and the newest:
they might be lwcky 10 have any equipment at all, in fact. Their most realistic
goal is 1o have working gear when they need it, even if it works only ance,
A sufficiently high Mechanics score can sometimes offset the drawbacks
of “previously owned” equipment; after all, it has to function—but it doesn'y
have 1o be pretty. Stil, at the end of the day, it is secondhand gear, and it
might turn et te be just as dysfunctional as it is ugly, New equipment &
ocbviously best, but it might ot be available to the heroes, even when they
finally have enough money to afford it. Their comtacts are likely to have oaly
“the cheap stuff"™—but might also be 3 bit reluctant to direct good custamers
o other merchants.

Adventure Hook
The hieroes visit 8 local scrap dealer 1o serounge for usable equipment, and
scover 3 deactivated droideks destroyer droid under a pile of junk. A quick
inspection reveals that the powerful draid is lacking only a power source;
even better, it has been memary-wiped and could easily be repeegrammed to
serve the characters. Best of all, the scrap dealer doesn’t seem to know what
kind of droid it is (he mistakes it for an ordinary fifth-gegree labor draid),
and tells them that he has to check, but he could probably let them have it
far a couple thousand credits, However, the hernes’ interest has sroused his
curiosity, and he ssks them to come by again the next day if they still want
t. That night, the scrap dealer determines what kind of droid the destroyer
5, and contacts anoth tential buyer. Unf V. ta
demanstrate the destroyer droid's condition, the scrap dealer has to power
it up=and it goes berserk. The heroes arrive at the same time a3 the other
buyer, and both parties discaver simultancously that their deactivated droi-
deka is naw fully active, and has the deaber trapped behind & pile of scrap
armor plating. Desperate, the dealer makes bath parties an offer: Whoever
can shut the droideka down can have it for @ mere 1,000 credits!

THE PRICE DF TRUST

Even when fringe heroes can make that big score—os just find o good job—
and they finally have money, pawer, freedom, and all the other comfarts of
home, they have absolutely no guarantee that they can keep it. In addition
to amy enemies they might have made in their rise to fame and fortune,
there are thase wha see success as a target to exploit—and they are aften
the friends of the very people they take advantage of. It might be money
that drives them, or jealousy, o just a desire to take someane down 3 peg or
two. Whatever the motivation, they are willing to betray the trust of neary
anyone, so0thing their comsciences with the profits from their betrayal

f they feel any pangs of guilt at all,




= a fringe campaign, the players shoulsn't &mmm

‘subjects], provides the galany with mone reseurces, and, most importantly,
optes up new trade routes. A fair the ger

,ﬂlllwlml.“
they
with character or t lemt have

the work is boring, trafiown, snd usrrwarding, when it docs pay, it pays big.
mwmn—:hmm*hﬂhm“—

wnmdmwmmwwm

M) Evtryon

for adding

ey meet 2.3 p amyone wha seem
o0 gerenous, o just too friendly.

Although this sort of paranoia is an exceflent tool for setting the scene,
the Gamemaiter should be cautious about everusing sudden betrayals
Few players rellsh games of intrigue and deception because 1 creates a
migher devel of tension for the player [nat just the character). Abave all
ehie, i roleplaying game it supposed to be recreation, and any roleplaying
game that causes ity players actual stress is denying them that much of
heir fun

o the _mwmmwmunm
find their way from place 1o place. The life of an explover is nat particulary
action-packed, 50, while this sort of element might make an interesting
diversian From time ta time, it |s difficult to bulld a campaign around~-the
exception, of course, mn that rare dluﬁonwm lnt heroes find same-
thing. Such instances

wmmmmhlwrmum the players just how unusual it is to
discover a new planet, or a new chvilization, and perhaps even build a lang,
fnked series of sdventises sround it

Worse still, shce e in the players’ minds, even
# they only imagine it, the players become hardoned and cruel-pt live Mmellm
resl criminah - and Wt ROthing wiong ] The Pernes g the fa of the Misas Cluater when they
Mmumm-nm!— L d of Cro - s of the
iy Folowing plar
Adventure Hook The Ertraxi are

After making & modest profit in 3 less-than-legal fashion, the heroes
run afoul of the authorities, who seem to have been tipped off about the
heroex’ plans, The heroes pan returning 1o their hase
of aperatians, wtart discovering that variows friends, allies, contacts, and
scquaintances seem somewhat surprised to see them, Everyone, It appeass,
has heard that the heroes were ambushed by the authoritiei-—sgparently
before the mied the heroes would
not be returning. As the heroes do a bit more digging. they find that the
rumar started with one of four peogle: the Tariliek wha told them about the
Job. 1he Bothan banker who wan going to tunder their credits for them,
the Human wupply officer who they bribed for the information they needed
0 pudl the job, of their Heman friend, at whose home or place of businesy
The heroey planned the b, Now the heroes must determane which of These
Progle sokd them out=perbags by checiing their accounty for unexplained
depouts, of feeding them falue information, or perhags just by beating the
arswer out of them-and wop it from happening again . . ever If it meem
an ald frignd takes 3 permanent “vacation.”

THE EDOE OF SPACE

Finalky, because fringe heroes might be called upon to perfarm the tasks

:hll no ane ehe MIL it Illh to them fmm Hime to time (o mekx the fong,
¥ fourneysto there

warth neting, and npm back. Explocation nat utnum starships

from hecoming kst in the uncharted wilds of hmrmue but |t Introduces

the Republic to potential new members [and the Empire 1o potential new

mm they had found & Republic starship that had crashed
o Ertrax {with no survivors), repaired it over the course of several yean,
and were firally o space bn an attempt & with
maummummnm»ﬂ When the heroes bring news of
Ertrax back, they are richly rewarded-but soon bearn that their reward is 2
“finders’ fee” and dozens of opportunistic traders, slavers, and would-be
mmmmkl*‘lnlwm;miumﬂmﬂnmmmu

but, If they go back to Ertrax and
|mmmm'jmmwnu-rmwmbrm
ing and arming the Ertraxi, or perhups heiping them apply for and receive
membershi in the Reputiic), they forfeit their finders' fee.

ALLIES & CONTACTS

The rature of Gving on the fringes of saciety hardly lends itself ta trusting
other peaple. The Bith umuggler who i the heroes’ best friend toduy might
tuen them in 10 the Empire for & reward tomenrow. Tnast has to be earmed:
even then, it can be bought and sadd, just ke anything else.

MakKING ALLIES

Allies come from ﬂnll;ﬂﬂhmmmmmmm\‘ﬂdllm
fprovides the h ith
10 the r::lrnduimrhrumm:hhemu boww :mvnut thekr
out of 8 common intenest, be it nmnwmwnmn
making profit. bn any case, they provide their susstance free of charge, as
long as the heroes maintain good relation.




TABLE 3-1: ALLIES AND CONTACTS R | -l

420 KEY ARILITY CIRCUMSTANCE STARTING
ROLL CONTACT LEVEL MODEFIER MODIFIER ATTITUDE

-1 Hero's level - 1 o0 -1 Fraeg

Hera's leve
Herg's lewel + 1 1
110 He

19-20 Hera's level « § +

evel + 3
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MaxKinNG CONTACTS




TABLE 3-2! PEEa
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OENERATING ALLIES AND
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The heroes can take on hanest jobs, but those don't pay anywhere near
s well as crime, Even with legal jobs, though, employers are wary of work-
far-hire contractors, and dole out only the small, low-risk assignments at
first, until they know that the heroes are reliable (represented by the hero's
organization score; see “Building a Criminal Empire,” abave).

«JOoB GENERATOR
Making a living from the underbelly of society depends on finding work. From
mining asteroids to stealing top-secret data, the galaxy is full of opportuni-
ties to make a small fortune—provided one is willing to do a Bttle hard work
and has the right skills.

The heroes' fee for a job is a flat namber of credits, paid when the job
s comphete, and always reflects the total payment to the heroes [not what
each hero receives), If the job involves collecting maney, the heraes instead
receive a cul, expressed as a percentage of the amount collected.

for the g

the table below. Roll i . the
appropriate listing for details on the mission, including suggested obstacies.
The Gamemaster should use the mission outhine as guidelines for creating
encaunters and challenges that the heroes might face in the fulfillment of
the missaon.

I @ job's obstacles inchide witnesses, make one Perception check per
scene, with the Ested skill modifier, If the result is greater tham the heroes’
Deception [deceptive appearance] or Stealth check, someone witnesses
the crime and becomes suspicious, alerting someone of the crime: guards

d20 ROLL Jog

1 Abdution 1
2 Assassiration

34 Assault |
5 Burglary
6 Espionage 1
7 Exploeation
8 Hiacking i
5 Investigation
10 Repair 1
n Resewe
12 Riabbery i
13 Sabotage

14-15 Salvage
6 Scam

7 Shipiacking

18-20 ‘Smuggling




ot bodyquards [shauld the job's ohstacles include them) or the autharities,
Guards o bodyguards arrive in 1d4+1 rounds to investigate; police arrive
in 104 x 10 rounds.

Difficulties

[Each of the jobs in this section can be used at amy N amount
of modification. Throughout the descriptions of those )nbs ou will notice
references to Eavy, Medium, Moderate. Hard, and Heroie skill checks. When
you see @ reference of this type, comsult Table 3-3 to determine the actual
value of that skill D, based on the CL of the adventure (typically, Gamemas-
ters will want to set the CL equal to the average level of the heroes, thaugh
the CL can be set bower or higher for easier or harder jobs, respectively).

xP RE WAH DB

Each of of complica-
tions that make :mw mare ﬁfl"cul! These complications are afso listed
with Easy, Medium, Moderate, Hard, and Heroic difficulties. When the heroes.
overcome one of these complications, award XP based on the difficulty of
the complication. Each complication grants XF a4 though the heroes had

ABDUCTION

Abduction misions are usually about money—though, sometimes, someans
Just wants an incomvenient person out of the way for & while. The abductors
must locate the targes, byp jcal security (for ked doars],

They
might also be reguired to fommull‘l\‘lk nh:lr ransom rle-nands and collect
the eredits without bei ters further, if the
abductors wish to avoid mumeflnq their umzl they must ensaire that the
target cannot Iﬂmtll'v munnt clwes about their Iocﬂmn

Tie follwi ideli
a1 various challenge levels.

Ransom for the Target: 306 = 1,000 eredits = adventure CL

Heroes' Cut: 20%

Target (Easy): Nonheroic character, bevel = adventure CL

Target (Moderate): Heroie character, level = advesture CL

Complication (Easy): Secusity team (4 opponents, CL = adventute CL,
armed with blaster pistols and stun grenades).

Complication (Medium): Witnesses (ranheraic 1); heroes must make
Mmm Stealth ch«ls to avold natice.

erfrmdnnengpmem of :hupmfmi CLhkmk wmuv:

ind when th
KF rnr one m.nl.ur: with a CL d.emmlned by the ﬁ”iﬂlll‘y of the uum ar
objective. As the Gamemaster, you can decide which of the complications
to use, and how mary, based on the challenge you wish to present with the
adventure and the amount of XP you wish 1o award 1o the players. Feel free
1o mix and match complications, or make yaur awn; those in the follawing
seenarios are merely suggestions to make crafting the adventure easier.

COMPLICATION DIFFICULTY CL REWARD

Adventure CL- 1

Hard Adventure CL+ 1

Security iers, CL = adventure CL,
lnncd mﬂ! bilaster rifles and stun Wi\‘lﬁ]

m a Medium
Gallm Informatian check to locate and a Maderate Mechanics check o

Ur:ﬂtl\.

require a Moder-
ate Glthtr Information Check !ﬂ Imne and & Hard Mechanics check to
breach.

ASSASSINATION

Taking maney far murdering someane might be coe of the most despicable
acts that a sentient being can do, but theve is nevertheless a market for it
The assassi t locate the target, ci ary physical security (for
example, locked doors, high walls, and 5o on), and deal with the target's
bodyguards—who are mare than willing to respond to an assassination
attempt with a little letkal force of their own,

In additian, have to aveid [or | The assas-
sins” emplayers might refuse to pay the agreed-upon price if any witnesses
can identify the assassins—and perhaps, throwgh them, their emplayers. {in
fact, same may have prepared 10 kill the assassins in this case, to prevent
the trail of witnesses from ever leading to the employer.)

The following section pravides guidelines on creating assassination mis-
sions at various challenge levels.

Heroes' Pay: Adventure CL x 2,000 credits.

T-wi [Moderate): Heroic character, level = adventure CL

(Hard): Heroic character, level = adventure C1, Force-sensitive
nIIH the Force T




Comp

n [Medium): Wit

n (Moderate]:

aderate):

(Moderat

Complication (Hard)




ESPIONACE
Everyane has ts—from HoloNet logi 1o th ination of the
Emperor's wall safe—and, since information is power, it is worth credits to
the right peaple. Stealing that information invalves finding out where the
data is kept, getting past any quards, accessing the data—and then ensuring
hat no one potices :hat the data has been accessed,
The fallowing ides quideli
at various challenge levels.
Heroes' Pay: Adventure CL x 250 credits.
Target (Easy): Business passwards, banking records, other documents
of limited use.
Target (Moderate): Critical access codes, business recards, blueprints
for prajects stiil under development.
Target [Hard): Secret plans, government projects, classified dotuments.
Complication (Medium): Witnesses [nonheraic 1); heroes must make
Medium Stealth checks to avold notice.
I Complication (Moderate): Files must tie retrieved from secured com-
puter with an unfriendly attitude toward the heroes. The computer has a
Will Defense equal to @ Moderate DC.
Complication (Hard): Files must be retrieved from secured eomputer
with a hostile attitude toward the heroes. The computer has 3 Will Defense
cqul10a Maderate DC.

espionage missions

a Medium
Galnrr Information check 1o locate and @ Moderate M«hamu check to
beeach,
Complication ( ) i {6 sobdiers, CL = adventure CL,
nmud with biaslvliﬂcsnn Stin mﬂﬁl.

r require a Moder-
ate Gnhev Information rh«i 1o locate and a Hard Mechanics check to
breach.

ExPLORATION

Explaration missions are atways easy to find, particularly on the Outer Rim,
‘where there are still areas of space where no ship has ever passed. Explorers

at various chalienge levels.
Heroes' Pay: Adventure CL x 1,000 credits.
Objective [Easy): Explare an uncharted region with known threats,
Objective (Moderate): Explore a hostile area of space [an uncharted
region with known, actively aggressive threats),
Compication (Medium): Alien ground patrod (5 appanents with CL =
sdventure CLL
i

hiath

[Hard): Al

space patrol in starfighi
space transports with CL = adventure CL + 3],

Complication [Moderate): Rall ance on Table 3-13: Space Travel Hazards
{page 98).

Complication (Hard): Aol twice on Table 3-13: Space Travel Hazards

(page 53]

HidackiNG
Hiacking missions mwlu: boaldlnammlw wessel and holding everyone
abaard a2 h o ds are met. Most aften, the primary
demand is maney, but a hijacking can alsa be politically motivated. H’uuchm
mu!l that they ahout their

ready

twal, and they must

slm the authorities are likely 1o try to board the vessel, The biggest :hal-
lenge comes when the demands are met [if they are met) and the hifaciers
hhave to escape the trap that they so carefully fortified.

The fallowing section pravides guldefines an creating hijfacking missians
at various challenge levels,

Ransom for the Target: Adventure CL x 10,000 credits

Heroes' Cut: 2%

Target (Easy): Colossal freighter or transport

Target (Moderate): Caloszal (frigate] starship

Complication (Easy): Security team (4 opponents, CL = adventure CL,
armed with blaster pistols and stun grenades).

Complication [Medium): Panicking hostages must be calmed with &
Medium Persuasion check or the hostages riat,

must map patential hazards to travel, ensuring that
whi make hyperspace jumps through that regian later have enough infarma-
tion about the area to make a DC 10 Use Computer check [rather than a DC
30 Use Computer eheck for jumping with ne data).

To gather this data, the explarer must travel into a previously uncharted
reqion and make a DC 20 Use Computer after 1 haur

(s ) Hijacked starship must be safely redirected
rrnn its miqlndmwse rtuumnq @ Medsum Pilgt :h«h
5, CL = adventuse CL,

lrmtd with bllsm -mn and slun qmiﬂﬁ]
ire a Medium
check 1o locate and a Moderate Mechanics check to

Gs!hcr

scanning. Each swccessful check reduces the usual DC 30 Use Computer
check for caleulating a course through the uncharted area by =5, After four
sieessful checks, the area s fully explored, and the explorer has enough
data to make 3 OC 10 Use Computer check to chart a course, and can sell
this data to agencies that deal in astrogation data.

breach.
Complication (Hard): Excellent fortifications [5-8 entrances into the
starship, Hard Mechanics check 1o seal entrances).




INVESTIOATION
An investigation mission might be anything from scouting an enemy's
defenses before a raid to a l«]arnuimmmale iooll It the suspicious cir-
s that pop up %0 of vhi s inyolved,
Typically, the job is to find an answer to 3 particular question and deliver
the informatian for a fee.
To mmﬁ.u an mmugannn a character mm mal: a number af Gather
ing witnesses, digging and
50 on—aimed at tracking down a suspect of leaming the vurn - A

The foflawing section pravides guidelines on creating repair missions at
wariowus challenge levels,

Heroes' Pay: Adventure CL = 500 credits.

Objective (Easy): Repalr a vehicle in a known, safe iccation.

Objective (Moderate): Repair a vehicle in an unknown or unsafe
lneation.

Complication (Medium): Target vehiche requires extensive repairs,
l'ﬂllvﬂlm ‘two Medium Mechanics checks.

completing all the checks provides anly the suspect’s general location of the
likedy Facts behind a mystery; apprehending the suspect or proving these facts
probably takes further effort [subject to the GM's diseretion],

The follewing section provides guidelines on creating imvestigation mis-
slons at various challenge levels.

MHeroes’ Pay: Adventure CL = 1,400 credits.

Objective (Easy): bnvestigate a minar mystery [mi affense,
missing persan] ¥

Objective [Moderate): Investigate a major mystery (mueder, abduc-
tion, etc.).

Complication (Medium]: Few leads, requiring the heroes to make
Medium Gather Information checis to find clues,

Complication (Moderate): Interference from local autharities (4 scouts,
CL = adventure CL, armed with blaster rifles and stun grenades),

Complication (Hard): Interference from interested third parties (6
soldiersfseoundrels, CL = adventure CL, armed with blaster pistols and frag
grenades].

REPAIR

Target wehicle requires rare parts, which
requére a Moderate Gather Information check to find.

Complication (Moderate): Target vehicle requires expensive parts,
requiring the heroes to spend 300 x adventure CL credits to obtain the
parts.

Complication [Hard): Area has interse atmespheric hazards, inchuding
extreme temperatures, radiation, gravity, or poor visibility.

RESCUE
Restue missions happen retatively infrequently, but they are impartant when
they do. They are also very hazardows; people wouldr't need help if they
weren't in danger, after all, The threat to the victim can be snything from
abductors to wild beasts, or just a hostile environment. In mast cases, the
heraes face a “ticking clock™: The heroes must complete the rescue befare
the victim succumbs to the threat.

The following section provides quidelines on creating rescue missions at
watious chalienge levels.

Heroes' Pay: Adventure CL x 1,500 credits.

(Medium): Rescue 3 victim from @ precarious situation, The

ictim s reatively unknown noheroic character of CL = aduenture CL - 2.

Mechanics are always in demand, and those who have the ithal 1o
fix stranded vehicles and starships are particularty desired. Repair missians
invalve traveling to a remote location, assessing the cost and dilficulty of
the job, and making the necessary repairs—or towing the vehicle back to
chlization if it can't be repaired on-site. Semetimes, doing repairs in the
fickd also means fending off Bltacks by scavengers or wild animals—al of
which is figured into the pay rate.

a victim ign t danger, Victim
[ nell knawn, and the target & knawn by the public to be in danger.
Complication (Medium): The victim & in a location filled with hazards,
P sadiation, poisonaus atmasphere, of high temperatures
Complication (Moderate): Resching the wictim requires space travel;
roll pnce on Table 3-13: Space Travel Hazards (page 99),
Complication (Maderate): Unjecun has a time fimit of 204 days.
(Hard): Target & chasacters
(2 beasts of O = sdventure CL+ 2, H! mmﬁm of CL = adventure CLL.

ROBBERY

Unlike a burglary [which is dore quietly, when few are present], rabbery
missioes invobee taking valuables by farce for threat of force] and them
escaping before the authodities arrive. Instead of depending on security
shills to bypass locks, a robbery depends on intimidation 1o force those with
legitimate access 10 bypass security systems for you.







The following section provides guidelines on creating salvage missions
at various challenge levels.

Heroes' Pay: Adventure CL x 500 credits,

Objective (Easy): Salvage a vehicle in & known, safe location.

Objective [Moderate): Salvage a vehicle in an unknown of unsafe
location,

Compglication (Moderate): The target nnuclc requires a Maoderate
Mechanics check to sabvage its pa iths Ging [
ing their value.

o 2

The target vehicle reguin P pars,
requiring the keroes to spend 300 = adventure CL credits ta obtain the
parts.

(Hard): The area has i hazards, includ-
Ing extreme temperatures, radiation, gravity, or poor vishility,

Scam
Scams range from minoe street husties to full-on cons. They require assistants
to hielp keep the target (or “mark®) on the hoak, nmmg them ideal jobs for
qroups af heroes. Scams lowrisk; 't require any
fighting, and a smart scammer chooses marks who aren't likely armed. In
fact, most scammers don't even bother carrying weapons. (See “Con Games™
on page BB for a sample scam |

The following section provides guidelines on creating scam missions at
various challenge levels.

Heroes' Pay: Adventure CL x 450 credits.

Target (Easy): Narmal citizen [engineer, accountant, professor, etc,
nenheraic chargcter, level = adventure CL

Target (Moderate): Famous persan [government official, halovid star),
hergic character, level = adventure CL

Camplication [Medium}: Witnesses (nanheraic 1); heraes must make
Medium Stealth checks to avaid notice.

Complication (Moderate): Heroes must make Moderate Deception
checks to pull aff the con,

Complication [Hard): Undercaver authorities (2 law enforcement offi-
cials, scout level = adventure CL + 2) attempt 10 drupt the con and arrest
the heroes.

SHIPJACKING

Shipjacking missions are the lower-risk cousing of hijacking missions:
Locate a pooely quarded starship, overcome (or bypass) the erew, averride
the security system, and fly it away, Because starships can sell for millions

at various challenge levels.

Ransom for the Target: Adventure CL x 10,000 credits.

Heroes' Cut: 20%

Target (Easy): Colossal freighter ar transport.

Target (Moderate): Colassal [frigate] starship.

Complication (Easy): Secusity team (4 opponents, CL = adventure CL,
armed with bisster pistols and stun grenades),

Complication (Medium): Shiphoard security systems require a Medium
Use Computer eheck to sccess the intesior of the ship.

Complication (Medium): The shipjacked starship must repart situatian
normal, requéring a Medium Use Computer check to comvince spaceport
mnuol there are ro problems.

Security
armtd m:n biaster rifies and stun wminﬂl

(6 saliers, L= a,

require 3 Medium
Galhﬁ Informatian check to Incm and a Moderate Mechanics check to.
Breach.

Complication (Hard): Excellent fortifications (S-8 entrances into the
starship, Hard Mechanics check 1o seal entrances).

SMUDOOLING
Smauggling (and legitimate shipping) missions are the mast common type
af job available: Someane always needs something maved somewhere. The
characters must have a transport capable of making the delivery and should
boe moderately well armed in case of attack by pirates. Furthermore, since
the heroes need to bargain for a good deal at the delivery point (or passibly
Bribe some customs officers), some skill at haggling is necessary.

The following section peovides guidelines on creating shipping missions.
at various challenge levels,

Heroes' Pay: Adventure CL = 1,000 credis,

Dbjective [Easy): Smuggle contraband throwgh a krown region with
known threats,

Objective [Moderate): Smuggle contraband through a hostile area of
space hn uncharted regian with knawn, actively aggressive threats].

Law of pirate ground patral (5
oppanents with CL = adventure CL).
Mosy customs officials intervene, requiring

the heroes 1o make a Moderate D 1 corver their
a Hard Persuasion check to bribe, cajole or otherwise canvince the customs
agents to turn a biind eye.

of credits, shipjacking [ a lucrative practice=provided the shigj can
find a buyer.

3] on Table 3-13: Space Travel Harards
[page oa).
i (Hard): Law pirate space patral (6 oppo-
ments in starfighters or space trarsparts with CL = adventure + 3}

Complication {Hard): Rall |wﬂ on Table 3-13: Space Travel Hazards
Ipage 93]
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THE BLACK MARKET

The black market i the ifeblood of the fringe of the galary. It i theough
the black martet Tt imugglens, shigjackens, prates, and other crimmnaly
mmmhlﬁnmnm_wuumd

mmumhmﬁmmmmﬁmmhﬂ|
Mwmmmmwmmmmduﬂ

that engage in illegal The black market i the only
mmnbuln {lligin (e, and amy character who wants to obrtain something
wecretly mist deal with the black market in some way,

The Saga Edition core rulebook fsts the basics of dealing with the black
ke, but In @ Soum and Villeing campaign Gamemasters might want 1o
make the black market & more significant feature. The following section
outlines vame more in-depth methods of imvalving the black market in o
campaign. However, Camemasters should be careful in making the black
mariuet more complicated tham it needs to be; if the heroes need 1o buy items
o= the black market snd you do ROt wisth to comume & large portion of 3

e il
st ke The Bl rides presented in the Saga Edition core reltbosk.

FiNDING A BLACK MARKET
ADENT

hgents of the black market do not make themselves known easlly, 8 they
would be quichly swept up by the suthorities. At its most bisic, finding 2
tarh market agent requines a Gather Information check, with & skill DC based
o the restriction of the iem you are trying to obtain (see page 111 af the
Sagu Editlon core rulebook), Hunting for a black market agent requires ane
InlrmrwMwaumnnmﬂlqquﬁlmmhuam
trying to find an ing reparted fo the auth
faking @ blaster bolt to the back.

Even searching fovr the biack market can be dargeroun. A faded Gather
Information chech shouldn't just result im @ dely: it could aho result in an
encounter. If the heroes Bne Mnooping around and svking & kot of quetions.
#oout the black market, local crime lords may get the wrong ides and send
& frm thug 1o Seter the heroes from inguining further. On Ihe ather hand,
ﬁmmmmm-ﬁﬁf-ﬂﬂmmhm*ﬂ

they would tn by from the Black manet, but instead of making purchasey

g the
o gy credity the heroes make off their goods. The vilue of the goodt
s 3till kalved 21 normal, before applyng the Black market modifiers [whah
should comperaate for the redection im vaker from wefiing the item).

BLACK MARKET ADVENTURES
wishing to wse the black masket in an adverture have several

working with the black market o liw enforcement official seeking to shut
down the black market targeting the heroes and confranting them. Adlde
from combat encounters, the black market can be a good source for akill
challenges; for example, a fence might be willing to seil an item on behall
of the keroes. but only [f the heroes can make o Use Computer check to dis-
able an electronic lock on @ spacer’s chest the fence has in by possession
but has been unable to open. Additionally, the biack market can be ed a3
awutw- the heraet ta 2 par plan i the
mmh:lnrmmunmﬁnammmun
g incentive 10 travel 10 the urben workd

B OUNTY HUNTING

ul one can always
f'ndwdMluunﬂﬂwﬂnnﬂﬂ»nmunmalmm.
effective to be a bounty hunbei—especially when the toals required to locate
and captisre the target might cost mare than the actual bounty=it ks steady
work, and affords ane with plenty of opportunity for travel.

BOUNTY HUNTING OuILDS
To ensure that hunters da their work In a prafiessional fashion, groups of like-
mirded bourty humters have formed guilds, such s the House of Beneles,
Dulok's Fat, aad the Granse Confederacy, Mthough the mast famous is the
Baunty Humtery” Guild.
o ensure

wmmmmm-unqmn

the ko, with them 18 amvest MMMMMMMMW

!k\mmmldmddulwmwm retain switable incentives 1o ply their trade—and that the authorities do ot
interfere overmuch.

SELLIND ON THE BLACK Jaining il h i but that includes

MaRKET 10 tithe 109 of guild, [For mare

Tie Siack ot ot b ot iy ds bt

-umuuuunlmmmmmmmmwhmmm
need some way bo pawn 0ff their prizes, and the black market bs an excellent
place to do s, The heroes can find the black market In the same way that

2 baunty hunting wlﬂs. ue Chapter 4: Organizations (n the
Force Unfeashed Compaign Guide )



CONTRACTING BOUuNTIES
Bounties app He aid w0

LicenNsE TO HUNT
Baunty hunting requires an IPEC license [the ficense has a different des-
o durimg nan-lmperial erns]. To discoursge amateurs from getting
n the way, the guilds have pushed legislation that requires 3 bounty
miter {0 present @ permit to receive the full reward for the cagture of
ounty.
This form, the IPKC pen uires a one-time 1,000 cre
toany government ficensing bureau), and allows the hunter
price on bounties delivered to authorized agents of that government. Thus,
hounty hunter might have 3 IPKC permit that's valid amywhere in
another that's valid only in the Chiss Ascendancy.
thout an IPKC permit, the reward for delivering @ bounty Is only
0% of the posted amount.

it fee [paid
callect full

IR

NTING BOUNTIES

o TARGETS

where to




DESCRIPTION OF TARGET REWARD

and Beawler (page 117) 5000
35 Assault, laeceny Thug [page 284 of the Saga Edition core rulebook] 1000
[ Comugtion Security specialist (page 122} 5,000
7-8 Espionage Data slicer (page 118) 7,000
810 Grand larceny Chastatan (page 116) 8,000
1 Kidragping Bounty hunter [pege 283 of the Saga Edition care rulebock) 7000
1213 Murder Assassin (page 282 of the Saga Edition core nuebook] 5000
" Piracy Blockade runner (page 117) 8000
15 Racketeering Crime lord [page 283 of the Saga Eition cure ruleboak) 8000
16 Smuggling Space transport pilat [page 121) 7000
7 Terrarism Natotious catiaw (page 120) 8000
18-13  Trafficking Fixer (page 120) 7,000
3 Tressom, sedition NP [Han Solo, Talon Kaerde, Corran Horn, efc.] Special

Orce the hunter knows which planet to search, he can use Gather Infar-
matice to find the target within that general area, A DC 15 check reveals
the general anea (e.g., “the industrial sectar”], or a mare specific location
lsuch a5 & particutar hangout, o even the target’s current address) with a
DT 20 check. These DCs increase by 10 if the target is aware of the bounty
on him and is actively trying ta hide,

Example: Lesk Hisshar i trying to locate o Duros customs official wanted
fioe murder. He has a good idea that the Duros i an Nar Shaddaa somewhere,
bat the Smuggler's Moan is 3 big place, 3o he has 10 ask around. He makes
a Gather Infosmation eheck and gets an 18, 5o he [earns that the Duras has
been seen In the vicinity of the Palace Casine. Lesk tries again, hoping for a
mare specific address, but rolls anly an 11; the Gamemaster rules that Lesk
nat only fails, but one of the peaple he guestions informs the Duros, who
goes Into kiding. I Lesk tries again, the DC for learning the Duros's specific
location increases to 30.

Corversely, when the target is away from clvilization, the bounty hunter
might need to track the target’s physical signs. A successful Survival check.
lets the hunter know if someone has been in the area the hunter is searching,
and might give the hunter an idea of how long ago—and which direction
they went when they left. (See “Survival® on page 73 of the Saga Edition
core rulebook for moce information.)

Finally, if the target tries fo escape aboard a starship, the hunter can
take a full-round action to make a DC 25 Use Computer check to detect and
analyze the departing ship's Cronau radiation signature. This signature lets
the hunter determine the paint and angle of departure of a ship that has
entered hyperspace, and can give the hunter & good idea of the ships likely
destination. For each hour that has passed since the ship made the jump 1o
lightspeed, the DC of the Use Computer eheck increases by 5.

CaAPTURING TARGETS

Cantrary to popular beSef, mast s are (imited to cap! g Bt
dead ares. Obviously, accidents happen when the blaster boits start fiying,
bt the authorities want justice to be served; Criminals are supposed to stand
1rial and go 1o prison. Crime lords are sometimes mose open-minded about
Ihe bounties they post=but, even then, a crime lord would rather spend a
Fittle time gloating over their enemies, making sure they suffer @ bit before
the crime lond is done,

As a comsequence, bounties being sought by the autharities are more
willing to give up without a fight (though that doesn’t stop them from run-
ming), but thase being sought by crime lords and other less civilized types
would rather die than be captured alive. In either case, a target who has a
little extra money 1o sperd is usually willing to hire a few bodyguards to put
between them and bounty hunters, or offer the hunter & nice fat bribe—or
bath, if they have the means,




BoOuUuNTY DENERATOR

To gemerate 3 random list of open bounties (waefl when playens want
o Eheck the Bounty peilings in the hopes of earning 8 frw credits), roil
20 e compare the resuits 1o Table 3-6: Bountien, suing the first rall 1n
determing what The taeget i wanted for, Bad the second to delermine the
description of the tirget snd the reward vilkee for that target. You can roll
multiple times 10 smulate multple avaitabie bountaes, of just roll onor 10
gencrate the nearest bounty.

The description is provided &5 a model for NPC statistics to represent the
target. (1t does not mean that all thugs are necessarily worth a 1,000-credit
baunty, for example.] The Gamemaster iy aha free to choose any sort of
character to be the target of a bounty, A simple bownty where you have to
face the target by itself, with no substantial assistance or resources, shauld
b warth the CL of the bounty x 1,000 credits.

s entitied o3 ¥ f one-hatf the value
of any captured equipment. [Bounty hunters commanly “lase” particularly
walwatie it before reparting the captured imventory, if noticed, however,
the hanter might become the target of 3 new bounty')

Bountiry ponted en famows o noteriows indrvidualy from the Stor iars
wniverie fywch n Han Solo or Talon MIM’!W”IM »t-dﬂ
rangom baurty model
Gamemanter shayld make captunng mnunqﬂm els lu-wnﬂ-nmw
an adventure sl ity own. The credit reward for the bounty should be of an

smount to provade 3 suitable reward fos the entire adventure.
If the baunty is the entire focus of the adventure, @ standard credit reward
of 2,000 credits x the average level of the heroes is appropriate [see “0ther
Rewards” on page 248 of the Saga Edition core rulebook]. If the bounty
s merely part of the adventure, a reward of 1,000 credits x the CL of the
target s appeopriate.

CoN CaMES

Mm artists preyon mmﬂwwﬂﬂ"!ﬂ o make 3 tady
for lEwen though their scams.

maght e EBby t0 108 Mmmlﬁewl they can Rive lyers spon

faryers of @rcrption 1o such in the srmary before thry kncw what hit them,

SAMPLE SCcam

Below is  1ampie “short™ con, which the Gamematters can pring on the
heroes—or that the heroes themsebves can employ, If they are 10 inclined.
Moxt com reguire inexpentive props and an ssistant of two, making them
an ideal wctivity fora group of heroes out to make & quick credit.

mun;nuﬁu

The Toydarian Drop
Named atter the species thal chie in the
g|||:|'.mlm pkmlumﬂnmlnhll !n! Il thtTerhnlhuphgh

spatting Iﬂmﬂllnq nl' ulueud.lllpld.nnpkttnlmry,buumlﬂ
Iying out in the open. The con works best if the mark natices the item first (o
divert suspicion that the scamimer planted the item), but the scammer meeds
to notice the ibem before the mark can snatch it up. An assistant might getin
on the act, claiming o have sho wren the item at about the same time.

A gquich apprahial suggests that the ftem & worth guite 3 bit: It has.
valuable confidertial mformation [im tne cane of 3 datapad o 3 portable
coemputer], o it i waidy eapenuve (5 with an iter of rweriryl. In sy ceenl,
the item appesn 10 be worth arpund 25,000 credits, snd the SCammer tug-
gt that the finders can wpit the money. All it takes it for someont to g
sell the item—samething the “revpectable” scammer claims he cannct do
without tamishing it lmage in the community.

The scam then hinges on the mark agreeing to be the one to well the
item—and the scammer phetending not o entiredy trust the mark with such
@ valuable item. [The scammer shausd make @ Deception check against the
mark's Will Defense; in the case of an NPC scammer, assume the scammer
Ihas @ +15 skill modifier.) The only way the scammer can trust the mark s if
the mark buys the scammer's “share” bn the item up-frant. [If an sssistant iy
imvoheed, ummmnlnwrrlwmmmmmwum
‘this tactic back o the scammer or the
prove that ether caves enaugh money 19 buy out the athery shares.

Ofwiguatly, after the scammer and the mark have parted wiyh, the mark
learrs that the ibem o, i fact, worthiels.

This scam dorin't work 40 well with credit chigs, which are Sifficult
to rig to dnplay fabe sorownt balances [see page 134 of the Sags Edition
core rulebook). Howewer, 5 con artist with shill 31 concealing items [ming
Stesith] can switch a real credit chip for a dumsmy befare the final hand-off
10 the mark.




I. oA N SHARK B

times It afall
,"lpn come fram I!umtl: beginmings, and very few h-w e fortunes at the
start 1o buy their own ships or pay for their own crews. Wien Faced with the
prospect of bei ik :helr:mn many turn to

goans are ne longer there just to make a show, At this point, the heroes
will wsally have 1o fight the goons, who are out to take their loan shark's
payrent in fesh. Gamemasters can feel free to create encounters with a
loan shark's thugs that are level appropriate for their awn campaign, but
such a fight should be challenging: after all, lan shacks mean business and
aren't afraid to uud some of their toughest minions to deal with heroes that

erime lords . Loan
{llicit Ians ta thase wh cannat get a boan through a Itgltll‘m Institution,
and often in great sums well beyond what one could normally obtain through
Ieqal chanmels. Unfortunately, loan sharks are never a5 forgiving as banking
institutions, and laans usually come with not anly an incredibly high inter-
st rate but akso the threat of broken bones or even death if payment isn't
rendered on time.

Laan sharks provide credits for pretty much anything and everything,
Many smugglers use loans from loan sharks to purchase space transports,
hire crew members, and upgrade existing ships so that they can maie their
wn way In the galaxy, Pirates use loan sharks to fund their fledgling fleets,
ar simply to keep their crew members happy and their starships fiying. Loan
sharks can usually provide loans in values up to the koan shark’s CL x 50,000
eredits, and sometimes more {3t the Gamemaster's discretion].

Loan hould be sintster and and typically 8 loan shark
B an amicable attitude (at least until you miss a payment). Loan sharks
almost always have levels in the crime lond prestige class, and they are sur-
rounded by minkons and underfings at all times. Loan shm‘&s profit !rnm the
Popes and dreams of = the g o
achieve their goals. i ing. Htts,
Hesglics, Besalisks, and Bathans all make excellent loan sharks.

MISSED PAYMENTS

Loan sharks take their payments not anly in interest but also out of the
livelihoods of those they loan to. Typically, @ loan shark puts & 10% (per
menth] interest rate on their loans, meaning that once per manth the total
debt the heroes have to the loan shark goes up by 10%. Furthermore, if the
heroes use the loan to buy a ship or otherwise fund some kind Dfmdmr.
tnan shark quire the heroes & it 10% of their earnis

manth as well (which is applied toward the loan), OFf course, lnan ihaﬂts

ignose their

PIRACY
arted crufsing the sp

a NIY to take those shws from their rightful awners. Pirates are 3 scourge of

the stars wha peey upon unsuspecting travelers and entrepreneurs, swoap-

ing in and rabbing skips of their valuables, and sometimes taking the ships

themsetves. Any criminal that makes his fiving off of raiding and robbing

‘#tarships in transit from one warld to another is a pirate, and law enforce-

ment afficials [particutarly the Sector Rangers) go to great pains to make
sure that the hyperlanes are kept u!: from guilu.

Firate gangs saially i d
brigands come together and pool their remm to great effect, Typically, 3
true pirate gang does not farm until they find some way to obtain a capital
starship, or at beast large space transports with plenty of firepower. Typical
[pirates are looking 1o plunder the space Lanes by taking whatever they want
fram anyone that cannot defend themselves. Same pirates are culthroats
whe di not hesitate to masm of kil in the pursuit of their goals, Others
adhere to an obscure code of bonor, often coupled with delusions of being
the roguish antikeroes often portrayed in holavids across the galaxy, Pirates
must be tough and ruthless, regardless of their outlook o their career, as
much of their pasitian amoeng their own cre how ardently they
enfarce their own superionity.

Becoming a pirate isn't simply a matter of declaring yourself one. If the
heroes wish to become pirates, they can either attempt to start their own
pirate gang, o join an existing gang. Jining an exiting band of pirates is
the easier task, but is no less frawght with peril. To join an existing band,
the heroes must prove themselves worthy of the gang (sometimes this
means besting some of the weaker members of the band in combat), prove

pirates have fi

afe stways happy to extend mare credit to their
result many get caught in @ dowrward spiral of debt that quickly br.wm
Fie o form of indentured servitude.

Loan sharks do nat take kindly to people missing their payments, Even
e first missed payment is enough to have the loan shark send his agents
out for a friendly visit, just 1o let the heroes know that the loan shark hasn't
forgatten about them. On the second missed payment, the loan shark's
agents will prabably damage or destray some of the heroes’ property, just
fo make @ point; usually, the damage is valued at about the same as the
missed monthly payment, When a third payment is missed, the loan shark’s

by [engage in & missian of piracy with the band, as a
trial run), and convince the pirates’ leader that they belong on his crew,
Joining @ pirate crew for the first time can be an adventure all its own,
and Gamemasters are encoursged 1o create a number of challenges, both
non-combat and combat-oriented, to allow the heroes a chance to prave
themseives worthy of the pirate band. Once they are members of the pirate
group, they can begin working their way wp in the hierarchy.

Altemnativety, the lmnu might decide to start their own pirate gang. In
doing sa, they mak of th Friends ansang
nther pirates, who are The MIU!}MII ¥ i




ENOADING IN PIRACY

PRIVATEERS
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,we-.u-n-n- mmmmmdnlnm
5 sometimey far hagher than the profits it brings. Seill wmaggiing i 2 magor
sart of life on the fringe
Smuggling becomes necessary when someone needs 1o get 8 shipment
of illegal goods from one place to anather. bn very restrictive anean, of under
the oppresshve watch of tyrannical governments by the Emgire, smuggling
is sdmodt the only way to get many contraband items inte the hands of
thase that want or need them, The Riebel Alliance emplays many smagglers
fr the sole reason that everything they need, including things as simple ax.
foodstuffs and medical supplies, |s considered contraband when being sent
ta the Alliance,
wnm:-hﬂmﬂmw wummmmw
ey prois I gal ta anywer to but them-
sehven. tn-:dn Mnm: &wmpﬂum mterpeise:
Mhltlll" find ,...,.,._--.-
goods the tastest wy For
-

entior pdventures

et = et from cne

can be created smply

ﬂxcwlhr-rll-mlm full of contrabard.

INTERDICTION

Dne of the biggest dangers to smuggling operations is the theeat of inter-
dictian. When & smuggler s hawling contraband, ke or she may be able to
ensity avold (mpections through bribes or deception, and most smugglers
wre confident Im their ability 10 slip past the suthorities when necessary.
Intevdiction occurs when suthorities, pirates, o ather groups use artificial
gravity wells to drag ships out of hyperspace, simuating the presence of @
n'aﬂﬂ vwm lnmhpuM In turn, causes @ ship's hyperdrive

alaege into the space tane with ...._h-m-'mm
1 e by e e bt o s or Pt

# Bas been Caught

Camroo OENERATOR

Gamemasters who wish 1o add a little more depth to their heroes smuggling
Fuans can actilly generate & cargo 1o be smuggled uiing Table 3-7 Cargo,
[aing sa showld have no effect on how much the heroes can eam from
seliing their cargo, but could produce some interesting combinations (and
ive G o few kdeas on what kind of emplayer would ship such iems, what
the mativation far smuggling the iterms is, and what kinds of complications
might arise duting the course of the adventure]

T 50 g first roll 220, C first
420 to the first colemn of Table 3-7, and check the Cargo colemn to see
‘what kind of cargo @ to be sdded nmmumwmmu
the meget
dwmmmmmmwmﬁmu
that carge is added 1o fill the hold. Continue 1o roll 2020 on the table until
the ship's hold is full, and the heroes now have 3 cargo o smuggle.

ROLL CARGOD WEIGHT (TONS)
¢ Nl o R R
2 Animals, exotic 1

1 At abjects FE

¢ Bacta B

5 roict. e ]

8 Foodutts 5

7 Futl of starihip comumaties 20

] Gemms of precious metah *

9 Labar machinery 0

10 Lunury e 5

n  Medial supplies. @

12 Metals [comman) 45

" Raw materials (miscellaneous) 50

4 Scrap 60

" Spare parts o

% Spice o other narcatics 80

o Technologrcal goods %0

L] Teaties 00

" iater t =
2 Weapoes 20




INSBPECTION

aok (o clesely

Famous

The Kessel Run
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live deep within the asteroid. Spice mining is extremely dangerous busi-
mess, and mn-rmlm mwa-mmn.mm

ummm;wmdmm
Sphumgﬂn is both Iumlheand mhwﬂmm

m:mawmmmm mmmmmnm

smuggling, P 5%

are both well-supplied and closely watched. {
Twnmﬂmﬂmﬂsphmmw

meves. 1mmmmﬂmmmmhmm:
candition can only be removed after 2 hours of rest. However, for 10
minates after ingesting the spice, the user can make untrained Use the
Farce checks to aetivate the Telepathy application of the skill, even If he
or she is not Force-sensitive.

Tempest: A character that cansumes tempest spice gains the ability
1o rage [as per the Wookiee species trait). However, taking more than
one dose of tempest in 8 24-hour period immediately maves the wser -4
persistent steps down the condition track; if this moves the user to the
battom of the condition track, be dies. The persistent condition can anly
e removed by resting for 8 haurs.

Rycar's Run
If thee Kessel Run is considered dangerous, Rycar’s Run is outright imsane.
Mate infamous by a Carellian pilat named Rycar Ryjerd, the smuggling rum
begins with picking up Verpine shatter gues at secret rendezvous sites in
the Roche asteroid fied, slipping back out while avoiding Imperial patrals,
and then kanding on Tatooine, where the guns are exchanged for slaves from
worlis such as Ryloth and Kashyyyk. The smuggler then tramsports these
slaves to Kessel and trades them to the prisen administrator for loads of
glitterstim spice, which is highly prized an the prisan planes of Kiffex, where
It can be traded for the freedam of certain convicts (usually Hutts]. The last
leg of the rum irvalves defivering the freed prisoner to Nar Shaddaa, where
the prisoner can resume his o her criménal enterprises ance mare.

This run is sa hazardous that anly the most foolish or the most desperate
undertake it. In sddition ta the dangers of navigating asternid fields and the
constant threat of being arrested by Imperial patrals, the smuggler might

expect to be ambushed on Tatoaine by enemies of the prisener being held
on Kiffex. Furthermore, the administration on Kessel Is sometimes knawn
1o renege on their deats, taking the staves and then chasing the smuggler
out into the Maw. Finally, if the smuggler makes it safely to Nar Shaddaa, he
must be eareful sbout keeping a low profile; for every enemy the prisaner
had on Kiffex, there is likely a seore more an Nar Shaddas—some of whom
might vent their wrath o the smuggler whe freed the convict.

Rycar's Run is also one of the longest runs a smuggler can make, which
adds to the risk: At least eight different hyperspace jumps are involved,
same passing perilousky close to astercid fields or the twin surs of Tatooine.
Duting each jump, in acdition to the possibility of fiying into a stas or pass-
ing through a rogue metear shawer, there is also the risk of encountering an
Imgzna! lnarrdvcluwlavs cruiser while mc smungler's ship is loaded down

94 made s rarely, the dats
s wially mare lhan H mth oid [DC 25 l.lse Computer check to safely plot
& course instead of the usual DC 10),

Despite the risks, however, at least @ dogen smugglers attempt Rycar's
Run every year. hoping 1o win the grand prize of a Hutt's faver for deliver-
ing the prisoner safely to Nar Shaddaa, It is 3 testament to the folly of the
undertaking that smugglers consider Rycar's Run a suscide mission.

The Byss Run
Troe Deep Cose world of Byss was discovered in the latter decades of the Old
Republic, and eventually became the seat nuhmwn Emperor Palnimu
Empire after the Battle of Endor.
Biyss bs virtually inaccessible to anyone -uha does not possess a Deep Core
Security Zone clearance—which excludes nearly everyone in the galaxy,

Howeves, as with 4o many isolated locations, the inkabitants of Byss are
desperate for the kinds of kuxuries and entertainments that are forbldden
to all but the highest echelans—and this makes smuggling such goods onta
Byss a highly lucrative endeavee, Although the Imperial fieet arbiting Byss
dissusdes the feint of heart, o significant number of professional pilots and
smugglers congider the risks worth the rewards [not the least of which s
the knowledge that nat even the most secure Imperial facility in the galaxy
can lutn them wtl
sible; m:[mplmmummnntymhem trusted, loyal, w«mm«;
[Even then, the Empire ususlly requires that these traders be escorted through
the Deep Core v & Star Destroyer, Vessels caught tra-
wersing Byssspuewmam proper ciearance can expect to be fired upon
bry mo fewer than half o dozen Szar Destroyers, 30 ane needs an extremely fast
ship, an ncredibly well asmared ship, of a sizesble invasion fleet

Shaould ane safely resch Byss, however, the value of any goods sald
there automatically inereases by 500%, However, few expartable goods
are produced on Byss that cannat be purchased more cheaply elsewhere, so
the onty svailable outbound “carge” i ha want to get off Byss
without the proger clearance to do so.




SPACEPORTS AND
SHADOWPORTS

SHA0EPOrTL e & Smuggler's best friend, and seyone that traveh the space
lames extenuvety will cerntually Decome stmatrly fameiar with darers of
WPACEpOty Ioughtait the galary. A spaceport provides dacking facilites
for starships as well @ various amenities and servioes. Some

are linthe mare than landing pads with a few fuel tanks, while sSome massive
spaceports could slmest be entire cities unto their own, When 8 starship
makes landfall, typically the ship will dock a1 & spacepart, where the ship
«can take on fuel and supplies, have repairs mode, of simply leave the ship
whibe traveling around the planet.
are special kinds of highly valued by the smug-
iglers and pther criminals of the galaxy. A shadowport i @ secret, llegad
spaceport, uusslly well-hidden and off 3l of the Space Ministry's charts.
Shadowparts are places where illegal starshaps can land to offioad Begal
goody, maie legal modsfications, or take part in ileqgal activities. Shadow-
ports are havem for and thouph a standard
pacrport in many wayl, they wiually have ittie in the way of legal auther-
ity. That is ot to 13y there & no law in 2 shadowport, only that the law is
mae by thise with the most muscie and power Typacally, shadowports are
controlied by crime kards or entire crime syndicates. For mave information
and & wample shadowport, see Chapter § for an in-depth look 81 the shad-
wwport called Point Nadie.
Spacepoets and shadowports offer & number of amenities That weary
travelers can take advantage of, Ships can be restocked and refueled, cargo
can be loaded or unloaded, and repairs can be pald for and made. Many

Grease the gavernment of spacep
Lang Zone: A jumg rone far away from 2 planet
METOSP; Message to Spacers, sutomated instructions for

Raider: Pirate or privateer
Rimvward: Toward the frontier

Spaced: Kied by the vacuum of 1gace

IPICCPOrty provide ccommOSETIon Engng from basic busis 1o leoy
accommodations. The more civillred and weadthy the world, the more iikely
‘the spaceport i to have fimer amenities. Almest 5l spaceports have cantings,
and some have dedicated gambding halls and casinos. Langer spaceparts
have by shapping areas, had are il 1o hawe
@ thriving black market,

20 PARTS

ROLL  AVAILABILITY  COST LMIT ' EFFECT

11 Peor 10002 Party are vehicles. J
0 Aeenage 2000° Parts are availabic for 3 Licemsed vebicies.

-1 Goed 0007 Fam  ane s icies #nd fo dified wehicles.

W-16  Superior 10,000 * Parts are avaiabic for all Licomed and Aestricted vebicies.

171 Encelient 20,0002 Parts are availabie for all Licensed chicies.

1920 Universal Mane Parts are available for all starships,

1 Mare expenshe iems can be ordered, but they arive in a pumber of weeks equal to ltem cost devided by cont limit [rounded down).
2 For all yystems except weapos systems, the cost limit refers 1o the base cost.




d20  SECURITY

ROLL  OUALITY PRICE PER DAY ' ADDITIONAL INFORMATION

5 Pt oW Entrances to the docking bay require 2 OC s
on duty during the day.

613 Average 0 Entrances to the docking bay require a DC 15 Mechasics check to bypass. 1d2 attendants [ronheroic 2)
are on duty at all times; a security guard [see page 122) armed with & blaster pistol is on ddl\l at mth

1417 Good 0 - 9 bay require a DC 20 & VpESS.
and a security officer [see page 122} armed with a blaster pistol are on duty at 2l times.

18-18  Superior 50 Entrances 1o the docking bay require a DC 25 Mechamics check 1o bypass. 104 attendants [nankernic 3]
and 1d3 mu:v officers [see page 122] armed with blaster pistols are on duty at all times.

0 Excelient 00 dire a DC 30 Mechanics ch bypass. 1d4+1 strendants (nonbersic 3]

ld«!mib;dl‘lwsueepm 122) armed with blaster pistols are on duty a1 all times
1 Long-term storage is available for 10 credits x the listed pﬂc!Ma;' jper month for every 100 tons of cango stored.

CcCHOP SHOPS
Chogp shnosw |I|=|pl mechanic shops where smugglers, pirates, and other
to have their rioed on, Chop shops
sometimes hide in plain sight under the guise n! legitimate starship and
vehicle repair facilities, but many are also hidden away in warehouses, far
fram the probing eyes of the law. Chop shaps can be found at most shadow-
poets and alse in some legitimate sascepoets in the Duter Rim, but the Farthes
one goes Coreward the harder it becomes to find & chop shop.

Chop shaps are safe havens for criminals, @ place where they can dock
their space transports and leave the ships in the capable hands of the shap's
owners, Chap shops don't ask for identification, they never inquire sbout BSS
certificates, and generally welcome anyone as long as they have the credits
1o pay for the chop shap's services, Most smugglers whao have extensive
Wegal modifications to their starships dock at chop shops exclusively, since
1he shop owners won't report a shig's illegal modifications to the authori-
ties. Likewise, the cwners and aperators of chap shops are usually 3 matley
collection of autlaw techs, shipjackers, and ather criminals, When creating
# chap shap, Gamemasters should feel free 1o populate the chap shop with
all manner of strange, unscrupulows aliens.

Simple Repairs

Chop shops offer many services, but the most basic services inclade basic
repairs, refueling, and restocking of commodities. Typically, chop shops can
provide consumable and fuel restocking at the same rates as most begitimate

shop for repairs ires the b o | to the number
of hit points that need o be repaired [up to :u ship's maximum hit paints)
= 100 eredits. A typical chop shop can repair about 4 hit points per hour per
wotker; if the heroes wish to hire multiple mechanics to work simultaneously,
increase the per-hit point cost by 50 credits per additional worker.
Gam:n-aslm can use the .lnm formulas to determing repuur costs for
well, However, if & ny
uﬂ:l: illegal modsfications, the mechanics at the spaceport will report the
maodifications to the authorities. The heroes should be warned that parking
a starship at & begitimate docking bay will Bkely raise some questions and
even lead toa confrontation with the authorities if any illegal modifications
are immediately visible.

llegal Modifications

Chop shops are alsa & great piace for the heroes to have ilegal modifica-
tions made to their starships. When it comes to finding restricted of illegal
starship modifications, a chop shop ean serve as the black market for the
purposes of buying the illegal items. As with repairs, chop shops can be
hired to perfarm the Installstion a5 well. Chop shops charge 2,000 credits x
the number of Mechanics checks reguired to irstall the ilegal modification
w the number of hours of work required to install the illegal medification.
Chop shop mechanics have @ base Mechanics skill bonus of » 16, and mul-
tiple mechamics can use the aid anather action to increase this check for
the purposes of detesmining how many Mechanics checks are required to

spaceports. Additi hog shops basic repairs, providing

parts and labor for a starship, If the heroes choose not to make repairs them-
selves [which has no cost but requires a lot of time and Mechanics checks),
they can usually hire the chop shop to make repairs instead. Hiring 3 chop

install the [see “Fringe Modifis in Chapter 2 for more
Enfoemation on installation times and checks),




SPACEFPORT SUPFPORT

Spaceports use 3 number of unique droids and vehicles in their everyday
operation, Below are three examples of technology frequently used in
spaceports throughaut the galaxy,

K-Series Spaceport Control Droid

The K-Series spacepart cantrol droid from Industrial Automaton is rarely seen
lbut aften heard in spaceports throughout the Duter fim, An administrative
droid that handies the space traffic controd and other logistical details of
@ spaceport. the K-Series spacepart control droid is the first line of com-
munication between pilots and spaceport control. The K-Series droid sends
automated messages to approaching and departing starships and handles
ment of the menial, low-level fusctions af spaceport contral,

Tall and awkward-looking, with a dome-shaped head and a bulging
midsection, K-Series spaceport control draids stand out in a crowd. K-Series
spaceport contral droids are skilled and meticulows, and they take their
duties very seriously. i

K-Series spaceport control droids cas be played as droid heroes.

K-Series
Medium droid (3rd-degree) nonhersic 3
Init +2; Senses Perception +2
Languages Basic, Binary, Bocee, High Galactic, Huttese

Control Droid ~ CL 1

RX-Series Pilot Droid
The RX-Series piat droid from Industrial Automatan & a common, if quirky,
replacement for beological pilats. Du-um 1o serve a3 both mﬂﬂu for

ge of menial pioting doticel
RX-Series droids are renawned far their tendency to develop pers s
much more rapidly than other drcids. The AX-Series droid hovers at the
piloting station and has three apperdages to manage the cantrols of @ stare
ship. Most spaceports have at least a few RX-Series droids on hand to help
mowe docked starships, pifat skiffs full of supplies, of pilot chartered flights:
through well-traveled regions.

The RX-Series pilot droid has a cyfindrical body that shares many
tutes with astramech dralds. Their bodies flare out at the battom into wide
repulsarlift platforms, and their heads are sightly more humanaid than s
astramech's, with o domed helmet stretching across its top. RX-Series pilot
draids generally have amicable persoralities (Industrial Awtamaton designed
them 1o interact with their passengers] and are frequently used as pilots by
space touriam companies.

RX-Series pilat drokds can be played a5 deoid heroes.

Industrial Automaton RX-Series Pilot Drold cL1
Medium deoid {Ind-degree] nankergic 4
lnbt o4 Senmﬂn:tpmn +1

, Binary

Defenses Ref 11 [flat-footed 10), Fort 10, Will 11

Defenses Ref 12 [flat-footed 10), Fort 10, Wil %

hp 7; Threshald 10 b 10; Threshold 10
Immune deoid immunities s droid |

Speed 6 squares Speed & squares [haver]
Melee claw +2 (1d4) Melee claw +3 [1d4)
Ranged by weapon +3 Ranged by weapan +5

Base Atk +3; Grp +3

Base Atk «3; Grp +5

Abilities Str 10, Dex 13, Con -, Int 16, Wis 13, Cha 13

Special Qualities droid lril‘S

Feats Skill Fotus 1. Skill Focus [K
[technolagy]l, Skill Foos: |U§c Computer), Skill Training (Mechanics),
‘Weapon Proficiency [simple weapons)

Abilities Str 10, Dex 15, Con -, Int 13, Wis §, Cha 12

Special Qualities droid traits

Feats Skill Facus [Piiot), Skl Training (Knawledge [gatsctic lore]], Skill
Training (Mechanics), Viehicular Combat, Weapon Proficiency (hesvy
weapans)

Skills 1 +14, Knowledge
Mechanics +8, Pilot +7, Use Computer +14
Systems basic processor, walking locomation, 2 hand appendages
Awailability Licersed; Cost 5,500 credits

Passessions comlink, datapad

gv] +14,

ledge (galactic lore) +8, Knowledge (technology) +8,
Mechanics <8, Pilot +8, Use Computer +8
Systems heuristic processar, 3 claw appendages, hovering locomation,
vocabulator
Availability Licensed; Cost 7.300 credits




o REFUELING

BOLL  FACILITES PRCE ADOTTMOMAL INFORMATION

e et plre ~ . o 13 [ ——— »
1grEm [gut 1o hagh prmandl

N Avteage Solfg ' lﬂlmmmn.nﬂu!zt.dumm

=17 Good 50-60/kg Good ful e kogram, but reduces
he coni of rowtine maintenamce by 10!

10-19  Superiot 50-B0kg ' i addition 1o sandatd and ;nnn-qnlltrfnﬂ. supenior Twel iy avallable. Superior fued casts B0 credits pes
lipgram, bt reduces the cost of routine maintenance by 20%. "

n Eacellent 50-100fkg * b addithen 10 stindal, good, and superior fel, excellent fuel b wvaable. Excellent fuel costs 100 credity

per kilogram, bt reduces the cost of routine maintenance by J0%.!
1 ot Cisloanal starships. Multiply the cost by 100 for every slte cateqory sbove Colowal,
7 The eifects of good, wperiar, and excedent fuel apply only i at leust 18 of the st 20 hyperspace jumpy were made uning the higher grade of fuel

BOLL  FAOLMES PRICE  EFFECT
-5 Foor " Fol 1620 eack diy, 0 & ral of 1-10, comumabins are sngwriabie v the cont
g ereatare per day {dat 19 hgh demung).
61 Awersge 0 Fall # 1ol of 1-2, unpraiatic
w17 Geed W-20" rey qood 20 creits pe kving
day, ¥ ratural heabeg by +1 bp per dayl*
W10 Seperier 10=50"  ln addition te standard and good bles, superior are availatie. Supevior cost 50 credity.
per ving creature et day, but improves the hit poist recovery of natural healing by 20% [minimum +1 hp per day).!
20 Enellent 10-100" I addition dard, good. excellent ilabe

cost L J "
+1 i per day) ! [
1 Per laing eresture per day

2 The effects of good, wperior, and exceliont consumaties apply enly If the charicter comames the higher-guaiity 1tocks for the duration of the ratural healing.

—

oo MECHANK

BOLL QuALITY PRICE PERHOUR  EFFECT

15 oot spectal o — ek PR ——

Wren ey availabie, the coit i 300 credts 1

E-13 Awrsage 0" lmlmﬂnmﬂhwwmwnmnm

1447 Good 00" ake repair
ot 10 Imitall or modify systems.

19 Superior 400" A mechanic (nonhersic 4) is availsble to perfarm routing maintenance, and 1o make repain
o b imstall or modily systems.

m Facetlent 500" A I 5 ilakle to 5 [ e
o ta imstall or modfy systems.

1 For Colossal starhipn. Maltiply the cost by 100 for every tie categery stove Colossal.



Orbital Service Shuttle
The Gatlofree Yards

Gallofree Yards Orbital Service Shuttle 23K s
Colossal space transport

Init -£; Senses Perceptio
Defenses Ref 14 [flat-footes

Fighting Space 12x12 o
Base Atk +0; Grp +3
Absilities Str 4
Skills In

Cargo 11
Availability Licensed; Cost

DockiNG Bay GENERATDR
set down
ays provide refueling
ol rentals
5 are made up of m
uld be owned by a variety of different
5 available in one docking b

SaMPLE DOCKING BaAy
ar Shaddaa, and Kyle wa

Kro La's Starship Storage—has great
n the way of amenities. So, rather t ing
randomly on Ta Ir 3<9: Docking Bay Security, he chooses a res L

Arch

ugh lacks (DC 25
on duty at all times.

ties—kra La

battom of the lit
Table 3-11:

because

supy 'H"e'\'s He sells
wal fare 1 consumables], but he

s} every chance he gets—




15-18

1-20

The starifip parises vugh an e, ciogy ¥ take 3
-5 penaity for every 5 squares between itaniip and senor target (stesd of the wasal -5 per 10 squarrl.
- = o BC 15 Mot check

Hoge pire o debix [ » the alarm sounding Piot check
The staeship approaches 3 gravity Beld too guickly, eaising structeral stress. The starship’s armat banus s reduced by 1 untd all
persistent conditions are remaved.

M et el iy

{he starip tabe 3 -5 ot ul corditions are remaved.

The starship passes thiough & desae, uncharted dust chowd, cloggeng sensor and communication eguipment. Starskip sensors take
@ -5 penaity for every 2 squares briween starihip and sensor tanget [matead of the waaal =4 per 10 sguares].

The 1taritp evters o= ared of hag® raflation, Counm) the dewaor B report Al contarts [and dropgeg the whip oot of hypenigace ts
ved 0 cofenon). The Stanihg's aivgator Sat piot 3 ntw Course out of the adation feid with ) -5 penaity o8 The
Use Computer checi.

» comdition re removed.

=10

LB H

The starship encounters & dense, wscharied anteroid feld, setting off a collivien alarm. The pilot must make a DC 15 Pilet check 10 avold
a collision with 8 Cedossal plece of debiia; the DC i by 5 for exch the alarm and the Plot check,

o ke

¥ iy of th 0 -5 pee 1)

a -5 penalty Ll
The i anatrer ped carga, setting off 3 colliion starm. The piet must make a DC 15 Pilot check 10 aved
& collision with a Huge piece of debeis; the DC increases by 1 for each round between the slarm sounding and the Pilot check I the
pilot avands the coliaion, the carpn might be wnlvagestie. i comsists of 1080 tom of cavga, each with § value of 1010 = 10 credits.
T ~ s » 15 Pt

dncrton, £ ther
The starship skirts the edpe of & black hole, Cauning the intense gramity 19 marp the weates structursl integrity. The starship's amor
o s reduced by S emtil 28 peniistent coaditions are remowed

vt s 3 xS s e
The starship nesrly collides with 3 manuve gas glant, corroding the ship's hull plating and cauting t%e ship bo take an sdditional 10% of

its fotal hit points in damage.




SPACE HAZARD-

Traweiing in space i & dangerous i

and travel through mrwl carries 13 own set u‘ mlh Ol'dlﬂlrily. the
and, thin,

tarships

st how far away the ship is from any hope of rescue o msatance.
Space travel harands can arive when 3 STITShD s daabled becae of &

poorly platted hyperspace course [see page 237 of the Saga Edation core rule-

book]. The Gamemaster can use the table below 1o mlnemwm

—_———

Citations

Citations {akso eslled petty offenses, summary affenses, of infractions] ane
minor violations that rarely invalve anything but a fine. Citations include
traffic, parking, snd safety wiolations, disorderly conduct, unauthorized
possession of leemaed goods, and wnauthorired saleftramport of legal
geods. [*Sale” inciudes possession of quantites too large for peranal use,
and “transport” apglies o any quantity that s carried from planct 1o panet
without proof of awnership, custosm records, and so forth.)

the vessel. The 20 ine the
severity of the hazard, then anather 20 10 determine 4 specific mishap.

DEALING WITH HAZARDS

When the heroes have 3 5psce encounte, the effects shovld be dealt with
in one of seversl ways, mme'ulnfwwhﬂﬂ!mﬂ*ﬂl
Edition core ruleboc, the ship takes

track with & persistent conditian, Under normal -uln. the hit points can
be restored and the condition ean be removed with 38 hewr's work and 2

Mechanics check mlmmmw-ml «11 2l hawe their

fraud, sicing, o destruction of property] with less than 100 credits i dam=
ages, harassment, brawling, um:mlm msmun of restricted goods
[IMIudInn most contralled af

e kil cheois mociated with them. o
mmlmmdmmwmmmwnm

Wil eheck of seres of shill checi,
free 1o wse the sample skill DEs [found an page 78] to determine the ditficulty
of elearing the effects of the hazard. As a general rule, minor hazards shauld
use the medsum DCs, moderate hazards should use the moderate DCs, and
major kazarty thould use the haed DO For example, when 3 ship panaes
through 30 unchared dust cioud, the GM can caf for a Une Computer chect
16 recalibrate the shig's sersors; sttematety, the GM could require 2 hero 1o
physically leave the ship and anwall ich could involve
Acrabaties or Climb :mn to plrlum the task in pera gravity.

WHAT Law THERE IS
O the surface, it might seem an though 2 e of crime iy the e of choice
for the avetage hera. However, it 1s the job of the authorities—the polce,
planetary security, customs, and sa forth=to discourage this sort of thinking
by enforcing laws, catching violators, and meting out punishments accord-
ing 1o the severity of the offense. |n the broadest sense, the severity of &
erime is clasified a 3 citation, 8 misdemeanor, of & felony laithough the
specific treminology and datinctions of severity vary widdly n ifferent
jursdartiony and eran).
mmlsmmlhmmm responding 10
crimes, and suspects. Once bn
mm the suspect moves through the justice system, which holds triah
for the accused, sentences the quilty, and incarcerates or atherwise purishes.
coencts.

licensed goods. Major |ul..¢....=..u feriminal mischiel
mmml_ﬂﬁnﬂnhmmmmm
e e ey
ired saletransport of restricied goods. o
shauld fieel
Felonies

Felaries are serious crimes that result in incarceration barring a sebstantial

causing an accidents! death, unauthorized possession of illegal goods, and
unautharized sale/transport of military goods. Major felnies include theft/
eriminal mischied of 10,000 credits or mare, racketeering, murder, seaual
wssault, arson, and umauthorized saleftramsport of illegal goods. Capital
feiories include tresion, piracy, terrarim, armed rebeilion, and aggravated
ardet imvobeng mulliple victim of & gevernment offical

Law ENFORCEMENT
The rale of law enforcement depents on the crcumatances under which
they learn af & crime. I & law off directly
in progress, of course. the offices Intervenes quickly to preserve the peace
and apprehend the suspect—or to call for backag.




Calls for Help
mmmrnlmdmﬂlhmrmm:mlnM|mu¢|,u

Investigation

tar away before law officers reach the scene. As a swift action,

I the Suspect 18 no longer on the scene when the officers arrive, the officers
bsegim an i ion by ing lh: wictims [assuming they are still

ean use @ short emergency code to contact local dé that can send

ane of two patralling security officers to investigate (see page 122).
Although respanse times vary considerably from planet to planet, patrol

afficers usually appear 1d4 x 10 rounds after dispatch .epms 2 crime in

able to any ather
available evidence. A successful DC 15 Gather Information check provides a
reasonably accurate description of the perpeteators [or, at least, how they
appeared when they were seen), and & successful 0T 20 Perception check

progress. Multiply these times by 5 for
[such as frantier or wilderness areas], multiply by 2 h( lighthy pwm areas,
multiply by 1/2 for ] by 15 for areas with
& constant sexurity presence [such as near magor government facifities].

1 a major crime is in progress [such as o bank robbery, hostage situa-
tian, of cpen blaster fire) o if the first officer on the scene calls for backup,
multiple units ste dispatched, increasing the chances of an early response.
Holl 1d4+1 to determine the sumber of units deployed, then determine the
response time far each unit separately.

In & SErious emErgency, eﬂ'lws can cill for @ crisis response team of

Isee page 122) armored
veMles. and so forth. Because these teams don't patrol the area regularby,
ey have @ typical response time of 3d10410 minutes, modified as above.

Feasonable Use of Foree

i a law enforcement afficer catches a eriminal in the act of committing

the crime. the officer's job comes down to one primary task: arresting the
perpetrator and any accomplices.

Hithough willing to chase a criminal as far o mnpmm and endurance
allow, the officer peefers not 1
limitation of that criminats are m‘um L rxnlutl I the crime s particularly
severe, thaugh, the afficer might feel compelied to bring the suspect down
by whatever means available.

Even 3o, b kiling the suspect.
Instead, they utilize the stun settings on their blasters, or, if they are close
rnuugn. emglw stun batons Ia subdue m]ecu Imq Ml\ 1o put them in

£ast aside
within the first few seconds of an amest procedure. In encounters with law
enforcement, of ficers start with theit weapons set to deal narmal damage,
but they switch to $tun immediately unless a suspect is visibly threatening
with deadly foree. Particularly peaceful worlds might anly use nonbethal
‘weapons, but corfupt or tyranmical regimes rarely use stun weapons unless
rounding up dissidents for “questioning ”

that the might have lelt behind, If the area is moni-
tored, the afficer can acoess local camera recards with a OC 15 Use Computer
check (or at least request these records from the cameras’ owners).

Armed with this information, the kvestigating offices files a repart with
his superiors, and together they determine the case's priority. Citations and
minos misdemeanars are the lowest: The officer might 1ake no further action
far & few days while he addresses ather cases, and he will devate at most
one day out of  work week to folowing up on the case. (OF course, if the
descriptions and clues lead to an obwiows conclusion, the officer might try
to wiap up the case as quickly as possible.)

In the case of larger crimes—major misdemeanors and minor feionies—
the officer might spend a little time juggling his worklaad to follow up on
the case within the next day or so. The officer pursues the case as much
as passible during working hours, and might make 2 few “off the record™
inguiries when he is off duty, and continues to do so until a more impartant
case W"I'IUP

ajor felonies or
the case n assigned 10 an inspector (see page 123] wha drops everything
o try to cateh the pérpetrators a8 s00n a8 possible, perhaps even ealling
in assistance from other officers or agencies. The inspector distributes
descriptions of the suspects 1o patrol officers, security checkpoints, and
starparts. 5 q pect's
family and friends. The lead i i i '}
every waking hour working an lhcmunlll :hwunlmthmum
exhausted all leads . . . of until an even bigger crime occurs.

Arrest
The presumptian of innocence wntil proven atherwise i a fine cancept for
advanced societies [such as that of the 08 Republic]. However, on less
civiiized worlds [such as on the Quter Rim), the pelicy is often to arrest any
potential suspect and sort out the guilty from the inmocent tater. In most
cases, though, the job of law enforcement is o bring a suspect into custody,
while the justice system builds a case sgainst the suspect, Those who resist
arrest might need medical attention, but unless the suspect Is dying, such
attenticn might not be given until after the suspect is searched, processed,
and hocked up.
Processing an amested suspect begins with searching the suspect for
hidden evidence, followed by identity
¥ i her image and ints, voice

jan (including fing







SEVERITY OF CRIME 15T OFFENSE 2ND OFFENSE 3RD OFFENSE
Misdemeanor, minoe 500 credit fine. 1,000 credit fine 2,000 credit fine

1 week incarceration 1 manth incarceration 2 manths incarceration

majar i i f 2,000 credit fine 5,000 eredit fine

2 months incarceration & months incarceration 1 year incarceration
Felory, mince 2,000 credit fine 5,000 credit fine 10,000 credit fine

1 year incarceration 2 years incarceration 5 years incarceration
Felony, major 5,000 credit fine 10,000 credit fine 20,000 credit fine

& years incarceration 10 years incarceration 20 yeats incarceration
Felony, capital 20,000 credit fine nfa nfa

Lifetime incarceration or execution
SENTENCING lNBAHGBHA‘l’IﬂN
The penalties for committing crimes vary, depending on the severity of the  Onee someone is found if & crime, that €30 expect to be sent

crime and the defendant's priar recond,
During sentencing, the convicted criminal (or his representative) can

attempt to convince the judge of jury to reduce the semtence by making a

Persuasion check [OC 10 for citations, plus & per additional step nl' |t'¢=n!r

and per each prior iction), a DC 25

beth, If either check medl. reduice mz nen:lry by % Iln the :au of

the mandatory i eed, uf:llhﬂckdwc-
ceeds by 10 or more, reduce the penalty by 75% {or remove the mandatoey
Incarceratian and half of the fine for a misdemeanar).

I the defendant pleaded quilty [thereby skipping the triall, the sentence
Is automatically reduced by 50%, and it is redwced by 75% if either the
Persussion check o the Knowledge [bureaucracy) check succeeds. If the
resilt of & trial wields the minimum punishment possible for a given charge,
the punishenent is sutomatically reduced by 75%.

11 both check

off to a prisan facility at the earfiest comvenience of the authorities. Prisans
in Stor Wars are highly secure, with mechanical and electronic locks on the
celly aﬂd doars, one qguard for every twenly prisoners, and full medical and

p the They are
aften located on the same nhnn on which the trial was. mnuct:n though
some planets abhor prisons and instead have “rehabilitation centers™ where
eviminats are taught o became productive members of society. At least, this
B the case in Republic prisors.

During the reign of Emperor Palpatine, prisons are dirty, cvercrowded,
unéerstaffed, undersupplied, and isolated. Imperis! prisons are sometimes
entire planets, which serve as dumging grourds for convicted eriminals.
Virtually ro quards remain, and the prisoners are left to ferd for themsehves.
im impassibly harsh conditiors. The only way to escape the prison planet is
0 hijack a supply starship or sneak aboard as a stowaway. Incarceration in
an Imperial prison is commonly viewed as a death sentence; many convicts
perish at the hands of other inmates or succumb to the harsh conditions of
the enviranment,

Forced Labor: Worse even than Imperial prison planets are the labor
‘camps set up by the Empire, such a3 the infamous spice mines on Kessel A
character remanded to any sort of forced labor camp works until he dies or
somehow e4ca)

Conditions are aften barely talerable, wlm high gravity, extreme tempera-
tures, foai or even mild being an everyday fact of fife.
Prisaners " ta these envi urtil
they return to work, or executed in the most expedient wi\r possible.

Far more details on the conditions in a forced labor prison, see the Prison
Break scenario in Chapter &: Fringe Encounters.
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& credn or escape the of 8 bad decivion, in truth, ifc on the
. edge ia't easy. Once you move sway from the safety of government—laws
0d its guardam —you're on your own if womeone crovses you. Even wone.
H you anger the wrong whadowy figure, you might find bounty hunters or
avianim looking to cven the soone.

[Even 50, some prefier 1o fere by theis own wits cven i it meam they have
to keep their eyes open dnd & blaster handy. Some can't abide Efe under
saciety’s rules [be those fair or foul]. Dthers aiready stand accused, rightly
o wrongly, and prefer amy free exivtence to ifie in the spice mines of Kessel.
Finaily, & few can't keep away from the forbidden, preferring life in the
underbedly of the galany exactly becaune others shun it

ERAS OF PLAY
Im every era, in every reqgion, there are nateworthy characters—outiaws, if
vou will-wha choose 1o rebuke the law and live in the shadows. Some do
30 for herole reasans, ¥ and unjist
rule, but most are either looking Intl mkkm‘llwl\mwmhdw
greed, hate, or fear.

The fallowing are some of the most notorious, successhul, infamous, and

ins, crime lords,

has ever seen, Some of the characters described in this chapter might not
APPEBT I your Campakgn or even in the £ra during which your campaign i
numlmmummmwmhmm
of your svwn derishng, chisgl ke W con
mwmm;nmummmw
vour players to nteract mith.




BoSHEK
¥ a “typical” Coreliiam ace from the years of the Oatactic Chil War exiats,
BoShet i it

Driven by # desre for eatitement nd 3 dndie of rubes, BoShek keft bin
homrworid 10 make hin fortune in the ranks of underworid pllots. He shied
wwary from the roies of enforcer or bounty hunter and facused on smugglng
and explonage mivsiom. He aho took jobrs that looked 10 increase his averall
fame and reputation. He holds the recond for comgpleting the Kessel Run in
the fastest time, even beating out his friend and rival Han Sola,

BaShek took a regular job ferrying clients to and from an outlaw sficer
wotkshop concealed within a monastery on Tatoolne, 4 he spent a lot of time:
there. While visiting Chalmun’s Cantina in Maos Eisley, he wan approached
by Dbi-Wan Kenobi, seeking passage to Alderasn, BoShed couldn't take the
[ob becsuse his ship had been shot down, but he directed the old Jedi to
Chewbacea and Han Salo

After that brief touch with history, BoShek went his own way. He tried
o Atudy the Force further but found hiv takeat wasa't strong erough to
‘grenm (06 hey owe BtTitudes prevented it from doing wol. Shortly thereafter.
e found 3 woman on the run from » Rebel cell that sought to Ll her. His
moble wide getting the betier of him, he heiped her crons the planet only
o discowver vhe was am Imperis! agent. Though she suggeiied he join the
Empire, BaSheh refused and was incarcersted. Although his known hiatory
ends there, the odds sre siim that the Empire ieft such o talented, neutral
pilat ta rot in 3 cell,

BoShek excels when behing the controls of 8 starfighter, spsce transport,
of armed speeder. He believes his best chance at victory |s to face foes head-
on, As @ fesult, he prefers craft with powerlul weapons and strong armos
s sleeker, mose maneuverable designs.

“MOST OF THE BEST
FREICHTER PILOTS
CAN BE FOUND
HERE. ONLY WATCH
YyouR STEP. THIS
PLACE CAN BE A
LITTLE ROUGH."

~-OBiI-WanN KENOSBI

T

BaShek
Megium Human soldeer T/ace piler 1
Destiny 1; Force &
Init + 12 Semaes Peroeption o4

Barr, Shyriowoch
Defenses Bef 28 (flat-fosted 221, Fort 22 Will 18
hp £3; Theeshold 22

Speed §

Melee unarmed +0 [1d445) or

Ranged blaster plstol +10 (34644}

Base Atk +7, Grp +10

Atk Options Burst Fire, Devastating Attack, Penetrating Attack

Actions Full Throttie, Point Blank Shat, Vehicular Combat
Abilities Str 13, Dex 17, Con 14, Int 12, Wis 10, Cha 10
Mnrmum Attack [heavy weagons), Draw le, Fult Throttie,

Astack [hewvy weagons), Weapor
[heavy weapam]

Feats Armar Proficiency (ght, mediym), Burst Fire, Foroe Semitivity,
Puoint Blank Shot, Sl Focus (Plot). Vehicular Combat, Weagon Foom.
(heavy weapoml, Weapon Proficiency (heavy weapons, pistol, rifles,

simple weaponi]

Skills Initiative +12, Knowledgr [tactics) +10, Mechanicy +10, Pllat «17,
Use Computer +10
Possessbons blaster platol, comdink, thermal detonator

BoosSTER TERRIK
Booster Terrik began life as & Corelllan secking bis fortune and adventure,
haing Bittle luck finding the former and trouble every time he found the
latter, His lisck Mipped repeatedly in the early years of his career, eventually
taking 3 trn taward the profitable when he found a rich, bored Borlovien
patran named Lioliulian, wha wan more than willing to pay the way if Terrik
would take him o0 o8 @ copilot. Terrik hapedly ageeed, and the two began.
& modest butineys o umugglens. Because of their lack of experience, they
werE caught mare than once, but they slways sicaped with 3 good dove of
mmmmmmm-—-maummm
STarted. by then. the Reputsiar had mare
smugyiers and their gray-market cargoes.
mmnnmwmmmuawvﬁtwm
@ strong supparter of the lor at least thase who
were genuinely fighting for the right to be free). Terrik went along and was
sa0n 3 wppl-rr ul' an Scnmlm wm When the Clene War ended,
escaped detention. He
later fell in |Ml\'|lhl“ll|l" nlmtdimll. and the two had & deughter,
Mirax. As & result, Tervik tried 1o settle down to sperd more time with his
Family. He and Liaiullon parted wayi on good term.




.

Mnmmmhmwnmumﬁ
either legaly When ha
ife e, he wan forced to turm 1o friends, the Antilles family. 1o help raise
Mg Terrih left W daughter with them whenever be had 1 make 3 long

Boaster Terrik

Medium Humar scoundrr! Sivolduer Sicrime lord 2

Destiny 2: Force 5. Dark Side 3

Imit «6 [Pick a Fightl. Semes Prrception +12
Bariic, Bothese, Huttene

i, and bt Wedge,
rums. He came 10 think of Wedge a5 his cwn blood; when Weage's parenty
were kified by pirates, Terrik loaned the young man a 2-96 Headhunter, well
aware that he would wie 11 1o get revenge.

That cassial disregas the Law and he
mmlmﬂmmmsmnmmrkmndmw
destroyed men with more obvious determination than Boaster Terrlk, and
imany CarSec officers assumed the freedom-loving smuggier would make &
i for escape [and be killed) long befare his time was served, Terrlk cer-
1ainly eonsidered possible escape routes, but he mever saw one that loaked
jpromesing enough to risk his life. instead, he did his hard labor, building his
wready muscies to 2

and fought the
deadly boredom of an Lachanging daily routine. '

Ween Boovter Terrk was released shortly after the Battie of Hath, he
fonind 3 galmry in full rebeifion, his daughter 3 competent umuggler bn her
o vight, and young Wedge 3 comisat pilot fior the Rebel Alkance. He 1pent
years ireping a low profile, but eventually found himmel! drawn back into
Miran and Wedge's hattie with the Empire. Temik poined forces wath them 1o
Fight Yeanne iard, Director of imperial Intelligence. Hie took aver aperation
of their e of aperations. YagThu! Station, and turned the station Into 8

Ty i i

was 51l powerful enough for im to deal om nearly even termi with Hutts
and Talan Karrde when the situatian called for it. In that capacity, he ended
up heing invalved in the capture of the Star Destrayer Vinulence, which he
managed to persuade the Alliance 1o hand over to him, Renaming the ship
Ervant Venture, he turned It into @ mobile shadawpert to rivad any in the

qalaxy. (For more on the Ermant Venture, see "Locations,” below].
Althaugh |t teok mare than 3 decade fior Terrik to get the Errant Venture:
on financially stable footing, be managed 10 do 10 when mot of the galaxy
ddn't M » a Sown

Star Destroyer sting L]
advantage. Terrik continued 10 aid those he saw an famidy, primarly Mirax
and Wedge, and 1o 3 levier degree Corran Hom and the cutvent of former
members of the Rogue Squadron.

|mh-mm-:m &u-ﬁgmwumullm

rhords and refuse 10 shaw sny

\qnn(lhlmthrintl\uw bﬂmh«uﬂluﬂmﬁ'mnm
doesr't accept dominlon from anyone—especially nat now that he owns the
Errant Venture. i he can flx a problem by knocking heads together, he does
10, Herwever, he s capable to resarting to bravado when trie foroe fadks, and
even subterfuge If pushed to it. Although he accepts no national loyalties,
thase he conuiders friends can count on him to back them agaimt any threat,
no matter how averwheiming.

Defemcs Ref 26 (fiat-footed 241, Fort 26, Will 27, command cover 1,

Meleemmedol?llﬂc']w

Melee unarmed +12 (2d8+8) with Mighty Swing or

Ranged blaster pistol +8 (364 4)

Base Atk <8, Grp +12

Atk Options Cantina Brawter, Crissh, Melee Defermse, Mighty Swing, Pin,
Paint Blank Shot, Sucker Punch, Trip

Special Actions Better Liscky than Desd, Foal's Luck, Uncanmy Luck,
Wehicular Comnbat

Abillities S2r 17. Dex 10, Con 14, Int 14, Wi 12, Cra 90

‘Special Qualities command coves +1

Talents Better Lucky than Dead, Canting Brawier, Foors Luci,

Imspire Fear I, Notorioun, Pick & Fight, Sucher Punch, Uncansy Luck
Feats Crush, Improved Damage Theeshold, improved Defenses, Martial
Arts |, Martial Arts [i, Melee Defense, Mighty Swing, Fin, Point Blank
Shot, Trip, Viehicular Combat, Weapon Proficiency [pistols, rifles,

simpie weapans)

Skilts Deception 11, Gather W1, edge (b 1
+13, Knowledge (galactic hore) +13, Perception +12, Persuasion +11
[can reroll when intimidating and tuke better resalt], Piot +11

Possessions blaster pistol, comdink, eredlt chip, datapad, Erront Venture

.ﬂl.l-HH

an Ubese bounty hunte
Jabba's

hmammdmm MM md‘m
even foran Ubes

mmmummmmumlummr@mumq
withan
lluwﬂundldullrmmlm Mlﬂlhl bounty huater. As @ result,
Bouskh p an impresaion. Bowshh
wore a muwmmnmmmmwmm
Since he was knawn for being somewhat sulcidal, his foes were willing to
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emanial weapon,
e to maximi
ters
at a disadvantage
8

Boushh CL 10
Mes cout I

Desting 2; Foree 5; Dark Side

Atk Dptions agares
Point Blank Shot
Special Actions

rie,

Imgroved Initiative, U
Feats Armor Proficiency [

Stesith +14, S

Possessions force pike, combat glo
detanators, comlink

5, biaster pi
Jbese breath mask, env

erm

tal suit +3 armofy

lator and

se] with volee

er, bandolier



LJODO KAST
The mercenary Jada Kast began his carcer a5 8 commando woeking for the
Rehel Alliance. On 3 mission to Gosatak 11, Kast's force ran into & bounty
hwnter in Mandalorian battle armor. The Rebe! forces mistook this bounty
hunter, named I'uklll Babb, for the feared Boba Fett. During the fighting,
the armor 't Boba Fett's after
all, Kast alw realized that Boba Fett's repaitation wis so grest that aryane
mistaken for the legendary bounty hunter would have an advantage In the
world of freelance blasters-for-hire. Mare interested In credits thas galactic
rntdum Kast took the armor and defected rmm the Rebel Alliance.
Fettand making
contacts. He mduﬁed his gear to look as m:h Tike: F:lﬁ a5 possivle, rigging
a heavy blaster to appear to be @ carbine and repainting his own armor to
match Fett's. Once he knew the ins and outs of the criminal underworld,
Kast realized it might not be wise to take the name of the best tracker and
fighter in the bounty hunting business, 3o he repainted his armor to @ new,
wnigue pattern. He began taking contracts under his own Mwammlnq
mysterious about his armor. y ed ion ta the
Supercommandos.
Duiring this period of the Galactic Chil War, Joda Kast was a mare suc-
mercerary than ¥ . He could find and bring in
lerm-level targets, and he was an effective combatant in a umd-up fight—
bt Kast lacked the true ¥ king di targets
o extracting them without triggering a larger battle. He worked for a time
with twn other bourty hunters, Zardea and Puggles Trodd, allowing them to
e the legwork while he acted as the backup, During this time, he acquired
& Lambdg-class shuttle, which became his base of operations. He had the
shuttle massively up-gunned and renamed it the Faxcatch, and for a time
Zardea and Trodd traveled in it with him,

The ckn't Last, and Kast i again. When
ward got out that Boba Fett had died in the belly of the Sarlace, Jodo Kast
decided the time was agaln right to begin impersanating the mare famous
humter=and charging the higher prices that fm's mame commanded. brani-
cally, 4 to people that Boba Fett was
atill alive. Thus, when the true Boba Fett bcqun operations again (after the
Sarlace found him to be somewhat “indigestible®), no one questioned it. Fett
was not amused to discover he was being impersonated, sa he tracked down
Kast. On Nal Hutta, five years after the Battle of Yavin, Fett captured Joda
Kast and placed him in a death trap. Fett explained that if Kast could escape
the trap, Fett would have no further quarrel with him—bat Fert added that
Kast wauldn't survive because he was just an imposter, Fett was fight.

skill in

Jodo Kast
Mediam Human saldier 3fscout 4fguaslinger 3
2; Foree 5; Dark Side 2
Init +8 [Impraved Quick Draw); Senses Perception +11
ages Basic, Huttese, fodese

Defenses Ref 32 (28 flat-footed), Fort 26, Will 23; Evasion

hp 82; Threshold 26

Speed 4 squares, Surefooted; fly B sguares

Melee unarmed +11 [186+7) o

Ranged heavy blaster +13 [4d8+6] with Rapid Shat o

Ranged thermal detonator +12 (BdB+5, 4-square burst)

Base Atk +3; Grp +12

Atk Options Collateral Damage, Point Blank Shot, Precise Shot

Special Actions improved Quick Draw, Shake it 0ff

Abifities Str 14, Dex 16, Con 14, Int 12, Wi 12, Cha 8

Special Quakities trusty sidearm +1

Talents Armored Deferse, Evasion, Impraved Armored Deferse, Impraved
Quick Draw, Surefooted. Trigger Wark

Feats Armar Praficiency (lght, medium), Collateral Bamage, Martial
Ants |, Poént Blank Shot, Precise Shat, Quick Dvaw, Rapid Shat, Shake
It Off, Weapon Focus [pistals], Weapan Proficiency [advanced melee
weapons, pistols, rifles, simple weapons]

Skilis Clmb +12, Endursnce +12, Knowledge [galactic lore] +11,
Mechanies 11, Perception +11

Possesslons battle armor, heavy blaster pistol, thermal detonstor, code
cylinder, comfink, jet pack (10 charges), packet scrambler

JORJY CarR'DAS

Thaugh few peaple know his name, Jorj Car'das has touched many of the
most important events in the galaxy. Beginning his career as a Coreflian
navigator on a smugling ship, be and his allies were captured by the Chiss
commander Thrawn on the Outer Rim. Despite the protests of his fellow
prisoners, Car'das was entirely oper and henest with Thrawn. He was held
long enough to learn the Chiss language and learn something of their ways.
When Theawn finally released him, the two parted as friends. However,
Car'das was alsa the first Carellian that Theawn ever met, and the imight
Thrawn gained shout the Galactic Republic would serve him well when he
later became an Imperial officer.

‘While a Chiss pra ‘las made the
whohldkm*ﬂtbfhlﬂh‘-‘ﬂlm* Ri
tefore both it and Doriana crossed Chnupm 'When Dosiana and Car'das
returned to the Republic, Dariana helped Car'das establish 3 smuggling
aperation that was also to serve as a spy fing for Darth Sidious {although
Doriana kept his ultimate benefactor secret from Car'das),

By the time of the Clone Wars, Car'das was a powerful smuggler and a
rising crime ford. Thaugh he did not vet have the power of the Hutts, he was

Kinman Dm'alll




in @ position to take over Booster Terrik's organization when Terrik was sent
10 Kessel. After the Clone Wars, Car'das was captured and badly injured by a
Dark Jedi, and he survived only after finding Yoda an Dagobah and receiving
healing from the exiled Jedi Master. The experience gave Car'das renewed
drive, and he began diversifying his criminal emgire 50 it was imvolved in @
wide range of activities but dominant in nane. With this tactic, as well as

Speed 6 squares

Melee unarmed +8 [5d447) or

Fanged blaster pistol +2 (306+5]

Base Atk +8; Grp +9

Atk Options Point Blank Snot, Precise Shat

Special Actions Ambush, Born Leader, Dirty Tactics, Impel Allly,
Wehicular Combat

an increasing imtenest in i e built an that rivaled
that of even the Hutts.

In the same year as the Battle of Yavin, Car'das’s health once again began
to fail him. He flew off in 2 private yacht 1o seck further healing from Yoda,
beat the Jedi
received. Car'das never is criminal
over by Talan Karrde.,

Car'das went instead to Exocron, hoping to find aid from the Aing-Til
manks, He required reqular treatments from them, but be eventually man-
aged to recaver. He was, hawever, stuck on Exocron [so he could s1ay close
to the monks), 3o he bullt 3 fortress and a vast Fbrary of datacards, When
Talon Karrde Later sought Car'das, hoping for a copy of a document to end
& brewing palitical war, Car'das was shle to turn events ta his favor once
more. He allowed Karrde's agents to find him while 2t the same time luring
an enemy of the Aing-Til, the crime lord Reikas, 1o his destruetion. Although
Car'das either coulde’t oe wouldn't give Karrde the exact information he
sought, he did kave encugh other informatian to give Karrde an edge in the
following negotiations.

After that, Car'das once again faded into the background, apparenthy
recavered enoigh 1o leave Exacron for prolonged periods. He made at lmn

leaving it to be taken

Abilities Str 12, Dex 13, Con 10, Int 14, Wis 11, Cha 18

Talents Ambush, Attract Minion x2, Born Leader, Connections, Dirty

tics, Impel Aldy |, Inspire Fear |, Inspire Fear 11

Feats Force Sensitivity, Friends in Low Places, Impraved Defenses,
Linguist, Paint Blank Shot. Precise Shot, Skill Focus (Gather

[gatactic lone], . Viehicutar Combat,

Weapon mhclm-p{msmls, simple weapons)

Skills Deception +15, Gather Information +20, Initiative +12, Enowledge
[bwresucracy] +13, Knowledge (galactic lare) +18, Perception +11,
Persuasion +20, Pilot +12, Use Computer +13

Possessions blaster pistol, code cylinder, eomlink [encrypted, long-range], |
credit chip, datapad

MiIRAX TERRIK HORMN

Mirax Terrik, without doubt, toak after her father. Raised on Corellia, Mirax.
spent much of her youth with childhood friend Wedge Antilles. When her
father was apprehended by CosSec and sentenced to hard tabar on Kessel,
e underage Mirax took control of the small part of kis smurgling operation
ot seized by Jorj Car'das, She personally flew the Boudo-class star yacht

ane knawn trip o Chiss space after the death of Thrawn, ¥

& promise he made decades before, but the detadls of his later actions are
sparse ot best. Still, e Is & cunning and canny smuggler who once ruled an
organization that could even threaten planetary governments, so it would be
unwise to assume Car'das is done affecting events in the galaxy.

The follewing stat block represents Jarj Car'das at the height of his crimi-
nial empire, after his encounter with the Dark Jedi and subsequent healing
by Yoda but before his rerewed health began & fail, Thés is aparopriate for
use in any Dark Times campaign, set between the end of the Clone Wars.
ard the Battle of Yavin,
Jorj Car'das cLi1z
Medium Human noble 7/erime lord 5
Diesting 2; Foree 6; Dark Side 5
Init +12; Senses Perception +11

Basic, Bothese, Cheunh, Durese, Huttese, Radese
Defenses Ref 26 (flat-footed 25), Fart 23, Will 27; commard cover +2,

Insgire Fear Il

hp £1; Threshold 23

', managing to keep the arganization together in part by shifting
o mastly legal jobs. Until his defection to the Rebedlion, Wedge aided her
when he could, mostly with free ship repairs.

Eventually her path and that of Wedge Antilles would cross again, a8
Wedge and his squadmate Coeran Horn rescued her from the Imperial vessel
HBiock Asp. Corran Hern was the sen of Hal Homn, wha had captured and’
Imprisoned Marax's father. Despite ber imatinctive dislike of amyane related
to Hal Horn, Mirax's friendship with Wedge convinced her to work for the
Reebellian, and this in turn put her in more reqular contact with Corran,

As she smuggled critical supplies 1o the Rebellion and kater the New
Republic, Mirax came to appreciste Corran Harn. The twa eventually fell in
love and were married. Never content ta allow her hushand 1o have all the
adventure, Mirax was active in blockade running, hunting Insperial criminals,
and operating & smuggling empire even after being married and having
chnildren. She became good friends with Mara Jade and eventually began to
learn the opcrallen of her father's ship, the Frront Verture.

Mirax. ing erratically, #F-guard
with sudden maneuvers [in bath the tactical and strategic serrie), She fiercety
defends of her family, friends, and allies, Those who would see this as a weak-
ness discover the hard way that Mirax doesn't take threats well.




Mirax Terrik Horn CL10  Mosxin Tark on
Medium Human scoundrel 7/master privateer 3 Medium Human saldier 3/scout 3fscoundrel 1/baunty hunter 4
Destiny 2; Foree & Destiny 1; Force 5; Dark Side 15
Init «4; Senses Perception +5 Init +12; Senses low-light visian, Perception 14
uages Basic L es Basic. Huttese
Defenses Ref 24 (Flat-footed 22), Fort 21, Will 28 Defenses Refl 31 [flat-footed 20), Fort 24, Wil 24
hp B5; Threshold 21 hp E5: Threshald 24
Speed & squares; Fleet-Footed, Running Attack Speed & squares
Melee vibeoblade +10 (2d6+4) or Melee force pike +8 (2d8+7)

Ranged blaster pistol +10 [3d6+5]

Base Atk +8; Grp +10

Atk Options Cripaling Shat, Dirty Fighting, Paint Blank Shot, Precise Shat

Special Actions Cunning Strategist, Disruptive, Raider's Frenzy, Take Them
Alive, Vehicular Combat, Vieteran Privateer Walk the Line.

Abilities Str 8, Dex 15, Con 12, Int 10, Wis 14, Cha 17

Talents Cunning Strategist, Disruptive, Raider's Frenzy, Swwnd. Take
Them Alive, Walk the Line

Feats Fleet-Footed, Point Blank Stot, Precise Shat, Rusning N.uﬂ. Skill
Foeus [Persussion, Pilot), Vehicular Combat, Weapon Finesse, Weapon
Proficiency {advanced melee, pistols, simple weapans)

Skills Deception +13, Knowledge (galactic lare) +10, Mechariics +10,
Persuasion +18, Filot +17

Ranged heavy blaster pistod #11 [3d8+5) or

Ranged biater rifie +11 (368451

Base Atk +8; Grp +10

Atk Options autofine (blaster rifle], Hunter's Mark, Keen Shat, Paint Blank
Shat

Special Actions Fool's Lisck, Hunter's Target, Shake It Dff

Abslities S1r 10, Dex 14, Con 13, Int 12, Wis 15, Cha B

Special Qualities familiar foe <2

Talents Acute Senses, Armored Defense, Fool's Luck, Hunter's Mark,
Hunter's Target, Improved Armared Defense, Keen Shot

Feats Armor Proficiency [light, medium], Point Blank Shat, Shake It OFf,
Skill Focus [Persuasion], Skill Training [Persuasion], Skill Training
{Survivall, kil Training [Use Computer), Tech Specialist fsee page

Possessions biaster pistol, vibroblade, code cylinder, comlink (long-range],
toal kit, utility belt, medpac. space transport

MoOxiN TARK

Mauin Tark is 2 not his erueity and viclous-
mess, Active during the Gatactic Chvil Warand the days of the New Republic,
Tark cares little for the sanctity of life o¢ the tralls of blood he leaves in his
walke, Tark's father was @ career military commander and served the Empire
faithfully, but Maxin elected not to follow in his father's footsteps. At a
young age, he abandoned a privileged life on Bandonia and sought a career
to spite his father's honorable legacy.

Maxin Tark wears the armar of the Sun Guards of Thyrsus, which is said to
Puarve inspired the armor of the Imperial Rayal Guard (and, Blely, the Senate
Guards that preceded them), Tark's armor ks been modified 1o suit his needs,
and he takes great care in upgrading and maintaining its systems, allowing
ham ta function alore, withcut the need for partmers. Tark believes that fear
is an extremely pawerful weapan, and he goes out of his way to termorize 2
mark before taking it into custody,

21 of Starshig the Gofoxy), Weapon Proficiency (advanced melee
‘weapans, heawy weapans, pistols, rifles, simple weapans)

Skills Endurance +11, Initiative +12, Mechanics +12, Perception +14,
Persuatian +14, Paat +12, Survival +12, Use Computer +11

Possessions blaster rifle with improved sccuracy modification, force
pike with improved damage modification, heavy blaster pistol with
improved accuracy modification, ceremonial armor |+8 armoe] with
helmet package and protective modification, binders, medpac [is]4,
camfink, macrobinoculars, various persanal belongings

PRINCE XIZOR

The enigmatic leader of the Black Sun crime syndicate leading up to and
during the Galactic Civil War, Prince Xizor is a dangerous Falleen whose
physical prowess it outmatched only by his brilliance and cunring, Xizor
rose to lead the Black Sun crime syndicate thanks to his ruthlessness and
his abdity to outthink his oppanents. and Xizor prides himself on his abifity
ta read people. Xiror believes {perhaps too much) that there 7 na one in the
galaxy that he cannot read and manipulate, including Darth Vader and the
Emperoe. In additian to his vicious cunning, Prince Xiror alsa keeps himself
in peak physical conditian, and is skilled in a variety of martial arts and
marksmanship, Unkie many of his fellow crime lards, Xizar does not leave his
safety up to his minions and followers, although he Soes have an expensive
and well-trained human replica droid bodyguard, Guri.




Xizoe is @ tall, muscular Falleen with green, scaly skin and long black
hair pulled back in a topknot. Xizor owns a skyhook that fioats in the space
abeve Coruseant, and has @ personal StarViper-class attack platform he
uses for tramspartation.
Prince Xizor CL1B
Medium Falleen noble 7/crime lord 9
Destiny 2, Force &; Dark Side 14
Init +14; Senses Perception +20
Languages Basic, Bacee, Bothese, Falleen, High Galactic, Huttese, Rodese,

Fiyl, Sullustese
Defenses Ref 32 (flai-foated 28), Fort 26, Will 32
hp B Threshold 26
Immune +5 ta Fortitude Defense against Falleen pheromanes
Speed & squares
Melee unarmed +13 (1d10+3)

Ranged blaster pistol +13 (346+8)

Base Atk +12; Grp +13

Atk Dptions Paint Blank Shot, Precise Shot, Sniper

Special Actions Impel Ally I, Impel Ally 11, Impel Ally 1, lmproved Weaken

__Resolve, Inspire Fear II, pheromanes, Presence

Abilities Sar 13, Dex 12, Con 10, Int 17, Wis 14, Cha 16

Special Qualities command caver, hold beeath, pheromones. pheromane
scclimation

Talents Impel Alty 1, bmped Ally I, bmpel Ally 1L, Improved Weaken Resolve,

Inspire Fear |, Inspire Fear I, Notosious, Presence, Terrify, Unsavory

Reputation, Weaken Resolve, Wealth
Feats Linguist, Martial Arts |, Martial Arts 1, Martial Arts ), Paint

Blank Shot, Precise Shot, S&ifl Focws (Deception), Skill Focus

[Percegtion), Skill Focus [Persuasion), Snipes, Weapon Proficiency

[péstols, simple weapans)
stllmzczpmun +21, Gather Information +16, Initiative +14, anl:dl;r
] +18, e [galactic lore] +18, ge (social

seiences) +16, Perception «20, Persuasion +21 [may rerll, keeping the
better result), Piat +14

Possessions blaster pistol, comlink, fine robes, human replica deaid |Guri;
see page 152 of Threots of the Galoxy), the Virago [see page 134 of
Starships af the Galaxy), various personal belongings

SNOoOova

Snoova i a Wookiee bounty hunter active dusing the time of the Galactic
Civil War, Exiled from Kashyyyk for using his claws in combat [a taboo that
the Woankiees taie very seriously), Snoova tumed to @ life on the fringe
1o avoid slavery at the hands of the Empire. Though not much is known
about Snoova, he i said to be a member of a mercenary group known as

the Aurodsum Sword, and Black Sun has been known to employ his services
from time to time. Snoova also tokes bmperial bounties and is well known g
@ beutal, bloodthinty bounty hunter.

Snnova i recognizsble amang the other Wooklees thanks to ks fur
which is mottied with black spats, and the way he shaves the top of his
head sa that his fur comes 1o a flat top. Seoova lost an eye in pursuit of @
Bounty and wears an eyepatch that connects to cybernetics lodged in hig
eye sockel, giving him enhanced vision [replicating the helmet pai
found on many armars).

Snoova

Medium Wookiee soldier 4/scout 3/baunty hunter 3

Destiny 1, Force 5; Dark Side 10

Init +11; Senses low-light vision, Perception +12

Languages Basic [cannot speak], Shyrimwack

Defenses Aef 25 {flat-foated 24), Fort 25, Will 20

b 115; Theeshold 25

Speed 6 squares.

Melee vibro-ax +15 (2d10+10) ar

Melee vibro-ax + 107 (2d10+20]

Ranged heavy blaster rifle +11 [3d10+5)

Base Atk +3; Grp +14

Atk Options autofire [heavy blaster rifle], Devastating Attack (advanced
melee weapors], Hunter's Mark, Point Blank Shat, Power Attack,
Sucker Punch

Special Actions Hunter's Targes, Shake It Off, rage

Abilities Str 20, Dex 12, Con 16, Int 10, Wis 10, Cha B

Special Qualities extraosdingry recuperation, ¢ foe +1, rage,
weapon familiarity

Talents Acute Serses, Devastating Attsck [sdvanced melee weapons),
Hunter's Mark, Hunter's Target, Impeoved Initiative, Sucker Punch

Feats Armor Proficiency (light, mediim), Peint Blank Shot, Power Attack,
Shake It OFF, Skill Training [Survivall, Weapan Focus [sdvanced melee
weapans), Weapon Focus (rifles), Weapon Proficiency [advanced mefee
weapans, pistols, rifles, simple weapons)

Skills Climb +10 [may take 10 even when threatened or distracted),
Endurance +13, Initiative +11 (may reroll, must keep secand result),
Perception +12 [may reroll, must keep second result], Persuasion +4
{may reroll to intienidate, must keep second result), Survival +10

Possessions blaster rifle, vibiro-ax, binders, combink, cybernetic eyepateh,
datagad, varous personal belongings

* Inchdles 5-point Power Attock




TYBER ZAMNN
A powerful and cruel crime lord, Tyber Zann is the beader of the Zann Con-
sortisim, & criminal syndicate that operates around the time of the Galactic
Civil Wae. Born on Anaxes, Zann studied at the Imperial Acadery at Carida
il hi L Admiral Thrawn. Zann, who had been
x e

games to smuggling ventures, grew to resent the Empire and positioned the
Zsnn Consortiem as an enemy of both the Empire and the Rebel Alllance.
Zann and his erime syndicate have many enemies, ranging from the Desiljic
Fhutt clan to the Emperor himself, yet the Zann Consartium flowrishes and
growes despite adversity, So pawerful is the Zann Consartium that, fike the
weapans, ships, and other

Teninss Zann
matesisl needed to maintain his criminal empine.

Tyteer Zann is 3 handsome man Mlh white hair and 3 scarred face. A hard
man, Zann has dane time in th

.ammmmm

Zane's ambitions are great, and he lets no ane stand In his way, leveraging the

‘significant amownts of power he has obtained againit any obstacies,

Tyber Zann [« R ]

Medium human scoundrel S/soldier 4/crime lord 4

Destiny 2; Force 6; Dark Side 16

Init +13; Senses Perception +14

Languages Basic, Bocce, High Galactic, Huttese

Defenses Ref 26 [flat-footed 26), Fort 27, Will 31

hp 85; Threshold 27

Speed & squares.

Melee unarmed +10 [1d4+6)

FRanged blaster carbine +13 (3084 6] or

Ranged blaster carbine +8 [3d8+6) and
Blaster carbine 8 (3604 8] with Double Attack or

Ranged blaster pistol +13 [36+8) ar

Ranged hold-out blaster pistol +13 (3d4+8)

Base Atk +10; Grp 12

Atk Options Double Attack [rifles), Point Blank Shot, Precise Shot

Special Actions Battle Analysis, Disruptive, Indomitable, Inspire Fear I,
Cuick Draw, Walk the Line

Abilities Str 10, Dex 14, Con 12, Int 16, Wis 16, Cha 10

Special Qualities command cover

Talents Batthe Anadysis, Disruptive, Gambler. Indomitable, Inspire Fear |,
Inspire Fear IL, Inspire Fear |1, Notorious, Walk the Line

Feats Double Attsck [rifles), Friends in Low Places, Improved Defenses,

Skills Deception +16, Gather Information +11, Initistive «13, Knowledge:
(bureaucracy] +14, Knowledge [gatactic lore] +14, Perception +14,
Persuasion +18, Stealth +13, Use Compater +14

Possessions blaster carbine, blaster pistol, hold-out blaster pistal, combink,
datapad, various persanal belangings

ZAaM WESELL
Unike most Clawdites, Zam Wesell didn't grow up in a ghetto or slum.
She was raised by the Mabari, an order of warrior-knights that developed
fram the teachings of the Jal Shey monks. However, Zam still suffered a5 a
secont-class citizen in &n oppressive society that mistrusted her for what
she was, not what she'd done or believed. This drave Zam to seek credits to
ich eanflicted with th Hless teachings of
|h: Mlhlri After reaching the third degree of Mabari warrior training, Zam
left the order to try her hand as a freelance mercenary,

She was first hired on the planet Deron, 8 city-warld similar to Coruseant
(though @ distant secand to that planet in terms of galsctic importance].
Zam waorked her way up through corporate security pesitions, eventually
becaming an executive bodyguard, She alsa found anather Clawdite working
on Devon and tried to enjoy a free Family life for a time, bearing a daughter
named Sone (who disappeared shortly after her mother's eventual death).
Hawever, living on a single world was still too restrictive for Zam, and she
left carporate life 1o hire herself out a3 3 bounty hunter and assassin,

Earlyin her career, Zam found herself working to capture the same target
as Jange Fett. The two ruined one another's plams and ended up having to
work together to escape from the flasco that followed. The two began an
an-again, off-again partnership that included such events as Zam betraying
Fett to Gardulla the Elder, being left in a dungeon by him, and later escap-
ing to rescue him from the fallen Jedi [and leader of the Bando Gora cult)
Komari Viosa, Shortly afterward, Jango Fett was hired by Count Dooku to be
the template for a clone army, with Janga receiving Baba Fett as part of the
deal. Zam ked tanga Fett and considered a romance with the Mandalorian,
but events never seemed 1o allow for such a retationship; still, Zam did take
@ liking to young Boba Fett, who regarded her as a mother figure.

Zam continwed to work with Jango but akso took missions on her cm\.
Absle to infiltrate nearty any ization thanks to her
tended 1o take assassination contracts rather than bring-them-| bn:HI‘m
contracts, and she was straightforward in her plans, Zam would wait wntil
@ target was vulnerable and then shoot Rim. However, such missions were
Just business for Zam: She took no pasticular pleasure in killing or death.
Innnﬂ. ‘when Jango Fett brought a powerful lmlan toa rogue general who

it to destroy Conuscant, 50 to steal it back

Point Blank Shot, Precise Shot, Quick Draw, Skill Focus
Skill Facus [Persuasian, Skill Training [Use Computer), Weapon Focus
(pistols), Weapon Focus [rifles). Weapon Proficiency [pistols, riffes,
simple weapons)

and help the of the planet.

Zam's final massion was @ contract to kill Senator Padmé Amidala, under
the guidance of Janga Fett. Her first effort was to pase as a reporter and,
though a combination of seduction and promises of future payments,




A

DAL

tomince 3 Natoo security quan to plant 3 “lntrning Srve” on the roval
ruises. The device wa, of ecurse. o bomb, and while the blast destroved
ser and the security guard who planted 1, It falled to kill Senator
Amidala. Jange Fett Inslited her next cffort be mare subitle and provided
Zam with paisanous koubuns,

Zam managed to sneak the creatures into the Senator's room wsing
m Skywalker and Obi-Wan Kenob| prevented

om killing Amidats. In the ensuing chase, Anakin forced Zam o ceash her
o the Dutlanger Club. The Jodi captuned her and pressured her
veal who had hired her, but vienced 3 Kamino

ursed ot Jango in Huttese a5
hed, but there was little enough true anger in her voice. It was, after

Business.

Zom Wesell CL10
Medium Clawdite soldier 4/scoundrel 3/assassin 3

ﬂﬂh‘! 2; Force 4; Dark Side
nit 41 S«rmPe-\v; on « 16

hp 73 T'lruhnld £l

Speed 6 squares

Melee unarmed +8 [1d445) or

Ranged sniper blaster rifle +11 (3d10+

Ranged sniper blaster rifle +12 [4610+5] with Caseful Shot and Deadeye
e

Ranged blaster pistod + 11 [386

Base Atk +5: Grp +8

Atk Options Dast,
Shot, Precise Sh

Special Actions mark +1, shapeshift, startie

Abilithes Str 10, Dex 17, Con 10, Int 14, Wis 15, Cha 12

Talents Armored Defense, Dastardly Strike, Improved Armored Defense,

Shot, Deadeye, Deadly
Focun (Perception], Sk
pistaly, Fifies,

., o
Traceing [Saeaith], Sniper, Wespon Proficien

mmc:—- +10, Deception +8 (can take 20 a5 ful
isguise seif], Initiative « 13, Perception +12, Pilg
Computer +12
esslons Mabarl armorweave [treat as greater masterwark combat
ster rifle with targeting scope, blaster pistol,
edit chip, electrobinoculans, medpse. field kit

round sction to
#12, Stealth +13, Use

risc cxampir of 3 “typscal® bownty hunter-sucteafl at her
her widely 'x-.\.\ e particularty feared. A tall Humas
female, Zardea is a shilied tracker and competent in a fight, but not in the:

a3 is active before and during 1 little 5
e about hex background of early work. Wienever possibie, Zardra pre=
fers to work with 3 partm ¢ & tme whe worked with Jodo Kavt. Zarden
$id the legwork, tracking down targets and forming plans to bring them in,

and left the heavier combat tasks to Kast. The partnership worked wefl for
months, though their biggest targets continued to etude them. When Kast
decided he preferred to work alome, Zardra felt no remarse! Kast was too
brash and trigger-happy for het Lastes (snd in fact got himself killed nol
iang after leaving her.

Tardra b cautious, spend-ag time to umders:and B target belore vhe maves
® 18 apprehend She looks for wesknesies, or 3t leas sirengtin to avod,
nd makes metcultus plans for each cagtiere. 230t S Sure 1o comuder how
el Might rEsct ta sy Bounty 1he Iries to being in, what allies hev target
might have hidder, and afternate escape rowles to use If her plan fails apart.
This caution means her targets occasionally escape before she's ready 10
confront them, but Zardra is satisfied to be alive long encugh to hunt them
down again. She has every intention of retiring sameday and n't going to
llow pride to get her kilked over a job,

When all else fails, Zardra is happy 1o lob

mal detonator i

a frwy,




Zardra cLs

Medium Human scout Sfscoundrel 2fbounty hunter 1

Destiny 1; Force 4; Dark Side 8

it + 16 can revil); Semves Perception +11

Languages Baic. Huttese. Rodian =

Defemses Ref 25 (Mat-footed 220, Fort 20, Wil 21 Dodge, Mobility

i 54: Threshold 20

Speed 6 squares; Running Attack

Melee force pike +7 (2dB+10] or

Ranged blaster pistol + 0 {306 «4) or

Ranged thermal detonator +B (BaB+4. 4-square burst radivi)

Base Atk +5: Grp +8

Ath Options Dastarddy Strike, Humter's Man

Special Actions Expert Tracker, Shake It 0ff

Abilithes Str 14, Dex 10, Con 10, Int 14, Wis 14, Cha 14

Talents Acute Semses, Dastardly Strike, Expert Tracker, Improved initiative,
Nowhere to Hide

Feats Atmor Froficiency [light), Dodge, Mability, Running Attaci, Shake
T 0. Sall Focua (intiative), Saill Traiming (Mechanics], Wespon Focas
ladvanced melee weapon], Weapon Proficiency (advanced meler
weapars, pistols, rifles, simple weapom]

Skilts Endurance +, Initiative +17 can revodl), Gather information 11
[can rerall], Knowledge [gatactic iore] +11, Mechanics +11,
Perception +11, Pilot «12, Stealth +12. Survival +11

Possensions blaster pistol, force pike. 4 thermal detomatons, datapad.
comimi

Zuckuss
Lickuss i ene of the mast enlgmatic bounty hunters to emerge during the
Galactic Civil War. Although the Gand was nat as feared as Boba Fett or as
wedl knowen a5 Dergar or Bossh, Zuckuss nevertheiess built & reputation in
hbdowports dad underworid SITCILINES 31 0ne of the Best tracker in the
palany, Indeed, his intuition was 50 great that he became kngwn i “The
anny One”

The truth of Zuckuw's amazing tracking ability goes back to his origin
o Qand, @ mist-covered workd with poor visibility. There arose the Force-
using tradition of the Findsmen, trackers able to use the Force (which they
i a1 trained intuition] to lecate mivsing peaple or itoms. Juckuss comes
'rom 2 long line of Findumen, and he decided to tabe his shilly offworid to
Bbecome 3 bounty hunter,

Zuekuss guickly
proved able 1o track
down guarry mo other
baunty hunter could
locate. He was 300 in
the empley of the Crim.
sen Nova chapter of the
Bownty Huster's Guild,
bullding o reputation
the best possible part-
ner for combat-driented
mercensries who could
fight but needed help
tracking down targets
Over the course af his
caner, Tuckuss collabo-
rated with many other
bousty hunters, thougs
his longest and best
ngmn association was
with the deoid criminal
4-LOM.

Zuchuss's career was full of highs and lows. He worked with (and without]
the a4 of guilds, served the Hutts, the Empire, and even the Alllance, and
Tound mumerous targets that had remained hidden from all other hunters
Desgite this, he could sever maintain 3 high beve! of success o watfaction
Indeed, the stress of his ifestyle caused him to sutfer a spiit personatity—ene
a humble, proper Gand with a strong moral stresk, the other a bold braggart
and cruel mercenary willing to take any job If the pay was right. As If his
mental Wness weren't enaugh, he suffered severe lung damage for years,
and he was often in poar hestth

me.’mmwwﬂmmnw- th wa Boba
Fett. The famenn Mandaioran maraged to siral Bounties Jociuss wat after,
defeat him [and his partnera] in combat, oe othermise humiliste the Gand.
Fett was also respomsible for the destruction of 4-LOM, which had begun
to develop a set of maraly Zuckuss could agree with, Zuckuss had the droid
rebuit, but the droid's mental state was never the same

After failing 1o captuee Ham Sols, Zuckuss began 1o show increasing
Febel yympathies. After the Empire's defeat. he took New Repubiic bounties,
tracking down wanted war criminabs from the [mpire. S5ll, b glory days
were behind him, and his questionable health continued to deteriorate. He
ended i In detention an Coruscant, under the scruting of New Republic
Pwychlatrists, too valued o & one-time ally of the Alliance to throw into a
common prson, and too dangeraus 1o be bet free. Moveeves, Zuckuss became a
kegend on ha homewonid, imgiring 3 new geaeration of Gand bounty hunters
to foliow b example




Zuckus
Medeum Gard scout 7fbounty hunter 4

Destimy 2; Force &
Init +11; Senves darkvision, Force Perception: Use the Force +12
Basic, Binary, Gand, Huttese

Defenues Ref 28 (flat-footed 24), Fort 26, Will 16
Ihp 2; Threshold 26. hardy

ARCHETYPES
The foliowing charscten s exampies of the scoundrels, thegs,

eharacters run sfoul of local m:mmmwm-“

Speed 4 squarey

Melee unarmed +11 [1d4+5) or

Ranged blaster rifle «10 [3d8+5) o

Ranged snase rifle +10 [2d8+5 stun and ret]

Base Atk +5; Grp +9

Atk Options sutofire (blaster rifie, Hunter's Mark, Point Blank Shat

Special Actions Expert Tracker, famillar foe +2, Nowhere to Hide,
Shake It OFF

Force Powers Known (Use the Foree +12): =6

Abilities Sts 10, Dex 12, Con 8. int 14, Wis 20, Cna 15

Special Qualities st perial equipment

Takents Acute Semen, lwl'hnn Ferce Perreption, Hoster's Mark,
Nowhere to Hide, Viskers

[Feats Armer Proficiency (heavy, light, medium), Force Semitivity, Force
Training, Point Blank Shot, Shake it DFY, Skill Training [Use the Force),
Wirapan Proficiency (pistods, rifies, simple weapam)

Shills Endurance +8, Initiative +11, Knowledge [Galactic Lore) +12,
Mechanics +132, Pilot +11, Stealth +11, Survival + 15, Use the Force «12

Possessions hewvy battle armar, heavy blaster pistal, snare rifle, 2 snare
Fifle cartidges, eomlink, portable computer, breathing spparatus,
wocoder

“I WANT THEM ALIVE.
NO DISINTECRATIONSI™

~DaRTH VADER

or slicer. Ruther than come for such
scratch, & GM can montnl'mmNP(s wdding background,
guirks, and local color as necessary.
The statistics peesented here use the Human species as the baseline, If
you wish mﬂuaqe (] :nacrlm;prclrs,rlm ‘the character's banus feat
and b statistics), and apply the relevant
‘species traits for mnlttwdwm
Mﬂmnmlﬂﬂm k!euﬂdlnmwﬁllm MMM
and in the Threats of the v‘-—
The archetypes and their page aumbers can be found on Table 4-1: Other
Archetypes.

Core nalebock page 282, Mheats page 12
Core rulebook page 263, Thveats page 18
Threats page 24
Theats page 39
Theesty page 62
Therats page 65

Threats page 66

Threats page 38-59



BLOCKADE RUNNER/PRIVATEER
Space batties doa't necessarily end when ane side manages to disable the
enemy's ship, Instead, one might hear the sounds of docking clamps and
beeaching charges that sigral the beginaing of next stage—the boarding
action. Characters experienced in boarding actions might be blockade run-
mers, brave souls who pilot space transports through enemy lines to bring
news of supplies o to get ward out of @ desperate situation. They might be
pirates of privateers, twa words that both refer 1o sameane hoging to take
& ship, or at beasst its cargo, intact. Some do it for profit, others 1o bolster o
palitical cause, but all train to disable a ship and then prepare to fight those
within 1o secure it

Regardless of their motives of tactics, all privateers have a few tralts in
common, Mast importantly, they plan to see combat on the Ieside of a ship
they want in good candition, be it their awn (if they expect to be boarded)
or a prize ship they want to capture and sell or use to expand a privateer
fleer. As & result, they focus on theee detalls: comvincing foes to sumender;
using the smallest, most precise blaster that they can trust to compiete the
|ut; and learning to use mebee weapons for close-quarters fighting around
] n-,pcrdn\m o concussion missile magazine,

q that they

" nold personality. Though they might have soldiers, m anlw. |nd elite.
warriors working with them, the best shipjackers are flambayant, larger-
than-life figures able to make outrageous claims and threats believably. As
& result, they don’t work well together; even when serving a karger cause,
they prefer to aperate in separate units.

Blockade Runner cLs
Medium Human scoundrel 7/master privateer |

Foree 5; Dark Side 2

Init +4; Senses Perception +5

Languages Basic

DeFenses Ref 22, Fort 19, Will 24

hp 52; Threshold 18

Speed B sguares

Melee vibroblade +8 [2d6+3] or

Ranged blaster pistol +8 [386+4)

Base Atk +6; Grp +8

Atk Options Combat Reflexes”, Comered Rat, Point Blank Shot, Precise

Shot
Special Actlons Cunning Strategist, Disruptive, Raider's Frenzy, Weapon
Finesse

Combat Gear medpac

Feats Combat Refiexes”, Cornered Rat, Point Blank Shot, Precise Shot,
Skill Focus (Deception), Vehicular Combat, Weapan Finesse, Weapon
Praficiency [advanced melee weapons, pistals, simple weapons)

Skilts Deception +17, Knowledge [galactic lore) +97, Persuasion +12,

Filat +11, Use Computer +0

Possessions blaster pastol, vibroblade, code cylinder, comlink [long-range),

toal kit, utility bely, space transpost

BRAWLER
A brawler focuses on unarmed combat. Inexperienced brawlers might be
little more than local toughs found in cantings and back allies, but moee
fighters in llegal (or at fight-
ing sports or enforcers for mid-level criminals. Professiona! sport fighters
are less common, and such brawlers might learn ancient forms of wnarmed
combat, developed by mysterious arders that kave left behind little more
than a few datacards and the cccasional abandoned temple ruin.

Mary people discount brawlers as imelevant in @ world of wibrowsapons
and blasters, but it's worth roting that @ brawler doesn't need to draw, or
even carry, @ weapon to be dangerous. This makes them popubar bodyguards
In worlds with strong weapon regulations,

Brawler CLs
Medium Human soidier 5
Foree 4
Init +3; Senses Perception +3
Languages Basic
Defenses Ref 20 [Alat-footed 16], Fort 19, Will 16
hp 62; Threshold 19
Speed B squares
Melee unarmed +9 {1d8+7) or
Melee unarmed +8 (2d8+7) with Mighty Swing ar
Ranged hald-out blaster +7 [3d4+2)
Base Atk +5; Gep +8
Atk Options Desperate Gambie®,
Special Actlons Experienced ler
Abilities Str 18, Dex 14, Con 14, int 8, Wis 12, Cha 10
Tabents Experienced Brawler, Melee Smash, Stunning Strike
Feats Armor Proficiency (light, medium), Desperate Gambit",

Martial Arts |, Martial Arts II, Mighty Swing, Weapon Focus (simple),

Weapan Proficiency [pistols, rifies, simple weapans)
Skills Endurance #8, Initiative +9, Jump +10%

bat gioves, hold-out blaster, comiink

Mighty Swing, Stunning Strike

Abilities Str 8, Dex 14, Can 12, Int 10, Wis 14, Cha 16
Tabents Cunning Strategist, Disruptive, Raider's Frenzy, Spacehound, Walk
the Line



CHARLATAN
A chariatan i a manter of deception, midirection, graft, and persuasion.
When 3 charlatan does things right, you never realize he 't your best Friend
of even acting in your best interest. A chaslatan munt swrvive on wits and
charm; gece the WEUStoN turms viokent, the charlatan has misted the best
chance of sucorsn. However, it & common fior 2 chariatan to talk arsund 3
foe ever oace thooting hus sarted of 1o have friends o paed thugsl act i
backup wher plam g0 down the garbage chute.
mmkmmmummmmuu
reporten.

mmmn!lemlm-mhmm t least until they realize what
happened).

Charlatan s

Medium Human noble 7/chariatan 1

Force 4; Dark Side 4

Inlt +11; Sempes Pesception +11

Languages Basic, Bothese, High Galactic, Huttese, Ryl, Sallustese

Defenses Ref 22 [flat-footed 20], Fart 18, Will 24; Dodge, Sippery
Maneuver, Unreadable

hp 43 Threshald 18

Speed 6 squares; Slippery Maneuver

Medee urarmed o [18441] o

Ranged hold-out blaster «7 (Jg4+4)

Bave Ath +5; Orp +7

Atk Options Combat feflenes, Melee Defense”

Special Actioas Dirty Taction, Inmocuout. Mesplaced Leyalty,
Opportusisaic Retreat, Tao-Faced

Abslities 5t7 8, Dex 14, Con 30, Int 14, Wia 14, Cha 16

Talents Dty Tactics, innocusus, Maplaced Loyalty, Two-Faced,
Unreadable

Retreat, Skill Focus {Deception, Persuinion], Siippery Mancuver,
Weapon Proficiency (pistols, simple weapons]

Skills Deception +17, Oather Information + 12, initiative «11, Knowledge
[bureaucracy] +11, Knowledge [galactic lore] +11, Perception +11,
Persuasion +17, Pllst +117, Use Computer +11

Possessions hald-out blaster, comlink (long-range], credit chip, datapad
[cheater), halerecarder, pocket scrambler

DaTa BLICER

A data slicer s an expert ot and the information
citizems

computer yatem), ment are engaged in at icast same crimiral activity. Duta

umimmwmbn'q- mmumﬁqm
lwmulh-ouﬂ:mm nmmm cane about

vour cane. M you 3 datapad fabuify
of reprogram your foe adata

mahuﬂuﬂ

Data Slicer ar

Medium Human scoundrel 7

Force 3

Init +4; Semies Perception +5

Languages Basic, Bocce, Binary, Bathese, Durese, Huttese, Ryl, Sullustese

Defenses Ref 20 [flat-footed 15), Fort 18, Will 20; Dodge®

hp 46; Threshald 18

Speed & squares

Melee unarmed +5 (1d4+3) or

Ranged blaster piatol +8 [306+3) or

Ranged blaster pistol +7 [4d6+3) with Careful Shot and Desdeye

Base Atk o5 Orp

Atk Options Point Blank Shat, Precise Shot

Special Actions Electronic Sabotage. Gimmick

Abifities 5tr 10, Dex 13, Con 12, Int 16, Wis 14, Cha 5

Tabents Bectronic Sabotage, Gimmick, Master Siicer, Trace
Shat, Saill Focus (Mechanics. Use Computer). Weapon Proficiency
Ipeatehs, umpie weapom)

Shilths Gather Information +7, [buresucracy] » 11, Knowiedge
Igalactic lore] +11, Knowiedgpe [physical sciences) «11°, Knowiedgr
[technalogy] +11, Mechanics «16, Stealth +3, Use Computer <18 [can
wmmummmhmm

Posseaslons blaster piatol, code cylinder, comlink (long-range), credit
chip, datacasss (10 blank), datapad [memory upgrade, bt 14), medpac,
energy oell, pawer pack, holorecorder, packet scrambler, portable
computer |advanced memory upgrade, Int 18}, sexurity kit, tool kit,
utiity belt




ENFORCER
Enforcers exist somewhere between government authority figures {such
25 soldiers of law officers] and the common thugs used by crime lords and
pirates. Enforcers have a legal right to be armed, bust they lack the kind of
f major military and paramili . Enforcers might
..ort, fior major corporations [such a5 the Co-uu'm— Aliznce], independent
merchants, wide-scale criminal arganizations with interral rules and regu-
ns (such as the Seuggler's Alliance), or fringe quasi-governments like
hadowparts (such as security foroes on the Erant Vent: wrl Others have
afficial power but lack the training and jurisdiction of law o s, such as
son guards or 8 Moff's private security force.
Enforcers have a bad reputation across the galaxy. Lacking the 3
needed to carefully track down potential troublemakers or to sift through
evidence to determine guitt, enforcers might react 1o trowble with quick and
overwhelming wiolence. This prevents any wrangdoer fram getting away—
ead men dor't complain about thelr innocence. Enforcers don't usually
inguish between the quilty and the innocent; they let the blaster bolts
rt out who lives and who dies.

1

. EmSEATED av OLSUE By EnecesERe

Enforcer CcLs

Medium Human soldier 5

Farce 3

Init +9; Senses Percept

Languages fas)

Defenses Aef 21 (Flat-Tooted 18], Fort 2

hp 62; Threshold 21

Speed 6 squares

Melee bayonet +8 [1d6+8] or

Melee bayonet +3 [1d46+5) and
gun club +3 [1d6+5] or

Ranged heavy blaster rifle +8 (3d10+2) or

Ranged heavy blaster rifle +3 [5d1042] with Burst Fire

Base Atk +5: Grp +8

Atk Options autofire [heavy blaster rifie], Combat Reflexes,
Counterpunch, Point Blank Shot, Precise Shat

Special Actions Taugh as Nails

Abilities Str 16, Dex 14, Con 14, Int 8, Wis 12, Cha 10

Talents Counterpunch, Gun Club, Towgh as Nails

Feats Armar Proficiency (light, medsum], Burst Fire, Combat Refleses,
Point Blank Shot, Precise Shat®, Weapan Focus [rifles), Weapan
Praficiency (heavy weapons, pistols, rifles, simple weaponas]

Skills Krowledge [bureaucracy] +6 Initiative +9, Perception +8

Possessions battle armar, heavy blaster rifie with bayonet, bla:
comlink

i+

pistol,

EXPERT ASSASSIN
Expert assassins are more than s il h
trained masters of dealing death outside normal combat. An expert assassin
doesn't need to master the arts of mass battle, instead learning to kill at 8
time and place that removes as many variables as possible. Although danger-
ous in a stand-up fight, the expert assassin prefers to strike when the target
is alone and vulnerable. Likely tactics include taking ou!
range, setting explasives to elimirate them in their homes or vehicles, or
finding an kolated venue in which ta stab them in the darkness

Aost expert assassins belong 1o a guild or order, and they must abide by
1% rules. Same happily kill amyone if paid to do so, while others stay only for
religious or p reasans. Even gavernments might employ ass:

a3 a mears of efiminating foes too public to amest or kill In combat

- They are




Asaprages bool

Defenses fef 25 [fat-fouted 22), Fort 20, Will 21

hp 62; Theeshold 20

Speed § aguares.

Melee vibroblade +8 (206+6) ar

Ranged sniper bluster rifle +10 {3d10+ 6, Devantating Atack] o

Ranged sniper bluster rifle 11 [4d104 B, Devastating Attack) with
Dendeye

Base Atk +7; Grp +10

Atk Options Dastardly Strike, Deadly Sniper®, Point Blank Shot,
Precise Shot, Seeak Attack +1d6

Featy Armos Proficiency (light, medim), Deateyr, Dendly Sniper®, Paint
Blank Shot, Precise Shat, Skill Training [Steatth], Sniper, Weapon Focus
[rifies), Weapon Proficiency [advanced melee weapons, pitols, rifles,

simple wespons]
Skills Climb +11°, Initiative +12, Perception +11, Stealth +12
Possesshons sniper blaster rifle with targeting scope light),

mmmwm Mnnmwamﬂ

Fimer
Medium Human scoundrel 4/noble 3
Force 3
Init +7; Senses Perception +10
Languages Basic, Bocce, Bothese, Durese, High Galactic, Huttese, Ryl,
Sullustese
Defenses el 18 (1iat-footed 18], Fort 18, Wil 21; Dodge”
hp 46: Threshald 18
Speed 6 squares
Melee unarmed +5 (1d4+] o
Ranged blaster piytal o4 [1d6+1) o
Biaster pistl +5 [46641) with Carefil Shat 3nd Deadeye
Base Atk 5. Grp o &
Atk Options Point Blank Shot, Precive Shat
Special Actions Mewtate, Fools Luch
Abilities Str 10, Des 8, Con 12, In 16, Wis 14, Cha 13
Talents Blackmail, Connection, Hesitate. Foos Luck
Feats Careful Shat, Deadeye, Dodge”, Friends in Low Places, Linguist,
Paint Blank Shot, Precive Shot, Skill Focus [Gather Information],

hild-out blaster, vibrobiade, comlink, credit chip, ehectrabinoculars,
frekd it utility belt

FixeR

Weapon ¥ (pistols, sinple wesponal
Skills Gather +14, Knawledge [bi )10,
[galactic lore) «11, Knowledge (technalogy) +11, Perception +10,
Persuasion +0, Stealth « 7, Use Computer +11
Possessions blaster piatal, code cyfinder, comiink (long-range). credit chip,
pocket scrambler

that isa't available. "
mmmmmmmmwwmmum‘r
‘want you 19 hawe, rasging from saves 1o military-grade weapons to degal
droga. Your feed might be more sernice-orented, lech 39 winting to hire
@ Umapgier of meeding & medic 1o patch op & friend without sey Questions.
Sometimes it's just information you meed, but you need 1o get it withoot
leaving a callng card 81 b official archive, and withoul GThers knowing you

mmnmmmmarm
At ese tieme. flaers find g
the black market, off id. A Oid R grew gl

hewever, ihe lesm came to mean 8 contact who could find uluf contacts.
In fact, few Fares know haw ta *fix® anything but the prablem of finding
what others want. A few work as procurement officers for front line forces
who are often out of supplies during battle) or Rebel forees (who are aften
aut of sepplies, period). Most wark for criminal wyndicates or as freelance

i, datapad,

NClTDﬂIBU. DuTLaw

dre everywhere, but some Crooks are 3 cut above the commes
riffraft. Th muttipie Sritem, huted
Dy law enforcement or bounty hunters, and whispered sbout in dark cof-
ners of cantingg in shadowports across the gataxy. A notoricus outlew kil
doae something partcularly impressive for is at kst credited with such
crime). Mass murderens, peogle who betray positions of trust, anyone who
was famous befare turning to crime, and particulardy successful thieved
wnd sphes can all become notorious criminals. A few are champlons of some
cause oppressing local tyranmy, but mest are the worst seum you'll fied
anywhere.




SPACcE TRANBPORT PILOT

anging from wmugglen b 1 merrhe

Space Transport Pilot cLr
Medium Human scoundrel 7
Force 3 .
Init +&; Senses Perception <10 d
o
9, Wil 2 E
3
&
=
Base Atk +5; Grp +8
Atk Optians Hy
nit +11; Senses Perception Spacehaund, Stary i
Languages B s Special Actioms \ |
Defenses Ref 36 (Nal Abilities Ser 10, Dex 16, Co
hp 55; Threshold Talents Hyperdriven, Sp Stellar Warrior 8
5 1 Feats Frie Paint Blank Shot -
see page 21 of Wi
e of Starships of the Ge feapon Focus (pistc &
e s §|
P <3 +8. Perception +10, 10
Base Ath +&: Orp 3 : E-‘

Atk Dptiom Danta
Special A




BECURITY AND LaAawW

N T QF®
Every level of gowernment Ras 3t leait one law enforcement SGERCY. B0
wirtually Bl prite ORERRINTONS O dvidusts with wulfent resorTey
barwe an independont security force on call Mﬂmm
due 1o their intersteitar
Mmmamwmmmmu
board wecurity 1o deter pirates, shipjackers, and mutincen.

Low-risk location [sech a5 small businessed) might hawve ne security
presence at all, and those that do might use minimally trained {and armed)
quards, Treat such security guards as thugs (see page 280 of the Saga Edi-
than care ruleboak), replacing the vibro-ax with a stun baton, binder cuffs,
and & comlink.

Security efficers represent the professional backbone of the secusity or

unit #t fo any call for help. Ay secured
mlmnuuw:wwminluﬂlmamumﬂm
officer st esch entrance, and 3 detail of two to four (perhaps including &
mmm—!uwhwmmm

Security Officer o

Mexburs Human namheros 4

Init +§ Senses Percepton o7

Languages Bavic

Defenses Ref 14 (flat-fosted 13], Fort 10, Will 10; armar +3

hp 10; Threshold 10

Spred £ squarel

Melee stun baton +4 (3081 stun) or

Ranged blaster piatol «4 [156]

Base Atk +3; Orp o4

Atk Dptions Paint Blank Shat

Abilities Ser 12, Dex 13, Con 11, Int 10, Wis 10, Cha B

Feats Armor Praficiency [light), Point Blank Skaot®, Skill Training
(Perception, Pitat], Weapon Praficiency (pistals, simple weapoms)

Skillls Initiative «8, Knowledge (bureaucracy] +7°, Perception «7, Pilat +8

Possessions combat jumpsuit, blaster pistol, stun baton, binder cuffs,
comiink, datagad

mm Mnusmw“m

Security sproints 5T i bodyeards for VIPY Bnd v reapome e
fior Cities and SLITPONTS. SIMPOLS, in EAITICUla, 37E EENGITOUS BBigRmENtS
due to the large crowds, CONSTENT movement, and intermingling species.
maximizing the chances of a terribie misundenstanding due 1o 8 anguage
arrier or differences in local customs. Worse, starports might have to deal
with & hestile starship if 3 smuggier, pirate, or outlaw decides to blast his
or her way off the planet. As a result, security specialiits tend to be heav-
by armed [often using heavier vehicles, such as gumships) and paired with
sharpshooters [treat as expert assassing, page 119).

Inapectars, inchiding customs inspectors and detectives, represent the
m:mmuumuﬂnum:uwmhuukmu

i presence provides a deterrent to
mmﬁl uwmamuum.uwm
prate, o aAanain—t0 uncover thelr decrptions and find cloes 1o that lead
o their capture. in fact, mamy customs officers kave 3 thady past, taking
pection povtions ¥5 3 way of mastaining 3 relatively wafe snd guiet
retirement from more dangerous expioits.

Although hosest customs officers certainky exist Iparticutary thase
working in Ltger starports, with coworkers and working nearbry],
it hawn't escaped smugglers' attentions that it's often cheaper 1o bribe 2
customs officer than to pay the legitimate tax or fine. Similarly, crime wyn-
dicates routinely hawe at least one inspector “on the take,” often a result of
bisckmall If mot simple greed.

Security Specialk s
Meom Human saider § 1
Foree 3

Init +5; Senses Perception 8
Basic

Defenses Ref 10 (fiat-footed 16), Fort 21, Will 18: armor «5

hp 62; Threshold 21

Speed 6 squares; Tactical Advantage

Melee stun baton +1 (246+5 stun] or

Ranged blaster carbine +7 [3d8+2) or

Ranged blaster earbine +5 [4d8+2) with Rapid Shot or

Ranged stun grenade »7 (448 stun, 2-square blast radius)

Base Atk +5: Grp +00

Atk Options sutcfire (blaster cartene], Combat Refleses

Special Actions Battie Anabysin, Cover Fire, Harm's Way, Hitch » Ride

Abilities Str 16, Dex 14, Con 14, bt B, Wis 12, Cha 10

Talents Battie Anabysin, Cover Fire, Harm's Way

Feats Armor Praficiency (light, mediom), Combat Refiears, Hitch » Ride®,
Point Blank Shot, Rapid Shet, Tactical Advantage, Weapon Proficiency
Ipistods, rifies, simple weapons]

Skills Initiative +8, Peroeption +8, Treat Injury + &%

Possesshoms armoned flight sust, blaster carbine, 3 stun grenades,
Bbandalier, medpac, binder cuffs, encrypted comilink, utility belt




_———

Inspector

edium Human scoundrel 3isout 4

Force 4

Iinit +10 [can reroll]; Senses Prroeption <16
Basic, Bocre, Huttese

mearly &5 Much power [and sometioes mare] a3 the head of a Hutt kajidic.
Biack Sun's inflornce i 30 grest that ity leaders ave able to clandestinely
7 - =iy

Drive Systems, giving The organsation the military might [0 chalienge snd
forces.

Defenses Ref 21 (Nat-footed 13], Fort 20, Will 20; Dodge. Mobsity
&p 50 Thresheld 20

Speed 6 wquares

Melee unarmed +4 (1040 2] or

Ranged heavy blaster pistol +7 [368+3)

Base Atk +5; Grp +7

Atk Options Cornered Rat”, Polnt Blank Shot, Precise Shot, Skirmishes
Special Actions Quick Draw

Combat Gear
Wbilities Sir 0, Dex 14, Con 12, Int 14, Wis 16, Cra 10
Talents Acute Semes, Cramped Quarters Faghting, Improved Inttiative,

Skirmisher

Feats Cornered Rat®, Dodge. Mobility, Point Siank Shot, Precise Shot,
Dwick Draw, Sall Focus [Bather information, Perception], Weapos
Praficency (paton, ifles, umple meapons),

Shilhs Deception +8, Inituative « 10 [can revolll, Gather Information
# 13, Knowledge (bureaucracy) +10, Knowledge [gatactic lore] +10,
Perception +16, Stealth +10°

Posessions heavy blater pistol, combink, credit chig, utifity beft

OROANIZATIONS

Thaugh the chactic nature of crime makes it seem unlikely that eriminats
wauld ever work together, several criminal organizations have riven to
prominence throughout the galaxy. The following section describes alx
powerful criminal organizations for use 25 enemies oe allies in any Scum
and Villaimy campaign.

BLack SunN

Tre Black Sun crime tyndicate i one of the

= I=e galany ma—-um..mmmm-m—

defense

Working for Black Sun certaindy han ity advantages. With the power 1o

challenge local gavernments, Black Sun agents have 2 great deal of clout,

mmmmwnmmmqwm-

that prove

MPMMIWII!MBM mare than just an extra bit of hired

muscle. Once a member of Black Sun, an individual is required 1o follow the

weranfuﬁmnalrlnlm and work sbove oll else for the betterment
of the crime

Ilmm-natmdmmwuuummmw

2 powerful

mmﬂfq even the Empire hmnmma
Vign means making an enemy for life, and # conflict with Black Sen can be
messy. With it own space flert, Black Sum i abie of 1o send ships 1o wipe
Out smugging operations, destroy pieate fieets, and bomd the homes of
Those that CpRosE them.

More information on the Black Sun crime syndicate can be found in the
Fe . i " for joining
the organization. Asditicnaily, Mreats of the Galry features statistics for
Black Sun Vigos.

D-NuHAnADAN

isa 1l of assassing that has been
nuwln(mr 4,000 years by the time of the Galactic Empire. More than
Just @ quild of assassing for hire, the GenoHaradan nu-qnmrw

that wsually n,
and serves

2 dejarik board.
The GenoMaradan's motives are it own, and cvery cxccution it performs
Merves some political perpate.

gt tne gade ot

ture, from, theft powes pnd
wealth 10 the crime syndicate. Black Sun i one of the ment coni criminal
eganizations in the Stov Wiers saga. and the organization reached such
heights of power that its leader, Prince Xizor, was nearly powerful encugh
to challenge Darth Vader himielf,

that power ]

he Y during . o
ize on Darth Revan's rise o pewer, on warkds a3 far out in the Duter Rim s
Tatooine. The hierarchy of the GemoMaradan includes 3 single Guildmaster
and four Overseers, who contred the assavsinations performed by the guild.
b few members, but its power is far greater than ity

Black Sun | found in nearly F the galawy, though ty)
Is headquartered on Coruscant, mauwuwmmmm

The
numbers would seem to indicate,

¥, Trpically, 3 member of the

0 the Owter Rim, and sigaificant Black S y Core world,
Black Sun operates under the leadership of a single Underlord, who comtrols
the Vigos, The Vigas are the chief crime bosses of Black Sun, and they wield

Joining
arganization approaches & ullnﬂll recruit with several missions that test
the praspect’s siill, resalve, and discretion. BenaHaradan operatives are far
than most ard aryone striving for

bounty



fame, fortune, of notoriely & Saely to be passed ower by the Genoarsdan.
The i i mat i - ron

f ene mabes enemes. of the GenoHaradan, trautie 14 bound 10 falom.
The DengMaradan i extremely subtie, and ity targets rarely see the a1~
e coming. When 3 person & taegeted by the Genoshiaradan, he of whe can
be tune that the most skified and deadly msansin and bownty hanters will
bbe on their tail. For heroes who make enemies of the Denokaradan, the
Quild may not show up in every adventure, bt the heroes can be sure that
aisasaing will show up at the most inopportune times 1o make trouble and
perform thelr task.

he bt Found I the Knigh
Wlfpuﬂlr Compaign Guide. Addlllwll'r. any of the material ﬁ!ﬂlng wllh

exgmpe
sights 0m 3 target, That target s sure 10 encouster thugs, lowiifes,
and all manmer of seedy individusly 2% the Hutl exscts its revenge.

SwooP DaNOS :
Swoop gangs can be found throwghout the galaxy, on chilined worlds and

warids bately eapable of calling themaelves colonies. Typiealty regarded o
a raiisance by local suthorities, swoop gangs are groups of rablile N
malcontents, and other criminals that have rallied arcand ane lmlh« "

this book is relevant 1o th

the arganization uses much ummmmnmmm

HUTT KaJiDICS
The Hutts ant among the most notorous gangitens in the galary, Hailing
mnm—ndummmmmmmm
i ol kinds Undike ather

mmwmnw behind the scones, the Mutt kajidics
optrate ut i the open aad claam rightful dominion sver dorens of worlds.
The Mutt kajidics are the classic gangstens who not only serk wrsith and
power but B0 plunge themselves into exteds and gluttony. Few pleatures
are too depraved for the Hutts, and they have fittie care for who or what
qets in their way

The Hutts rule directly aver & number of worlds in a ferritory commonly
referred to s Hutt Space. Dozens of civilized warlds bn Hutt Space fall under
the rubership of ane of more kajidics, and some worlds outude of Hutt Space
e practically, If nat afficially, ruled by the Hutts. When 8 Hutt kajidic sets
up #n speration on & planet, the balance of power [nevitably shifts. On
‘warlds where there 14 almost mo government i the fiest place, such 33 on
the Outer Rim, this often means the Hutts become the true power on that
workd. Each kajidic is organized ke 3 family, with superion) snd inferion
wally Setermined by B9t Bnd power.

The Hutt kajadics employ members of o species s underbngs ang are
willng 1o hire Byone that can bring them more monty o facilitate their

Hutt has been undone by gluttomy, most keep 8 watchful epe on sny under-
lings that might show signs of 100 much ambition. Hutts kajidics can be
placated with beibes and flattery, and the quickest wary to join & Hutt crime
symilicate b to Ingratiate oneself with the local Hutt exime lond,

Thoe Hutts can be allies, but they aiso make terrible enemlies. Hutts have
been knawn to hold B grudge and spare B0 expende in chaiing down those

strength. Typicall
gangs spend almost - much time whlw an md!(uflm Ihgllh\l

Thaugh swoep
mmmm.mdmm»nwm|nw
trosble for fur, intimidate the locat, and cngage in
mwmﬂlﬂ

orld & e Found.

mmumumnmdnmmm been seen on

are comman, and changes in leaderstip nearly 30, All of the ather membern.
af the swoop gang fullow their leader, and typically a swoop gang member
can only belong 1o one gang at any time. i
Swoop gangs are typically defensive of one ancther. but it would be
stretching the truth ta call it any sart of loyalty. Swoop gangs are typically
a ;eou place to find skilled outlaw techs, just the kinds of peopie w»eq-

tpace trampart ar repair

m&uﬁ the right i &

9 example, the
asisted in the resatance sgaimt imaders during the Mandalorian Wark.
Unfarturately, mast sweop gang members really care oedy ab0ut T,
ings:sncing. s figiting

—“---h--vﬂa.ﬂ”

rivalry mone of the o
Mgzt swoop garg mmmmmwpmm I“
worst nightmare of & swoap rider is 10 find aneself surrounded by three of
four memibers of & rlval gang, Mast swoop gangs vent thelr Frustrationd
and establish bragging rights through races, but violence between gangh
s comman and bocal authorities work hard 1o keep rival gangs away from
ane anather. A few swoop gangs work for organized eriminal syndicates %
raving thugs.



TENLOSE CRIMIMNAL ﬂYNDIBA‘TI
The Tenloss criminal symdicate is unbie most other criminal

Hornet-class Inmaeutor
1o crime lords and the deferse forces of

i that it actually has a refatively legitimate arm to its organization. The
Tenloss Corparation—anather name for the corperate front of the crime
syndicate—owns many smaller companies. Though these smaller companies
ae varying degrees of legitimacy and legality, they all feed funds, weap-
oy, starships, and other resources back to the Tenloss crime syndicate. The
Terloss syndicate s responsible for the mass production of a number of
popular weapors, including disruptors, a5 well as starships and space sta-
tioms. It deals in high technology and uses its legal activities to fund iilicit
trade. The Tenloss syndicate makes vast sums of money through illegal arms
sades, and many would classify the organization primarily a5 an arms dealer
and purveyor of contraband.

Based in the Bajic sector, the Tenloss syndicate has a central governing
council that aversees the aperation of Tenloss's primary interests. Sub-coun-
cils centrol the various companies under the Tenloss banner, and each of those
rcorporations has their cwn hierarchy. Though the Tenloss syndicate itself is
not widespread [Tenloss representatives and Interests are relatively few in
nurmber. i Tike Black Sur),
Tenloss weapons and ships can be found almost Ithr:. It fs nat unusual
to rum into @ gang of Trandoshan stavers with Tenloss disruptor weapons, or
find a Tenloss X0 space platform crbiting a highly chvilized woreld,

The Tenloss syndicate provides weapons, armor, and other materiel to
anyome willing 1o pay the price and risk being caught, Since most of the
weapons and starships manuh(tur:d by Tendoss. ir: illegal, Tenloss produc-
tian Facilities are disgué The best way to join
tie Tenl i nm' in it f the smaller front companies.
operated by Tenloss, then work one's way up throwgh the Rierarchy, Addi-
tionally, the Tenloss Cosporation deals directly with other erime syndicates
and gangs of decent size, brokering arms deats for large quantities directly
thraugh the governing coundil; in times of great need, even the Rebel Aliance
turns to Tenloss for weapons with which to fight the Empire.

Like mast unscrupulous corporations, the Tenloss syndicate is not to be
trified with, Though far less overt in lbﬂr methods. Tmlm leaders almm
ke surne that any threat it
Hawever, the Tenloss leadershi 4 to simply
off of its various businesses. As lang as you stay out of its way, the Tenloss
syndicate has no hanor to defend and typécally does not rise to the bait
when goaded by oppanents. Dnly when its operations are threatened does
Tenloss act, and when it does it brings the full weight of its illegal weapons
and starships to bear on its enemies.

For mare infarmation on Tenlass weapons, see the Force Unleashed
Compaign Guide.

shadawports, :ne insectiite Hornet-cl ma
starfighter that boasts impressive [if eaperimental) weapons, Thnwh Iu
frame is quite fragile, the Homet-class interceptor boasts shields that are
unheard of of its size, and systems that far exceed
those of comparable craft manufactured by legitimate organizations. The
Maornet-class interceptor ships with advanced heavy laser cannons that
produce extremely pot of energy, but

have been known to explode under the stress of firing, They are incredibly
nimble and are favored by pilats for thelr maneuverability, making up for
their relatively weak halls,

Hornet-class b P

Tenloss C cLiz
Bargantuan starfighter

Init +8; Senses Perception 6

Defenses Ref 18 [flat-footed 1], Fort 21; +6 armor

hp 50: DR 10; SR 35; Threshald 41

Speed fly 16 squares [max. velocity 1,150 kmih), fly 4 squares [starship
scale]

Ranged advanced heavy laser cannons® +6 [see below)
Fighting Space 4x4 or 1 squane [starship scabe]; Cover total [crew)
Base Atk +2; Grp +38
Atk Optians autafire ladvanced heavy laser cannoes), fire-fink [advanced
heavy laser cannans)
Abilities Str 32, Dex 24, Con =, Int 14
Skills Initiative +8, Mechanics +6, Perception +8, Pilat +8,
Use Computer +6
Crew 1; Passengers none
£0 ig; Cansumables § days; Carried Craft none
Availability llegal; Cost 75,000 (32,000 used]
*Ona natural 1 an on ottock rofl, the advanced hwhwmm
damage to the H o

explode,
ignaring SRami destroying the connans.

Advanced heavy laser canmons (piot)
Atk 46 [+ autafire], Dmg 10d10x2

Alternate Configuration:

Ranged medium laser cannons +6 (see below)

Atk Options sutcfire (medium faser cannons), fire-link {medium laser
cannans)

Medium laser cannans
Atk +5 [+1 autafire), Dmg Sd10x2




ELGIEDIETUE] A

THaALABS AN SLAVERS

Among the most feared criminals in the galaxy, the Thalsssian slavers steal

that which is most precious: one’s freedom, lnmmlmmﬁglm
e Outer Rim, the Thalassi attack and

capture starships, enslaving their crews.and passengers and uﬂmg them to the

Kaloth-style Battlecruiser

A favared starship of the Thalassian stavers, the Kaioth-style battl
Is a large and dead¥y capital ship that is frequently used to capture ships
with the Intent of enstaving the erew, However, unlike most pirate ships, the
Kaloth-style battlecrulser boasts na lon weapors; though the Thalassian

highest bidder, Mast passeng Quter Rim know to flee s fast as
they can when confranted by Thalassian vessels, a4 capture can mean being
plak‘td on the auumn Nud and ending up tﬂ!lmd 10 Hutts—or wone,

The it their Rim, though
they have been knawn to stray Coreward from time to time if the money is
right. Sametimes serving as mercenaries and pirates, the Thalassian skavers
always follow the flow of credits and have no sympathy for the plight of those
they eapture. The Thalassian shavers are logsely organized into small battle
aroups, each isting of a Kaloth-styl iser and several Y154
slave along with a handful of shigs.
Thalassisn stavers are ostensibily allies with each other, though some small
skimmishes kave broken out fram time to time between twa battie groups.

Thatassian slavers are absalutely reprehensible by mast standards. Even
other membsers of the fringe tend to steer clear of the Thalsssian slavers,
a3 they have no compunctions about cagturing other pirates or smuglers
and tuming them into slaves. Thalassion slavers are nat welcome at most
ports cutside of their home star systems, and shadowposts go to rearly as
many pains to hide their existence from these slavers as they do from the
authorities. Even distant association with the Thalassian slavers can be a
wvirtual death mark, as several Senators of the Old Republic found out when
they were connected to the slaving ring.

Encounters with the Thatessian stavers are usually not preaty. The Thalas-
slans throw everything they have at their prey, snd they would rather blow
up @ tasget than bet it escape. Authless to the core, Thalassian slavers dor't
mind accidentally killing half or mare of the passengers they attempt to
enslave. Thalassian slavers operate almost exclushvely In space, and almost
never raid settlements on planets. However, there have been many reports
af Thalassian slavers attacking space platforms crbiting worlds withaut
misch defensive capability,

{ hape their targets survive their turbolasers, they prefer to cripple
enemy first and worry sbout the spoils later. A Kloth-style bat
turbalases complement s the heavy hammer that smashes enemy shigs,
softening a target up so that it can be captured by the ship's tractor beam

jpronsgs. One of the most feared ships in the Thalassian fleet, the Hnrw
5 @ Kaloth-style battlecrulser.

Kaloth-style Battiecruiser L7

Cotossal [frigate) capital ship

Init -2; Senses Perception +6

Defenses Hef 15 (flat-footed 13), Fort 36; +13 armor

hp 930; DR 15; SR 150; Threshold 136

Speed fly 3 sguares [starship scale)

Ranged 4 doutle light turbalaser batteries +15° [see below] and
4 paint-defense medium laser cannon batteries +3 [see below) and
2 tractor beams +15* (see below)

Fighting Space 1 square [starship scale); Cover total (crew)

Base Atk +7; Grp +45

Abilities Str 62, Dex 14, Con =, Int 16

‘Skills Initistive -2, Mechanics +, Perception +6, Pilgt -2, Use Computer
+6

Crew 1,464; Passengers 75 [troops)

Cargo 6,540 tans; Consumables & manths; Carried Craft 12 starfighters
(typically uglies)

%2 [backup x18),

Aﬂlllllﬂnl lllegal; Cost not available for sale [estimated valwe 1.3

million]

thaa Ce

gunners)
Atk +15 |-5 against targets smaller than Colossall, Dmg -
lgrapple +48)




Y164 Slave Transport
After

THE ERRANT VENTURE

they maist be
10 their new cwners, and the Y164 transport b the primary vessel used for
this task. Bnll\r but durabie, the Y164 is lightly armed. relying on Kaloth-style
nse. The laser cannons that pack

The Erront the distinction of being the anky Star Destroyer ever
owned by entirely private interests, with no affiliation to any gevernment.
Originally commissioned as the Wirulence, an Imperi! -class Star Destroyer,
the ship saw service at the Battle of Endor and the Battle of Thyferra. There

a decent punch far weapons of lht-rsx:. Slave aboard &
184 transport are squalid, as most of the 12,400 slaves are actually living
In poorly converted cargo space.

Y164 Thalassian Slave Transport

Colerssal (frigate) space transport

Init -3; Senses Perception +6

Defenses Hef 12 (flat-footed 11), Fort 34; +11 armar

hy 600; DR 15; SR 100; Threshodd 134

Speed fiy 1 square (starship scale]

Ranged 2 quad light laser cannons +3 (see below)

Fighting Space 1 square (starship scale); Cover total [crew)
Base Atk +2; Orp +46

Atk Dptions sutofire [quad light laser cannons)

cLi3

the ship to Bocster Terrik, Terrik, never a timid
man, decided the price of his help in capturing the vessel was the ship itself.
Although the New Republic was uneasy with the idea, in the end a deal was
struck that removed mast of the ship's armament [n:!hny Terrik a cool 18
million credits), and

from other Star Destroyers.

From that point on, the Errant Venfure was a mobile shadewport and one
of the best-defended places to acquire a bit of data or gear without legal
complications. Terrik enjoyed the prestige that came with the ship, and he
played on the fact that it was once an Imperial warship, For example, the
Errant Venture's crew wears variants of Imperial urifarms, in Coreliian green-

d-goid col gh feel this is in poar taste, Terrik
did it because the lnirmlluurlng plant in the ship already had the patterns.
for those uniforms programmed inte it, and changing the eolor of clath fed

Abilities Str 58, Dex 12, Con —, Int 13

Skills Initiative -3, Mechanics +6, Perception +8, Filot -3, Use Computer
6

Crew 15 [skilled); Passengers 12,400 (staves)

Carga 10 tans; Consumables 1 month; Carried Craft none

ive x3 [backup x25), navicomp
gal; Cost 245,000 (122,000 used|
Quad fight laser cannon [gunner]
Atk +3 (-2 sutofire], Dmg Sd10x2
LOCcaLES

Hives of scum and uilh-vy vary in size, luncbon. and sulﬂv just s much as

places, Sometimes the only di who has final say

aver what happens 1o transgressors—a Hutt doesn't take any more kindly to
. i i cSecofficersd i

inita it was. than having new uniforms designed or Imomﬂ
Indeed, ame an issue for Terrik. Hi
nmwnm:ﬂhewul"' ck 51 Tal i hi
have been sble to maintain a full-size space cruiser, Terrik wns strained to
the limit of his resources ta maintain even a down-gunned Star Destroyer,
‘nd he was always looking for ways to make it profitable. This ranged from
highly secure smuggling rins to renting out space on the hull for advertise-
ments. Although many New Republic officials assumed the ship would be
an embarrassment for only a few years before Terrik had to have it scrapped
or ald, in truth he managed to keep it running through the end of the Civil
War, the "return” of Thrawn, the Yuuzhan Vorg invasions, and the Second
Corellian Insurrection. It even became the home of the Jedi Academy, due
in large part to personal connections between Terrik and his son-in-kaw,
Corran Hom,
Although the ship was "officially” limited to just a few heavy
for most of this ﬁme [«wreml:d by the stat block belowl, Boaster Terrik

The

il places where law is rare—os at least takes a form not recognized in mast
of the galaxy. These hives of kawlifes and criminals ase excellent places to
buy biack goods, hire ies, and buy i ian. They're also
good places 19 get a vibroblade stuck between your ribs in 3 dark aliey.

likety had maore tham one coeasion.
Although Terrik isn't talking, some observers have naticed that every time the
New Republic decided it needed the ship to be rearmed for an operation, it
ook surprisingly little time ta accomalish, (Even when only a few weapors
were active, the Erront Venture abways tracked al its targeting sensars on
any potential enemy.)

Thaugh its core kayout remains that of an Imperial ll-class Star Destroyer,
the Errant Venture is constantly being refurbished and redesigned, It turns
oust that if you doe't try to maintain bays for 20 AT-AT walkers, the barges
to land them, and the ground forces to support them, you have consider-
sble roam for remodeling. Booster Terrik claims to have a fore-to-aft refit




planned for the ship “in his head.” but observers assume he does whatever
e can afford to, whenever he has the time: even so, the change of the ship
from purely military to largely mercantile is noticeable.

The fawest levels of the Errant Venture are referred to a5 The Mines, and
are restricted to passengers coming and going an kange ships and the ship's
crew, It includes the docking bays designed to capture enemy ships, all of
which still function well encugh. The largest of these, Docking Bay 15, is the
central docking area and can house multiple ships in excess of 150 meters.
This is the normal home of Terrik's freighter. the Putsar Skate, when it isn't
on independent missions, Docking Bay 15 is also sometimes wied as a mobile
repair base, able to fix major damage to ships as lange as Corellian qunships,
0 questions asked—if the captain has the credits, of course.

Black Level i just above The Mires, and is me IM! af the three pas-
senger areas of the ship (as well asbeing
1's largely halds, stripped passenger catins {with little mmt than 3 light arm
& bunk), and empty spaces that can, with effort, be turned into workshops or
similas industrial spaces. The Black Level is for those whe want to hop safe
passage aboard the Errant Venture [which Is, after all, unlikely 1o fall prey

. Sales

Errant Venture
Codossal eruiser) capital ship
Init +0; Senses Perception +8
Defenses Ref 18 [flat-footed 16), Fort 56; +16 armos, Viehicular Combat
hp 2,000; DR 20; SR 120; Threshold 256
Speed fly 3 squares [starship scale]
Ranged 1 heavy turbolaser battery +13° (sex below] and

1 turbolaser battery +13° [see below) and

2 paint-defense laser batteries +17 (see bebow) and

2 heavy lon cannon batteries +11* [see below) and

2 tractor beams +9° (see below)
Fighting Space 2x2 [starship scale); Cover total
Base Atk +5; Grp +71

(=M ]

Abilities Str 103, Dex 14, Con—, Int 18
Skills Initiative «0, Mechanics +8, Perception +8, Filot +0, Use Computer
+8

Crew 12,000 (expert); Passengers 10,000
Cargo 50,000 tons; Consumables 3 years; Carried Craft up to 144

to pirates of bounty ] bt can't

of anything but food are lmlddm on Black Level without Terrik's special
permission, and the area is regulacly patralled by the ship’s security forces
[whe have their awn—much nicer—roam block in the center of Black Level,
Block 1138 Sable). OF course, some shadaw shops are set up with Territ's
clandestine permission, places where business is done that even Terrik isn't
willing to have out in the open, Terik keeps claiming he's going to remodel
Black Level, but never finds the time or credits to do sa,

Above Biatk Level s the Blue Level, which hosts mildly respectable guests
and scts a5 base of operations for 8 number of up-and-coming smugglers,
bounty hunters, pilats, traders. and mercenases. It is atso the location of
the majority of the ship's docking stots, smaller docking areas for shuttles
and small freighters to enter or clamp to the ship. Although Blue Level can
become & bit rowdy [the ship's security forces don't intervene in Fist fi fignts,

bt blaster, lightsaber
and with littie regard for who started it), it also inchudes two particulasly
interesting sections,

The first is @ massive six-deck courtyard (linking Blue Level to the
Diamand Level abave) that includes a three-deck high holodiorama of the
Battle of Thyferra [focusing om the attack an the Erront Venture, 5l named
the Virulence, under the command of Bocster Terrik). Although the massive
holapicture might be of questionable historical accuracy, it is accepted as
one of the greatest pieces of wartime art in the post-Civil War galaxy.

30 light frefghters or simitar craft, 2 capital ships up to
Cotassal (frigate] size

%2 [backup x12), 11
Availability Military; Cost rot availsble for sake [lack market value 50
million used]
“Apply 0 -20 penalty ks against targets smaller than Colassal size.

n
Atk 3 (- IIWWBMMMWLM-
(grappie +71)
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Also o Blue Leve is Trader's Aley. & massive cash-oe-barter-only gray
Trader's Alley, snd ment of thote
et secretly owmed by Terrik or by friens and alfien. The comtantly chang-
qwumm m-u.-n.q’

s that cam act is anyThing

!mmmm«—pﬂmudmmmwn
the galany, In part this i because Bocster inows how 1o keep irade hopping,
and In part It's because even the mast paranaid trader feeks safe in the belly
of & Star Destroyes, no matter how stripped down,

Al items in Trader's Aliey are treated as one step less restricted tham
narmal whea determining black mariket cost: lllegal items are military, mili-
tary items are restricted, and so on. Additionally, it mever takes more tham
e day to find if such items are available in Trader's Alley, no matter how
revtricted they are.

From the Blue Level courtyard, it is easy to access Diamond Level, where
stay. Diamond h

srying (Bosuter orge

e the whole ship, bt it
1 Thllul and e
mand section]. It & replete mmmmmw
erae fooaT, and facilities. Some nd 8
few minaf crime Mpdqamh—pnlmrﬂllnll«ulrh In the
Diamond Level full tme, When the Jedi Academy was maved onbosed, it was
also placed in this srea. Dismend Level is never more than a quarter full, and
Terrlk continues to advertise it as a unique travel and living opportunity,

STARFOROE STATION

StarFarge Station i a famous shadowport, a place where any ship can find
repairs If enough credits are presented and wheve no questions are asked
about cargoes, battle demage, or documentation. Located im
the Starkorge Mebula in the Ao sector of the Mid i, the munsive. mobsie

ﬂ-—nhu’dﬂnﬂ.ﬂwﬂml‘lmamm

MM-IMH‘D’WMW
several decades before the Clone Wars, StarForge wan intended 1a serve o
3 base of aperations for smugghcr Muo Glandish, Glandish sought 1 save
on costs by building the starport on an existing planetsid, using mesthy
[uinked starships from obd battles within the nebula, While the port wis still
i ity infancy, Glandish was killed, and administration of the port fell to kis
friends and business partners. However, no transfer fee was ever paid on the
station, cauting It to wip from “technically legal® ta “barely lllegal.” though
0 one in the waning id Republic seemed to care, Starforge Statian might
well have remained & minor, obscure llegal port for small eraft if not for
thhe Clone Wars.

When the Separatists began their war with the Oid Regublc, conditions

0ross the galany changed. Suddenty, any ship could be attacked at any
time: One of the tao sides Might seek 10 cut off eremy Lupples, of pirates
might take adwantage of the increased chaos 1o SIrike bagger targets thas
‘they dared serk in pracetime. Amy port with repalr faciities, no matter how
minor, saw increassd businesi, and StarForge was no exception. What win
unigue about StarForge win that it declared neatrality early on, and both
sides respected that dechion. Thmml(wlwmkmhl
simply the fact that both the Repubs

Its facikities from time to time, and meither was willing to spare the lon:n
nexded ta capture and hold the small statkn.

By the time the Clone Wars ended, StarForge was a cammon meeting
place for the forces on the run fram the Empire, and the Empire couldn’t
Ibe bathered to commit mary forces ta track them all down. The Ado sector
‘was 3 peaceful region, 30 the garrinan there wis kght and few forces were
Mkm.mmmmmﬂmm

sthery i bmperial
mh—n-mmmmumnwwm

Rehef] contacts.
L Spyhet 1o the vars keep-

g 2 sharp lookout and warnng Starforge when it needed to move, it bttle
wonder the Empire never managed amything but & few brief raids before the
station entered hyperspace and escaped. After the Emperor's death, even

o longer available from their home fleets. The Yuuzkan Vong never came
across the station, which they saw as an abomination 1o be destroyed once
mare impartant targets were caplisred,

Administration of StarForge station changes frequently—perhaps on
8 hand of sabace, or perhaps when the previous admintstrators decide
they don't want Hutts to know where to find them snymore. When the




Starforge Station Q20
Init —4; Semses P
Defenses

o 3,00K
Speed Ty
Ranged 5 1
Fighting Space

Skilts

mall; Pasvengers 10,000
Contumables unlimited; Carried Craft 600

Crew

Cargo 2

Hyperdrive
Avadab

Turbolaser battery [§ guaners)

At #12 (=8 against targets smalker than

lpusal), Dmg 7d10x5




NaR SHaDDAA
Basic information about Nar Shaddaa, the Smuggler's Moon, can be found
on page 233 of the Saga Edition care rudebook. However, lists of

Although Kurks has made advances |

e doesn't
nﬂmt huno-q-xsenr The Hutt is far more interested in an adding addi-
and insidicus deathtraps

checks and basic st data do litthe to highlight the true feel of the
biggest nest of scum and villairy in the gataxy. The vast, sprawling city-planct
s like & dark twin of Coruscant, an urban crawl of vice, crime, and violence.
The upp« levels. M the Vcﬂxvl Cil\f ul' Nar Shaﬂd.u are similar to the lower
levels of th can be found
a few steps lrnm any dock.

Mo central government exists on Nar Shaddaa, with each “sector”
«controlled by a crime lord, business cartel, or local washord. Spice is apenly
processed on the surface, and everything from slave-fitting pits to Sith
scademies have been successfully set up on the world. However, its lack of
government makes the planet amazingly resilient; even after being ravaged
oy the Yuuehan Vorg, after o few decades, it was once more & home for
smugglers and eriminals from all aver the galaxy.

Throughout the Smuggler's Moan, the different factions operate in a similar
manner. Although there are Corellian sectors and Twilek Quarters, the crime:
lords and smugglers who truly rum things all have @ hands-off policy until

tham inwesting in more ships, enforcers, and spies. It is only a matter of time
until someone hires a band of mercenaries to disable the security systems
or Wﬁ unhll entire Wﬂ"ﬂihﬂ tower.

is the Falleen Lady, a casing
and pl:uure house that caters to those who enjoy pheromone-enhanced
hostesses. The casing I‘!mn in .u mslnmm throwgh regular shuttles, to
prevent i i pons range. 1S life support
systems are dwmenonw to hms: thousands of sentients. Accommada-
tions inclede staterooms for high rollers, living quarters for the staff, and
barracks for security personnel. With so many eredits changing hands, the
easing insists om searching (s guests for weapons, and the vault at the subter-
ranean building's core is far more secure than a typlcal planetary bani.

Im addition to beinging in credits from rigged gambding tables, the Falleen
Lady is @ popular meeting place. Since everyone present is supposed o be
wnarmed, factions with viclent disagreements might try arranging nego-
tiations here. There are certainky worse places to go when looking far an

assassin, slicer,

ers. There's fittle real law in Nar Shaddaa, just local enforcers and mid-level
bounty bunters trawling for troublemakers with prices on their heads.

‘Shady deals are made in the back rooms of casinos and cantinas, dimby
Bt chambers ﬂnd with t'bac smoke and wrw\mdﬂi by Mr“ Low- Wd:
thugs conduct
ke information brokers who walteh llmnmm: and go. When a crime kard
contracts real talent, he arranges to meet in a place that's heavily guarded
and fortified—not enly to ensure privacy, but his own safety as well.

A typical Nar Shaddaa crime lord is Kurka, 3 minor Hutt in the Desilijic
class. Forced out of smuggling operatians farther out in the galaxy, Kurka
sank the last of his finances into a small sector of Nar Shaddaa, from which
he plans 1 he Fak iration. Currently,
Eurka mastly deals in information and setting up meetings between ather
factioes, using a ’Gﬂ(‘ldfﬁl‘quo =betweens. Kurka his numerous apartments
he rents to up-and ¥ and he hopes to
mhmhmla:ulnbeatl: to pick one 1o sell out for a deal big enough
eo make him a major player an Nar Shaddaa. Mary of his schemes imvalve
setting rivals against each other for his own profit; thus, kis sections living
fquarters and docking u.-sa-emw Mlmphuguesu«parnm nniehe
lies the
|and for hired muscle 1o punish \‘m for these false crimes),

r, o fixer for hire. OF course, when trouble does
break out, the enforcers and casing security are present to break things up
guickly—and violentfy.
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WM i § vhadowpert situsted in the boweh of 3 comet. Though ruled
 Point Madir s far ensugh from

mmww s largely
intervention. in fact, & sumber of criminal organizations hold seay in Point
Madhr, each with dfferent iprcaltaes and goah.

I3 location warked, 50 Point Nadir can be imerted into 3 campaign et
during amy era. Becanne multipie organizatiom chaim variows degrees of
control within the shadowport, it it povsibie for different play groum 1o
impose themuelves upom it in their omn inimitable fankion. bn effect, Point
Nadie is 2 complete location—a hive of scum and villainy, if you will—that
s well suited for uve in aery Compaign, a1 any time, im amy place you see fit.

ReEsH 9376
nnhnn“mmlmmmwmmnwuaumd

Jomg as there h
umm;lwmnlIlqmnmmllmkﬁmwcdiﬂnnnkwr\'
of 1, defining it as benign. Thowgh it comes close to several inhabited star
systema during its artit, Resh 5378 does nat enter any of them. It exhibits
few remarkable characteristics, and has thus far been largely ignared by the
‘galactic community.

The primary compesition of Resh 9376 is a mixture of gypssm, granite,
base ores (such as tin, iron, and lead), and ice. The comet s oblong in shape,
raughly 30 kilometers long by 10 kilometers wide. Spectrographic sensor
readings indicate that the res-most portion of Resh 9378 i composed of

home to a 1pact e or some other heretafore sningwn vacoum-adapted

mnuwmmmuu other comets. Jets of vapor from
with, o "coma.” srcund it. These
Mﬂ|mmmwd’wuwmm to nearty
stars due to the incremed wolar radiation, thereby maling the coms more
ditingt 1o the naked eyr. In s0me caney, vapor and dust releaied by the comet
form & "1ail" which mabes Resh 3376 even more visible.

What the Republic's d, indeed,
the galaxy~Fall to realiee i that Resh 9378 s known colloguially as Point
Nadir by & smull percentage of the galary's criminal element. Poirt Nadir
s & shadowport: an Wicit harbor for some of the galaxy’s most natorious
eriminals and infamous villaing, The streets of this wandering cesspil are
behalden to no laws, excepd for those that Point Nadir's crime lords are
willing to enforce.
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THE LEDACY
OF SALDOVAN FIiBCHE
Sasvan Frache wan marosned on Resh 9376 for mearly sa pan betore
e dird of wmkndws counes. In that time. and with e santascr of
rin droidy, e contimued ta chip away a1 the comet's interier, defving
deeper and deeper into Ity core. Because b Mining wan 10 extemive, o
mamises of caverns 3100 remaln unesplored. Stovies e told of Fiache's
| rgacy—a treature trowe of goods and riches secreted dway within weme
urknown cave.

Thoe tale bs sighthy different every time it is told, In one imitance, Fis-

che's Legoey il I wnotiver,
Fiache wspiposedly mmemumrnul' priceleis gems and ores iuring
e course of K fiem ay of the

taies susrounding Fache's Legacy mmsm:mmmu
ehesarages what It contidens to be trespassing, but this dors little 1o
g treasure hurty inte

a1 comet’ core
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ON APPROACH

Once the players know where Point Nadir &5, and msuming they have the
means to travel there, all that remains is the journey. The lacation of Resh
AT, the comet that Posnt Nadie s nestied withan, s cataiogued and ividable
with all current Btrogation Eata. Public databanis feature biTie nformation
about Rirth 3178, other than it being comet with 3 galary-ipanning eliptical
orbit. To the casual oberves, the comet i nat impreusive. and o obwious
reanon for amyane to want to pay it 3 viil. Since the kacation of the comet
o well dotumented, griting there i no more difficult than navigating to sy
ather sren i the Duter Rim tervitories.

After leaving hyperspace, the vast cxpanse of deep space greets the
heroes, Sensors reveal Resh 9376 exactly where i s supposed to be, a dim
corona of vapor Qiving it an eerie Hlumination against the dask backdrop
al space, Sensar readings prove incanclusive, for Polnt Madi's Interiar is
screened by & number of cloaking fields. Even though these flelds are not
true closking devices—afier all, they B0 not make the comet Invisble—they do
Bilack the prying eyes of most sensor systems, including life and companition
seanners. Thia, in and of itself, proves curious 1o the unenitiated.

Meanwhile, Paint Nadie's own traffic contraliers monitor any craft that

subsequently chalienged
oy Traffic Control Typlcalty, such craft are ordered to stand down and adopt
a parallel cowrse to the camet. Those that comply are either questioned #l
length peior to being authorized, or [in severe cases] are boarded by & group.
of Anjifiac thugs va that they can be serutinized at lergth, not to mention at
gunpeint, Shigs that fall 1o comply with Traffic Control are warned enly once.
efore fighters [a mixture of modified 2-05 Headhunters, CloakShape fights
mﬁhlwﬂnmnmmmm
the Fighters rarely return to their berths without drawing biood.




Paint Nadir

The Tathers
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DOCKING AND
ACCOMMODATIONS

WVessels that pass scrutimy are given clearance to dock, and a landing beacon
s activated. The bescon is a simple arrangement of tramsmitters and lights
that directs visitors” ships into what is colloquially known as the lackrab
Hole—a large, caverncus opening in the comet’s anterior, The Jackrab Hole is
more than five hundred meters in diameter, and equipped with atmospheric
shielding that halds back the nmm wacum of apen space. Once a ship has
passed through peri leaving the
location of the Lackrab Ilok hidden ance again.

Pilats are expected to navigate the length of the cavern with their own
sensors, and little direction Is provided by Traffie Cantrol. For pilats unfamilias
with the Jackrab Hole, 3 DC 15 Pilot check Is required to avoid colliding with
the tunnel walls. The cavern is littered with old wrecks, debeis, and serap,
«each piece telling the story of another freighter pilot that didn't pay close
enough attention ta his instraments. The passage winds.ever so siightly,
wrk-ming th' toward the comet’ M&‘L wntil ﬂnaw [t opens up intoa

entirety of the comet's interior. aithough it Is much smaller. Leads, umllwal
cables, and thick durastee] chains flaat lazily in the null gravity of the Cove,
some attached to vessels, others unoccupied.

Small ferries and \hrl’;ﬂnimm llwdnddvmhhl: Insects, carting
crews, mai ¥ the relative
safety of the Slips to the more hann!nuu anchorages nearest the Jackrab
Hole. The costs of docking facilities increase the farther from the lackrab
Hole they are. Berths [if you can call them that] closest to the hale, as well
a3 thase in the region known as the Tethers, are the cheapest. The Anjiliacs
occasionally send parties of thugs to collect fees from captains and crews
who persist in mooring al the hf tnd of the Cove in an attemgt to get & lrec

DockrING SERVICES AnND
EXPENSES IN POINT NADIR
Ilhlcs—i:mhumemrudmnﬁlumllhuuummm
in Point Nadir, [This table can also be used for other shadowparts across the
galaxy, at the GM's discretion.) anngpnﬂ:svlrvmeﬂon!hemnlm
ship being berthed, as indicated.

SERVICE

100 flrge)

200 [Huge)

400 [Gangantuan]

800 [Cotossal)

1600 [Colassal [frigate])
100[day (Large, Hoge) ]
200/ day |Bargantuan)

Maoring (lackrab Hose Tethess)

600/ day (Bargantuan]

B00]day [Colossal)

300/ day [Large) E: |
B00/day [Huge)

900/day (Gargantuan]

1,200/day [Colossal)

1,500/ day [Colossal [Frigate])

ride. Tr can be
50 smugglers, puu-x and merchants wishing to move slqnlﬁcint carges
muake an effort to dock closer to the Slips.

The Sligs are a series of well- -mmmod:rﬂi docks that cﬂrx more cem-
forts than might y
control of the Sligs, offering nmeilenl :upporl services and replenishment
Aassistance 1o captaing who require it. Costs are exorbitant, compared to
equivalent services offered in more. I=yﬂm=k lmlﬁ. bt in Point Nadir
wau l!wgetwhllyuum(of Depending on th ]
avessel's en el it is Wty gang of
secusity operatives” pays it a visit, both to collect fees and inspect crew and
cargo. In the case of newcomers, such treatment is virtually guaranteed.

(The Siips : 500{tay [Large)
1,000{day (Huge)
1,500 day |Bargantuan)
2,000{day [Colossal)
2,500{day [Colerssal [frigate])
Ship Replenishment 300 {Large) i
500 [Huge)
700 {Gargantuan)
1,000 {Colossal)
2,000 [Colossal [frigate])
s00/day




HEROES AND
THE ANJILIAC CLaAMN

playey Characters might wee Ghvicws beaefit in aliymg themsehves with
ﬂmmuinmnd—nmhmﬂmm
L 1] b3 Fanks. The Hutts pan

and attempt to recrult promisng candidates lu e mmloenl positions
within the organization.

A large part of the Hutts’ operations in Point Nadir revalve around wive
trade. Ci playens irwhved with the
mwawmwmnwmdm

=nih
ol'tnm-»ﬂ anyenhe caught lrdrmurmwmnnﬂw
e severely punitshed for thelr transgressians, To complicate matters, the
Anjiliscs compersate their empiayees wedl for the rishs they take, deipite
he Wonic fact that they contder amyone in their employ 1o be no betler
tham s, amymay

1t in Bty thart pley thear kot in
ummmmwmmm nul.h.m
vy 1 10 largy P
of silce (or other |t e A Hadi
Hutts test mllnwfummlmlm IM
prefer lackeys with more greed than

morakty.
Players who find themaetves on the wrong sde of the Anphac kajafc
tobe r Depending
mmrmmmm’mnmﬂ the player characters,
they might face punishmert ranging from exceiitant *fines,” to outright
eagcition in the street by & group of bloodthirsty Houks. Such unlucky
phayers might find shelter with either Egrais of the Sable Dawn, but thit is
by by if thery are incredindy vahatie i lome way.




Zietta the Hutt

Barn into a wealthy criminal family on Nal Hutta, Tietta always seemed
10 be fast in line. Never as conniving s her competitors, she remained the
butt of jokes for decades. Even though she was just as ambitious as any
self-respecting Hutt, Zictta lacked the means 1o achieve what she wanted
Embarrassed by her apparent lack of skill, the clan elders sent her to Point
Madir to serve as an adjutant to her cousin, Tirello.

Tirello had been overseeing Point Nadir for almost a century when Zietta
came to the shadowport. He assigaed menial tasks to Zietta, never bothering
to hide his distaste for her, She grew to resent him, but remained helgless.
Any other Hutt would have aranged for Tirello's violent retirement, but
Zietta lacked the allies necessary to engineer such @ contract. It was then
that Zietta met Tis Dolan, a Wroonian expatriate. Dolan treated Zietta with
the respect that the Hutt had craved, quickly becoming her right hand and
close confidant. Zietta spoke o her of ending Tirelle's reign, and Dolan
listened intently.

Teim ArisE DLan B Bow Maom

When Tirelfo was assassinated, it came a3 a complete surprise 1o Zictta,
[olan urged her to step up and fill the keadership vacusum. Though skeptical,
Tietta did as Dolan suggested. With Dolan's support, everything fell shugly.
into place. Within a month, Zictta had secured ber pasition as the Anjiliac
boss of Point Madir. With Tis Dolan by her side, Zietta has brought mew
prosperity to her clan and earned the respect of the other criminal factions
that are active within the shadawport.

Zietta is a Hutt in her middle years, with @ moist, dusky gray hide, and
vellaw-red eyes. Her most distinctive affectation s a ruby-studded gold hoop
that adarns her left nostril. Though Zietta is secretly unsure of herself and
lacking in self-confidence, she makes a good show of typical Huttese pamp
and arrogance, especially when Tis Dolan is by her side.

Zietta the Hutt (8]

Large Hutt noble 3fscoundrel 4/crime lord 2

Force 5: Dark Side 4

Init +3; Senses Perception +5

Languages Basic, Dosh, Gamarrean, Houk, Huttese, Rodese, Ryl

Defenses Ref 19 [flat-foated 19), Fart 21, Will 24

hp £4; Threshald 31

Immune +5 species bonus 1o Will Defense againat any Use the Force
check

Speed 2 squares

Melee wnarmed +8 [1d6+6)

Ranged blaster pistol +5 [3d6+4]

Base Atk +6; Grp +12

Atk Options Bantha Fush, Crush, Pin, Point Blank Shot

ial Actions Knack, Melee Deferse, mpel Ally |

5 Str 15, Dex 8, Con 14, Int 14, Wis 13, Cha 11

Quafities command cover «1

Talents Connections, Gambler, Impel Ally 1, knsgire Fear |, Knack, Wealth

Feats Bantha Rush, Crush, Improved Damage Threshold, Linguist, Melee
Defense, Pin, Point Blank Shat, Skill Focus (Knawledge [galactic faref),
Weapon Praficiency (pistals, simple weapons)

Skills Deception +9, Gather Information +8, Knowledge (bureawscracy)
#11, Knowledge (galactic lore) +16, Knowledge (social sciences) 411,
Persuasion +9, +8, Use Computer +11

Possessions blaster pistol

Tis Dolan

Thaugh her orging are a mystery, T Dolan claims to be the last remaining
heir of 8 once-pewerful Wroonian crime family, Fleeing enemies on Wroona,
Tis set out to make a name for herseld, Although she suceeeded in pulling
off several modest heists with a group of Twi'lek criminals, Dolan desired
mare. Her opportunity arase shortly after she immigrated to Paint Nadit and
met Zietta the Hutt
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Dotan see that Zietts
toother Hutts, ane skl she had golag for fier was her species. s were. 218
rule, f for herself in Polnt Nadir's

hierarchy, Tis decldtd to gain Zietta's confidence, and thereafter engineer
the failed Hutt's rise to power. Dotan found it surprisingly easy to ingratiate
herself to Zietta, and in a short time the two were inseparable.

Using the last of her fortune, Dolan contracted 3 trio of assassing to kill
Point Nadir's Anjilizc boss, Tirello the Hutt. With Tirello out of the way, Zietta
had m\lf tostep Im and hold ber grownd while the rest of Point Nadir's Hutt

hbled woid. After a few decisive power
plays, Zietta was firmby in comtrol of Tirello’s organizatian, if oaly in name.
Tis ensured that she, nat Zietta, was the true power behind the throne, and
this Is @ position she will fight to maintain.

Tis Dolan is 3 petite Wroonian female, with her species” trademark blue skin
and blue-black hair, Her vialet eyes are often set in a stern glare. She wears
sharp business attire, and ties her long, braided hair up in 2 queue. Dolan is
terse and to the paint, and vindictive to a fault. She despises Zietta the Hutt
but maintains their relationship ta retain her status in Point Nadir.

Tis Dolan L3

Medium Wroonian noble 2fscoundrel 7/crime lord 4

Farce & Dark Side 9

Init +13; Senses Perception +13

Languages Basic, Sothese, Cerean, Durese, Houk, Huttese, Ryl, Sullustese

Defenses Ref 26 (flat-foated 26), Fart 23, Will 32

hp &4; Threshold 23

Speed 6 squares.

Melee vibroblade +9 [206+6]

Ranged hold-out blaster +11 (3d4+45)

Base Atk +9; Grp +9

Atk Options Carcful Shat, Dastardly Strike, Lucky Shot, Poént Blank Shat,
Precie Shot

Special Actions Coordinated Attack, Disruptive, Impel Ally |, Quick Draw,
Walk the Line, Weaken Resolve

Abdlities Str 10, Dex 14, Con 9, Int 16, Wis 15, Cha 17

Special Qualithes command cover +2

Talents Dastardly Strike. Disnuptive, impel Ally |, Inspire Fear |, Inspire Fear
Il, Lucky Shot, Presence, Walk the Line, Weaken Resolve

Feats Careful Shot, Coordinated Attack, Improved Defemes, Linguist,
Puoént Blank Shot, Precise Shet, Ouick Draw, Skill Focus (Deception,
Persuasion), Toughness, Weapan Proficiency (advanced melee
‘weapans, pistols, simphe weapans]

Skills Deception +19, Gather Information +14, Initiative +13, Knowledge
(bureaucracy) +14, Enawledge (social sciences) +14, Perception +13,
Persuasion +19 [can rerall, but mist keep second result], Pilat +13,
Use Computer +14

Passesshons hiold-out blaster, vibroblade

Anjiliac Clan Thugs

Hutt clans, including the Desilific kajidic, employ Gamarreans as thugs, but
the Anjiliac clan has a preference for using Houls. Given the Houks' sinister
reputstion for foul tempers and raw physical strength. their presence on
Ihehalf of Zietts the Hutt in Point Nadir aften ends a confrantation before it
can begin, This suits the Anjiliacs just fine, but it has an undesirable effect
on the Houks, who take out their aggressions on less-deserving tasgets in
their spare time.

Hauks can be found nearly cverywhere in Point Nadir, with at least eighty
af them an the Anjiliac payroll, They wander the shadowport in groups of
twa 1o five, looking for trouble. If they are unable to find conflict, they are
always willing to qen:rwr some of their own.

The typical pair af well bat gloves, and car-
ries a vibro-ax and a blaster carbine, as well as a blaster nhul ‘just in ease”
Anjiliac Clan Thugs cL3

Medium Houk nonheroic 3fsoldier 2

Force 2; Dark Side 2

Init +8; Senses Perception +2

Languages Basic, Houk

Defenses Ref 16 [flat-footed 15), Fort 17, Will 12
33; Threshold 17

Speed § squares

Melee unarmed +9 [1d4+8) or

Melee unarmed +3 [284+8) with Mighty Swing ar

Melee vibro-ax +9 [2d10+7] o

Melee vibro-ax +3 [3010+7) with Mighty Swing

Ranged blaster pistol +5 [3d6+1) or

Ranged blaster carbine +5 (3d8+1)

Base Atk +4; Grp +3

Atk Options Cleave, Mighty Swing, Power Attack

Abilities Sir 20, Dex 12, Con 16, Int 8, Wis 80, Cha 4

Special Qualities physical intimidation

Talents Melee Smash

Feats Cieave, Mighty Swing, Power Attack, Weapon Peoficiency {advanced
melee weapons, pistals, rifles, Smple weapans)

Skills Initiative +8, Persuasion -1 [Persuasion +7 when infimidating)

Possessions vibro-ax, hlaster carbane, blaster pisiol, combat gloves

OERTR AFEE)



Ersis
The most technologically adept of the syndicates in Point Nadv i mlmlnd

and slicing. Keane's
s known a5 Epiis, um:d for @ now-extinct mcﬂnnl'mmr\rblrﬂ that
was ariginally native to Uba IIL, The epsis was a migratory species, meving
algne or in mated pairs, and never staying one place for ong.
[Epsis is considered the second-largest of Paint Nadir's governing bodies.
Thl\hanol'i\glowmﬂ! lhwmnsﬁtindm\ﬁlmplnﬂnwllh

Liash Keane
Liash K This thirst took her
to the stars, away from the barren landscape of Uba IV, To fund her ints ;
&mmmﬁmm«mulmmmmnwm h-
the mast part, lmmmm:eﬂummm rssination
contracts, Thougk
had little kove for her rmpmus—mrpwakanﬂ criminal alike, They m
mears to an end, nothing more, and she would die before she would bend
her knee to any of them.

pois i solely
Puint Nnﬂlr!w inta the Holohet, a feat that would be impessible iar IHI'
of the snalmpnrl'a nlh« Mlllm L] nﬂ"vrm “‘w&h nEver

With one profitable job, Keane became wealthy enough
1o go into business for hersell. She started ca Nar Shaddaa, the 2

to the di ind computer systems that keep th
running m a daily basis. If so, Keane would be able to thut the entire shad-
awpart dawn at her whim.

In addition to hu,-mg and selling high-tech wares, Epsis provides other
lﬁmq to forgery of official
ip” Epsis does

& i dosand
it all. The most L Poirit Nadir

by Epsis, and their use is far from chup

Moon, n procuring hard-20-g iterms for
clients. In time, her expertise grew, and she became something of an
in her chosen fiekd. She had formed a network of like-minded affilia
technophiles, and thieves, and she gained the attention of some of the
powerful Hutt kajidics in Nar Shaddaa. Gven the chasce between assimilation
into the Huttese crimiral empire or destruction, Keane chose neither.
She disappeared from sight for seversl years, continuing her b
an the run under & number of assumed identities. She finally settied in
Point Nadir, carving out a niche for hesell near the Skips. A large
af autiaw techs, slicers, and fargers, not 1o mention thieves and con artists,
are members of Keane's organization, Epsis, and this has allowed her to forcs
her way inta Paint Nadir's criminal government. |
Liash Eeane is a thin, gangly Ubese female, though ane would never know
it 1 see her In her environmental suit, Her face is 2 mystery, as is lmvdee,

xenaphobic and deals with members of other species, especially Humsans,
only cut of necessity.

Liash Keane

Medium Ubese scoundrel 4/scout 3jsoldier 1fcrime lord 2
Faree 5; Dark Side 5

Init +B; Senses Perception +17

Languages Barabel, Basic, Binary (understand only), Huttese, Ubeninal,

Defenses Ref 25 [flat-foated 221, Fort 25, Will 26
hp B6; Threshald 25

Speed 6 squares

Melee unarmed +7 [1d4+5)

Ranged blaster pistol +10 [3d6+5)

Base Atk +7; Grp +7

Atk Optians Combat Reflexes, Double Attack (blaster pistol), Far Shot,
Puint Blark Shat, Rurming Attack

Special Actions Jury-Higger, Knack




Abilities Str 11, Dex 17, Con 12, bat 17, Wis 15, Cha 13 Yissk

Special Qualities command cover +1 Lisih Kesne found Yissk in o gladiatorial pit twelve years before she et up

Talents Armoded Defense, Barter, Gimmick Fear I, Jury-Higger, ed by hi
Knach, Notorious

Feats Armor Pr

was Nttle bet:
for scraps of meat. The normally per

et th

shap

cwiedge [teching
(simgle weapos
Shills Deception +1
M 4 +18, Perception +

e trousers, and rarely can

frre 4 powtt Rapmmer

Medium Burabel soldier i
Faree &; Dark Side 0

Init +10; Senses darkvhian; Perception +7
Languages Birate
Defemues Ref 24 [F
hp 52; Threshold 23

Immune +3 species bonus to Fortitude D

footed 7

Speed 0 squares

Melee natural weapors
Meler natural we.
Melee power hamemer o 17 (2
Ml power kammes +12 (3412
Bave Atk +8; Grp +12

Atk Dptians Devastating Attack [simple weapons], Mighty Swing, Power

Attack, Rapid Strike [uimple )
Abilities Str 18, Dex 12
Talents Devas
L

edium), Martial Arts |, Martial Arts |

Strike (simple weapons), Weapan

3 [simple weapor), Weapan Proficiency [advanced melee
weape, simple weapons)

Skilly Endurance +12. Initiative +1

when intimidating, m

ar Praficiency [
Swing, Power Attack, R

Possessions power hammer




TH‘ EABLB DAWH

nage. Given the anonym
44 10 a large numbe

HEROES AMND

THE SABLE DAWN

Dutwardly, the Sable Dawn is no different from any other organization
that deals in wholesale murder. The wﬂdkm emphays anyane alter &

eonducted. In

'} ired by the Sabile for nefark

:mm ms.u: Dawr nqmmm a:n mu nvitation.
empioyees of the l“!

individuai, wha eahednt ulm- its mumipulation The forer i u—nﬂ
tacd, gnd the Satse D Risg

g Charactens Y
expect uwmhmmm which sha offen training and
imitruction in several effective powers.,

Of all the organizations in Foist Nadir, the Sabie Dawn i the smaliest.
Dhesgite this draparity, the Sable Dawn s alsa the power that players should
bee the least willing to antagonize. Given that the Sable Dawn sefls marder
it reasanable prices, the vyndicate has no compunctions about newtral-
lelng les own ememies for free. Characters wha deverve such atlention
frowm thve Sable Dawn can expect 1o be pursued for the rest of their lives,
wnhesa they can somehow negatiate a truce

erence
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o, veryone i,
v theugh he rarely ventures out @ pusiie sithout & daguise. Af Viree's
erbpng

of the v y elevate the
sverage citizen's opinion of the Sable Dawn, but it adows the carted 1o keep
an eye out for potential talent.

In appesrance, Viree Kam 1 & Satisguared-ooking Human male with
\grary haie, brown, cyrl, Snd pale Skin that appean to be powdered. He wean
fine swits imported from the Core Worids, and carmies & platinum engraved
sporting blaster pistsl At he has never, 1o anpone’s knowiedge, used.

Viree Xan s

Medium Human noble &/Force adept Sjcrime lord 4

Farce 9, Strong in the Force: Dark Side 11

Init +17; Senses Perception +16

Basic. High Galactic, Huttese, Rodian

Defenses Ref 26 (flat-footed 26), Fort 28, Will 32

hp 100; Threshold 28

Speed 6 squares

Melee unanmed +8 [18447]

Ranged sporting blaster pistol +8 (3d4«7)

Hase Atk +1; Grp +5

Special Actions Farce Focus, Telekinetic Savant, Weaken Resobve

Force Powers Knawn [Use the Force +20]: battie strike, forseeing, Force
grip, mind trick (2], move sbject (2], negate energy, rebule, surpe

Force Foree Point Recovery, Improved Move Object

Abilities Str 10, Dex 11, Con 14, Int 13, Wis 18, Ona 18

Spetial Qualities command tover +7

Talents Artract Mision, Educated, Force Focun, Force Power Adept [Mind
Trick), brespire Fear | inapiee Fear 1L Presence, Telckinetic Savant,
Weaher Rescive, Wealth

Feats Farce Boon, Farce Semithvity, Force Training, Lingeist, Si31 Focus
[Deception, intistive, Uise the Farce), Strung in the Force, Weagon
Proficiency (pitol, simpie wespons)

‘Sikills Deception +20, Gather Information +15, Initiative +17, Knowledge
Igalactic lore) +1, Perception + 16, Persuasion +15, Use Computer +13,
Use the Farce 20

Possessbons sparting blaster piatod, fine clothes.

from all walks of iife snd can be members of any of a number of species.

Sable Dawn Assassin

Medium Human soldier 4/scoundrel 3/assassin 2

Farce 5; Dark Side 0

Init +12; Senves Perception +11

Baske, Rodese

Defenses Hef 28 [flat-footed 23), Fort 21, Will 22
2, Threshald 21

Speed 6 aquares

Melee wnarmed +7 [1dB+4)

Ranged biaster rifie +10 (Jd8+4)

Base Atk +7; Gep +7

Atk Options Dastaeddy Strike, Devastating Artack (rifies], Far Shat, Point
Biank Shat. Running Attace. Ruthleys, Sncas Attack +106

[Force Powers Known (Use the Forre + 18] Force grin, Foroe lghtring.

cLe

-

Abilities 57 10, Des 16, Con 10, Int 12, Wis 15, 0 16

Special Qualities marh o1

Talents Dustardly Strike - Trifies).
Ruthlea, Soeak Attark 186

[Feats Asmor Proficiency (light, medium), Far Shot, Force Sensitivity,
Force Training, Martial Arts |, Martisl Arts |, Point Blark Shot, Rusining
Attack, Skill Focus Use the Force), Skill Training (Stealth), Weapon
Profickency (pistols, rifles, simple weapons)

Skilly Endurance +8, Initiative +12, Mecharics +10, Perception +11,
Stealth #12, Use the Force +16

Poasesilon blaster pistol, blaster rifle




CEOCRAPHY
Paint Nadir has been carved from the nterlor of Resh 3376, The portions of
the shadowport situsted nearest to Fische's Cove consiat of winding rock
passages that empty into huge stane-walled gaSeries. The galleries—large
arexi, open-aired and Bt by an shundance of fickering lamp—sre pacied
with all marner of temporary L

of local stone and The streets of wre and
cramped, each akin 1o an alley. The largest avenues course through the Souk,
where meschants of every species trelesaly hawk thelr wares to passersty.
Thanks to Point Nadir's ife support systems, which are jupplemented
R Pumero FIMEApReris oo, The 3t mithen the seaied sreas of the
cmet s beeathable, i 3 bit stale. Artificial gravity is ewise mantained by
uan reetwork of inertial mlmwmmu gravity fluctuates
Trash wiste

m:mlmnm ullh-n relnl Nlﬁc dnplll 8 grassroats campaign to
keep the of refuse. ‘wante and sewage
Mrmmmmmmmmmm
3nd taies el of MatEvE Sanopan That ive within these Aowdas CIVEPPS.

Tramsportation between different parts of Point Madw i primarily by
foat, Rarely, the occasional speeder can be seen winding its way through
the streets oF soaring overhead. Given the narrow, aleylike nature of Point
Madir's roads, they are crowded at the best of times. Most of the shadow-
part’s citizens are prgamic in nature, though several hundred droids also
roarm the streets on o daily basia. Petty crime is rampant, often perpetrated
oy memisers of street gangs. The sounds of blaster shets, expecially in the
Fissure District. are commonplace.

THE AREADI

Point Nade'
nwwsmmmumocm‘wm
Cotumes, carved from the comet's solid interior by Salovan Frache's mining
drows, decorate the Arcade’s streets and byways. Taverm, casinos, and
Anjiiac-funded “social clubs” sit within spitting distance of ane ancther,
Spice dealers camp on street corners, barking a constant litamy of prices,
products, and promises. Pirates on shore beave are commony found looking
for & divershon in the Arcade. Duels and brawls are hourly sccurrences here
o especially buty nights.

e of the butiness in the Arcade s overseen by the Anjliac Hutts and
their lackeys. mﬁummmmmnmmmhm
Arcade, though their agents keep 1abi on the district’s gol

Piot Hook: A character or group af chmcl:rs nmlmm lhrm:one
eisebyal ober Arcade dweller. They migh
manuhm:mmnﬂtmnmnmmlhmm
mistaken indvidal believes that they owe him money, and he i cither
wnwilling of wnable to ket the debl wlip.

the Arcade:

FiscHe's COVE
Fische's Cave is @ massive cavern
quarter. W gifted witha

much of the comet's rear
mmhcr:[uum:nlhem‘siﬁew_

mmhmmnwmwmnmm =
partcvin

stant concern af pilots and techaicians slie. When they are rot o
on starship cables and conduits, the ereatures seek sustenance from
Nadir's power grid. Seventy-percent of pawer disruptions in Point Nadir
directly attributed 1o the mymock infestation.

Plot Hoel: Point Nadir's council han recently enacted am (itiative
ywards hanters 10 credits for every mynock they kil With thoutands of
mynocks living throughout the comet, the city’s poor see the potestial
an easy pay-off. To make matters worse, groups have used mynock hunt=
ing 85 an excuse 10 target enemies. Handom shots have been discharged.
throughout Fische's Cove, leading 1o several firefights between residents.

THE FiIssuRE DISBTRICT
Mlmmmmuwwmnlmm

caveline thi Nud:nﬂ
IM-m-\afollmuulm-ﬂumwukwlnn:mlentelnm: Y

nd they have w for
hands on maney, of onto

amenrequpmmwwuulmmlmmlmmmmmsum

desperate, they woe't stick around if the PCs put up 3 concerted fight.

THE JACKRAB HOLE

The large cavern that aliows access to the comet’s interior & referred 18
somewhat commically i the Jackrab Hole, after 2 specees of long-cared mam-
minls native to Tatooine, The tunnel is nearly two kilometers lang, and five
hundred meters at its widest point. The Jackrab Hole narrows to less than
twa hurdred meters a1 several points, restricting the maximum size of the
ships that are able to travene its length.



Plat Hook: Rumor has it th,
cently
arg:

ded with valuable cargo
b Hole. Though the spes
b

FEMaing 2 mystery, some say
eavy weapons. Smal
plore the lackrab Hole
en found as of yet.

parties of treasure-
the Ministry

orders,

THE MINES

the Trade District asks the players if
g to explore the mines on his behalf, His brother for a close

THE MINISTRY PRECINCT
spoken of in hushed, sarcast

try Precinct has the best

nas fram Poin

THE NEST

The Nest (sometimes called the Klar
dir. The mjority of the armed vh that takes place in the shadow-
port ocews in the Nest. Unlike the lsrge, open galleries of other parts of
Point Nadir, the Nest is made up of ra rridors. Merce:
assassing, and
a

lest] is the mercenary district of Point

0 jors, a5 o
Nest makes it

me lard is locking ¢
contract in an O
Cruelest Cu
who are interested
didates.
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THE SLIPS

The Sligs abut Fische's Cove and extend inward for two hundred yards befare
they give wry to other districts (namely, the Soul, the Trade District. and the
Urility Ward). The most luxurious starship moorings and docking facilities
are located within the Sligs: rms furnished
with Inertial generators, rather than umshilical links and extended boaring
corridors. A few small cantinas sre sprinkled thraughout the Siips, with easy
sceess for pilots and crew who do not wish to venture too far from their
ships. Visitors who rarely, if ever, venture away from the Slips are referred to
disparagingly &5 “tourists” by the rest of Point Nadir's pogulation.

The Slips are under the undisputed control of Epsis. As lang as Epsis
continues to keep the shadowport’s utiities running at full capacity, the
Anjilizc kajidic ts content to ket the high-tech syndicate do as it pleases
within the Siigs.

Plot Hook: The PCs are offered an afternoan of work helping & mercha
unlaad his cargo in the Slips and transport it to @ warehouse in the Trade
District. The apparently simple job turns complicated when the mercha
and the PCs are ambushed by @ crew of thugs kooking to claim the cango
for themsehves.

SaALOvaN'Ss SOUK

MNamed after Point Nadir's unofficial founder, Salovan Fische, Salovan's Souk
[or merely “the Souk®] is the central marketpiace snd, therefore, the heart of
the shadowport. The majority of the business transactions that ocour within
Point Nadir take place in the Souk. Unlike the Trade District, which caters to
permanent business estabishments, the Soul is @ true interstellar open-air
market. Everything from food to exotic beasts to spice can be purchased in
the Souk, thowgh the prices are on the higher end.

Slaves ane atio traded within the Souk, lending the area an odor that can
be attributed only to sentient creatures living together [ less than sanitary
conditions. Auctions occur at least three times daily, and they are typic:
well attended. The Anjifiac Clan oversees the auctions, and a good percentage
of auction prafits go directly into the Anjiac coffers

Plot Hook: A gang of pickpockets attempts to ref he PCs of
1 ehip, oe something else of value, The
ur or five of the pickpockets, making it

one of

ariginal pickpocket makes a fuss when confromted, drawing the attention of
the rest of the Souk’s denizens and causing further distraction o that his
friends can more easily make off with the item,

THE TETHERS

The lowest price in dacking facilities in Point Madir can be found in the
Tethers. The Tethers are a series of cables and umbdlical connectors that
ate employed as ad hoc docking faciities by visitors wha aren't willing to
pay far & more comfortable dock in the Slips. Unlike the Sligs, the Tethers
are contralled entirely by the Anjiliac kajidic, which takes great pleasure in

BaLmvancs Bous

collecting docking fees fram customers on a regular basis. Transpart to and
from the Tethers must be done by skiff or ferry, because they offer mo direet
connection to the port, only a semi-stable hook-up for transient shipping

Plot Hook: The heroes' vessel is imvolved In a miner accident when its
moorings snap and it drifts into @ nearty freighter that s also moored in the
Tethers, Depending on the damage, which s mostly cosmetic, the other ship's
awner might demand that the heroes provide compensation.

THE TRADE DISTRICT
The Trade District is distinct from the Souk in that businesses here are mosthy.
permanent. The streets in the Trade District are straight and wide, easily
accessible to speeder traffic and cargo tramsparts caming in from the Slips.
The buildings in the Trade Déstrict that aren't used for commerclal endeav=
ors have been converted into warehouses, and a large amount of the bulk
shipping that enters and leaves Paint Nadir is typically stored here, Though
security here is not as lax as in neighboring areas, such as the Nest or the
Ascade, it & hardly all-encompassing. Most warehouses have at least one
guard, depending on their contents, and particularly impartant storehouses
have as many as half a dogen thugs or mercenaries acting as security.

Plot Hook: As the PCs pass a small drold repalr shop, they notice sev-
eral large aliens attempting to strorgarm the owner. The Houk thugs are
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working for the Anjiliac kajidic, and they are ctviously looking to make &
mess3 if the shop owner does mot pay the hush money they demand. If the
players intervene, either to alleviate the shop owner's debt, of to dissuade
the thugs by farce, they might end up making a valusble friend, as well a5
powerful enemies.

UTILITY WaRD

Masxive power generators, gravity controls, and life support systems are
kept and maintained within Point Nadir's Utility Ward, Though ostensibly
:umrom by the Mulux u]lnie the Uity Ward employs a number of
X in effect, this gives Epsis direct
:ernl aver which portions of the Shadowpart receive powes, life support,
and artificial gravity.

Neat y Ward s
district in Point Wadie, & mixture of Epsis hired guns and the Anjiiae Clan's
Houk thugs populate the district. The two groups rarely work together,
and it is 3 rare day when the Houks do no Instigate a fight with Epsis
mercenaries.

Plot A losion in the Utility the power and
Iife support within the Fissures and parts of the Ascade. The parts needed to
repair ot available in the port. of lives might
e Jost if the fif The players

afe approached by an Epsis supervisar m uh:d [ mr: lhc mlmn
& nearkry star system, What mi
i complicated when the agents behind lh: eaplosion=a trio of Twndm
mercenaries—attempt to stop the PCs from leaving the shadawpart alive.

SERVICES
MW smku can be accessed by heroes whe visit Poing Nadir. The majority
MI-‘J—:I. ater

while they
nh«'l w sedl ill-gotten goods.

CANTINAS

Like any ather port, Point Madir has dozens, perhaps scores, of cantinas.
Cantinas are not just places to drink; they are also locations where work can
e found, deals can be made, and informatian can be bought. The number of
drinkiing spots in Point Nadér are too numerous to list, but several of them
have gained a certain amount of notoriety.

The Cruelest Cut

The Cruelest Cut is arguably the most natorious drinking house in Paint Nadir.
Lecated within lh: Nest, it caters to the shadawpart's more vislent clientele
and s an espu muscle, or thugs. Live blood
sports and glaﬁmﬂanmum the canting’s big draws. The awner of the
Cruelest Cut, & Hutt known only as Yuelo, is a frequent custamer at Point

as well 3

Wadi's daily 5 fodderin his
canting’s events, while the weakest are put to work In menial roles.

Anyone can compete in the Cruelest Cut's events, and one night a week
the Flooe {as the arena is known) s opened up to amateur gladiators from
‘across the galney.

Fische's Pub

This unassuming cantina in the Sligs takes its name from Paint Madirs
founder, Salovan Fische. It is a den for pirates and their ilk, bat it is sl
frequented by smuggbers and black marketers. Anyone looking for 8 good
spacer’s tale can find one in Fische's pub; several of the regulars sre old
hands with checkered pasts. Information about ary subject can be had, if
the correct individuals are questioned. Many of the sectar's most natorious
pirates make [t 3 paint 1o visit Fische's Pub when they're in port, Incluing
criminals such as Zan Dane.

Live music is ane of the Pub's most well-known attractions, and several
popular bands are scheduled to play on any given night. Though the music
gives Fische's Pub a li s ather
eantinas, it is no less dangerous.

areused




Under the Table

Though hardly as infamaus s the Cruciest Cut, Under the Table is just as
dangevous. The canting's name can be construed i & tripie entendre of
sorts. For one, 2 can be taken to heart as 2 of drinking onesetf
e ome’s comradien) under the table. Secomdly, mont of the vady déats that
take place in the dark recesses of the bar are paid for “under the table”
(ehat i 1o sy, Scsthy], Finally, it 5 2 common Lactic for wmugglers and their
benefacton 1o secretly pull 2 wespon during iations, training it on
Eheir target beneath the thick duraplast of the cantings tables, just in case
theeir pariey turms sour,

Under the Table is frequented by smugglers, shipjackers, and shady
merchants, It ks located near the border of the Slips and the Trade District,
Individuals wha need & quick way out of Point Nadir can sometimes find
passage on b vessel by searching for a pllot at Under the Table, but such
overtianel s made a1 considerable risk. Mot of the time, smugglers come
0 the canting in an attempt to locate cango for their next haul while their
weasels are being maintained in one of the port's docking bayi.




FIOETE AR COuMON AT Lnoen Tee TaslE

CasiNO B

Nadis is host to several
he Hutt
individuals who pay a handsame
three 121

and the Anjiliac cl.n
st of thelr profit

e rest are awned b
0 one of Point Nad

Crown Court

ke ather casings in the Arcade, Crawn Court profits fram sporting events

hout the galaxy, From Podracing to shock-baxing

en, Crown Court is the place to go. Bets are handled, 2

aadeast on farge-screen monitoes throughaut
ive broadcasts, since the Hutts

m b
mg events are

y i ot specifically affil
ooy to the Hu

ther modes
syndicate, but he pays

gambeing. Luc
protection

gh stakes sabace

of Lucky's most profitable rackets, and skilled gamblers are
far themaeives.

games are one
drawn to the casino in the hopes of making a na
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CHOP SHOPS

In centuries pay rm “chop shop’ ary underground business
that medified stolen vehicles for resale. The chop shops of Point Nadir are not
miuch different, except that ther scope s sonsewhat broader, Mest
shops in Point Nadir deal in stolen spacecra
inta stolen droids, a5 w
parts and able mec
ehop shep ow

930's
Point Nadir's best chop shop s know
A drold of indeterminate manuf;

Though the shap, wh 1 the Slips, is able to 5!
vehicles and spacecraft on the premises, for an additional fiee the entire work
gang can be mabilized and transported to any vessel docied in the Sips or

led In the

suspe

Speciafizing in the stripping and retrofit ';l,n:nus 830’ is one of the
fastest of Point Madir
employed there and

priority
speed and skill with whi

h they ane perfarmed

INFORMATION BERVICES

*Infarmation services” is an oblique reference to businesses that sell informa-
tian. Thraugh networks of cor spies, and infarmants, infarm
ation beokers
ormalities are
461 up stopin the dudowpo
ant on the street. Some go so far as to offer
tizers
their appo but this sort of treatment is the exception to the
. Most infarmation brokers live hard to m




Down Low

The information service known as Down Low is the brainchild of Fetwin
Porla, a Toydasian with a thirst for knowledge. Unfortunatety, Porlo’s thirst
for wealth far outstrips his craving for knowledge. A consummate sup-
porter of blackmail, Porlo is famous for saying, *If they respire, then there'y
something they don't want someone else to know.” Though Porla is the
mastermind behind the business, he has several employees that see to the
needs of casual customers. He becomes invotved with a cllent only when
that client’s needs are especially high prafile. Down Low is located within
Point Nadir's Trade District.

THE BOUuNTY POsST

One of Paint Nadir's big attractions—especially for bounty hunters—is its
Bounty Pest. Located within the Scuk's central gallery, the Bourty Post s
that district's onky permanent structune. There, individuals can past ar ook
for hounties—for 8 modest fee, of course. Individuals are issued unique
Identification numbers, and in addition to monthly fees, the Bounty Post
takes a small percentage of any bounties paid as a finder’s fee.

The Bounty Post allows individuals interested In posting bounties to
avoid dealing directly with the hunters who take the jobs. In addétion, the
Point Nadir Bounty Post is fully networked, pulling in job information from
mnmpﬂ'fqmpcd _bounty pasts In ather shadowparts. ndividual

] jple a5 providing 3 target’s name and Last known

Most are um and can include a wide

wvariety of ic depictions of the target, maps,

and speeifie hislogical |Mnnmn 50 that any remaing can be positively
identified.

SaAFE HOUuSES

Point Nadir. These locath llw [rdivi e
bow for extended periods ot to avold Safe houses.
are simifar to hotels, bat their residents favor anonymity. Payments are in
trade gaods or laundered credits, and lengths of stay run the gamut from a
single hour to as long as a year or more.

Evad Court
Within Point Nadir, Evad Court Js the peeeminent safe house. Nestled within
the Fissure District, its outward appearance belies its Interiar accomma-
dations. The building has excellent security, including active and passive
detection systems, as well as several Human guards wha are loyal only to
the cwners. Po»ﬂ and life support mg:mmd on the premises, and all
manner of di re provided. Guards are conspicu=
ously uniformed, wearing suits of fine hlxl sili. Ench client is assigned a
pair of guards, wha take turns caring for their charge. |

Only a select few know the precise location of Evad Court. Clients are
blindfolded prioe to being taken to Evad Court, and once there they are not
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OGRS AL

OTHER SPECIES

A3 3 shadowport, Point Nadls s home to scones of ron-Human wpecies.
Though nearly amy speces might be found wiling its streets. 2 few 1pecien
Ire MmOre COmMon than sthers.

BaLosaR
The Balosar have 2 well They
come from the planet Balosar, anlwmmwuuemmm;
has suffered mightily at the hands of intergalactic corporate e

Balosar who remain on their species’ homeworld either end up in one of &
thousand menlal, degrading, and low-paying |obs, or they resart 1o lives
af crime, eking out @ shady criminal existence. Dccasionally, Balosars find
their way off-world, Imitead of bettering themselves, they typicaily revert
to petty crime to make & living. Balasar appear to be baseline Humans while
their antennapalps are retracted.

Balosar Species Traits ]
Ability Modifiers: «2 Deterity, -2 Constitution, -2 Wisdom, +3

Size: Medium

Speed: & sgusres
dod. —
Perception check g Mound but must keep th A Balosar
choose to retract his 3 @ free act them is

ikewise & free action] to pass a8 haman (o Deception check -.q..lrw}
Poisom Resistance: «f species bonus to Fortitude Defense againgt
poisans.
Moral Ambiguity: A Balosar gains a +2 species banus to Will Defense
against Deception and Persuanion checks, as they are extremely savvy in 8
warlety of ilicit fields.
Languages: Balosar, Bavic.

BaRABEL

eventually put to an end by 8 Jedi explorer who managed to megotiste §
i the

Baratel have developed & detailed mythology about the Jedi and continue
o venerate them.

Barabel are large bipedal rep thick black ar purp They
possess shasp teeth and claws, as well as heavy tails, and are one of 1he most
Intimidating species in the galaxy.




Barabel Species Traits
Abllity Modifiers: +2 Strength, -2 Dexterity, -2 Wisdom.

Natural Armor: A 2 banus
o Reflex Defense. A natural armor bonus stacks with an armor Bonus.

Natural Weapons: A Barabel has natural weapons in the form of sharp
claws, teeth, and a thick tail. When a Barabel makes an wamed attack, it

Primitive: Barabel do nat gain Weapon Proficiency (pistols, rifies, or
heavy weapons| as starting feats at st bevel, even if their class normally

grants them,

Skills: A Persunsi to
but must keep the second result,

Languages: Barabel,
Houk

dealing 146
[dm}. plercing damage [teeth], or bludgeaning damage (tall) with that
attack imstead of normal unarmed damage. Barabel are always comsidened
armed with their natural weapans,
Radintion Resistance: +2 to Fortitude Defense to resist the effects of
radiation.

Barabel ignare lincluding tatal {]
from darkness. However, they cannat perceive colors in total dariness.

Known ind ruffiars, the Houk
have a reputation forsobainn mm*lln wilence. Houmau travel to the
tars eansily gain in criminal

Houks rise above their sinister reputations, but the mpﬂry happily use it
to their advantage.

with thick skin that ranges i biue
ta vialet, They have no hair, promiment jowls, and beady yellow eyes. They are
one of the strangest species in the galaxy, with brawn that is comparable
to that of a Wookiee.




Houk Species Traits

Ability Modifiers: +2 Strength, +2 Constitution, =2 Wisdom,
-2 Charisma.

Size: Medium.

Speed: 6 squares.

Matural Armor; Houk are thick-boned and thick-skinned, They gain &
+1 natural armer bonus to Reflex Defense. A natura! armor bonus stacks
with an armor bonus,

Physically Intimidating: Houk use their Strength madifier instesd of their
Charisma madifier for Persuasion checks made to intimidate others.

Languages: Basic, Houk.

WROOMNIAN
The Inner Rim planet Wroana is home to a near-Human species known as
‘Wroonians. Wroanian society is based upon the desire for personal wealth
and material possessions, Despite this, they are a carefree and mellow spe-
cies that enjoy taking risks and living far the moment. Wroonians distrust
all types of authority, thanks in part to their planetary government’s near-
eonstant instability. To a Wroonian, e & worth living anby if you are having
fun while getting rich.

Though identical to Humans in mast respects, Wioonians are set agart
oy their blue skin and dark blue haix.

Wroonian Species Traits

Abllity Modifiers: +2 Deatesity, -2 Canstitutson.

Size: Medium.

Speed: B squares.

Free Spirit: Wroonians gain & 2 species bonus to their Will Defense,

Skills: A Wroonian can reroll 3 Perssasion check but must keep the
secand resalt.

Languages: Basic, Wroonian.

DROIDS

Droids are a comman sight throughout the galaxy, Point Nadir is no exception;
droids are a5 papulous within the shadawpart as amywhere else. Most droids
serve masters wha are either visiting or living in Point Nadie, though a small
jpercentage are autoromous. These rogue droids are treated with care and
respect in most cases; the shadowport's arganic denizens harbor lhc same
fears rcids a5 thei

civilized arexs. A droid functioning free of an organic master in a lawiess city
sich as Point Nadir speaks volumes about (13 ability to survive,

The mast eommon droids in Paint Nadir have been there since just after
Salovan Fische chose the comet as his base of operations. The vast majarity
of the droéds that dwell within the comet were manufactured by Roche, and
were taken a3 spoils when Friche and his crew captured @ small flotilla of
praspecting vessels. When the Anjiliac Hutts tock possession of Resh 5376,

they found the drodds shut down and scattered throughout the comet's
Interior. Once recharged, maintained, and in some cases. wiped, the draids
were put back to work in the emplay of the Arjiliacs.

ROCHE 11-17 SERIES MINING
DrROoID
Designed by Roche as a mining and !unmlmu droid, H!: 11-17 seriey h.
staphe of miners and
capable of performing work that & unit twice In size would find dilllﬂn’.m.
droids are not fitted wtn mnumnrl and communicate by muni ddeﬂ,
the 1117 Stﬂu can “bounce” & signal in lern Irm diraid to droid,
The 11-17 Is equipped with a heavy plasma jet for digging. The plasma
fires a blast Four ] wide. A target hu:w:hﬂhl‘:
plasma jet takes 104 -2 steps along the
In the event that the nlwu Jet misses, it deals only half damage and dﬂ;
not move the tanget al y track. The 11-17 also fy
and a blowtorch for precision cutting and clearing obstacles. The Hmallm
counts as a ranged attack with a range of 1 square.
The drolds enjoy nmr wark, intentianally mrhng longer hours than
rk themsebves, occasionatly’

narmal
putting off recharge and mulmnnlm to their detriment.

11=17 Series Mining Droid [ §

Small draid (Sth-degree] nanheroic 3

Init +3; Senses darkcvision, low- Ilth vishan; Perception +7

Languages Basic, Binary, 1

Defenses Ref 16 [flat-footed 14], Fort 10, Will 9

hp 7. Threshald 10

Immune drald traits

Speed 4 squares [tracked)

Melee saw +5 (1d4+3)

Ranged blowtonch +6 (2d6) ar

Ranged beavy plasma jet +7 (3d10)

Fighting Space 1 square; Reach 1 square

Base Atk +2: Grp +1

Abilities Sr 16, Dex 18, Con =, Int 12, Wis B, Cha 12

Feats Skill Training {Perception, Use Computer), Weapan Focus (heavy
plasma jet), Weapon Praficiency [pistols, simple weapons]

Skills Climb +7, Knowledge [physical sciences) +7, Perception +6, Use
Computer +7

Systems tracked locomation, basic processar, magnetic feet, 2 toal
appendages, telescoping apperdage. improved sensor package,
darkvisian, internal comlink, quadasium shell

Possessions heavy plasma jet, blawtorch, saw, 2 fusion lanterns

Availability Foensed; Cost 3,500 credits (2,650 used]




—v!?_

ROCHE BDS8 SMELTING
OPERATOR DROID

Designed by Roche for use in the extreme environment of an induatrial
smeites, the B0 Smeiting Operator 3 an efficient design. Though it lacks
mmnmnnﬁmmmwm

mmnmmmmmamwmum
Deferse against extreme heat.
Fallowing the commercial fallure of the 19 Warker Dvane, the B0 Series

bag, with the 104's i Haman, In addltion,

ROCHE J8 WORKER DRONE

When
the droid was a2 instant fadure. Though designed a5 3 proticol droid, the
s f

the mammaian wpecer in the galary Dry after faiag 1o mariel the droat
0 other insectond apecies did the Verpine shish the price of new 193 in an
attempt to seil the model. /s purchased a1 such prices were often put to
work &5 laborers, ghen that the typical customer's need for 3 protocol droid
was low to nenexistent.
mmmmmm«wmwmlmml
di tic role, most purchasers assumed that "worker drone” was a literal

the white finish of the keviex coating does little to set Humans ot ease,
BDB Series drolds have simple personalities. They often develop an
inferority complex, resenting droids with more advanced processorn.

indication of the units intended use. Their personalities are wnexeiting,
albeit stable.

QOliéer 808 medels aften resort to bullying their more advanced and socially 19 Worker Drone Lo
sdept kin. Medium droid (2rd-Degree] noshersic 1
Init +1: Senses Perception +0

808 Smelting Operator Droid co Basic, Bimary. 3
Medium droid [5h-degree] nonhernsc 1 Defenses Ref 11 [flat-footed 10, Fort 10, Wil 10
Imit -2 Semses darivision; Perception +0 hp 2 Theeshold 10
Languages Bavic, Burary .
Defenses Re! 14 [Mat-footee 14, Fort 10, Will § Speed & squares [walking)
hp 2; Theesheld 10 Melee urarmed +0 [143]
Immiane drokd traits, «30 equipment bonas to Fortitude Defemie againat Base Atk +0; Grp +1

extreme heat and fire Abilities Str 10, Dex 12, Con =, Int 18, Wis 10, Cha 12
Speed 4 squares (walking) | ) ), Skill Training

Melee claw +4 [1ddo4) o

Melee claw +4 (2844 4] with Mighty Swing
Fighting Space 1 square; Reach 1 square
m Atk «0; Grp +4

[Persuasion], Weapan Proficiency (mple weapans)
Shills Knawledge [buresueracy) +13, Knowledge (galactic lare) +8,

Knowledge [social sciences] +B, Persunsion +11, Use Computer «8
Systems walking locomation, hasle processoe, transtator unit [DC 5),

Muusnunmu- - Int B, Wis 10, Cha 8

Possessions sudio reconder
Cost 1,200 eredits 1900 used)

Feats Mighty Swng, S SAill Training (£ )
m—mbﬂhm—l
“m-tmhﬁmﬂu
2 chaws,
mwmmmm
11,200 used]
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This chapter i several mini-siven
tures adeally wited for outlaw Reroes. If you're & player, you should probably
wkip over this chapber and wail for yeur GM (2 wpring these adventures on
veni and thee other playees i your group.

usiNG MINI-
ADVENTURES

Occainmally, heroes tabe & tangent that thesr Gamemaiter had not plamned
for, or the Giamrmantes needs o 18 & fem howry' mmnmm—q
dreriion from the man piot A
when the Gamemaster i ot & loss fof & soenana (of i just wnuﬂh- lnr].
& miini-adventute might just fit the bl

The mind-athventises presented here cover o range of themes and
Chatienge Leveds, from salvaging derelict starships to escaping 3 forced-
Labar camp. Each mini-sdventure includes an outline of the events and
chalienges presented by the seenaso, which the Gamemaster can we to
canstrect & few “afl-the-cull™ siuatiors—of use &5 8 jumping-off point
far future encounters,

In aidebition, each mini-adventure aluo features o fully developed tactical
encounter designed to serve as the climax of the scenario. The Gamemasier
€07 ute these as written, alter the details to phay 1o the heroes' strengtha, o
completety redesige Inmiumwmdunmnw nuommn -

A B

i mirs - acherntares, st ah dessgned to cates to different heroes” abil-
Eies, s well an the playery’ interests. For example, combat-oriented heroes
“Boarding Party,” wheie el lite “Breaking
[Entievireg * Heroes hogeng 1o show off thew priofing skt thowld ergoy
“Wanted Al * Semitarty, “Semuggier's Rendervons” s deuigaed with smog-
gher Inerors i mind, while “The Bag Ht™ o simed 3t boonty hunter herors
The growp’s, ta!-Lalking ron artinl whould find that “Snow Job”™ mabes good
e of the Peruanson will That ssid, cach mani-adventure presented in this
chapter gves hevors of all classes & chance 10 shine, even if the soenanio i
mot gemed ot Ihes Competences.

Each meni-adventure opens with 3 two-page spread that outlmes the
plat and various encounters. This 1s followed by another two-page spresd
detailing the climactic eneounter of the mini-adventure.

Even though these mini-adventures are designed 1o be completely
independent of ane amother, common threads run throwgh adl of them,
allowing them to be strum together and run as a sort of “sub-campaign™
within the main campaign, It b purely up 1o the Gamemaster's dicretion
how o use them.

BENNLNIACWY-INIW




MINI-ADVENTURE
#1: WRECK AND
RUIN

“Wreck and Ruln® ha 2nd. tgives
the heroes an opportunity to salvage the Mrc hulm‘ahﬂl Federation
Ibattieship destroyed in one of the engagements of the Clane Wars

ADVENTURE
BaACKOROUND
During the Clane Wars, countiess ships on both sides of the struggle were
blown to pieces and left adrift in space. Larger ones were towed out of
spacelares to minimize danger to hyperspace travel, but every v often, an
explorer of imuggier comes upon the wreckage. Often, the drifting hul is
oo damaged to be uieful o anything other than srap, But lometimey the
Gereict proves 1o be 5 ventabic treasure trove of watrageatie poodh

One such derelict, @ lrge chusk of the Storworm (s Trade Federation
Lucrehult-clany batticskip), was recently dacovered by B smuggler named
‘Vioedel, wha then said the cooedinates of his find 1o b old friend Sude Raalo,
& Neimaidian gunrunner and veteran of the Clone Wars. Based on the scans
that Vordell showed him, Raalo guessed that st besst one hangar biy was
mae of bess intact, and that, amid the wreckage, he might find a remote
processor=which could be worth as much as one million eredits.,

ADV.N‘I’I—IHB C’IJ'I'I.IN.
The heroes hear of "
named Sude Raalo. Raaio aperates put of Mos Esley spaceport on Tatosine,

glers. Despite being an “untrustworthy” Neimoidian, Raals i contidered to
be as honest § trader i amyone operating in Mos Enley can be

M the hesses inguine about the job, Rasio meets them in the Mos Endey
canting, where b telfs them about the Starworm. Raslo offers the heroes
2,500 credits to eater the hullk of the Starworm and bring back smy intact
carga crates and other reciaimable items they can safely sabvage. He wants
them to be especially watchful for any remate processon they might chance
acrony; Raak has 8 buyer whao is interested in them, and If the heroes bring
Him any, they can keep anything else they find, (Otherwise, he s willing to
pary them a cut of anly 153 off the sale price for the sabvage.)

If the heroes sccept, Raalo ks willing to do whatever It takes 1o get the
Ieroes to the site of the wreckage, including renting them a beat-up YT-1300
transpart (for 3,500 credits). He suggests they depart a3 3000 23 they can.
It i pasaible that the smuggler who soid him the coordinates of the derelict
might have sold it to someone cise. as well.

Bargaining with Raslo
Wit Py

+15], the beroes can segetiate Raaks's bine piy wp o 4,000 credita. I o
beat hin chiech by § of more, they €80 Aegotiate him up to 5000 credits.
10 25% of the sale price for the salvage. I they beat his check by Sor
Rasio incresses their cut 1o 30

1 the heroes have 18 rent the YT-1300 transport from Raslo, 8
beating his result by § o more drops the price to 2,500 credits. A DC
Mecharics cheek to lmpect the ship reveals its flaws (see below] and
# +2 circumstance bonus 1 the heroes’ Persudsion check.

I the hesoes restoci of ol
mmmmmlm‘nhuwww alfsetting the cost of
the skip from him in the first place. |f the Reroes win an opposed
check with Raslo, ke agrees to pay for 50% of the work [He offers
50% because he did not suthorize the work | If Raale's check beats 1
however, he By them oady for provisicaing (not repains). The heroes
free. of course. 19 take Back amy provisions they perchased.

The YT-1300
Sude Raalo’s YT-1200 traniport b Aot in the best of shape. He long
sold the primary hyperdrive, and has made do ever since with the bac
myperdrive. The shig's communication array is also badly damaged (from
Pull breach incident] and requires a DC 25 Mechanics check to repais bef
subspace communication is posaible [though the standard transmitter ot
allaws transmissions to and hnm nearty ships aml plmml
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ENCOUNTER!:
WRECK OF THE
STARWORM

Challenge Level 2
This encounter serves as the climax of “Wreck and Ruin,” the mini-adventure
Irtroduced an the previous twa pages.

The heroes can enter the wreckage of the Trade Federation battheship
Starworm by digging through the piles of debris aft of the hangar (see "Shift-
Ing Wreckage™) or foecing one of the forward airlocks open (see “Dpening
Airlocks”). Because the wrecked ship has no atmosphere, the heroes need
space suits, or at least flight suits, to survive, This encounter includes 4
battle droids and 2 super battle droids (see page 198 of the Saga Edition
core rulebook for statistics).

Shifting Wreckage
When the Trade Federation battieship was destroyed, punctures in the hull
caused the atmasphere inside to pour out like a hurricane-farce wind. This
rapid decompression picked up every available bit of rubble and debris in its
path and blew [t out through the openings, eventually plugging the holes.

This debeis is wetged so tightly that it must either be cut away with &
fusion cutter [included in & standard tool kit), cemolished with explasive
charges, of otherwise destroyed for the heroes to move past it,

Using a fusion cutter requires a DC 20 Mechanics check per square of
wreckaqe: cach check requires ane minute of wori

Destroying the wieckage with explesives requires placing the explasive
device using the Mechanics skill (see page B3 of the Saga Edition core
rulebook). Esch square of wreckage has DR 2 and 448 hit points [or the
Gamemaster can use an sverage af 14 hp per square of wreckage).

Opening Airflocks (H3)

Starship airlocks include 3 manua! override, which can be operated fram a
small, recessed panel adjacent to the airlock door. It takes a move action
to open the parel and 2 full-round action (and 3 DC 15 Strength cheek) to
operate the Because of th d

can attempt the Strength check; other Eh&(ltl‘ﬂ‘s mnot assist.

READ-ALOUD TEXT

When the heroes enter the derelict’s interios—provided they have brought
light sowrces with them or can otherwise see inside the powerless vessel—
read the following text aloud:

The interior of the ship is an cerie sight. The power is oul the
artificiol grovity=and o thin glaze of frost shows that whit fittie geme=33
sphere might have
fusian tarches, frayed cables hang foosely from the ceifings and walls,
looking like jungle vines. Wreckage is scattered everywhere, with lerger
piies ner id the debris parts
af iners, and pieces
Here and il bits of wreckoge float
mmmmmusm t

Onge the heroes begin moving debris around inside the hangar, read the
fallowing text aloud:

Fram the darkness, littie points of lights oppear-and begin maving.

the debis,
warking their woy toward you. Apparently, this derelict is not entirely
powerless.

Droid Tactics

The batthe draids are all buried in debris [except the ane in fire control], and
take @ round to extricate themselves before attacking or maving. They are
akso slightly damaged [=1 step on the condition track] from the destruction
of the Trade Federation battleship.

|F the heroes hawe not restored gravity and some are fioating, the battle
draids fire at them, moving only if they cannot draw line of sight ta at least
one hera,

The doors to the hangar were jammed open when the Trade Federa=
tion battieship bost pawer, seafing in two super battle droids by activating
emergency locks an the dooes to the chambers housing the battle droids. If
the doars are closed again [by means of the control panel on the starboard
balkhead), the doars unlock and the super battle droids emerge and mave
to the cargo bay. The super hattie droids mave to attack the heroes anby if
they have line of sight 1o them; otherwise, they stay put.

Al the droids fight until destroyed.




FEATURES OF THE AREA
This ares b the Following festures.

Wiumination: The intesior of the Dattiehip i Ut only by whatever
1% 30URCEY the Rerses bring with them

Zeve Power: Tha secton of the Trade Federation battieship i witheut
powes The heroes can rratore some of The hig's power if they hawe 3
power drosd

Zevo Grawity The Trade Federaton Battieshg o a5 without Fravty
[aee pages T56-257 of the Saga Edition core rulthool). if the heroes
restonee power, artifetial gravity i restored s well.

Vscwum Without power, the wrrckage has ra atmasghere (see page
753 of the Sage Edation tone ruirbook)

Hangar: The hangar ance hosted & squadron of “vutture” droid star-
fighters, & few of which lie here in tangied ruimi. One is still operational,
byt requires a comgpiete recharge of ity intermal battesies before it can
be reactivated

The control panel in the aft of the hangar deck operates the hargar
doors. If the heroey restore power, even temporarily, they can use this
contral panel to apen and close Ihe hangar doars.

Cargo Bay. Several crates here 91l contain useful equipment (see
“Comclusion™],

Supply Leckers: Each compartment containg one ar more crates that
might contain something still useful [see “Conclusion”).

Fire Comtrol: The contrel panefs in here were designed to assist with
targeting for the quad laser cusncn fiee “Conclusion”].

CoONCLUSION

Droid Starfighter:
T

misalbe racks ae re




MINI-ADVENTURE
#2: SMUGGLERS'
RENDEZVOUS

Smqulm " isa i Ath-level hmm
it ity to do what they do best:
goods from one place to another without paying the usual trade tariff,

ADVENTURE OUTLINE

JOURNEY TO

PHINEL'S FOLLY

After the heroes depart Barab |, they have a shoet trip 1o Phinel's Folly in

the Auril Sectar, Unfortunately for the heroes, an Imperial interdictor-class

cruiser, Chokehold, has recently been stationed near Man hlamn in an

effort to capture Rebel ships that have been helping the Mon C.

the Imperial occupation of their watery world. As the heroes” ship passes b‘

i1 gets caught in the Chokehald™s gravity field and draps out of Fyperspace.

A message fram the Chokehold orders the heroes to cut their engines and

allaw their ship to be tractored into the Interdictor’s main hangar, boarded,

and searched, If the heroes have valid fravel permits—and are not carrying
he entire p 5 o g more than @ minar

The heraes hear that @ smuggler has come into some " cango
that he needs to unload, and he's looking for @ buyer. The smuggler, Viardell,
s @ dagen crates of assorted detection and surveillance gear—150 units
in all, worth approximately 58,000 credits—and he is looking to trade for
weapars. Comveniently, the heroes know of a shipment of Imperial baster
rifies that got routed to Barab | by mistake.

Unkrown 1o the heroes, the Empire has been tracking Vordell, and s'lortly

|mmenn:e and the heroes can be on their way inside the hour.

Surrtndermg (cLs)
I'«cbul ot feel that their cache of

s Where i e
l'!|t Choketald is not lﬂulll! lncking for the blaster nl'ln[r.hnnghl!w heroes.
do mot know that].

after the heroes mak to meet him, fm)
arrest him on a separate charge. Desperate, Vordell rwmn:u the officers to
drop the charges against him if he helps them recover a shipment of stolen
blaster rifies. Intrigued, the customs officers agree and escort Vordell to
his rendezvous on a small moon known as Phinels Folly, There, & number of
customs agents hide around the rendezvous site, and walt for 3 signal from
Vordell 1o paunce.

Bargain on Barab |

[Even though the heroes are aware of the lost shipment of blaster rifles on
Barah |, they have never had an opportunity=—ar the spare funds—to pick
them up. Mow, thaugh, they should make enaugh from the sale to afford
some needed repairs on their ship-maybe even some upgrades.

When the heroes arrive on Barab |, they can locate the warchouse and
speak to the foreman, a Barabel named Tolkar. Tolkar knows that the cargo
container 65 rifles, each warth 1, they
are taking up valuable space in his already overflowing warehause, Tolkaris
willing to sell them for 75% of cost: 48,750 credits for the lot.

The heroes can bargain with Tolkar, but his price does not drop much.
With & successful npposed Persuasion check [against Tofkars il modifier
of +20), the heroes can convinee Talkar to let the blaster rifles go for 70%
of cost: o total of 45,500 eredits. If they beat his check by 5 or more, he
drops the price down to 5%, for a total of 42,250 credits. Tolkar goes na
lower than B50 credits per blaster rifle.

I the heroes comply with the arders fram the Chakehold, the Interdictor
pulls the heroes' ship into its main hangar, where docking clamps lock onto
the ship [DC 30 Use Computer check to remately detach them). A platoon
of 36 stormiroopers, led by a lieutenant and & sergeant-majar, approach
the primary airlock, and, if the heroes have not yet emerged, the lieutenant
orders the heroes to exit their ship for the inspection, He waits anly ane
minute before ordering the stormiroopers ta open the hatch [with explo=
shves, If necessary).

Assuming the heroes exit their ship peacesbly, the lieutenant has them
disarmed and confiscates any weapons that they do not have licenses for,
then escorts them to @ waiting area sbout 100 meters sway in the hangar.
A sguad of 9 stormiroopers accompanied by the lieutenant surrounds and
detains the heroes for the duration of the inspection. Meanwhile, twa mare.
squads search the heroes’ ship for crew members who might be hiding
[opposed Perception and Stealth checks). Once these squads are satisfied
that no ane s waiting in ambush aboard the ship, they exit, and a scanning
team rolfs their equipment aboard,

The scanning team uses a sensor pael (1] s:artn the ship for hudﬂm IIIL-
forms. Assuming they find
the heroes” ship {such as an excessive numb:rol small arms), the scanning
team emerges after roughly an hour and informs the lieutenant that the.
ship is clear, The lieuterant thanks the heroes for their patience, fines them
far any permit violations [such as unlicensed weapars), and allows them to
return ta their ship and depart. A squadron of four TIE fighters escarts them
wuntil they reenter Fyperspace.

is overtly




Escape! (CL17)
if the heroes at any point sttempt to flee the €
themselves outmatched

The Chokehold focuses

kehoid, they quackty find

e ship.

If the heroes are captured [or allowed ¢
they have to excape the dock
he hernes exit their ship and are detained,
36 stormiroopers.

nseives to be tractored Into

lamyps {see

nartic

aiding, 3P the heroes B B
long with any other viokations they

ARRIVAL

When the heroes arrive at Phinel's Fally, they detect Vordeil's ship, the [ost

s land i, abeut SO0 meters west of the rendesvous

¥ & good-sised canyon §
at they leave their engines running, in case any Imperia

site, and suggests ¢
Wt shaw up

Ambush! (CL 4)

When the heroes reach the resdervous st

dell i waiting with two of

ew, Koliu and Trom, in the small gosge where he has stathed the twebve
erates of surveillance gear.
Virdell shows the heross the crates and asks to see the blaster rifles

while the heroes examineg the goods he browght. He Esks to operate one of
croes agree, he fires
vial Customs

 takes the nine stor
pasitian, Meanwhile, Vordell tries to distrac
g—while. at the same time, trying to keep the

apers and thelr lieutenant & rounds to get
the heroes with his

“test” blaster rifle

ane 3t hand

s




ENCOUNTER!:
BETRAYAL ON
PHINEL'S FOLLY

Challenge Level 4
This encounter serves as the climax of “Smugglers’ Rendesvous,” the mini-
adventure introduced an the previous Two pages.

The stormtroopers and their Beutenant appedr only after Vordell g
e sigral, moving guictly to take up pouton that bleck the paviages out
of the gorge. The lieutenant stays out of sight at find, wadting i the cve 1o
the south, If amy of 1he heroes have taken up positions that would ctherwise
prevent the stosmtroopers of the lisutenant fram octupying the indicated
pasitions (without being immediately spotied), use your best jadgment ta
place them where they can still block the exits.

I the heroes brought along the cargs crate costaining the blamter rifles,
alow them to place i anywhere in the goge [but not in the cove or biack-
ing the ravined],

READ-ALOUD TEXT

As Vordell attempts to distract the heroes, allow any heroes with fine of
sight tn the stormtroopers’ startiag lecations 1o make Percrption checks to
natice the imperial hoops moving mto pawtion I thry get a reswh of 15 er
highes, they spot #1 leail ons stormtroaper.

White Viordiell is tdiing, yow hear @ sound where there showlidn' be one.
Gloreing aver, you see the familior bome-white armov of an imperiol
stormirooper moving through bhe ravine toward the spot.

VORDELL,
TURNCOAT SMUGBL-R
WVortdedl is 2 Cor and

wpeak of M\nmml\ﬁmkﬁwﬁhduidh—-ﬂ
cuatoms corvette Audilon, snd rather than be convicted, he S0e3 what be
slways does in these 1oty of stustions—he betrays his allies.

This is not the firsd time Vordell has been in trouble, but it is the first
time he has had to face the Empire. Vordell has an intense fear of dying in
the spice mines—having seen the prisaners there an kis few smuggling rung
to Keviel=and i willing 1o do amything to svoid that fate.

If Viordell survives. this cncounter and escapes, be could make 3 good
onguing foe for the herors. He beoomes mone evil with each betrayal and
might soan Fend himeld teetering om the edge of the dark side i

Vordell's mast abvious feature i his expansive beliy—the product of too
imasy ales in too many seedy cantinas over the leI'! Ht wuu averiized
ahirta to hide hés girth, but his clathing P up
expanding mantine Vordedl sports a thick goatee the same dark brown 3
hit, wavy Raie, with the wame tireaks of gray. He has 3 blaster prtal on ks
tip, and when he's nervout, he flicks the hohter fiap open and thet.

Vordell (V] CLE
Medium Human seoundrel &
Force 4; Dark Side 4
Init «10; Senses Perception +8
Banic, Huttese
Defemses Ref 20 [fiat-footed 18], Fort 18, Will 17; Dodge
!!!:M L]
Speed 6 squates
Melee unarmed +5 [1d4+4]

Ity tropt

If the heroes get & reswll of 14 or lower, the stormtroopers get the drap an
them.

"Drop your your hands over your
Peads! You're under ervesti™
Vor v and “Sorry—it ¥ = and dived for the near-
5t cover,

pistol o8 (3d6+3) o

h’dmﬂ-lm-:ll

Base Atk o8, Gip o5

Atk Options Dastardly Sarike, Point Blank Shot, Precise Shat, Sneak
Attack [+ 206]

Actions Qusck Draw

Abdlities Str 12, Dex 14, Con 14, Int 12, Win 11, Cha &

Talents Dastardly Strike. Sneak Attack [+246)

[Feats Dodge, Motiity, Point Bask Shot, Precise Shot, Owich Dram,
Weapon Proficiency [pitols, simple weapon)

Skills Deception +7, Initiative +10, Knowledge (bureaucracy) o8,
Perception +1, Persunsion +7, Pilot +10

Possesshons blaster plstal, blaster rifle, electrobinoculars, utility belt, Lost
Opportunity (jusker Ghtroc 720 freighter)




Vordell's Tactics
» a5 the sto

FEATURES OF THE AREA
The rendezvous site has the following featunes.
Ifumination: This depends entirely on what time of day the heroes
nt 1o arrive. (I they do ot care, 1t s daytime.) During most of the
day (the exception being high noan], shadows fill the ravines (shadowy
nation], Between dusk and dawn, the ravines are pitch black,
eacept for any light sources the heroes brought with them. Vordell has
# fusian lantern set up in the center of the gonge if the encaunter takes
ace at night,

Cower: Characters in the ravines gain 3 +5 cover banus; in some
cases [such as shooting from oae ravine opening to another acrons the
garge), the Gamemaster can tule that the target has improved caver,
Characters hiding behind cargo crates abse gain cover.

Walls: The walls of the gorge and ravines ate 3 uniform § meters
and compesed of natural rock. Climbing the walls requires a DC 25
Climb check

Mesas: If a character climbs the walls, he can move about on the
mesa shove, perhags negating the cover bonus of taegets below, Char-
acters atop the walls can also sttemgt 10 jump from mesa to mesa a5
2 long jump.

Caves: Three caves are at the rendezvous site. Characters inside a
cave have tatal cover from attacks from shove, a5 well a3 concesiment
|from shadowy lllumination),

CoONCLUSION




MINI-ADVBNTUHB
#3: BoARDING
PARTY

“Boarding Party” is 3 mini-adventure designed for Bth-level heroes, bn this
scenari, the crew of a Conellian corvette tries to defend their ship agaimt
an incursion by the beroes—or, at the GM's option, puts the heroes on the
defeniive and lets them repel umwanted baarders on their ship,

ADVENTURE OUTLINE

The heroes are contacted by kmperial Governar Zerex of Ord Adiner, & snow-
Bound planet in the Meridian Sectoe. Zerex telli the heroes that he needs
their help in a confidential matter imvolving a Eraitor ta the Empire, & Flght
Academy mtrector whe might be funneiing information 1o the Rebellion.

A VISIT TO ARKANIS
The best
mmdhmwmmrp&hmm
Mndmw\m—mam-mdmm
wunmulmm«ummmﬁuumﬁﬁ
departure. 9

The Gadant Vensenar Flight Academy port.
The heroes cannat gain access to the Gallant without the proper cless
ance: either a Fiight Academy pass (a modesate deception], or 3 sl 3
high-ranking kmperial identification (a difficult deception). The Inrm'
gmmsmtruneu!umthmﬁw;ahewurxmmwhmm'
tion modifiers of +10, and they gain 8 «2 circumstance banus on Peg 3
checks agains? attempts to enter the spacepart withowt authoriration
pages 6466 and pages 72-71 of the Saga Edvtion cone rulebiook far
on Deception and Stealth)

Thi instructor, Captain Bythen Formal, has kad more defiect to the
Redelion than ary other mtractor, and if Zerex can bring him 1o justice, it
il hedp Zeren's 5 bid 10 become: Anyone wha
Ieips hiem in this rewanded but aho would
Rave 3 Mol indebted to them.

Captain Forral will soan travel from the Viensenor Fight Academy on
Arkanes 1o Bakura to speak at o recruitment drive for mew fight cadets.
Because it will shirt the Unknewn Regions, Forral's Corelllan corvette—the
Gallont=must make veveral stops to check astrogational data; esch stop
should take o litthe less than 10 minutes. Gavernor Zerex wants the heraes to
abitain & capy of the Gatlant’s flight plan, determine where the ship wil stop,
and board it. Once on board, the heroes sre to capture the ship, destroy its
3¢ Into the Unknown

puter, and send it on ¥
Regians, to be fonever kst

nmmyﬁmnwdmw;wmmn-
ship or at the Fill Burn, they can try any of the following tactics. Assume
that these officers have Perception madifiers of +15.

Deceptian: The heroes can try to fool an afficer inta thinking that they
have sufficient clearance (and cause) to obitain 3 copy ef the flight plan,
The heraes gain & +2 circumatance bonus to their Deception check If they
specifically target an officer who has imbibed too much. i

IFthe heroes can change an officer’s attitude ,
‘to heipful, the officer provides the heroes with 2 copy of the flight plan.
ﬂuﬁ--lhmmmmﬁmmmwm
hi), they can intimidate him into geving up the fiight plan. Their check geth
W0 modificr if they try this tactic while the officer is still in the Full Bam
lwhere he i surrounged by sther imperial officers).




AMBUSHING THE
CALLANT

Once the heroes have the Gottant's flight plan, they can study it o devise
n effective ambush. Their best bet is when the starship exits hyperspace
ay between Maorja and the lson Carridor—a particularty empty area of
space. According to the flight plan, the Gollant i gaing to take extra time here
an evacuation drill with the cadet crew members. If the heroes lie
n walt he proper coordinates, they should have ample time to catch the
p when most of the crew members are away from their stations.

o cond:

Lying in Wait

Although this past of the Coreliian Trade Spine is somewhat deserted,
s the wsual debris that could hide the heroes’ ship—meaning 1
£o pawer dawn to almost nathing, long encugh for the Gatlan
a routine sensar sweep and satisfy themselves that they are alone befare
ey drop their gusrd,

To get close to the Goflant without being detected, the pilot of
heroes’ ship must wse mancuvering thrusters [not their main engines], and
anly In short bursts, ketting mamentum carry their ship up to the Gallant's
irlock. Performing this tricky maneuver requires a DC 25 Pilot check. If the
check fals, the maneuver scceeds, bat the crew of the Gollont can make 3
Perception check to notice the heroes’ ship approsching, If the heroes' check
Falls by & or mare, the crew membees of the Gallont get 3 +2 circumatance
ir Perception check.

the Gollanr detects the heroes’ ship approach he Gollont's orew
he evacuation drill and prepares for combat (though they make
weral attempts to contact the heroes' ship first, in case it is merely a der
fict), If the heroes do not respond, the Galiont maneuvers out of its way.
the heroes adjust their course—or attack-the Gallant fights them aff us
it can enter hyperspace.

THE DALLANT CREW
Because the Gaflant is mainly crewed by a group of Vensenor Flight
~4 penaity to sll sttack rolls snd skill checks

Boarding the Gallant

Because so many of the Gollant’s crew will be assembiled in the escape-pod
access tunnels during the evacuation drill, the hevoes’ best poént of entry
# the forward airlock Entering at this point puts them one deck below the
bridge, enabling them to get aboard and reach the flight deck in bess than
 minute

The heroes can best access this airlock by coming up from beneath the
Goflant while it is stationary, and docking with the bmperial ship. Their only
real shstacle is the Gallonr's lower turbolaser, y a palr of guaners
[even during evacuation drills). On the round § heroes’ ship approaches
the airlock, these gunners get one additional Perception check to natice the
starship flying past them. If they natice, they panic and immediately fire at
the heroes’ ship.

Assumming that the heroes maneuver their ship to the forward airlock, the
pilat needs to make 3 OC 20 Pilo dock with the Gollant. Dpering
the aitfock then requires a DC 20 Mechanics check. Alternatively, the heroes
ean eut through the hateh, or use explosives 1o blow it open. The hatch has
DR 15 and B0 hit points.

mned b




ENCOUNTER!:
STORMING
THE BRIDGE

Challenge Level 6
This encownter serves o the chmaa of "Boarding Party.” the mini-adventure
introduced on the previou Two pages.

H the heroes enter the Daliont from the formard airiack, they can take
the turbolift up ome dock 1o The flight deck. Captain Forral, who & on the
lridge when the heroes arrive, takes command of the crew in the formard
jpart of the Gaflant, sationing them asound the flight deck at the positions
indicated on the map.

READ-ALOUD TEXT
When the heroes emenge from the turbolift, the Gollant’s crew are already
n place.

have been seaed. Ax you g out of the rurbolifs, however, Imperiai offi-
cery lean avound the worl fo the oft ond tegin fining ot you!

CAPTAIN FORRAL,
FLIOHT INSTRUCTOR

By F L of the Clone Wars whe of the cockpit
4nd took up tesching after Emperer Palpatine brought onter 1 the roubled
gaaory. After years of imtructing the Empire's best new plots, Captaen Forral
B granted e of one of the Vemenor Fight Acadery's Coreliian corvettes
for persoral purposes, provided be spendt at least three manths of cvery
VBT wking it 10 10w the Empire and recruit new cadets. Forral is not 3 Rebel
recrwiter, a3 Governor Jeres sugoests, however, he merely earourages his
students to comsider nomitandard salutions to difficult strategic and tacti-
cal situations—s phiosaphy that leads 3 great many cadets 1o support the
Rebellion.

Bythen Forral (F)

Medium Human soldier 4/noble Jofficer 1
Force §

Init «17; Senses Perception «11

Defenves fef 27 (fat-footed 18], Forr 21, Wi 24

hp &3 Threshald J1

Speed f wouares

Melee unarmed 7 [1d4e4)

Ranged blaiter pistol +10 (306+4)

Base Ath +7; Grp +7

Atk Optiom Devaitating Attack (pstol)

Special Actions Battie Anslysia, Coordinate 1, Deployment Tactics,
Iripére Confidence

Abdlities 5ar 11, Dex 17, Con 13, Int 15, Wis 14, Cha 16

Talents Nattle Analysis, Coordinate +1, Deployment Tactics, Devastating
Attack [pistalx), Inspire Confidence

Feats Aemor Proficiency [light), Armor Proficiency (medium], Linguist,
Skill Facus (Initiative, Knowledge [tactics], Pilot), Viehicular Combat,
Weapon Proficiency [pistals, rifles, simple weapons)

Shills Indtiative +17, Knowledge [tactics) +16, Perception +11, Pikat +17,
Treat Injusy 11, Use Computer +11

Possevshoms blaater phatal, three code cylinders. datagad, Imperial uniform

Forral's Tactics

Confidence). Me wies bmpire Confidence 1o grant the crew 2 +1 morale
banus on attack o and skill checks until the end of the fight, then uies
Coordinate every round to grant the crew an additional +1 bonus whes
they ald each other's attack rolts {for a total of +3). IF the heroes spit up,
Forral uses Battle Anslyss 1o determine which group is weaker [in terms of
remaining bt pointa), and sends availabe crew to attack them.



ge and out of
death, To keep

FEATURES OF THE AREA
The fiaght deck of the Godlant kas the foliowing features.

Wiumination: The interios of the Galloat iy trightly lit

Cameras: The Tight deck has camersn wet up in all the gangways
af the ship; these comeras can be monitoned from the bridge or the
comguter room, The heroes can destroy these cameras (DR 1, hp 5)
to prevent Captaim Forral from wsing Battle Arabysis, Coontnate, and
tnpire Comfidence for crrw membery who v not o the brige.

Turbolift: Hf the heroes do not hock down the turbolift (DC 15 Lhe
Computer check of DC 20 Mechanics check), reinforcements arrive from
the turbolift a1 the rate of 4 crewmen every 4 rounds.

Bridge: The blast doors leading to the bridge have DR 15 and B0 hit
points. The astramech drosd here is waiting for & transmisslen from the
autromech deoed s the caemputer oo

Officers’ Quarters: Each of these rosma i shared by two offien
The starboard-mast cabin contains a med)

Captain’s Quarters; These are Captain Farral's guarters, The officer
I here carrles a frag qremade and has strict orders to use |t to destroy
the computer room If It Ieaks ke the heroes are trying to steal data
from the shig's computer.

Computer Room: The crem members bere fight o the death 1s bay
tims for the astromech droid to downissd the Fstrogatianal dat from
the computers. 1t takes 10 rounds for the droid to complete this tak,
after which it attempts to take the data to the next deck down |even
In thve midst of a firefight) and relay it 1o the astromech droid on the
tiridge.

Officers’ Galley: The galley contain 5 medpac, a1 well a1 50 bg of
quality food.

Refresher: Each refresher contain & medpac,

ST



MINI-ADVENTURE
#a: SNOW JdJOoB

“Sanw Job” is 3 mini-adventure designed for Gih-level heroes. It peovides
the heroes with an oppartunity to rum & confidence scheme against an
ambitious Imperial Maff.

ADVENTURE OUTLINE
In the wake of the. expasure af Bythen Farral as aRebel wmpalhurr Governor
Zerex is able to tal his. popalarity into an appont-

The Moff's Estate
Maff Zerex's estate on Ord Adinor is expansive, but he mainly stays in his
marsion pesr the northern giscier fields. The upper level of his mansion
extends twenty feet above the snowline, while the lower level is entirely
cowered in snow (with the exception of his private lnding bay 1o the east),
Aside from tramsparistee] windaws on the upper beved, the landing bay is the
only entrance to the Moffs home.

FORMULATING
THE PLAN

Tht heroes have just ov:r mo weeks to w:wm for Maff Zerex's party a2 his

ment to the post of Imperial Moff of i Taceieh
invites several of his closest supporters—including the heroes—1o a farewell
dinmer at his home on Ord Adinor,

Hawever, Zerex leaves one supporter off his list: Draba, the Hutt crime
lard wha had introduced Terex to 5o many of his contacts in the eriminal
wnderworld. Zerex feels it would be uuapmpnalz 1o be seen somlmng with

Ord Adsnorr. A ey do mot reed to use stealth ora.
ruse 10 get in, but if they are to get the better of the Moff without resarting
1o wiolence, they must plan shead, Draba suggests that the heroes pulla
confidence scam, playing to the Moff"s ambitious and greedy nature.

This part of the adventure requires that the heroes formulate a plan to
entrap Maff Zerex, and let him "buy” his way out by agresing to hanor his

g 30 he cuts off Deaba,
Rowever, has invested a great deal of money and resources into getting an
mperisl Moff in her debt and she s not pleased at Zerex's sudden—but
hardly unexpected—betrayal.

Knowing that the heroes are atterding the party, Draba requests that
they help et exact vengeance on the newly appointed Maff. Draba specifies.
that the heroes canmot hasm Zerex or expose her connection to the Moff. in
fact, if possible, the heroes should try to get leverage to use against Zerex,
im case Ferex should ever again forget his obligation 1o Draba

ORD ADINORR
Ord Adinotr is a world covered in snow and ice; snow Falls on a daily bass,
evaparating in the noanday sun anly to condense and fall again avernight.

The settied there build their deep in the thick snow
banks that blanket the planet, reinforcing them with plasteel. Mast such
h I g covered

¥ by
thaugh a few of the wealthier inhabitants have bult covered landing pads
and docking bays through which they can come and ga as they please.

with Draba the Hutt. Rather than putting together a plan for
the heroes 1o follow, though, this section merely pravides parameters for,
and exsmples of, what might work best on Jerex.

The Hook
To truly pigue Moff Zerex's interest, the heroes need & hook—something that
Zerex would pay dearty for. This can be an item of value, or information that
Zerex could use, but what Zerex values most is his career, if the heroes can
«corvince him that they know of something that could further his career, be |
would be especially eager to discuss it with them,

For example, the id claien to know of Weakness
on the part of & rival afficial, o of 3 palitical blsnder shout to be made by
anather Maff. Either af these ideas, or samething long those lines, would
Intrigue Zerex encugh to make him willing 1o hear what the heroes have
to say.

To accompdish this, the heroes must make a Deception check opposed
by the Maoff's Will Defense [see page 182 for Zerex's statistics). If they
can convince him that their information & sccurate and that no one else
Is.in @ position to exploit it, Zerex takes & few minutes of his time to hear
them out.




The Pull
Once the heraes have Zerex's interest and sttention, they must make him
feel as though their information i worth virtualty any price. However, they
cannot s3y so themselves; Jerex must arrive at that conclusion himself,
Therefore, the heroes must give 2 e impression that the opportunity
they present will ot Last forever because others who might be in a position
to exploit the information will become aware of

The best way for the heroes to do this is to spread rumars amang the

ests ot Zerex's party—and as ingenuousty as possible, so that no one feels

t they have been fed false information. The heroes can make a Deception
eheck against amy party guest, opposed by the target’s Will Defense, to bath
convey the rumar and o comvince the target that he or she had previcusly
heard the rumar from anather source. A successful wse of an appropriay
Knowledge skill [such as buresucracy, social sciences, or perhaps technol-
ogy, depending an the rumor) adds a +2 circumstance borus to the heroes'
Deception checks.

Comvincing Moff Zerex that he needs this information 25 soan as possible
requires 3 Deception check against his Will Defense. For each successful
Deception check the heroes make to spread the rumor, they gain a +1 bonus
an their Deception check sgainst Terex

The Sting
Assuming Zerex takes the bait and offers the heroes maney or some other
commedity (such as using his position as Moff to grant them a favor], the
heroes must see 1o it that the detalls of the Moff's offer are recorded some-
haw, A hidden audia, vides, or holo reconder is sufficient, though higing it
in the MafPs house, in the location where the Moff makes the offer, might
be tricky. To successfully plant such an item in any given room, the heroes
must make 8 successful Steaith check, opposed by both Zerex's Perception
and Mesen Sielel's, They gain a 5 banus on their skill check due to the
recorder's size.

Onee they have a recording of Zerex affering a bribe. they merely have
to deliver it ta Oraba

CETTING CAUCHT
Moff Zerex is no fool. He knows his guests well, and, if they suspect some-
thing is amiss, 3o does he. For every Deception check against the guests that
the heroes fail by & or more, Zerew's Will Defense against Deception checks
increases by 2. If the heroes then fail a Deception check against Zerex by 11
or more, he quesses that they are trying to swindle

M the heroes slip up, Zerex sends his head of seo
find out what they are up to, and an whase behalf, Siefel is 3 siight female
and not good at intimidating others. so if a hero does not immediately con-
fess, she takes him to the landing pad. ties him 1o a stanchion, and opens
the landing pad doors to the freezing cold. She returns in 2 hours to see if
the hero is any more cooperative, and every 2 hours thereafter, until hero
confesses, If the hera does not confess by the end of the party, she sends
for Imperial troops stationed an Ord Adinorr 1o come and arrest the hero on
8 trumped-up charge.

If the situation gets out of kand—such 253 fight breaking out=the heroes
might have to fiee Zerex's home.

[FEACT e




ENCOUNTER:
WHEN ALL
ELSE FailLs

Challenge Level &
This encounter serves as the climax of “Sow Job,” the mini-adventure
intreduced on the previous two 9i!(‘!—

Although “Snow Job” revo theh fs
plan for 3 little violence~instigated by themselves or by Moff Zerex—ar they
might just find that their biackmail scam does not work, and the Maff takes
wumbrage. In either case, if the nm\' turns. uqh' the Gimnm can use the

ing map and strategy o run the encou
if the heroes” plot hinges on &
privately, the Gamemaster can use the map and lhe schedule lohep lu:k
of where various supparting characters are at any given paint.

READ-ALOUD TEXT
1¥ the heroes' confidence scam escalates to an altercation, Moff Zerex wastes
na time ejecting them from his party. If he cannot do it alone, he summans
Meren Siefel, his security specialist, to deal with the problem,

Because this scene ¢an octur anywhere, ard the heroes’ actions before-
hand can drastically change the setup, the Gamemaster should be prepared
to adjust the read-aloud teat below.

Moff Ze

beliows,
for?* Then he dives behind his heavy desk,

THE GUEST LIST
In addition to the heroes, the Moffs guest list includes:

Greddin Zel (GZ): Owner of ZelFlight, a starskip engineering firm with
an Imperial contract secured by Moff Zerex [Human nonheroic 4],

Brult Kiais (BK): A banker (Muun nonheraic 3) with whom the Moff
has heawity Invested.

Admiral Bornet Lorax (BL): An Imperial officer and supporter af the
Maitf since he was gavemaor of Ord Adinarr. [See page 280 of the Saga Edition
eore rulebook for statistics.)

Meren Siefel (MS): An sssassin who has performed a few killings for
Terex, and i serving as security for the party, (See page 282 of the Saga
Edition core rulebook for statisties.)

Klorma Draill (KD): & young Holo-starlet and Zere's mastress (Human
nonhersic 1),
Captain Fiedell An Imperial officer assigned to Moff Zerex a3 an.
administrative assistant, [See page 280 of the Saga Edition core rulebogk
for statintics,)
The Vortices (V): A trio of musicians [Bith nonheroic 2) hired to play at
the party. [See page 26 of Threats of the Galaxy for Bith m:.mj
(5): There are ¢
1o patral the grounds and to guard sensitive areas of the Moff's home, II|'
those not indicated on the mag, two stand guard in the Iinduag pad, and the
rest walk the of the estate.
279 af the Saga Edition core rulebook far the srawtroopers.)
Servants [C.0): The marsion servants include two Humans [nanheroic
1) and & quartet of protocol droids. {See pege 198 of the Saga Edition core
rubebook for protocol croid statistics.] The humans are marked "C” an the
map, and the droids sre marked 0T on the map.

page.

Zerex's Tactics
Zerex most likely begins in the library, in the space marked *2° on the map.
Onece a fight starts, Zerex's primary goal is to stay alive. He takes cover 0
the most sofid object available and draws his hold-out blaster, though he
uses it only if ke is obviously being threatered. 1
I at 3l passible, Zerex heads for the master suite and locks the dooe.
he is cut off, hawever, he makes for his the landing pad. where he boands
his private shuttle.

Siefel’s Tactics i
Siefel uses Rapid Strike and Smesk Attack to deal as much damage as possible
‘with his vibroblade. If the heroes use ranged weapons, he happily pulls his
hold-out blaster and fires back, taking advantage of the close quarters to.
ust Puint Biank Shat at every anpnriunlnr lfhc has time, he maves to the

top floor, where he rifle,
and utility belt in the closet, then returns to the fight.

Captain Piedell's Tactics
Captain Piedell largely spends the fight ising Bam
Leader and Coordinate. If he is present when 3 snowtrogper could take good
advantage of an extra standard action, he gives up his own to use Trust. He
can also grant this ability to Meren Siefel,

Snowtrooper’s Tactics
The snowtroopers attempt to stun iwpn: wha is threatening Meﬂ' m
M-mnl Lorax, or Captain Piedell- gh

force if the i Th Iy
with blaster pistols [alreacy set on stun].




CoNcLusION

Admiral Lorax"
Ad
W the heroes get into & battle In the Moff's hame, their plan ik

dmiral Lorax s gett)
ned, 30 he maindy takes eover during the fig
hit e of sight are mat gaming the be

f the heroes catch Zeren i & comp:
deliver the recording to Draba, Zerex s most displeased. He
the heroes ae exposed for any past er

FEATURES OF THE AREA
Maff Zerex's hame ha the following featisnes. '
bumination: Any srea occupied by & character iy well i,
otherwine noted. The entry & aiso well bt
Duors: The doons o the bedroom and the master wite 3ha have
strang locks (DT 28 Mechanics check; DR 5, hg 30). The doces fram the
||un¢~\rwlhnluiumlhuumylowlumm.amhmm

entry ta the
check: DR & hp 50

Windows The only windows in Motf Zeres's home are on the upper
vl in mmmnmmmdmwm
are made of extremely strong trarspacstee! (DR £, 30 gl

Study: Captain Plededl is using the study &5 8 ‘command center far
he party, asaisting Siefel with the security by monitaring the areas
that W!UWW#MMIWIMMHMW,M the

tanding pad).
Diming Rovm: The deninsg rocen i i by candies, giving it aaly shad-
ey Bumiraton.

Lits fibeary for lom durng
the party, during which i per. (Th
umlnmmmmnmlummmum.l

Denwing Roas: Th pe e

' B, giving it only L

Hhemination.

Bedroom: The n dmiy 11 grwng ¥ dums
tion. When Kiorma Deadl s not present, however. the rocem iy unkt.

Master Suite: Moff Jerex's bedroom & ot it during the party,

Laundry: If the heroes want 1o cut the power to the Maft's home far
any reason, they can do It f)
eheck (o just by destroying the conduit panel, if they do not feel the
need 1o be scbelel.
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MINI-ADVENTURE
#5: BREAKING
AND ENTERING

“Breaking and Entesing” is & mini-adventure designed for Bth-level heroes,
It presents the heroes with & classic burglary scenario in which they have
to get past akarms, security guards, and 3 locked safe—and then get back
out again.

ADVENTURE DUTLINE
A Hutt erime lord named Draba contacts the heroes about some valuable
documents that she would like stolen from an Imperial bureaucrat named

RESEARCHING

THE JoOB
To successfully steal the documents, the heroes need to know everything.
possible about F perith Y the place

Is least oooupied, and exactly where the safe is—and so they have to doa
little research. The specific elements af the job are detalled below.

Surveilling the Penthouse 1
To determine the best time to enter the penthouse, the heroes need to watch
it for @ few days, until they have a solid idea of Narp Pityev's schedule and
habits. The herces can rent an apartment with a view of Pilyev's home for
1,000 credits per day (it is a well-off neighborhood, after all), allowing
them to make two OC 20 Perception checks for each day of surveillance,
(They gain a +2 circumstance bosus on their Perception checks if they rent
an additional apartment with a view of the other side of the penthouse)
After five successful checks, the heroes can detesmine the aptimal time to

Narp Pilyey, = them from the These
confidential documents are warth millions to the Rebellion; since Pilyey
cannot contact the Rebel Alliance himself, he is trying to sell the d i

to Draba. His asking price s a bét steep, though, so Draba just feels that she
could scquite them maore cheaply through burglary,

Draba tells the heroes that Narp Pityev lives on Coruscant, and the Hutt
suspects that Pilyey in his pent-
house apartment, in a part of Coruscant popular with middle-level Imperial
officials. Unfortunately, she does not know this for sure, and she needs the
heroes ta locate the documents—and quickly, Pilyev has stated plainly that
¥ Draba is not willing to meet his price within five days, he is going 1o affer
them ta ancther buyer. Draba can keep Pilyev on the hook for a while. but
she needs the heroes to complete the job before that deadline.

Pilyev's penthouse has a high bevel of security, inchuding alarma, droids,
and private security guards. Although the heroes can probably just storm
the place, blow open the safe, grab the documents, and disappear inta the
depths of Cosuscant before the police arrive, Draba needs them to be more
subitle. Draba does nat want Pilyev 1o discover the theft until he opens his
safe to remowe the documents. She is 50 adamant that the heroes handie
this burglary deficately, in fact, that she says that if Pilyev ever conmects the
theft to her, she will put a high price indeed on the heroes’ heads.

If the heroes can pull off this job in the next five days, Draba agrees 1o
pay them 250,000 credits.

enter when gone for 2 hours, [Heweves, see.
“Conclusion” an page 179 for more infarmation.] i

Alternatively, the herces can arrange an emergency that gets Pityew out
of his penthause long enough for them to steal the documents. However, if
this emergency threatens the penthouse itself (such as a false fire alarm],
Pilyey takes the documents with him, If this lsn't possible, he checks on them
25 300N 35 he returns.

The Floar Plan
Obtaining a floor plan i not crucial, but it can help. If the heroes make 8-
suctesshul Gather Information check IDC 25, plus 5,000 credits in bribes) oe
if they maks pcas while surveilling the house
(see above), draw the floar glan far the heroes wel before the encouter
begins.

H the heroes suceeed an either of these checks by 5 or more, tell them:
sbout the alasms on the external deors [but not the ane on the safe].

s BCUHITY SrysTEMS
Pilyey has b hame y since he pilfered the
wnﬁdemal document, 50 he has instalied more complex locks throughout
s home. All external doors and the door to the master bedroam require
a DC 25 Mechanics check to disable; all other internal doars require 3 DC
20 Mechanics check to apen, [Remember that attempting to leave no trace
increases the OC by 5.}
all the iR alarma, If the heroes
faila M:chamu check to open a duvr. a silent alarm alerl; the guards in the
Pilyew's

safeis lri:mu twlnprd with an atarm.



THE GET-AWAY
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ENCOUNTER:
THE HOusE
OF PILYEV

Challenge Level 8
This encounter serves as the climax of “Breaking and Entering.” the mini=
adventure introduced an the previous two pages.

When the heroes arrive at Narp Pilyev's penthause, ane security guard is

i the security center, :nd the other i in the living |watching a Podrace

tefecast), The IG: ide i at the position indscated
on the map, moving teward the landing pad; the MagnaGuard inside is just
leaving the sitting room,

The heraes might begin anywhere on the map, provided jt is outside the
actual penthouse [on the veranda or landing pad], unless they have arranged
1o get inside the penthouse somehow (by using disguises, for example).

READ-ALOUD TEXT
When the heraes arrive at the penthouse, but before they enter, give them a
quick overview of the current pasitions of the guards and droids.

Oumiﬁrpmmmq wdlﬂlﬁhmmmdmﬁsﬁw

q pey 9P e e !
from the inside of the b 1, well-fit roam ot the ‘lmmammmmm'
o th . and o Jarge vi be disph dy number mmwﬁmwmmw
moving ina lovge mosie the pird

If the heroes have a floor plan of the penthouse, they can identify these
rooms a4 the security center and living room, respectivety. Further, if they
hawe line af sight to the sitting room or dining room, they can make a DC
5 Perception check 1o notice the MagnaGuard passing between the two
rooms, en route 1o the front hallway Another Perception check at the same
DC reveals the security guard in the fiving room.

Statistics for the IG-100 Series MagnaGuard appear an pages 201-202
of the Saga Edition core rulebook. For the security quards, use the secusity
officer statistics on page 122,

here gain a +2 circumstance hmu.ﬁnluwﬂ!
theough the garder, hawever, leaves footpeints on the carpets |




P.u'run-- OF THE AREA
Com

umm- Locating the false wal that conceals the safe
requires a DC

reveals the safe and its passcode entry pad,

Safe: Opening the safe without the passcode requires a DC 40
Mechanics eheck, o the heroes can destroy the safe door (DR 10, ha
120)—thowgh the latter act aiso destroys the document inside. If the
heroes have not disarmed the alarm, opening the safe without the
passcode sets it off, slerting the security guards and the MagnaGuard
draid inside the penthouse.

CoNCLUSION

The heraes have na way of knawing this when they ga in, but Narp Pilyev
has altered his schedube tonight, and returns hame in 90 minutes instead
af two hours, For each success fewer than 5 the heroes achieved on their
surveillance [see “Surveilling the Penthouse” on page 176, deduct 10 minutes
fiam this tinse. Se, for example, iF they achicved only twa successes, Pilyey
returns after B0 minutes; even if they got at five successes, Pilyev still
arreves 3t his penthouse after only 30 minutes,

Shauld Pilyev return while the heroes are still in his home, he checks in
with the secusity guasds. Discovering that one i watching sports instead of
guarding his heuse, Filyev spends one minute berating the negligent guard,
after which he goes ta check his safe. The heroes have about two minutes,
all told, before Pityev reaches the master bedroom. If Pilyey catches the
heroes amywhere in the house, he alerts the guards (though he makes a grab
for the documents, if the heroes plainly have them). Treat Narp Pilyev a5 an
unarmed Imperial officer [see page 284 of the Saga Edition core rulebook
for statistics).

I the security guards or the droids catch the heroes in the house at any
point, they attack. One guard runs to the secusity center a5 soon a3 possible
to summan the Coruscant police [treat as security officers, page 122], wha
arrive thirty rounds later,

To awvoid alerting Narp Pilyev that he has been robbed, the heroes need
ta erase the evidence of their presence. Allow them to make Stealth checks,
oppased by the Perception checks of the security guards and droids, to
hide any signs of their presence. The Gamemaster should determine how
maryy swch signs exist, and where they are located. Examples might include
footpeints on the carpet, disabled security cameras, carban scaring on the
wwialls, and so forth

Things are substantially more difficult if the heroes get into a fight with
either the droids or the guards. Assuming they do not stun the guards or
irie ion weapons on the MagnaGuards, they might hawe bodies to dispose
of—which definitely tips off Pilyev that he should check his safe right away,
If the heroes stun the guards and avoid the droids, they can make a Decep-
tion check agairat the guards’ Will Defense, to comvince the guands that they
dozed off. This is a moderate deception, or @ major deception if the heroes da
nat miave the guards in such @ way as to suggest this possibility,
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MINI-ADVENTURE
#6: THE BiIc HIT

~The Big Hit™ is 3 mini-adventure ﬂn.gmﬁ far Atk Ind hernes. It makes
killers of the heroes as they strive
before he becomes a Grand Moff.

ADVENTURE DOUTLINE

Draba the Hutt has had numerous mutually lucrative business arangements
with Maff Zerex, but she has learned that the Maff has plars 1o "crack
dawn” an racketeering once he becomes a Grand Moff. This could be justa
palitician’s empty promise, except for the fact that Draba knows that Zerex
himself is a racketeer, hiding behind o “law and order” palitical image while
simultaneously using his palitical cannections 1 canduct his illegal busi-
neds. As o Grand Moff. he will be able to threaten Draba=if not have her
nn:m\d—a\d the Hutt cannot allow that to happen. She offers the heroes

to inate Zetex befare by a Grand Malf.

SETTING UP THE HIT
To pull off the assassination of an Imperial Moff, the heroes must learn
where Zerex is going to be, at what time, and what kind of protection he
is likely to have. They are alta going to need an exit strategy whether they
succeed or fall.

Zerex is.an elderty, if still mostly vital, Human mate. with 3 thin mustache
and @ receding hairfine that leaves him with 3 widow's peak. He wears an
Imperial uniform, the left breast resplendent with rank insignia.

Tracking the Moff
Locating Moff Zerex is never difficult—he is 2 public figure, after all=but
lnowing in advance where he's going 1o be i a bit triciier, The heroes can
make a DC 25 Gather Information check [with 5,000 credits worth of bribes
per check] to learn what his schedule is leading up 1o the insuguraticn,
Onee they have this data, the heroes can make a DC 15 Knowledge (tac-
thes) check to nelgrn\me nuL between now and the muguu:nm the Maff
s going to be deep i ¥ Imperial military iond for the
next several days. Then, Zerex flies to Barleias for the ceremony. He arrives.
the day before and stays overnight at the luxusious Royal Hotel.

Casing the Royal Hotel
The Royal to the ultra-rich=1 particular, The
owners of the Rayal pride themselves on two facts: the hatel's picturesque
location on @ beautiful, sunset-facing beach, and the hatel's tight security,
The climate on Barleias being what it is, the hotel does not bother with
external doors; anyone can walk right into the lobby. The interior has doors
on offices, closets, and, of course, quest rooms, all of which reguire 3 code
«cylinder to apen [DC 25 Mechanics check; DR 5, hp 20).
The heroes can make o DC 20 Gather Information check (plus 2,000
credits in beibes) to get a copy of the hatel's flaor plan, including the areas:
that are mormally restricted to employees only. Alternatively, the heroes can
phoysicalty recannoiter the hotel; a successful DC 15 Perception check gives
them a good idea of where the entrances and exits are. bn cither case, If the
heroes have obtamned a floor plan, draw the map for the heroes well before the
encoanter begim. If the hemes harve  copy of th floor plan that includes the
W #2ci banus on
hanc;] and $m|:h cﬁeck; that involve uting thase sections.
Should the heroes fail the Gather Information check by § or more, orif
they attempt to enter restricted areas dusing their physical reconnaissance,
they are approached by hotel security (twa afficers far each hero imvalved],
‘who attempt to take them into custody in a windowless conference room in
the bawels of the hotel. The security chief questions the heroes an wha they
ate, whether they are natives of Barleias, the reasans for their interest in
the hotel, snd so an—all while his subordinates verify the heroes” identities
{and check for criminal or Empnunsmmlanlh: HataMet, The heroes
def i with a Deception check against the chief's Will
Defense to avoid arrest by Imperial authorities. If the heroes succeed but do
not beat the chief"s Will Defense by 5 or more, he has them banned from the
Foyal Hotel instead af having them arrested, IF the heroes were carrying mo
suspicious equipment [such as unITtmd equipment or any weapans) and
did not resist, this is a simpl ]
it is ot beast 3 moderate deception, or difficult 1—5 on Deception checis) if
carrying any unlicensed or legal equipment.
Treat hotel security g
chief s an inspector (page 123).

CETTING ON SITE
Although the heroes can easily get onto the grounds of the Royal Hotel at
nearty any time befare the amival of Moff Zerex, if they try to get into the
hatel [or even withir: 500 meters of it] on the day of the Moff's arrival, they
must avoid a platoon of stormtroopers, If the heroes try to enter the hotel
by any entrance ather than the lobby, they must bypass (or overcome) two
stormircopers. Should !hq- tq' o ml:r throwgh the kobby, they | have 8t least
around

lpage 122] i

the Iubw [see the map on wgt 153]



Registered Guests
The heroes can book rooms a1 the Royal Hotel, but If their stay includes
wither of the two days Zerex will be visiting, they will be quiethy investigated
by the Imperial officer leading the platoon assigned to Moff Zerex, IF this
background check turms up any irregularities, the heroes are allowe oy
vight up until the moming of the Modf's arrival-at which paint they are
awakened before sunrise and informed by hotel security that they are no
tanger welcome at the Royal Hotel They are allowed to dress and gather
their betangings (under the watchful eye of the security guards), but, while
the hotel staff apologizes perfunctorily for the incomvenience, under no
circumstances does the Royal Hotel allow the heroes to stay longer than
another hatf an hour

Hired Help

Another option is for the heroes to take jobs at the Royal
Hatel, Empioyment there akio requires a background check—
particularly with the Moff's impending visit~and, if the
heroes do not pass, the heroes are neither hired noe aliowed
on hotel premises again.

—

CETTING OUT
ACAIN

If the heroes perform the actual assassination from inside the

good Deception or Stealth chack can get them outside without
striing a singhe blow, The heroes have a few options, though
the Gamemaster should be prepared for any other plan the
heroes devise.

Diversion: The heroes can o
create pamic and confusion and pravide them wi
for escaping the building. If the Moff is alive &
he will be rushed to a waiting landspeeder—an excellent
opportunity to take kim out

Hiding: If the heroes have successfully cased the Royal
Huobed, they gain @ +2 circumstance bonus on Stealth checks to
avaid the inevitable search for the Moff's assassin, If the heroes
were able to access the restricted access areas, the circumstance
bonus increase:

Flight: The heroes can also stage a ragid |
on the Maff, killing him as quickly a5 passible and then running,
If the heroes have successfully cased the hotel, they gain a +2
cumstance bonus on any Initiative checks they must make
when confronted by starmiroapers guarding the exits

ivate a fire alarm to
th coner

Sniping: If the heroes decide the hotel is too secure, they might decide
1o attack the Moff when he first arrives and exits his landspeeder. A DC 25
Stealth check gets the heroes within 200 squares [long range for a rifle),
and & DC 25 Perception check & needed 1o identify the Maff at that range
[agsuming they use clectrobinaculass or & targeting scape). The Moff will
have cover and concealment due ta the starmircopers around him, and the
heroes will have oaly two full rounds befare the Moff is rushed to safety.
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ENCOUNTER:
KILLING TIME

Challenge Level 8
This encounter serves a5 the climax of “The Big Hit," the mini-agdventure
introdisced on the previous two pages.

This encounter assumes that the heroes stage their attack on Moff
Zerex in the lobby of the Royal Hotel—when he is at his most vulnerable.
If the heroes set up their attack amywhere else, the Gamemaster will have
o [mprevise the map and the setup, though the majority of the particulars
remain the same.

The heroes can arrange 1o be anywhere in the labby ar outside the lobby
[allawing them ta come in by ane af the entrances). Moff Zerex (2} begins in
the pasition indicated, along with his Imperial officer aide {1}, stormtrooper
bodyguards (5], and the manager of the Royal Hotel (M). Hotel staff [C)
ard hotel security officers (0] are also indicated on the map.

READ-ALOUD TEXT
After Moff Zerex exits his

MOFF ZEREX

Zerex began his career as an Impmﬂ wppﬁ officer and parlayed that mu 3
acareer of erime, including s ggling, gambling,

wices. He realized that he could make muh more maney—legally, at that=
pursuing a career in politics instead, and, after a few years, found himself
appainted governor of Ord Adinarr. However, it was nat lang before he
decided that he could make even mare mancy, am‘l work Itss, ifhe were
Moff, and so began using his
himself in & position to be appainted to the post when the eruun smm
previous Moff “decided” to retire early, Never satisfied with power, Zerex.
500N set his sights on the rank of Grand Maft, and. after anly 3 few manths,
his dream is coming true.

Moff Zerex (Z)
Medium Human nonhercic 4/noble 4/crime lord 2
Destiny 1; Force 4; Dark Side 11; Strang in the Force
Init +5; Senses Perception +12
uages Basic, Bothese, High Galactic, Huttese
Defenses Reflex 19 fiat-footed 19], Fortitude 17, Will 23; command
cower +1, Inspire Fear ||

cLy

stairs, where the Royal Hotel's manager is waiting to greet him.

and walks b3 the hotel=tx hp 33: Threshald 22
raws of stormiroopers standing at attention—he stops at the head of lhr Speed 6 squares
Melee unarmed +6 [184+2)
Ranged sporting blaster +7 (3dd«3)
Base Atk +7; Grp +7

Mmmhnmammdnﬂﬁumkadmyumm
beachfront rood to the hotel's main entrance, A

Special Actions Impubsive Flight

m—thhmﬁmmhnmnuwhuwmmmm
the two men pouse to chat. The monager gestures, clearly pofating out
the Royol Hotef's features and amenities, and Zerex smiles os though
he's inferested.

Assuming the heroes do not act immediately, the manager accompanies
Zerex inside.

After o few minutes of admiing the view and making smolltolk, Moff
9 obby; heoding for

Jerex ond the

the central rotunda.

Abilities Sr 8, Dex 11, Con 10, Int 17, Wis 15, Cha 18

Tadents Connections, Inspire Fear |, Inspire Fear Il, Wealth

Feats improved Defenses, Improved Damage Threshold, Impulsive Flight,
Skill Focus [Decepsion, Gather Infarmatian, Knowledge [bureaucracy],
Knowledge {social sciences], Persuasian), Skill Training (Krowledge
Isocial sciences]), Strang in the Force, Weapon Proficiency [pistals)

Skills Deception +13, Bather informaticn +19, Knowledge [bureaucracy)
+18, Knowledge [social sciences) +18, Perception +12, Persuasion +18

Pessessians sporting blaster, combink [encrypted), code cyfinders, credit
chip

Zerex's Tactics

Zerex lets his stormiroopers coordinate his escape from the assassination

attemgt, though, if given an opportunity, he draws his sparting blaster and
puts up a fight.




Stormtrooper Tactics
Once amything out of the ardinary ocours, the stormiroopens try to accom-
plish two goals. First, every stormirooper within 6 squares of Moff Zerex
rushes to his side, to get in the way of attacks [and allowing him to take
advantage af his Command Cover sbility). They then rush him away from
the scene as quickly as possible {see “Conclusion”). Secand, at least twe
stormiroopers cover each exit, allowing no one in or out

If the stormiroopers see amyone armed with a weapon, either before or
after the assassination attempt, they apen fire.

CoNCLUSION

If the heroes attempt to assassinate Moff Zerex and fail, his Imperiad
stormirooper bodyguards rush him out of the Rayal Hotel in a landspeeder,
into o heavily quarded Imperial research facility about 80 kilometers away,
then off Borleias aboard an Imperial Assaalt Shuttle, snd from there to
Caruscant, where he is inaugurated the next day,

Should the heroes sueceed in killing Moff Zerex, however, and escape of
the Reryad Hotel without being arrested or killed by the stormtroapers, they still
have to flee Borteias before the investigation into the Moff's death leads the
Emgire to their doorstep. Leaving immediately attracts attention, and two TIE
fighter squadroes lift off and pursue the heroes until they enter hyperspace.
Even though their main job is to bring the heroes back to the planet surface
{and into custody), they are cantent to blow the heroes out of the sky—ar,
failing that, to at least transmit the tramsponder codes from the heroes’ ship
back to their base, s0 that the Empire knows who 1o loak for later.

[ the ather hand, the heroes can by low on Borbelas for a few days until
the heat is off, then depart as normal, withowt attracting too much suspician,
When the heroes do attemyt 1o leave, they customs officers
(treat as imspectors, page 123) stationed at every spacepart and docking
bay [along with @ squad of 10 stormtroopers]. The heroes’ Deception check
must beat the officer’s Will Defense; if the check fails, the stormtrocpers
attempt to arrest the heroes—using lethal force, if necessary. The heroes
gain a +2 circumitance bonus an their Deception check if they were not
physically nearty during the Moffs assassination [for example, if they shot
him with a sniper rifle, or if they planted a bomb in the hotel lobby); this
borus increses to +4 if the heroes assassinated Moff Zerex using 3 subtle
method [such as poison,

Iluwrvrr. for eath day that the heroes tarry on Borleias, make 8 Gather

i for the tors i ing the Moff's death. The base
skill modifier for this check is +13, but the imspector takes a -2 penalty on
iy check if the heroes were nat on site for the ssassination, oe 8 -4 penalty
if the heroes used a subtle method

With a Gather Information check result of 20 or more, the Inspectars
decide that the heroes are suspects. With a second Gather Information check
against DC 25, the inspectors locate the heroes on Barleias and swoog in
with three squads of starmiroopers to arrest them,

FEATURES OF THE AREA

mmﬂmml"ﬂﬁmmwlmm
Mumination: mmsmmnnmnm

them I th ¥ g for same

reason, they mave him nto the office behind feception,

acter is holding the clevator,
Plants: Plants in the Iobiy provide concealmen.
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MINI-ADVENTURE
#7: EscaPE
OoR DIE

“Fscape oe Die” i 8 mink-adventure designed for 10th-level heroes, 1t detaihs
what happens when the heroes are convicted and sent to the spice mines of
Kessel=and gives them a slim chance 1o get out.

ADVENTURE OUTLINE
The faw b Firualy Cought up 10 the hevpes, and they have bees sentenced 1o
years of hard ksbor in the spice mines of Kessel, The work & grueling. and the

Inside the Mines

Kessel's glitterstim mines comsist of & network of small, dark, and stifling

tunnebs that extend for miles beneath the wrface, including several wblevels,

conmected by grimy Industrial turbodifts. The tunmels are only sbout 2 squares.
4 5

4 The

3 g to 4 sguar Vightly bosie:
[Ewery howr that 3 chasacter without & brrath mash s exposed 1o 1t [which
inchudes virtsally al the miners], make an artack roll (1420« 1) against that
character's Fortitude Defemse. IF the attack succeeds, the charactes takes 1§
damage and moves =1 persistent step o the condition track, If the attack
misses, the mirer takes no damage. The persistent condition s remaved by
breathing & normal stmasphere for one full hour [such s uting » breath
nk of returing to the prisoner barracial

d things are nt
peisaners, an Ubese bounty hunter named Solvek, has 3 history with the heroes,
and does his best o make their lives misersble . . i rat get them killed.

Thia th the b Iready on Kessel, though the Game-

it might with 19 10t op the eventy ERat led to their

CONDITIONS

ON KESSEL

Kessel is 3 harsh world with fittle breathable air asde from that provided
by the atmeaphere factories on the swrface: 3 breath mank i required to
travel ampwiere 08 the Luriace Anciest ruim and 1ombn - befieved tn be of
Sith origin—-dot the (andicape. though most have long snce been looted of
anything valuable. The planetoid ha virtually no indigeraus [eforms, the
major exceptions being a species of shebetal, avian beasts that occasionally
attack prisoners wha 422y out in the open for toa lang~and the spice spiders
that five in the mines, creating glitterytim spece.

In the Cells
The unfortunate crimingls wha are sent Kessel spend mait of their time in
the mines, but when they are off shift, they eat and sleep in barmacks located
about 10 meters below the surface. Each cell black houses up to 200 inmates,
gathered together inbo ane large room. The anky separation between prisaners
s nlong species liney: the Humans stay out of the Gamds' part of the barracis,
e Ganeds stay out of the Devaraniany” area, the Devaronians stay out of the
Wookices' turf, and %0 on. Crossing into angther specier’ teritory i anking
for 3 brutal beating, #t the very least

Prisoners an Kevsel are not supposed 1o be armed, bul mest prisonery
have at least & makeshift knife kept in o near their bunk [and definitely
within reach while sieeping). These weapons appear when  prisoner has
Been marked for dedth by other prisanens, dnappeanng sgain with the heip
of the attacier's comrides.

Treat other inmates 23 thugs, Arbel troopers, elite Rebel troapers, and
ansassins [see Chapter 17 of the Saga Edition core rulebook for statitics).
These inmates are armed only with knives.




Establishing Dominance

CETTING OFF
KESSEL

Making Friends
A successful Pervuan




ENCOUNTER!:
CHaAaOS
ON KESSEL

Challenge Level 10
This encounter serves as the climax of “Escape or Die,” the minl-adventure
imtroduced on the previos Two pages.

Once the heroes have bribed 2 supply shuttie pilot inte being helpful,
e agrees 1o land s shuttie on the landing pad duting the heroes’ next
et period, load an many inmates @i e can aboard, and fly them 3l 1o
Mar Shaddaa, Because landing without authorization will draw fire from
the guards In the towers, though, he insists that the heroes stage a ot to
distract the guards. Unfortunately, Solvek and his gang take advantage of
the chacs to settle the bounty hunter's score with the heres.

Set up the map i indicated. The heroes cam 12t up amywhere in the
tanding pad, imide the feaces.

HBAD AI..GUD TB T

The
and relays mmum hﬂn quards

Your rest period on the londing pod i interrupted by @ strdeat slorm,

Solvek (S)
Medium Ubese sobdier 4/scout 3fbounty hunter 3
Destimy 2; Farce &; Dark Side 5
Wit +14; Semses Perception +16
Banic, Huttese, Ubeninal, Ubese
Defenses Ref 78 [flat-footed 24, Fort 26, Wil 21
Ihp 107: Threshold 35
Speed 6 squares
Melee knife +10 {14+ 6, Devastating Attack]
Ranged hoid-out blaster +13 [3d4+5, Devastating Attack) or
Ranged hoid-out blanter +13 (43445, Devantating Attack) with Deadeye:
Basc Atk +2:0rp +1)
Atk Options Aggresssve, Deadeye. uster's Mark, Point Blank Shot,
Frecise Shot

| Actions familiar foe +1, Shake It OfF

Abilities Str 10, Dex 18, Con 16, It 12, Wis 13, Cha 14

Notora
Featy Armor Proficsency (light, medeim|, Desdeve, Poiet Blark Shot,
Precise Shot, Shake It OfF, Skill Focus (Perception], Skill Training (Pilot,
Survivall, Weapon Focus (pistols, simple weapans], Weapon Proficiency
[pistals, rifles, simple weapans)
Skllly Endurance +11, Initiative +14 {can rerolf), Perception «16 fcan
reroll], Periuation +7 [can reroll when intimidating and take better
el Stealth « 1, Survival <11 fcam reradl]

landing pod immediately!” Thut's the signal—the prisoners neavest the
guards rush the gates, trying to batter their way through.

Across the landing pad. you see the bounty hunter, Sofvel. mation to
hés cronies. They brgin moving towond you.

SOoOLvVEK, IMPRISONED
BOUNTY HUNTER

Snlwk ance worked for Drlb- IM Hutt, but when Draba started using the
falling-eut with Oraba=in
mmumummmmummmm‘m
Sobvek tred workng for the Empere but made the mistaie of taking 3 job with
(Governor Zeren. Learning of Sobved's grudge against Drat and the heroes,
mumm"wmmmrm‘mmm
him arrested on trumped-up charges lnd sent to rot in the sphe mines on
Kessel. Once he learned ion, Solvek
added Zerex to hia hate list.

hobd-put blaster, knife, bresth mask

Salvek's Tactics
Salvek does not have time to be tricky. He sends his troogs (Rebel troopers)
umwmwmhnwlmuwmumu
enefit of bis Deadeye fratl. If the combat comes to bim, Sohvt tries 10 heep
s ppponents flanked between him and his troogs.

Guard Tactics
Once the rioting start, the heavy quards, Iy recog=
mlhl-m“mqﬁlhnﬂﬂqﬂﬂ:m:mmmm
wmmmulnwlnmwmvmh
the gates. in which

cane they wie deadly force.

The guards in the towers, meanwhile, apen fire on any prisoner who is
sctively engaged In fighting @ quard; if no prisoners are in line of sight, the
tower guards open fiee on ary privoners who do rot lie flat on the ground.



FEATURES OF THE AREA

The area araund the landing ped has the following features,
llumination: The landing pad and the interior of the building sre
el Ut bust the tnnels into the miney are ot Bt at all.

an attack rofl [1d20+5) against the target's Fortitude Defense. If the
attack succeeds, the target takes 29 stun damage and iy pushed 1
square directly away from the fence. If the sttack fails, the target takes
naif damage.

Doors: All doons in the faciiity are loched (DC 25 Mechanict check:
DR S, hp 15).

Gates: £ach gate i locked (DC 25 Mechanics check: DR 5, hp 15), A
character can attach through the gate at & «2 penalty, of battes down
the gate [DR 3, kp 26)

Guard Towers: Once inside. it takes 10 squares of movement10 reach
the guard platform at the top of the tower.

Assembly Area: The guard stations b the infimary and process-
I CEnter ook into Ihe asiembly Bred. Anyene in 2 guand station can
remately uniock the door from this ares to the landing pad a5 3 mave
ction,

The P o oy oo} Anyone
i the guard station can remately unlock the doer from this sres to the
nsembly area an @ move action.

Helding Cell: The guards use the holdng cell o detiin pritansrs

g jon. They heep pi
aver any ather prisaners wha might 1/l be in the landing pad area )

Infirmary: This area b used to treat minor injuries [which means
Epplying 3 medpac and sending the inmate hack to wark), bmide a
lached cabinet (D 20 Mechanicy check; DM 3, g 10 are 3 tstal of exght
‘medpact. A A stati from
his ares 1o the avsembly ares o5 3 mave action.

- This avea |s used 1o treat majos injuries and, occasion-
ally, to conduct (ifesaving surgery. The privan doctor—treat s & Febel
troopet [see page 280 of the Saga Edition core rulebook) but wubstitute
Treat injury For Initiathve—a normally in here. Uniess the heroes have
Bt PREVIONUS SITRRGEmEnTL with him, he brived 23 500 3 the alwm
oundn.

CoNCcCLUSION

IF the heroes can bald out for 15 rounds, the supply shuttle sets down in the

center of the landing pad, Treat the shuttie a3 & LAAT]i gunshig, armed
with anti-persoaned e can

2

rssengers) Th
? Sobee is Still alive when tands, e tries to board
pilat [treat as & security officer, page 122). Should he succeed, he immed;
ately Iifts off and heads for space, even if nane of his trocps are abaard (ar
If some of the heroes arel, If some of the heroes got aboard, he quickly sets
# course for space before dealing with the heroes,

t atill by
s wma
g the Maw, see The

[ e

e
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MINI-ADVENTURE
#8: WANTED
ALIVE

“Wanted Alive” is a mini-adventure designed for 12th-level heraes. It puts
the heroes in the role of bounty hunters tracking down a thief on Nar

Shaddas. Unfe this thief is a shapeshifting Clawdite wha fancies
himself a Sith Lord,

ADVENTURE OUTLINE

The heroes receive ward that Draba the Hutt s offering a 100,000-credit
reward for the capture of a thiel named Pol Virten, who stole ancient artifacts
fram the Hutt gangster. Unknewn to either the heroes or Draba, however,
Wirten is not a Human, as he appears, but a Clawdite shapeshifter—and o
Sith. Virten wants the artifacts to strengthen his dark side powers, and he
hopes that Draba sends bounty hunters after him sa that he can try out his
new abilities. To that end, be has seen to it that word has spread that he is
on Nar Shaddaa, *hiding out® in & casing known as The Kessel Club.

LOCATING POL VIRTEN
Although Virten has spread the ward of his whereabouts, he has not made it
toa easy; he is not entirely sure of his new dark side pawers, and he worries
that bounty hunters will attack him en masse, overwhelming him before he
has a chance to strike back. Thus, he kas spread rumors that he is on a dozen
other worlds, to throw off the scent.

A ful DC 25 Gather iom check [and its in bribes)
puts the heroes on the right track. For each 5 points by which the heroes fail
their check, it takes the heroes a few days to track down falie leads, and, in
the meantine, Virten unlecks anather Sith ability [see below), The more the
heroes fail, therefore, the more powerful Virten gets—and the karder it is to
take him down without killing him [a pleasisre Draba wants for herself),

THE SITH ARTIFACTS

Pod Virten might be a Sith apprentice, but his powers are still comparatively
weak, Most of his abilities come fram the Sith artifacts that be stole from
Draba: a broken double-bladed lightsaber and a fragment of a Sith helocron.
With time, Virten could learn a great deal from these items; for now, however,
he i merely channeling dark side encry throwgh them—though he believes
the power i coming from him

Double-Bladed Lightsaber: Only ane blade of Virten's double-biaded
I-ghulw ‘warks, making it essentially a lightsaber with an extra-long handle.
Virten icing with it In its use, He has.
alsa learmed that by holding it in his hand and concentrating, he can move
Larger ohjects than he ever could before (using move ohject).

If the Bieroes fail their Gather Information check by 5 or more, Virten also
Bearns to use the lightsaber to jump great distances [using surge),

If the heroes fail their Gather Information check by 15 or mare, Virten
galns geeater control over his telekinetic sbility (Improved Move Light
Object].

Halocron Fragment: The holocron fragment is an odd-shaped shard of
crystal with writing on it in the Sith alphabet. When Virten sieeps with the
halecran nearby. e dreams of the Sith, and, when he awakes, he remembers
scraps of what he dreamed, Virten has begun to believe that these dreams
are signs that he is a reingarnated Sith Loed, learning to focus the Force on
multiple targets wing Multitarget Pawer].

If the heroes fail their Gather Infarmation check by 10 or more, Virten
learns 1o use the Sith halocran ta restare his kit paints (using lmpeoved
Foree Trancel,

If the heroes fail their Gather Information check by 20 or more, Virten
learns to wse the Sith holocron 1o restore his Force Paints [using Farce Point
Recovery],

ON THE TRAIL
OF VIRTEN
I addition to his scheme of using multiple false leads to throw off Draba’s
agents, Virten has. nudr friends on :wmlns nmldx and he haawn:dﬂm
that g far b
their heads, they

the heroes a3 8 favor ta Virten (and as a way of aw

Below are three encounter seeds for the heroes to handle. The Game-
master can present these in any order, and even amit one or two of them.
The final encounter [see page 190) has the heroes confronting Virten at
The Kessel Club.

Mistaken Identity

The heroes arrive at ane of the false bacations for Pal Virten and find that he
has been aerested by the local authorities for smuggling, The authorities are
immediatety suspicious of the hesoes' interest in their prisoner, and, while
they da rat arrest [ar even detain] the heroes, they do everything they can
1o delay the heroes until they can determine whether the heroes have any
outstarding warrants af their own.




Obstacie Course
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After the heroe
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attack until they are

8l destroyed.

Treat the enemy




ENCOUNTER:
SHOOTOUT ON
NaAR SHADDAA

Challenge Level 12
This encounter serves as the climax of “Warted Alive,” the mini-adventure
introduced on the previous two pages.

The heroes track Pol Virten to the Kessel Chub on Nar Shaddaa, but mast
approach the elub fram the far side of a deep canyon between two build-
ings. They canrat enter the ciub directly without getting into & flight with
the bodyguards outalde, which would alert Virten and allow him to escape
through anather exit, Imtead, they must wait on the oppeslte waliway until
WVirten i out in the open.

The meroes con Mt up amywhere on the eastem walvaay (not including
the bridge).

READ-ALOUD TEXT

The heroes srrive 8 few rounds before Virten emerges from the ciub, intend-
ing to return to his apartment in a better part of the city, He b Manked by
bodyguards, and slx more are stationed around the walkways on the club
wite, Chailians move about on the walkwsys a3 well, providing sdditional
ohstacles.

You are barely in positian when the doars of the chub apen and o pair

of towy: ng things eyes
m&mmammmmmma'm
ummwm_“m-ﬂ;mm»mu

Recenthy, he took @ job for Draba the Hutt, Gberating 3 handfl of Sith
artifacts from a museum i the Hapes Consortium. Before he could defiver
them to hrt empioyer. however, Virten began 10 have dreams in which g
wids 3520 Lord, rwleng bn eemgere mhere Hulls feared and respected him—aat.
the other way around.
froem one of it

Thart these

mm awunmmmm PeOrtunity

for greatness, Virten betrayed Deatia and sold 3l bat twa of the srtifacts=

the holocron and 3 malfunctioning double-biaded lightsaber—to finsnce
his new empire.

Pal Virten (P)
Medium Clawdite scoundrel 7/Sith spprentice |
Destiny 1; Foree 5; Dark Side §
Init +12; Semses Use the Force +10
Suguges Baily, Chuiniiie, Mstbeos
Defenses Ref 23 [Mat-footed 20|, Fort 21, Will 13: Dodge, Mobility
hp 52 Theeshald 21
Spetd 6 souares
Mclee bghtusber « (368 46]
biaster pistal o8 (3d6+4)

cLe

Special Actions Knach, shapeshify, startie

Force Powers Known (Use the Farce +10); dork roge, move abject],
surge!

Foree Secrets Multitarget Powerd

Force Technlques Force Peint Recovery2, Impraved Force Tranced,
lmnmrﬁ Mn« llwﬁl m;::(l

apparently to pck Virten up.

POL VIRTEMN,
SELF-STYLED SITH l..onn

Pail Vi de his using his Cl.

2 Virten goins this ™
frogment

Abilities Str 12, Dex 17, Con 12, fnt T3, Wes 3. Oha 13

Talents Force Deception, Foroe Perception, Knack, Snesk Attack « 286

Feats Dodge, Force Semithvity, Force Training, Mobilty, Pont Blask Shot,

weapons)
Skills Deception +10 [can take 20 when disgussing setf], Gather

with the

abilities 1o infiltrate secure locations and walk sway with whatever he could
fet his hands an, Vieten knew he was special, and when he discavered that
e could mive abjects just by concentrating on them, he knew that he had
a special destiny—as a Sith.

U ion +10, Inititive +12, Stealth +12, Use the Force +10
Possessians malfunctioning double-bladed lightsaber (treat as lightsaber),
Bilaster pistal, Sith holocran fragment, comlink, eredit chip




Virten's Tactics

FEATURES OF THE AREA
The area arcund the Kessel Club has the following features

Hiymination Esch lamp post provides (lumeation ot to 0 feet
and oy Symanaton for arather 30 fret

Canyon: A fall off & walkway is perity well fatal: The rop & over
600 meters [2000 demage|

Crate-The crates scattered about on the eastern walkway are all lirge
eiugo cantainers that provide cover to anyane hidng behind th

Civiliams: The civilians taie cowver immediatedy 25 500m 83 any fight-
ing begims. Esch round, 3t the end of the rond, they criml | square
towaed the eoges of the mag: once they apprasch within § squires of
an edge—provided no combatants are i the wiy—they stand up and
run the rest of the way.

Alr Taxi: The air tani at the eastern tani station stays until the near-
£41 chvilians board [the end of the first round after fighting begias] and
Mies away at the end of the serond roand. Wide it is still at the taxi
Wation, however, § MTD (30 32 T 10 shorten the jomp between the
!Mm and weatern walt may

Virter's sinpeeder is an open-topped 3t shuttle fuse
the statistics for sn Incom T-47, removing all weapors and feducing
cover 10 one-half), with room for eight persons. It asrives 10 rounds
after Virten exits the Kesaed Club

CDNCLUEIDN

1 the heroes cap

0



T CHAPTER VI
THE FELL STAR




e
“The Fell Star” b 8 complete sdventure that can be used 35 3 launching pad
tor & Scum and Villgiey campaign. ideally, this adventure wll invoive 3 group
af four starting heroes, and it focuses primarily on the seedy side of life in
the Stor Wory univense. Heroes can come from sey background, though
charsciers with conmection to the Fringe—cspecially scoundrels—should
feed right 3¢ home. This advemture can be set during amy ora.

M you are 3 player, you should stop resding now 30 that you do mot
wpodd amy warpries for yoursett I you are the Gamemaniter, please feel free
10 continue on, Ay the (M, you should also review Chapter 5: Point Nadic
before runaing thit adventute:

ADVENTURE SUMMARY
The heroes, whetter part of sn extabiinked group of starstruck adventurern o
invdividuats with no prios poten-
tial employment by an Anjilisc Hutt named Preflo. The action begins on the
desert planet af Tatocine, In the seedy underbelly of Mos Esley spaceport

Prelia has kst ene of her prived employees—a Balosas thief named Barin
Trevina, Besides being o skilled crook, Barin abo possexsed valuable informa-
tion, Despite her best efforts, Prello canmot locate Barin, She does not know
wiscther Barin has gore into hiding, been kidnapped, or killed. She is willing
to pay good money 10 wee ham returned 1o her unharmed.

The heroes imvrstigations of Barin's desappearance takes them to several
iocations in Mos Baley sad v hem off wlesh

of Point Madic Can they find Basin before it = oo late and recover

the artifact ingwn as the Fell Star from the bowets of Point Madir?

OPENING CRAWL
For Gamemanters wha wish to kave an opening cramd before thes first
BEVERLUSE, (OMASEr Wiing Dhe read - sloud teat Deiow

BTAR WaRrs: THE FELL STAR
seck their fortunes acrons the
ham an o Fradey spacepart. @ meetchnd
drsert plonet of Tatacine

P Herors and

s Mas Eisley, bul they are ot the anly
i the dusty streets, moking profits
r, o1 well 03 society of lorge. Inevitobly these
e, their conflicting inferests leading to apen strife

criminoh. Rival sy
at the expense o
disparate grovps

Ax unveat grips Mos Ersdey's undervworid, Prefio the Hutt contacts @ group of
mysters pcating ane of fer mast vahued
retainers vies dlo?

MYLE VIS WL '



PaART I: LOST AND
FOuUND

Moy Eigbey 8 @ large starport with 3 long ity of criminal activity. Even
when wnder the firm control of the Galactic Empere. the criminal clements
of Moy Fishey theive, seemingly unhindered by the might of the galactic
superpower, in fact, the war of the Rebellion dors more 10 expand the black
market on Tatodine tham any efforts made by the Hutts in the centuries
before or wince.

During the starpoet's high paints, Mes Etsley i primarily contralled by
the Desilipe Hutts, but other contenders wark on the sidelines. One such
contender is Prelio the Hutt, a setf-described small-timer from the Anjiliac
kajidic. Prella's arews of expertise include burglary, stolen art, snd obscure
artifacty. Though she beeps none of these jtems for herseld, Prello takes &
persanal interest in their scquisition and dispersal to interested parties. She
s 8 fence—somenne wha cam find 3 buyer for nearly anything of value that
‘croanes her path.

in het line of work, Prelio maintains 3 growp of employees to perform
1pecific duties on her behalf. Her retimue containg everything from com art-
s 18 spies to thugs for times when vislence i the anly slternative. One
of her most valued employees, howoves, is 2 Balowr rogue by the name of
Barin Trevina.

Trevina beft the poliuted filth of his homewarid and came to Tatoine
in search of a better e, Wiy cousin Diev secuted legitimate employment,
bt Barin preferred to utilize bis skills a5 2 burglar for hire. He clalms o be
wkilled enough to gain access 1o any building in Mos Exley, and he hat gone
0 far a8 to accept challenges from anyane willing to risk & wager, That was
how he came to the attention of Prello, and he has proven a valusble asset
ta ber ever since

Becently, Barin has gone missing. and Preflo s at @ lows without hes favor-
ite thief at her beck and call, She had sent him out in search of infarmation on
astrange artifact by Barin's last i
Prefio indicated that had found the location of the Feil Star, but be wat not
specific sbout wherr it mars. He mentioned that he had atiracted umwanied
attention, bt he asured her that could tabe care of Mmrit

That wat over 3 seed ago, and Prefio has grown moreaningly sgitated i
the time hus pansed

A JoB THAT Neeps DoinNo
The heroes are introduced to Prelio, cither through 3 secondary contact 8F &
Themugh previows work with the Hutt Prefo keeps mamy individush on oo,
30 it is Bhely that one of more of the playens have worked for her in the past.
Prellg is not the typicel megalomaniac Hutt. She earng the grudging respect
of her contract employeed £ven 3 she cams the derion and dhaguit of het
feliow Hutts

Prelio calts the heroes to her townhouse in an upscabe part of Ml
Eisley. Unlike the typical Hutt, Prello meets her guests at the door and
makes a paint of fussing aver them in person, offering aperitifs and
drinks to ease their appetites and thirst. The behavior is strange and, for
& Hutt, perhaps imane. Such might be the case, but Preflo is nonetheless
charming and accommadating




The ¥ op ] the walls
Puing with art. East in hand. pets wre placed
] of ife. Fountaing, too, play #n impor—
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Prello comments, If anyone points aut the multitude of fountain, “dries out
my ikin, Better to have the fountains for & bit of humidity”

Once everyane arrives, Predlo feads them to her study. She siithers up
©nta a raised and padded platform after everyone else ks taken 2 seat on
one of the comfortabie divans in the room. After 3 moment of aduatmend,
the begies.
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Myself into thinking he was too good ta get coupht. He coatocted me
aver d by g for. He wos
pinctly Sk
afteaton f

i @ growp of comny You o find

mvestigation. Con | count on you?®
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inown only as the Fed Star,

I¥ F Prello shrugs, *it ing that an anony-
mcllmafmlnmrwumh!unlmumhmrumgn

As for leads, Prelio can start the heroes off with information concern-
ing Dev Trevina, Barin's cousin, The two wene sharing an apartment a1 ane
ipoint, but had a falling out recently over Bari's choice of occupation, it
seema that Oev wann't willing 1o share his domicile with 3 known criminal
Despite thei dinagreement. few people know moet about Barin than Oie,
which makes questioning him & good ides. Who knaws? Perhags Barin 5
laing low at his cousin's place.




PRELLO THE HUTT
Prello the Hutt of the Anjilisc kajidic is an oddity amang her kind in that
she cares abou? the nos-Hutts in her employ, Whether this is 8 weak-
riess of character on her part o & chever nuse has yet to be determined.
Regardless, she maintaing & number of loysl employees on her payroll,
ineluding the missing Balosar, Barln Trevima. Preflo prefers to project 5
motherly mien, despite the fact that she has never barne sny Huttiets.
Preil Is 3 young Hutt, not yet twe-hundred years of age. She is
immaculate. despite the presence of a healthy amount of Hutt secre-
tions that cover her massive stuglike frame. Her eyes are a warm shade
of arange.

Prello the Hutt e

Latge Hutt noble 3/scoundrel 3

Foree 2; Dark Side 2

Init +7; Senses Perception +14

Languages Balosar, Basic, Bocoe, Dosh, Houk, Huttese, tawa Trade

__Langusge. Rodese, Ryl 4

Defenses fief 16 (flat-Tooted 18], Fort 17, vl 12

hp 41; Theeshold 22

Immune +5 species bonus to Will Defense against any Use the Farce
check

Speed 2 squares

Melee unarmed +4 [1d4+3)

Ranged blaster pstol +3 [306+3) |

Base Atk «4: Grp +9

Atk Options Careful Shot, Far Shot, Paint Biank Shot 1

Special Actions Disruptive, Intpire Confidence, Walk the Line |

Abilities Str 10, Dex 8, Con 12, Int 16, Wis 12, Cha 16

Talents Diszuptive, Inspire Confidence, Walk the Line, Wealth |

Feats Caseful Shot, Far Shnl Lingusst, Point Blank ﬂwh ‘Skill Focus:

), Skl Training |, Weapon
frnﬁnmw Immh. simple weapans)

Skills Deception +11, Gather Information +11, Initiative <7,
Knowledge (bureaucracy) +11, Knowledge [gatactic lore) 411,
Mechanics +11, Perception +14, Persuasion +16, Treat Injury 11,
Usz Computer +11

Possessions blaster pistol, objects dart i

OLEV'S APARTMENT
Barin used to share an apartment with his cousin, Oley iral operatar
P ¥ unexciting life, even in a cesspit like
Mos Eistey. Hee prefers to keep his life dull, wanting nothing mare than te
forget his childhood on the polluted streets of Balosar.
Oley's apartment ks In @ lower working-class part of fown. The apart=

units are densely packed,
and namow :'Ic\sa'm meandering ave formed between them, The
nemselves, being suspicious of both outsiders

The heroes can enter
i from the west. the
block, read the fallowing te:

he complex along one of theee streets, either moving
or the south. As the heroes enter the apartment
i







THE FIiREBT LEAD:

THE BECOND LEAD:
KIE'S STORADE THE WOODOO DUNES CANTINA

Borin who!* Ner
“Hey, just kidding | OF ¢

ring across his fips,
we go way back.




Trw Woonon Dusee

1f pestered for Barin's exact wheseabouts, Cel insists that he do
anything else. I suitsbly intimidated, he caves in. “Point Nadirl He went
to Point Nadirl It's a shadowport, but | don't know how to get there! | just
heard him talk about it! Folks wha talk about the place have a bad habit of
ing up dead!®

wal

Following Barin to Point Nadir

Getting to Point Nadir & the next step for the heroes, They can do thisin a
number of ways, but the simplest is for them to contact Prelio the Hutt 2
give her an update. If they seem reluctant to do so, have her contact them
for a status repart. She Is a nervous Hutt, after all, and Barin s her favorite
Balosar. If Point Nadis is mentioned during the call, Prello grows gulet. She
asks the heroes to come to her townhouse because the information she has
far them is privileged,

Once at her townheuse. Prello tells the heroes the basics about Pal
Nadir: that it is 8 shadowport built within a rogue comet. Its location is o
chosely guarded secret, and the Anjiliac Hutts are carefil about who finds
out about it. In this particular case, Prello provides the heroes with Point
Nadir's current coordinates, as well as a trarsponder code that shoul
them frex access to dock ance they asrive. She backs this infarmation
stern warming: “Tell no one. It's not just my kife on the line. Remember that,
If the heroes do nat have @ starship, Prelio hooks them up with a freighter
pilot who is an her payroll

If the heroes insist on maling their own way to Point Nadir, they can do 5o
by using the coordinates from the datapad that they found in Barin's locker.
This allows them greater autanamy, but galning sccess to the shadowpart
s difficult (see Chapter &: Paint Nadir),

PART 2: POINT NADIR
Unless you have plans for the heroes that fall outside the scope of this adven-
ture, passing time while they travel throwgh hyperspace to Point Nadir is a
simple matter, If they recetved the blessing of Prello the Hutt, aleng with
trarspander code, they have no trouble docking. The amount they are willing
to spend on their docking facilities determines where in Fische's Cove they
end up. If they dock somewhere in the Tethers, they need to arrange for a
ferry or & skiff o take them he shadowport proper. If they decide 1o
dock in the Slips, they have an easier time accessing Point Nadir, but they
pay more for the privilege.

Aczording to Cel Nera, Barin had only a twelve-hour lead on the heroes.
Depending on a number of factors, such as how well the pilot navigates and
the ship's hyperdeive rating, they might even beat Barin to Point Madir. For
the sake of the story, hawever, assume that the heroes' arrival time is within
12 hours of Barin

Barin has one goal and one goal ondy: to hide from the Sable Dawn. Given
that the Sable Dirwn has a presence in Paint Nadir, coming to the shadowport
i a risky mave on his part. That said, Barin suspects that the best place to
hide from his enemies is right under their noses. Not only that, but ance he
feets the heat has cooled encugh, ke plans to venture inta Point Madir's mines
and retrieve the Fell Star for Prello on his own,

Sance Barin's departure from Mos Eisley, a number of events have taken
place. Axsuming he survived the encounter with the heroes, Cel N'ero even-
tually has 3 run-in with the Sable Dawn. They are none too gentle with him
%0 he tells them what they want to know, Whether he makes it out alive is
ancther question entirely, depending an whether you want keep him around
for your campaign, The chaice i yours.

1f W'ero dies in “The Woodoo Dunes” encounter or Is disposed of by par-

be confronted by the Sable Dawn. Nevertheless, the Sable Dawn can refiably
guess that Barin is no longer on Tatosine and find out how ke managed to

only & short while to determine which ships left Mos Eisley between

ey started their seasch and the time they ended it They can then analyze
the trajectory of each ship that left Mas Exsley within that time frame to get
a general indication of where they were headed, Regardless of the method
used, time is on their side.

The Sable Dawn sends a transmission to Point Nadir to warn them of
Barin's impending arrival on a YT-1300 freighter called the Mod Line. If the
heroes have been registered a8 a thorn in their side, the Sable Dawn might
even make 3 concerted effort 1o track

i
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PHELLIP AND THE MAD LiNeE

STOPPED BY EPSIS

Once docied, the heroes” only the ship he arrived on:
8 freghter named the Mod Ling. flown by 3 smuggier named Phelia They can
find the Moo Line by mating a DC 15 Gather Information check 1o locate an
ndvitual, o by sccersing Poimt Nadir's computer metwork, which reguines.
# DC 20 Use Computer checi

Savvy heroey might attempt to locate Barin in much the same way, To
his credit, Barin has taken great pains to hide his lentity in Point Nadir. He
s traveling under the ssumed name of Ely Salphella, snd he changed his
appearance slightly, cutting his kair and dressing in gaudy st tire. Uniess the
heraes are specifically loaking for a Balosar named Ely Salphella, they are
unlikely to get amywhere quickly. IF they igrore the clues set before them
[namely, Prellip and the Mad Line], allow them to take whatever seps they
deem

meCENsAry,
Thoe Mot Line is docked in the Slips, in bay 226. Th the Siips is

When the 13 ledee the Mo Line. they are faced with s
group of Epsis sentries who e bees sent to detain them,

Tactical Encounter: Reter 1o “Stopped by Esiis” on page 212 for infor
miation on running thiy encounter. The Epuis sentries are not kooking for 3
Fight, but they are capable of wuch. Their goal is 1o take the heroes slive, by
WRBLEVE! MEENS NECELNATY.

Dependang on how this encounter plays out, the heroes
might be in a tight spat. If they play their cards comectly, they might walk
away with a new ally, pot 1o mention contacts within cne of Point Nadicy
erﬁduﬂdkm I they mlvhhﬂ\unﬂmmlﬂnm result In

might very

lilled within the shadowport befare they ever manage to reach Barln.
o by E

mumwummummdm«um«wmm
heroes wniess they are actively Carrying
Mwmuhwmmmmmanmn
anhing for directions, snd the hesoes can get there in no time.
Mﬂlﬂ:ﬂnnmmmmwmm
Pacities, & HolaNet hookup, and other o ships
docked i the Tethen. "
e trovble walking in. Particular
forurhmunllnlmﬂmkmmmmmmnun
Hight and praper, given their situation. Allow & DC 20 Perception check 1o
any characters who wish to kecp an eye out for trouble, A successful roll
reveaks that & small group of Humans dressed in bue combat jumpsults (Epsis
senities) are keeping careful tabs on them, but they da nat seem hostile.
The M Line sits alone in the docking bay. taking up mest af the space.
The ship's ramp is down, allowing sccess to anyane who cares to enter. The
interiar i wparsely furnished and smeits faistly of old sweat, barned wiring,
and induatrial lubricants. The ship's carge bays are emply, and rothing seems
out of place . that s, ustil the brroes locate Phelip

s not restricted, e il

might

Heroes with the Treat
Mnlmuﬂummnﬂummwum-m
midgie thirtes, with close-cropped 2k hair and aquiier frater He 6
ereiied m am olivr drab flight st with Gl 1pots on the shoulders and
chest where insignia, now gone, might kave once been sewn,

Phelfg's cospue reveahs that he died of asphyxiation and that his laryns was
practically crushed. The damage is precise, and could not have been caused
by @ Muman-sized hand.

Littie elve cam be dane on the Mad Line. Inspecting the cockplt reveahy that
critical flight systems have been disconnected and the ship.
Likewlse, the weapan systems have also been disconnected, The efficiency
with which thess tasks were done indicates that whoever did the damage
wanted to keep the Mad Line from leaving Point Nadie, and knew precisely
what needed to be done to accomplish that

psis
Whether they capitulate 1o Epun’s demands. or are captured by force, the
heroes are taken to an Epsis command center 1o mect 3 syndicate repre-
sentative ramed Pusell Puredl i 3 no-somenie Doros who kas been with
Epais for aiment 3 decade. He han attaned an underboss position, sed e
mean to keep it

Dnce the heroes have been tended to, if they need such core, Purell
interviews them. Puell i not 2 law offater, and neither are the Epun sentries,
for that matter, SHIL they are The chosest thing to the Law in the Siipy, snd
mustders (especially those of paying customers] that take place in their ter-
itory are bound to cause a fuss,

Puzell's primary interest is o determine why the hetoes are in Point Nadir,
Wha sent them? Who or what are they laoking for? Why was Phellip killed?
The Duros already knaws that the herces are nat responsible for Phellip's
death, though he does not necessanily need to tell them that. He uses whilt
little leverage he has in questioning them before he gives up.

Just s the encounter 10ar1s 1o become tedious, Puzell reveals the ace up.
s sieeve: 2 series of data tapes that thow the events in Dociing Bay 726
prior to Pheliig’s death. The first tape thows a short-haired Balotar male in
gy green and bive clothing keaving the Mod Line. The cameras trach him
until e beaves the Sipt and whow that he is headed, prewsmatiy to Point
Madir's Trade Datrect

The Whows the
Mmmmnmmmmnum aHuu-d'
‘samilas posture who wears earth-1one robes, enters the Mod Line while the
other thice wait behing. He emerges [ater, and the group departs, Phellig's
body was subsequently discovered by an Epsis 3P0 unit that was sent 1o
caliect Phellip's docking fees.

By this time, the heroes know that Barin i
and they know that Phelllp was mare mnmmumhawl;nuﬂ-
ated with those wha gave them trouble on Tatooire. If the heroes da not
lknow that they are agents of the Sable Dawn, Fuzell might tell them, given
nis knowiedge of Point Nadir's denizens. -




Init +7; Senses Perceptior + 10
Basic. Desk, Durese. Subssitere, Ubese

Defemes Ref 17 (fist-foctrd 17), Fort 16, Wil

e 34 Threshald 18

Speed & squares

Meler cnarmed +8 (103 +4)

Ranged hiaster pistal +3 | 3d6+2) o

Ranged blaster pistal +1 (486+2) with Ragid Shot

Base Atk +3; Grp o8

Atk Options Foet Bamt Shot, Rasid Shot

Abilities Str 14, Dex 13, Con 10, Int 16, Wis 14, Cha 10

Talents Acute Semes, Barter, Fringe Savant

Featy Paint Blank Shot, Rapid Shat, Skl Focus (Mechanics), Vehlewlar
Combat, Weapan Proficiency (pistols, rifies, simple weagons)

Shilty Endarance +7, nitiative +7, Knowledge (suresueracy) »10,
Cnewiedge (technsiogy] + 0, Mechanary o 15, Percention + 10, Prat
*7, Stealth +7

Possersions baster patol, datagad, tood kit

'
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DETERMINING BaRiN'G
WHEREABOUTS

PuzeLL, EFreis UNDERBDSS o
1 and when the brroes are brought in for questioning, Purell i the
o urderbons om duty. Pusell wan receatly promotrd beckae of b
Technical aptitude and thoughtful mature. Me i nat etieety comfert-
ubile with the limitet powers be has been gramted by his supericrs, but
iy ate siowly but sty growing on him. He has no love for the Sabie
Dawn, and considers the syndicate to be no bettes tham & chgue of
lowly murderery.

Pasell 1 3 maadie-sged Durss with bue-gray skin and lirge. red
7. He weary 3 rumpled vast-jacket over & matching verl, shirt, ged
trowsers.




Purell provides the heroes mln the mm of an information brnlzr in the
Pota, Po [5e

1532). Puzell suggests that the hemes pay Parlo a visit and see If he knows

anything about a Balosar in gaudy clothes locking for a hook-up with Evad

Court, With nothing mare 1o do, Puzell sends them on their way.

Information Is Not Free

Fetwin Porlo knows precisely what the heroes want a5 soon as they apen
their mauths to ask. Only ane individual has come ta him in the past 12 ta
15 hours locking for a way into one of Evad Court’s safe houses. He can even
provide directions 1o the safe house in question, but be takes some time and
«costs the heroes o good number of eredits. Being o Toydarian, Pora knows
all about maney, and he is not willing to settle for less, especially when it
means that sameane might die. For all ke knows, the heroes are out to kil
the Balosar, not save him me his would-be guards.

All told, the fee for L3N its. Porlo can
e tafked dewn, and even upulu\llnma lower fee If it is presented to kim
in & tangible form, swch as precious stones o metals. If the heroes cannot
ratse encugh money to satisfy Poslo, they can call Preflo the Hutt for help.

PART 3: BARIN'S
RESCUE

The heroes knaw where Barin i, and they have learned that he is traveling
urder am assumed name. They also know that ke is staying In a safe house
in Point Nadir's Fissure district, and that the safe house is not necessarily
all that safe. They have a short time 1o find the safe house, make a plan,
and beeak Barin out. Given the Sable Dawn's resources, they probably take
anly twelve mare hours, at most, before they start checking their own safe
houses for signs of Barin.

EvaD COURT SAFE HOUSE
Anyoae wha hits rock bottom in Point Nadir eventually ends up living in the
Fissures, If they do not lose their lives first. For a few credits, a meal, org
bottie of cheap liguor, one of the denizens of the Fissures happily tells the
heroes everything he or ;lu: knows about the safe house In qmmn_
The saf P be nothing

ide. It is 3 single- structure | -‘nnqg'

empty cavern in the wuﬂ!:rn plr: of the Fissures District. There seems tobe

She fronts them the money, though she s not it The
heroes can also listen to Porlo, who laughs as he suggests, H«dmr to the
Arcade, Put what Ettle maney you got on a winner, Maybe you'll win, maybe
wou'll iose. The chance i something you'll have to take, | think."

PRegardiess of how the heroes choose to pay Porlo, he can provide them
with the information they seek within two howrs. The alternative to using
Porle’s contacts it for the heroes to hit the streets themsehves, Inying their
awn hand at gathering infarmstion. Knowing Barin's description and his likely
destination—Evad Court—means that the heroes need to succeed on a DC
25 Gather Information check and spend 500 credits in bribes to determine
wihere he has gone.

The anvwer is simple. As todd by Fetwin Porlo, read or paraphrase the
following:

“Evod's got o whale lotta safe houses in the Frssgres. It oin't fjust ane.
They've got gocd ones, and then they've got not-s0-good anes. Tour
friend? He's in one of the not-s0-good anes.™

The Toydarion scrotches his prodigious nose befare continuing.
9ot the directions here, but you might wanno buy some extra firepower,
Maybe some explosives, eh? These places, | hear they're tough nuts fo
crock! | can show you to @ good weapons dealer, and 111 even do it far
freel Hal®

The safe houwse is in the Fisswre District, close to Paint Nadi's Arcace district.
The information also reveals that Basin is traveling under the assumed name
of Ely Salphella.

ternal security, and no one is seen leaving of entering the building. A
guick walk around the area twa airlock: s
in the rear of the bulding, and a single metal door in the front. ]
Simple observation reveals the followieg facts: the gquards work in 12
o shifts; Four g ds
every 12 howrs; apart from the guards, who wear Mnd:m: hll(h wts. L
one else enters of eaves the premises; if ary compater systems are inside
lh! s.lft house, they are not accessible from the outside.
to the safe house ds. They can
pose as guards, which requires them to ambsish a group of guards entering
o Ieaving the safe house. They can also fight thesr way in, either by going
through the front door or blasting their way in through one of the two rear
entrances. They can even buy a week or two In the safe house for one of
mare party members, but this could be expensive—2,000 credits per week
per individual—and they must use Fetwin Porlo a5 @ go-between.

Tactical Encounter: Dnce the heroes have made their plans and have
entered the safe house, refer to *Evad Cowrt Rescue”™ on page 214 for details
‘on running the encounter.

ment: Barin i not aware that Evad Court is affiliated with the
Sabile Dawn. Had he knawn, he would have never gotten a suite at one of
Evad's safe houses in the first place. As far as he keows, he is in a perfecthy
safe place—until the bisster balts start flying. IF a firefight erupts between
the heroes and the Evad Court quards, Barin hides in his roam and awaits his
would-be assassims. When the players show up to rescue him, he thaks them
for their trouble with a few well-placed shats from his hald-out blaster,




PART 4: INTO THE
MINES
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Tactical Encounter: Ref




.

The real treasure, 4 evidenced by Baria's swe, is the Fell Star. W exists.
Just ws the tales have told, though it is currently clitched i the hand of one
af the dead Humany. Anyone with Force Semitivity can make o DC 15 Use
the Farce check to determine that the Fell Star is no ordinary trinket. Onky
eaperimentation and research revesl the Fell Star's full potential. Unless
comvinced to do ofherwiae, Barin places the Fell Sear in i vesl pociet.
mmmuwumnrmmwmm
1he eppartunity 19 06 0.

With the treasure found and partialty plundered, the heroes can retrace
inelr steps back to Peint Nadie's Fissure District.

AMBUSH IN THE FISSURES
Overatl, . s & wertiul. Thet b &

ing furtive g " il what they might
9, Having found the Fell Star, the object of his desire. Barin is not sa sure
that he wants to turn [t over to Prelia the Hutt and her anenymous clhent.
Basin has time to figure out what to do. For now, though, he is warried that

the beroes might try to steal the Fell Stae from him.
[merging from the mines nd entering the outiirts of the Fasurn, the
heroes notice a ditingt lack of fife. When they left, the Frisures were filled
i i i The smell of ing s the

ErPILOCUE
thi foray i Madie. Th ge 1o pu through have sev-

the Hutt om Tatooine 10 ThaY they Can get paid. Barin might have thaughts
et this cowrse of action. i fact, he might sttempt 1o cxcape. bending the

Barin to have the Fell Star, perhaps intending to keep it for themselves, they
can expect Barin to attempt to abscand with [t while they seep.

A% 10 the powers of Point Nadie, the heroes might feel that they are in an
enfaverable potition with the Sable Dawn_ This might be true. but the Sable
Duwn ahso snderstands that buniness i business, and ity leaders hold no
grudges against individusls who are just doing their job o the best of their
by, Besides, it is possible that Prefio the Hutt's ananymous client s, in
fact, o member af the Sabbe Dawn. This paint i left deliberately ambiguous,
|Ilmumnmmmmubnmlumrmm

mmmm-wnm-mmmmm-
Madir's techooiogical crime yyndicate. They know Putell, whach can iead to

s They have it Hadie

tedl thee tale, which the

ais, but the heroes hear na one talking, no children orying. and no foatfalls
other than their gwn, If the characters think their chore was all too easy,
perhaps they are correct

Tactical Encounter: Refer to “Fasunes Ambush® on page 120 for detass
O NuAhing TR ERCOLNZET.

require. ‘they might
find that a shapping spree i in order befare they return to Mos Ehley,

I they successfully retumm to Tatoaine with Bacin and the Fell Star in
tawe, Prell the Hutt pays the heroes as agreed. f ither Barin and/or the Fell
Star i, Diing 0 Py

he g » token fee of ench merely for trying,
of whether Bari or the Fell Star wene returmed.

A 1t i, the seedier wde of galactic Kfe & now open 1o the heroes, for
better of for worse, Only time will tell what ather adventures awalt them in
‘the space between Tatooine and Paint Madir, o within Point Madir. In fact,
& crate filled with bullion still needs to be claimed.

A TR S0l



ENCOUNTER:
OLEV'S APARTMENT

Challenge Level 2

This encounter begins when the PCs enter Olev's apartment, either from the
framt door an the main street, or through the back door from the alieyway.
Die is I the livirg room, being confronted by one of the Sable Dawn thugs.
Anather thug, having performed a rudimentary search of the apartment,
stands [n fromt of the closet door, maintaining a watch on the front doar,

OLEV TREVINA

Dlev Trevina is Barin Trevina's cousin, The two emigrated from the Balosar
system to Tatoaine together, hoping to make their fortunes. While Olew
attempted to turn kis life around, Barin continied to dablle in petty criminal
endesvars. The two eventually had a falling out, and Barin took his leave.
Olew still cares for Barin, and he wishes that his cousin would rise abowe
the racial stereatypes of the Balosar species, just as he has, and sttempt to
imake an honest living. |

eapression, QP
READ-ALOUD TEXT P A
Heroes entering Otev's apartment through the front door alert the driver of s ol dy
the speeder idling dawn the street, unless he has been dealt with prior to
the event. If he is still active, the driver of the speeder uses his combink to Trevina [0 a1
warn the Sable Dawn thugs inside that they have company, If the heroes u'“, i ":';.,':.E ,;{hmlc 5
approach from the rear door, they first need to make a OC 15 Mechanics {Rit +4: Senses P o 1
check to disable the locked door, and they must make Stealth checks to avoid L ¥ Balosar, Basic, Huttese, Ryl
being heard by the Sable Dawn thugs in the living area, - - -
If the heroes emter OHew"s apartment through the back doo, perhaps to :;’:Ilﬂ Herul:s!m:.m:ga 10}, Fort 9, Will 10
ok being scen by The OCCUpaRTs ofthe dlng speeder OUSHE, EATIRE  tmmune +4 species banus ta Fortitude Defense when resstng poisons
= ’ Speed 6 squares
The bock dk i frye PN Melee urarmed +1 (143}
Amessy Baze Atk +2; Grp +1
9 sgh an op i Sounds Abilities Str 8, Dex 17, Con 8 Imt 14, Wis 10, Cha 15
of o struggle come from that direction, Feats Skill Focus [Use Computer], Skill Training (Knawledge [technologyl,
Persuasion, Use Computer), Weapon Proficiency [simple weapans)
e Skills Deception +8, Knowledge (bureaucracy) +8, Knowledge
When the heroes. gl

Front door or fram the kutﬂlﬂ\. lud the iollmq text aloud:

As the door swishes open, you see o sparsely furnished fiving orea in
complete disarray. Fumiture has been overturmed in the center of the
room, and a Theee
mwhmmmmhmm MW

struck.

(technology] +8, Mechanics +8, Persuasion +8, Use Computer +13
Passeasions datapad

Olev Trevina's Tactics

Dfew prefers to take the path of least resistance, He is not 3 fighter by amy

means. but he is not willing to give his cousin's enemies information that
Iead to Basin's death, If the heroes i Dlew's behalf, he takes

cover until the dust setties.




SasLE DawN THUOS (Z2) CoNCcCLUSION

I ill or disable Sabile Dawn thugs, they can search the bodies

5 a1 f the diiver his already beer
5 Informati

These Human males adescript and dressed in eavth-tone swits. Their
expressions ove serene, and they betray na emation whatsoever, fach is
armed with o Blaster pitfol, Wien they ser yow, they spring info oction

WrDawnl‘huq[SD] as Oiev's lving area contains only simgle furmitare. spread across the

remaing of the furniture malke the fiving dres somewnhat trescherus in
the dim light nearly identicsl—each contalm 4 bed
and & simgle desh bullt into the wall. The heds have been overturned,
Wiil 16 ummduumwwmnmm

— of shntacies.

Mase .A:n +1; Grp
Atk Dgtions Deva

Force ?nm Known (U the

Feats Armor Proficiency (I
Arts |, Poin

Possessions blaster phtol, comfink

S.nblr Dawn Ihug l‘xlm

hand-to-hand attacks. If they are
Dlev and then e their Force
vge—to incagacitate

1er pistols o

Taves




ENCOUNTER!:
KIE'S STORAGE
Challenge Level 3

When the heroes srvive at Kie's Storage, which is on the south sie of Mos
Eisley in & somewhat seedy part of town, they immediately natice & number
of wagrants [V on the mp!ufwrmsm-u huddled in the shade against
the wall facing W the fter dark, some of the vagrants
are dazing off or haurs, & cledk (Con the map)
sits at the front desk. Thrd«landlmuwumﬂl Tst-bevel nonherolc
characters of their species,
Wmmrcmhmmammm.mmmmm
checks oppesed 1o the Steaith checks of the Sabie Dawn thugs (5 on the
map). Anyore whe fails must place themsehves on the map within 2 squares
of Basin'y locker. After those heroes who failed their Peroeption checks are
i ponition, place the Sabie Dawn thugs a5 shown. Ampone who wcoced on
mmmmmmm:mdm

the Sabile Dawn thugs, can roll Initiative for the intial surprise found of
combat.
READ-ALOUD TEXT

After Perception checks are made, read the follawing teat. This specifically
applies to heroes who succeeded on their Perception checks,

d with aid groffit. A red

N P RO gy

SasLeE DawnN THuos (3)

This group of Sable Dawn thegs has been keeping an oye on e’y Storage.
waiting for Barin to show up. Their vigitance & ad for naught-Bane sever
came here. M description of the heroes have previously been reported by
the driver at Oiev's apartment, for example], the thugs gain entry 1o the
uiiding and attack the heroes. if the Sable Duwn has no information on the
heroes yet, the thags instesd u e
wmlluuuhnmmmdmnwmh

lldeemrmd *2 (186+1)

Ranged blaster pistol +3 |3dB+1)

Base Atk +2; Brp +2

Atk Options Devastating Attack {rifles), Point Blank Shot, Sreak Attack
+1d6

Force Powers Known (Use the Force +13): Fovee grip, Force Hghtning,

surge
‘Abilities 5tr 10, Dex 13, Con 8, bnt 12, Wis 15, Cha 14

Artach (rifies), Sneak Attack +148

Feats Armor Proficiency [ight, medism), Force Semsitivity, Force Training,
Martial Arts |, Point Blank Shot, Skl Focws [Use the Force], Weagon
Proficiency (pateh, rifies, umple weapoi]

Skills Endurance o5, Initiative «7, Mechanics +7, Fesception +8. Use the
Force +13

Possessiom blaster pistol, comlink




S-iblr Da\-m Thugs Tactics

The hevos are

reutralise the

l: ONCLUSION

nstances of blaster fire causes the vagrants out fro
i, the clerk has been subdued by the Sable Dawn thugs
nscinus behind the counter.
enits are detailed earller I the adv
page 198}

fiee the area

tuse ["The First

FEATURES OF THE AREA
Two docrs at the southweilern corner 3liow 3033 10 the lobiy Two
pidirs of double G00r1, ot 31 The Aoriheatt Comer and the ather at the
(! Mecharicy
‘check D 25 1o open), and allow for larges ads to be brought inte the
Building n meed rrguires. Al donrs within Ke's Stotage hive Smde
properties, eacept thuse on the locken, which have DR 10, hp 20,
threstold 75, and beeak DC 30,

Each of the starage cubes i fltted with a locked metal door and &
good-quality lock. The doors o the lockers are less sturdy, but each
possesses il ik red lights.
pess hours, the hally are well lin, but these lights are shut down when
Kie's closes at dusk, The floor is hard permacrete. and though it is dusty,
It s clear of debrn.

iy
4
i
3
H
5




ENCOUNTER:
THE WOooODOoOO
DUNES

Challenge Level 3

The heroes arrive at The Woodoo Dures, & lower-class cantina in east Mos
Eisley. Position the hooligans a5 shown around @ table nesr the middie of
the bar. Mace the four regulars and the bartender (all 1st-level nonheroic
characters) around the bar 25 shown. Cel N'ero is seated in plaln sight in the
boath farthest from the cantina’s entrance.

When the action starts, the heroes should position themielves based on
their intended actions when they entered the cantina. Any who approached
Nero are near hin booth, perhaps even seated in it, while others might have
held bach. staying outsade of standing near the Cantng'y entrance.

READ-ALOUD TEXT
Read the following text sloud when the hevoes enter the Woodeo Denes
canting:

The Woodeo Dunes is one of mony seedy cantings sprinkied Wberally
throughout Mos Eisley. The furniture has been cobbled together from
severnl different sources, and even the bor loaks to be made from thin
murmmmmmm Industrial-quality
mm clientele comsists of ummnm

wnuhwuaemwmmwunm

But by the o

CEL N'ERO

Cel Wern is an sssociate of Barin Trevina. Though the two might call ang
nather friends, meither i sbove hanging the other out 1o dry under the
right cirtematances. Wero A 8 wmall-time dealer in black-market dems angd
fraud. He fancies himaeif 2 high roller, but be i no better than most of the
org-bast that wandery the streets of Mo Enley.

This Twilek’s foce is @ bit foo ashen and @ Bt foa thin to seem wholly
time, e

i finé robes thal Tl

Cel N'ero (C)
Medium Twilieh scoundrel 3
Force 1; Dark Side 3
Init +8; Semaes low-light vinlos; Perception +4
Basic, Huttese. Ryl
Defemses Ref 17 (Mat-footed 15), Fort 17, Wll 12
Ihp 30: Threshald 17
Speed 6 1quares
Melee vibrodagger +3 [3d4+3]
Ranged biaster pistol +4 (3d6+1)
Base Atk +2: Orp +1
Atk Options Paint Blank Shat
Special Actians Fool's Luck, Melee Defense, Quick Draw
Abilities 5tr 12, Dex 14, Can 15, Int 13, Wis 6, Cha 12
Talents Fool's Luck, Fortune's Favor
Feats Melee Defense, MIIWMGMM Weapan Proficiency
weaponi)

L3

Cel N'ero’s Tactics

Cel N'era is n fighter, and he would prefer to escape rather than deal with

amyone who wants to karm him or Barin. Given a choice, he spills the beans

w!MNlanlvd'Ilboluull'h!nﬁlﬂulbublclnkmtunhlmlu
and b shaut

ek.smulNhuthwlw;m*Nlﬂerhr him.




HI:ICII.IQAN- ()

typical Mo Exsley street travh. They have come o

of aetion
the mosd
2, they side
ch the odds are
stacked aga

These four Human youths are huddied around 3 wmall table, esch one
muirsing & tall biue cup filled with some type of alcoholc drink, Their
clothes are rumpled, and they appear to be scruffy, They talk a littie too
Teaidhy, trying 1o ook 1ough

Hoaligan [H)
Mettium buman «
Force 1. Dark Side )
Init +3; Senses Pere
Languages Buic
Defemes fel 1)

Base Atk +2; Qrp 42
Atk Options Bantha flush, Dastard Slme Fower Attack

wed Damage
rey (advarced melee

amald, Power Attack, Wespom Pr
tols, umple weapony)

wanion +7, Su

Possentiom nibrocagaer, biaster p

val o7

FEATURES OF THE AREA

ho% fethres chips trokon owl (parkags. by &
thiomn bady) and replaced with 3 sheet of sand-chewed alioy plating
that b bofted in lace. Therefore, the only way to see in o aut of the

i e with refuse; It should be reated as diffcult tsran,

Hoaligan Tactics
ne hoaligam thaot at random Largets Fhey 30 rot coordinat
oncrened ith collaters aa*q«-

their attacka,

cmne. i more

v are LiBed of InCapaC

CoONCLUSION

When the smoke chears, any surviving regulars hesd toward the doos
panic, The bartender peeks over the bar, surveying the damage, N'ero, if alive
and tacking support from his hooligan ehisms, gladly surrenders snd selly out
Barin, no ques

Local law enfarcement shows up to investigate the ruckus wi
minutes

0




s .-Hﬂml. (a)
ENCOUNTER: bl ok
Th"nuruw‘-"" Ay L
Species ae aise reprevented.
BY EPsIS = :
Challenge Level 4 mmvmmmomngrmcm
ﬂm-m:«ummnummnummmnudhmmw Blogter L e T
Paint Nadir shig, they have an oppar-
tunity to B ot a Hi
when they explare Phelig's Y1-1300 freighter, they find the glot dead, his mﬁ?ﬂmwm o oz
thiaut crushed. Amy hevoes investigating the cockpit se€ that the control = 1
harve been disabled, A successtul DC 15 Perception check alows heroes in (0% At
mmwwuawurmmmmw ; ~ Sasle. one
Snd o i 17 [#at-footed 16], Fort 14, Wil 14
sentriey. venture nd they o
want 1o take the P Tris the o34 Theeshald 14
Speed € squans

ﬁmmmmwbﬁhm-wudmm
When the herori emerge from Phellip’s YT-1300 freighter, the Epain
sentries tell them to stand down and surrender. Place the Epais sentries s

Mielee ungrmed +3 [1d0+1) o0
u‘uw'h-uuﬂ-)l
pated o2 [Jd6iat] or

indicated on the map, and allow the heroes to place near the
freighter’s entry ramg.

READ-ALOUD TEXT
Fead the following text aloud when the players emerge from Phellip's
¥T-1300 freighter;

Ranged blaster carbine +2 (Jd8+1) or

Ranged stun grenade o2 (466 stun, 2-squane burst radius)

Base Atk +1; Grp +3

Abilities Str 15, Dex 12, Con 10, It 13, W 14, Cha 8

Talents Armored Defense, Evaian

Feats Armor Proficiency (fight, medium), Wespon Focus {force plke],
Weapan Praficiency (advanced melee weapons, pistals, rifles, simple
weapoes)

Siills Inititive +7. Mechanics «7, Perception +8, Treat Injury +7, Use
Commpater +7

st wiriding biotter -
lowd voice booma out in Bosic, Hlﬁ-h-n-“-l
ow will ot be harmed!”

cartine, blaster pated, force pike, stun gremace,
comiat fumptit, combak, ader cuffy

Epsis Sentry Tactics
mm@mmmmmqnml&m ¥ the

¥ recessary. They take cover behind doorways, bulkheads, and cargo crates,
wlnlwa o!cnm mu‘w Reflex Defense.

If more velr nummber are killed or by the heroes,
the sentries retreat mm the southern corridor and use comilinks to call for
reinforcements, which arrive in 10 rounds.




1 the heroes surrende:
to 3 command center

1230 [ command center where they
10 get them on theis e

t Madir. Subneguent semtras are fot i gentie—axpecialy f wevers
rades hie been billed by the heroes—and fargo the wae of stun
age for the raw b eir blater carbines.

The Sentries carry m he equpment Fsted i
tilock, and the cango o qgar yieid 3 manner of legal &
Ispecifically textiles. preserved foods, and purified water).

FEATURES OF THE AREA
mmwnmmmmt—wﬂm
—I—ﬁ--d Dot ges -y
mmmmnmﬂ“.ﬂ‘mh
k“ﬂd

dmmm ummwuumpm of Point
Nadie's "tove” o1 far i the oye can see.



ENCOUNTER:
EvaD COURT
REsSCUE

Challenge Level 3
Place the Evad Court security guards throughout the facility, as indicated
on the mag, One guard i in each of the security rooms, two more in the
Babby, and three patrolling the halts, Two off-duty guards ase In the bulld-
ing's lounge. Barin is hiding in his awn roam, which is at the southwestern
carner of the building.

Barin Trevina (8)

Mediiem Batosar seoundrel 3

Force 2; Dork Side 2

Init +1; Senses Perception +6

Languages Balosar, Basic, Huttese, Ayl
Defenses Ref 15 (flat-footed 15), Fort 14, Will 14
hp 31: Threshald 14

Immune +4 species banus to Fortitude Defense when resisting poisoms
Speed 6 squares

Melee unarmed +2 (1d3+1)

Ranged hald-out blaster +3 (3dd+1)

Base Atk +2; Grp +2

Atk Options Point Blank Shot, Precise Shot

Special Actions Fool's Lisck, Knack

Other pecupants are in the safe house, but they I their

own rooms if trouble starts.

READ-ALOUD TEXT

Read the following text when the heroes enter the safe house fayer:

Abilities Ser 10, Dex 10, Con 12, Int 15, Wis 10, Cha 15

Talents Fool's Luck, Knack

Feats Pairt Blank Shot, Precise Shot, Toughness, Weapon Focus (hold-out
blaster], Weapon Proficiency (pistols, simple weapans)

Skills Deception +8, Gather Infarmation +8, Enowledge [galactic lore] +8,
Mechanics +8, Perception +8, Stealth +6

The simple 10 meter by 10 meter i
side, reveal two well-dressed guards seated of consoles. The guord fo
the left loaks up from his monitors and asks through the soeaker, “Can
I help you?*

BARIN TREVINA

Barim Trevina is Prello the Hutt's favorite burglar, He is an accomplished thief
with a knack for getting into and out of tight spats, He has also ferreted out
sensitive Information on the Anjiliac kajidic and its doings in several sectors
of space. Barin also claims to know where a portion of Fische's Legacy s
hidden, but ke has yet to spill this information 1o anyone.

Fearing for his fe, Barin made his way to Paint Nadis, thinking that it
would be the last place that the Sable Dawn would logk for him, Unfortu-
nately, he is wrong. Secured within Evad Court under the axsumed name of
Ely Salphelta, he plans to wait out his enemies a3 fang as his maney kasts,

hold-out blaster, datapad

Barin Trevina's Tactics

s coming to kill ki the alarm goes
off. He hides in his bedroam and waits for the assassing to find him, if they
et past Evad Court’s security. Unless talked down by the heroes, he fires
‘om them a3 500 as they breach the safety of his bedroom.

SECURITY GuarDs (3)

Evad Caurt emplays some of the best security personnel within Point Nadir,
The nine wha patrol this safe house are Evad's entry-level secusity guards,
Although competent, they lack the extensive experience of Evad's higher-
priced employees. Nevertheless, they are an adequate obstacle. They wear
the latest armared clathing, which provides a prafessianal appearance while
qgranting protection from attacks.

This He bitnck occented with

Barin is a short and sender Balasar, His curly brown hair is sh gh
that his antennapalps are plainly visible, and he wears a pair of blue l!tl!!:r
pants and a green leather vest over an off-white collarless shirt.

This ven

goudy that
pants tucked into block boots that rise to his mid-colf, His brown eyes
dart back and forth like those of @ hunted animal,

o red square of sik that emenges flowlessly from the breast pocket of
his shart coat.




Evad Court Security Guard (G) cL1
Medium Human soldier 1
Init +7; Senses Perception +7

ted 13], Fort 13, Will 13

Defenses Ref 15 (flat-fo
hp 30; Threshold 13

Speed 6 squares
Melee unarmed +2 [1d3+1] or

Ranged blaster pistol +3 (346) or
Ranged blaster pistol +1 (4d6) with Rapid Shot
Base Atk +1; Grp +2

Atk Options Ragid Shat, Running Attack
Special Actions

12, Wis 14, Cha 8

V.
Feats Armor Proficiency (light, medium), Rapid Shat [pistals], Runsing
Attack, Weapon Proficiency | ifles, simple weapons)
Skills Initiative +7, Mechanics +6, Perception +7, Trest Injury +B, Use
Camputer +5
Pozsessions blaster pistol,

rmored suit, comlink

Evad Court Security Guard Tactics

Evad Court security guards shoot ta kill, They take no
prisoners. In additian, they are expected to give their
clients, if need be, hey da not hesitate
erpose themselves between a client and an assas
T se cover when they can and work as a t
isolate and destroy intruders.

The guards at the desk in the lobby report their situa-
tian to central command within 2 rounds, if they are able.
If they manage ta call for help, an additianal group of
similar guards wearing battle armor and wielding blaster
carbines arrive within five minutes of their call,

to

COoONCLUSION

The heroes should concentrate on getting Barin out of the safe house 35
quicily as possible. If they tarry for any reasan, they encounter additionad
security guards who are better equip
defeated. If tb tin and out of the safe b
the winding streets, al
ntion

yways, and passages of the

FEATURES OF THE AREA

Evad Court s & high-security sutpost nestied in the relative anarchy
and chaos of Point Nadsr's Fissure District. The front door is a standard
alloy deor that s meant to seem more or less innecuous (DA 10, kp 30,
threshold 25, bresk DC 30), while the kternal fayer door, as well as the
o rear exits, are metal airlock-guality doars [OR 10, hp 50, threshold
30, break DC 35], The securlty room ghess is resistant to damage, but
nat invinerabile (DR 10, hp 15, threshold 10, beeak DC 26]. The interior
doars leading into the suites are standard wooden doars (DR 6, hp 25,
threshold 10, break DC 15).




ENCOUNTER!:
MINING DROID
MiIsSHAP

Challenge Level 3

This encounter begins as the players enter an opening in the mines where
several 1117 Series mining droids are clearing Mblr and nuvllln on
behalf of the Anjiliac H b (]

" i

wenturing Iumnwmmmm‘mmm
mmmmnmamwnlmmmu
e th reading
emmwmmnmumwmmmm
mﬂdnmm“m on the map and this aware of what 5

READ-ALOUD TEXT
When the heroes encounter the first droid, read the following test soud:

Up aheod,

Minine DROIDS (10)

These droids have been modified by Epsis on behatf of the Anjiliac kajiic.
Mnmnmﬂlm*hmiﬂi&hm
passcode within ten veconds. Though they understand spoken Basic. they
e NGt equipped with vocabulators and cannot give vertal waming before
attaciing.

wnit’s bock.

11-17 Series Mining Droid (M) (<8 ]
Small droid (Sth-degree) nanberoic 3
Init +3; S“II\M low-light viskon: Perception +7
Basic. Ba
mmuwrmm Fort 10, Wil 9
hp 7, Threshold 10
Immune droed traty
Speed 4 squares [tracked)
Melee sam +5 [184+3)
Ranged blowtorch «6 [2d6) o
i Jet +7 [3d00)

moving closer, A small drovd moving on o pair of iy treads emerges
mmmmwmummmm

cheasis and firing a blast of

mnmm
ENCOUNTER
ADJUSTMENTS

S the mining droids have 10 frm M1 et 3 iy of
rerces : severat of there drodh betore.
they get ta sct. There are of
this potential issue. First, the GM groupsof Jto 4

mmmmummm this increases the likelikood
of at least some of the droids acting before the heroes, and also leads to s
mare exciting and dynamic encounter as the droids act an different turns,
If the encounter seems ta be ending too quickly, the GM should feel free to
add ane or b il clan thugs (page 141] wha lineg the draids
during the attack,

wsmn-thullmw

Base Ath +2;

Abilities Str lﬁ.DlI 18, Con =, In 12, Wis 8, Cht 1w

Feats Skill Training piion, Use C: ), Weapon Focus (b
plasma jet], Weapan Proficiency [piatols, simple weapans)
Mm-!.mdulmumldm 6, Use
Computer +7

Systems tracked lacomation, baske processar, magnetic feet, 2 tool
: package.

Pestessions heavy plavms jet, blowtorch, saw, 2 fusion lanterns
Awailability cersed: Cont 1,500 credits (2,650 wsed)




FEATURES OF THE AREA
Thes e o Filiedd wit: rutible peed Warhe ¥4, mshing footing trescher.
hen maving thiowgh rublile of deprrssion, o over rises i fermain,
sty are doubled b refiect the wneven footing. Due 1o their
the 11+17 Series mining droids are
naot affected by these adverse condition

Though the cavemn has a relathvely high ceiling (3 meters high bn mant
sreas), Uhe tunnels leading to the north are smalier and mare canfining,
with only | meter of ciearance.

CoONCLUSION

n
»
T




WLE TS B0,

ENCOUNTER:
STEP INTO
MY PARLOR . . .

Challenge Level 4

The players enter this cavern from the south, The tunnel opens up into @
larger cavern, which appears 1o have formed naturally, Two Nadir spiders
Fave bl nesty within the darkness of the 30-fool chavms on either side
of the northward path. in addition, 3 flock of comet mynocks are af rest
mear the rear tection of the cavern, hanging like bats. from the ceiling of
the chamber,

Havve the h the and
allow them to move north. The Nadir spiders are hidden In the dark eonfines
of theix chasm, & hero can notice them with 3 successtul Perception cheek
loppoied by the upidery” Stealth check], but oaly if the examining hero peers

NapiR SPiDERS (2)
Madir spi ve ta Resh 9370 Simitar sp have been reparted in
other comets and asteraids. Like mynocks, the Nadi spider is o silicon-based
lifeform. Five spindly kmbs that extend at even intervals from its bulbous

with five by

five biack cyes, dominates th spider’s central body.
Thaugh they typically b Ha re
and occasionaly venture into the shadowpor laoking or other food.
A bulbous creature ummmmmmmmﬂ
2 sl 5

Nadir Spider (S) CLa
Medium subterranean beast 4

Init +10; Semses darkvision, low-light vison, Perception +9
Defenses Ref 17 (Mat-footed 14), Fort 12, Will 12

g 26: Threshold 12

The Wadie pass
g only after the last hero has their positions.

over the ledge
position,

The e IheY are i v
At that peint, they launch themselves fram their pasitians, shrieking as they
fiy around the chamber.

READ-ALOUD TEXT
Pead the following text when the players enter the cavern:

The passage opens up into @ naturnl covern, and extends off into the
dorkness. The aif here i o mate

Speed 12 squares, chimb 12 squares

Melee bite +5 (100 +4]

Ranged scid spray +8 (204 plus special)

Base Atk +3; Grp +5

Atk ackd , Pin

Abilities St 14, Dex 16, Com 15, Int 2, Wis 14, Ca &

Feats improved Initiative, Fin, Sull Training [Steaits]

“m +8, Stealth +10

Acid Spray—Once per duy, o Nadir spider can spew a jet of highly
carrasive acid. The acid spray affects a single target within 6 squares
af the Nadir spider. If the Nadir spider hits with its acid spray, the
target takes 204 acid damage phus an sdditions! 204 st damage at
The start of the targets tum every round until the acd & wanhed off or

iring a DC 15 Treat injury medical kit)

Nadir Spider Tacties

The Madir spiders are interested only in food. They trget stragglers with
Mﬂwn."ammmhmmum.im
ith prey down into the pits below where It can be devoured 3t the spder's
leinure.




CoOMET MyNnOCcke (S

Speed fly 10 squares

Melee v
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ENCOUNTER:
FISSURES AMBUSH

Challenge Level 4

#s the heroes return from the mines and enter the outward areas of Point
Madir’s Fissire District, they are st upon by a group of Sable Dawn opera-
tives. By default, the heroes return through the head-

Sable Dawn Lieutenant (L)

Medium Human scoundrel 2/soldier 3

Faree 2; Dark Side 5

Init +39; Senses Perception +8

Languages Basic, Rodese

Defenses Aef 20 (flat-footed 17), Fort 16, Will 18
43; Threshold 16

Speed f squares

Melee unarmed +4 (1d6+2]

ing south, Have them place themselves within 5 squares of the map edge
before allowing them to make Perception checks against the Stealth checks of
the Sable Dawn thugs and the Sable Dawn lieutenant. Place any attackers who
are noticed by the heroes on the map, and roll for initiative as nosmal.

READ-ALOUD TEXT
Read the fallowing text aloud when the heroes enter this area of the
Fissures:

;. but you hear

persons. Either that, or they're hiding.

fires of the Fissure District

SaABLE DawN
LIEUTENANT

Like the Sable Dawn thugs, the Sable Dawn Beutenant is 3 trained killer.
Unlike his thug companioss, he is more experienced and has come along to
ersure that this time sround the job gets done.

3 pistal +6 {3d642) or

Ranged blaster rifle +8 [3d8+2)

Base Atk +4; Grp +4

Atk Dptions Devastating Attack [rifles), Point Blank Shat, Sneak Attack
+1d6

Force Powers Known {Use the Foree +14): Force grip, Force lightning,
surge

Abilities Str 10, Dex 14, Con 8, Int 12, Wis 15, Cha 14

Talents Demalitionist, Devastating Attack (rifles), Sneak Attack +1d6

Feats Armor Praficiency (light, medium), Force Semsitivity, Farce Training,
Martial Arts 1, Point Blank Shot, Skill Focus (Lise the Farce], Skill
Training [Stealth), Weapon Proficiency (pistods, rifles, simple weapons)

Skills Endurance +6, Initiative +3, Mechanics +8, Perception +8, Stealth
+8, Use the Force +14.

Possessions blaster pistol, blaster rifle, comlink

Sable Dawn Lieutenant Tactics

The Sable Dawn Beutenant shoots 1o kill, though he tries to preserve Basin's
life {if Barin is with the heroes] 5o that the Balosar can be questioned prior.
0 termination, Like i ions, the [ 10 his advan-
tage, and he shows no compunctions about wsing his Farce powers when
necessary, Retreat is nat an option,
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INDEX

Acrobatics 19 £on games B8 Gather Information 19
Advantageous Confounding Attack [talent) 34 GencHaradan 123
Positioning (talent) 28 Cornered (feat] 21 Get Sceme Distance (talent) 79
allies and contacts 75 Counterpunch (talest] 18 Guaranteed Shot [talent] 28
Ambush (talesn] 13 Cramped 3 freighter 62
Anjiliac clan thugs 141 Quarters Fighting [talent) 16 Hailfire (talent) 28
archetypes 116 Crushing Assautt (talent] 18 Hasty Medification [feat] 22
bleckade runnerfprivateer 117 Cunning Distraction (talent) 31 Hesstate | 15
beawler 117 Cunning Strategist (talent] 15 Hide i Piain Sight (talent] 16
charlatan 118 C-wing wgly fighter Hideous Visage [feat) 22
data sficer 118 maging Deception (talent] 31 Mﬂ\-dw! interceptor 125
enforcer 119 Dash and Blast (talent] 27
expert assansin 119 data shicer: see archetypes lelu Dmunl:nll 1%
fixer 120 Deadhy ioens [1alent) 20 Hutt kajidics 1;
[ m Deadly Sniper (feat) 21 Impaling Muulllulmll 8
rotarigus outlaw 120 newm lmpel Ayl [1alent) 27
spEce transpart pilot 121 ceptive Drop (feat) 21 Impersanate (feat] 23
security officer 122 Dﬂwlbcﬁwﬂl [feat} 20 Ws"w({uun
security specialist 122 Dirty Tactics (talent) 14
armos 48 Distracting Shout (talent) 31 m-puhmg Strike [talent) 30
assansin 28 Double Up (talent) 35 Immproved Stirmisher (talent] 15
Avert Disaster [talent] 14 Dread [talent) 26 Impreved Saft Cover (talent) 31
Balosar 154 droids 156 Iempulsive Flight (feat] 23
Barabel 154 Duck and Caver [feat) 21 Imnocuous (talent) 31
Befuddle [talent] 15 Dumb Luck [talent) 14 inspectos: see drchetypes
Belgved (talent) 14 equipment 37 Imspire Wrath {ealent) 27
Better Lucky than Dead [talent) 14 armor 48 Jawa 8
black market 85 ranged weapors 45 fobs 78
Bilack Sun 123 sire 38 Jjob generator 78
blesckae runrer: see archetypes stripging armar XP rewards 79
Blood Carver & ard weapons 38 justice system 102
Bloodthirsty (talent) 33 pgrades 37 KE-Seri control droid 06
Bodyguard |, 11, 11l {talents) 27 energy spider 184 tyle battiecruiser 126
bounties B7 enforcer: see archetypes. Karellis light Ireighter 62
bounty hunting 85 Erramt Venture 137 Kexp It Together (talent} 17
Brawler: see archetypes Epais 142 Keep Them Aeeling [talent) 33
Burst of Speed (feat] 21 Epnin sentry 212 Knife Trick [feat) 23
i Experienced &l«lulllkﬂﬂ 18 l.lb\n‘hﬂ!l.n: M.Ind MHII 15
expert types
Falleen B qum Brnlkui n
Fear Me (talent] 26
Fell Star, the 153 Mlhejmlﬂf It [tadert] 16
Fight Ta the Desth [talent) 33 Mlhrlblllla!n IO
an i L]
Findsman Ceremantes [1alent) 26 Manipulating Sula Ill'enllm
charlatan L'wnne class) 30 Findsman's Foresight [talent) 75 mastes privateer
chap shops 95 fixer: see asche Mechanics 20
Clawdite 7 Flanking Fire [talens) 28 Metamoeph (feat] 23
Close Combat Escape (feat] 21 Flee [talent) 17 milni-adventures 159
Close Cover [talent] 25 eet-footed (feat) 21 g &1, The 16O
Cluteh ughy fighter 66 Friends im Low Places [feat) 21 Bearding Party 168
Collateral Damage (feat] 21 Frighten [talent] 26 Breating md !n‘l:mq 76
comet mmymock 219 Gand B [Escape or Die

Smwgglers’ Rendervous 164

Seow Job 172

Wanted Allve 188

Wreck and Fuin 160
Misplaced Loyalty [tatent) 14
Murdersus Arts |, Hl [talents] 29

nefotiows outlaw: see archetypes
Mewhere To Run (talent] 26
Omens [talent) 26

Opportunistic Defense (talent) 35
Opportunistic Retreat [feat] 23
orbital service shuttle 08
ceganizations 123

Outlaw 14

Outrun [alent} 25
in 20

Persistent Haze (talent) 13
Fick a Fight [talent) 18
Filot 20

Piracy 83
Paint Nadir 133

docking and accommodations 138
finding Paint Nadir 135
146

9
Preternatural Semes [talent] 38
Puiling the Serings (talent] 30
Punch Through (talent] 25
Raider's Frenzy (talent) 33
Raider's Surge (talent} 33
Ranged Flank [talent) 27
Resurgence (feat] 24
Ricochet Shot (talent) 15
Ruthless [talent] 29
Ri-Series pilat droid 96
Fyn 10
sabace fortune-1eiling 11
Sabile Dawn 144

Satile Dawn assassins 145
Savle Dawn keutenant 220

security officer: see archetypes
security specialist:
see archel

sentencing 103
Seize the Mement [talent) 35
Shadow Striker [talent] 18
shadowports 54




smuggling B1

Mpaceport slang
pace hazards 8, 100

Jedi Sentinel edi) 13
masterming (crime lord) 27

weapan
Tangle Up [talent) 35
Target Visions {talent) 26
Tech Specialiss 48

wglies 66
Uncarery Instinets (talent] 35
Uncansy Luck (talent) 15
UnEiely Shat [taken) 15
[talent] V4
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“YpOu WILL NEVER FIND A MORE WRETCHED HIVE
OF SCUM AND VILLAINY."
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in places that £an be more than 2 litle rough
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THIS BOOK PRESENTS EXCITING NEW OFTIONS FOR
BOTH PLAYERS AND GAMEMASTERS!

) New talents. heste. prestipe clwsses. rquipment, and other cptions for heroes

) An extemsive gesr modificabon wystem

) Infermafion tn russiey campaiges en the Iringes of the geaxy N7
& comglets campagn ncale snd bl lengeh sdventure i,




	Cover

	Credits

	Contents

	Chapter 1 - Character Options

	Species

	Heroic Classes

	Skills
	Feats
	Prestige Class Talents

	Chapter 2 - Outlaw Tech

	Other Outlaw Tech

	Outlaw Starships

	Starship Codex


	Chapter 3 - Fringe Campaigns

	Chapter 4 - Fringe Elements

	Chapter 5 - Point Nadir

	Chapter 6 - Mini 
Adventures 
	Chapter 7 - The Fell Star

	Index

	Back Cover




