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Weapons

Disvari Lowlight Blaster

During the heyday of the Empire Grand Moff Lorsaal engineered a civil war in the Turrega system, funding the innovative races on both sides of the conflict and reaping the technological rewards for the Empire. One of these is the Disvari lowlight blaster, firing a deep purple bolt that is much harder to see. Disvari blasters were used by some Imperial commando troopers in the latter years of the war.

Game Data:

Statistics are no different than for a normal blaster, this is merely a concept to add flavour. In the case of telling where a shot came from, increase the difficulty by one level.

(And yes, this was invented six years before the invisible-bolt blaster in Vector Prime).

Doogo Garbage Cannon

During the Doogo-Mong war in the Dabbadon system, the garbage cannon was hailed as the solution to ammunition shortages plaguing more conventional artillery.

An array of repulsors accepts any solid object smaller than an astromech droid (typically rubble from the fighting). Each repulsor pushes it to the next, compounding the acceleration until the projectile reaches incredible speeds. While the weapon is power hungry and it is difficult to obtain any degree of accuracy, it does solve the ammunition issue and an experienced crew can obtain a high rate of fire. 

Game Data:

Skill:
Vehicle Blasters; Garbage Cannon

Scale:
Speeder

Fire Control:
1D

Damage:
4D

Eight Gun

An ancient slugthrower, this sidearm nevertheless packs a solid punch. It is still used by in some parts of the galaxy, either by outlaws or in environments where energy weapons cannot be used.  

Game Data:

Type:
Eight Gun

Skill:
Firearms, Eight-Gun

Cost:
300

Ammo:
8

Ranges:
3-20/45/75

Damage:
3D (conventional bullet), 5D (explosive)

Eguale Prod

Agostian farmers use these instruments both to harvest grain grasses and to control their Eguale by giving an electric shock powerful enough to penetrate their tough hides. Shaped like a polearm, the prod features a long handle housing a power pack, which ends in two curved, parallel grass-cutting blades. At the end of each blade is a small round electrode.

Game Data:

Skill: Melee weapons; Eguale prod

Difficulty: 5

Damage: Str+1D, shock delivers 4D stun.

Force Lash

Used by some Jedi padawan learners, this weapon was relatively uncommon during the heyday of the Old Republic. In the time of the Empire it was extremely rare. 

The hilt of a force lash is identical to that of a lightsaber. When the button is pressed, metal telescopes out from the handle (like a radio aerial) for about 80cm and is encompassed in a glowing sheath of energy. The metal (and hence the energy around it) has some flexibility, though not enough to wrap around objects. 

The weapon was a favourite for padawans accompanying their masters on first assignments. Due to the weight in the blade, some Jedi masters considered it to be easier for their apprentices to use without taking their own head off, yet powerful enough to assist their masters in combat. 

Game Data:

Created: 1993 by Steven Cavanagh

Skill: 
Lightsaber

Difficulty: 
15

Damage: 
4D + Special

Gumgun

This weapon was developed in the Agost system from lograss sap as a non-lethal means of capturing criminals. Its projectile explodes into a sticky ball some eight feet in diameter.  

Game Data:

Scale: 
Character

Skill: 
Firearms; Gumgun

Ranges:  
3-40/140/380

Damage: 
N/A

Ammo:
4

Cost: 
4,500 credits

Fire Rate:  
1

Heatblade

Ancient weapon of the Servants of the Sith cult, this sword has much in common with antique lightsaber technology. Intense energy is channelled through a single dilithium crystal into the blade, making it white hot. The energy output is so intense that it has been known to hold its own against a lightsaber for a limited time.

Game Data:

Skill:
Meelee Weapons; Heatblade.

Difficulty:
10

Damage:
Str+1D deactivated, each round +1D while heating up to a maximum of Str + 4D

When parrying a lightsaber, if a 1 is rolled on the wild die followed by another 1, the sword is sheared through and cannot be repaired.

Mong Pike Blaster

Favoured by the barbarous Mong of the Dabbadon system, this blaster rifle features a long strengthened barrel and is tipped by a broad vaksteel blade. It is designed to keep enemies at a distance in all types of warfare.

Game Data:

Scale: 
Character

Skill: 
Blaster; Blaster Rifle

Ranges:  
3-40/140/380

Damage: 
4D+2 (blaster), STR + 1D (pike)

Ammo:
100

Cost: 
4,500 credits, (power packs: 100)

Fire Rate:  
1

Needlebeamer Blaster

An antique primarily owned by collectors, or those who favour style over punch in a sidearm.

Reminiscent of the ancient days of the true laser, this blaster fires bolts that are longer, thinner and have some range advantage over the typical hand blaster.

Game Data:

Type:
Needlebeamber Blaster Pistol

Skill:
Blaster, Needlebeamer

Cost:
750

Ammo:
120

Ranges:
3-25/50/250

Damage:
3D 

Wrist Saber

This lightsaber variant is favoured by those who prefer hands-free lightsaber use, or sentient races who have no appendages that can grasp a hilt. Humanoid wrist sabers feature a permasteel guard to stop the hand bending back into the blade.

Their blades tend to be significantly shorter than a normal lightsaber, and lend themselves to fighting styles utilising outer blocks and "in-fighting". If a wrist saber artist can get within the sweep of a longer saber, the fight is usually over. 

Game Data:

Skill and statistics as per a normal lightsaber.

Equipment

Electrospurs

Worn by the eguale farmers of Agost, these accessories deliver an electrical jolt powerful enough for eguale to feel through their tough hides. Although there is little need for them in the greater civilised galaxy, they have started to become popular among gunfighters due to the fame of Karlos Trialeki.

Game Data:

Electrospurs are not designed for use in combat. If the character finds an opportunity however, the brawling skill is used and the spurs inflict 3D stun.

Equipment

Imperial Sunsatt

A fusion radiator that can be placed in planetary orbit to provide light to sunless planets or night-light for any number of commercial or military applications. A typical Sunsatt will provide light for one standard month without maintenance, though some of the better ones can provide both light and heat for almost a year. While hailed as one of the legitimate betterments of life produced by the Empire, it nevertheless has been used to hold colonies or even worlds to ransom.

The Sunsatt can also be turned on/off via transmitter.

Paragrav Belt

One of of the more unusual by-products of the same repulsor technology used by flying droids. A personal repulsor field that slows a sentient's freefall enough to prevent serious injury when it reaches the ground. The strain placed on the repulsor unit burns out cheap paragrav belts, making them single use only. 

In some systems paragrav jumping is an exotic sport. The Empire developed a paragrav troop unit for specialised deployment of ground troops.

Game Data:

Used similarly to a parachute.

Ships/Vehicles

Antrola Medium Transport Fell Infidel

The Infidel started its life on the spacelanes for a well-to-do shipping company in the corporate sector. One too many trips rimward saw it falling prey to pirates, and soon its hold had exchanged machine parts and foodstuffs for guns and slaves. It was liberated by the Jedi Knight Miguel Solarwind at the cost of his life, and drifted in stable orbit in the Bermil system for almost twenty years before being claimed by its current owners.

Game Data:

Craft: 
Antrola Medium Transport

Type:
Modified Medium Transport

Scale:
Starfighter

Length:
70m

Skill:
Space Transports, Antrola Medium

Crew:
3, gunners 2, skeleton 1/+10

Crew skill: 
See player characters

Passengers:
20

Cargo Capacity: 
200 metric tons

Consumables: 
3 months

Hyperdrive Multiplier:
 x1

Hyperdrive Backup: 
x15

Nav Computer: 
Yes

Maneuverability:
 +1

Space:
2

Atmosphere: 
225, 650 kmh

Hull: 
3D+1

Shields: 
1D

Sensors:
Passive: 10/0DScan: 25/1DSearch: 35/2DFocus: 2/3D

Weapons:
Four twin laser cannons (fire linked in groups of two)

Fire Arc: Turret

Crew: 1

Scale: Starfighter

Skill: Starship gunnery

Fire control: 1D

Space Range: 1-5/10/25

Atmosphere Range: 100-500/1km/2.5km

Damage: 3D+2

Special features:
The INFIDEL features a small docking bay that can hold two starfighter-sized ships.

Koensayr BTL-K2 Spearhead

Developed two years before the Y-Wing, the Spearhead earned neither the widespread use or deadly reputation of its famous cousin. 

Ground crew loved the ease of maintenance and small flight deck space used by the craft, but it was not a favourite with pilots. While enjoying greater maneuverability, the poor engine thrust rating limited its effectiveness in scouting and interception roles. By the time of the Battle of Yavin, production had ceased and the alliance used Spearheads chiefly for patrol duty. Due to similarities with the Y-Wing many were cannibalised for parts, a fact that may have led to the Y-Wing  remaining in operational roles for so many years.

Game Data:

Craft: 
Koensayr BTL-K2 Spearhead

Type: 
Space Superiority Fighter

Scale: 
Starfighter.

Length: 
14m.

Skill: 
Starfighter Piloting: Spearhead.

Crew: 
1.

Crew Skill (NPC): 
Pilot 4D+1; Gun 4D; Shields 3D+1.

Passengers: 
0

Cargo Capacity: 
110kg (0.4 cubic m).

Consumables: 
1 day.

Hyperdrive Multiplier: 
x3

Hyperdrive Backup:
None.

Nav Computer: 
Yes (astromech)

Maneuverability: 
1D+2

Space:
6

Hull: 
4D.

Shields: 
1D

Sensors:
Passive: 20/0DSearch: 35/1DScan: 20/2DFocus: 2/3D

Weapons:
Two Laser Cannons (Fire Linked). 

Fire Arc: FrontSkill: Starship Gunnery

Fire Control:2D

Space Range: 1-3/12/35

Damage: 5D

Z-43 'Crate'

The Subpro corporation's first multi-system success. Officially called the "crater maker" upon its release, this starfighter's name was quickly shortened to "crater" or "crate" by pilots who thought it sluggish. Nevertheless, it featured the reliable engineering for which the Z-95 was later renowned, and its low-cost maintenance made it a favourite for many systems. 

Game Data:

Craft: 
Subpro Z-43.

Type: 
Fighter Bomber

Scale: 
Starfighter.

Length: 
9.8m.

Skill: 
Starfighter Piloting: Z-43.

Crew: 
1.

Crew Skill (NPC): 
Pilot 4D+1; Gun 4D; Shields 3D+1.

Passengers: 
0

Cargo Capacity: 
110kg (0.4 cubic m).

Consumables: 
1 week.

Hyperdrive Multiplier: 
None.

Hyperdrive Backup:
None.

Nav Computer: 
None.

Maneuverability: 
0

Space:
5

Hull: 
4D+1

Shields: 
0

Sensors:
Passive: 20/0DSearch: 40/2DScan: 35/1DFocus: 2/3D

Weapons:
Two Triple Blasters (Fire Linked). 

Fire Arc: Front

Skill: Starship Gunnery

Fire Control:2D

Space Range: 1-3/12/25

Damage: 3D

Four freefall concussion warheads.

Fire Arc: Front

Skill: Missile Weapons

Fire Control:1D

Space Range: N/A

Damage: 7D

Z-98 Renegade

This starfighter is one of the early successors of the popular Z-95 Headhunter. Designed in the twilight days of the Old Republic, only a few were built and fewer actually saw action before the extermination of the Jedi and the rise of the Empire. The Z-98 is somewhat similar to the Z-95 but has three small additional wings (one dorsal, two more under the main wings) for enhanced atmospheric performance, two more triple blasters mounted in the nose, and an improved engine thrust rating. The S-Foil wings fold up to the dorsal wing when landing.

Game Data:

Craft: 
Subpro Z-98 Renegade.

Type: 
Space/Atmospheric Interceptor

Scale: 
Starfighter.

Length: 
12.1m

Skill: 
Starfighter Piloting: Z-98.

Crew: 
1.

Crew Skill (NPC): 
Pilot 4D+1; Gun 4D; Shields 3D+1.

Passengers: 
0

Cargo Capacity: 
110kg (0.4 cubic m).

Consumables: 
1 day.

Hyperdrive Multiplier: 
None.

Hyperdrive Backup:
None.

Nav Computer: 
None.

Maneuverability: 
3D. (3D+2 atmospheric).

Space:
9

Atmosphere:
 415; 1200 kmh.

Hull: 
4D.

Shields: 
1D

Sensors:
Passive: 15/0D

Search: 40/2D

Scan: 25/1D

Focus: 1/2D

Weapons:
Four Triple Blasters (Fire Linked).

Fire Arc: Front

Skill: Starship Gunnery

Fire Control:1D

Space Range: 1-5/10/17

Atmosphere Range: 100-500/1km/1.7km

Damage: 5D

Concussion Missile Launcher (nose mounted).

Fire Arc: Front

Skill: Missile Weapons

Fire Control:1D

Space Range: 1/3/7

Atmosphere Range: 50-100/300/700m

Damage: 7D

Organisations

Musvali Seekers

Created by Steven Cavanagh, 2000.

"You're rejected by the Jedi Council because you're too angry. How does that make you feel?"

In the days of the Old Republic, some children rejected by the Jedi were taken in by an arm of the public service to prevent them turning against the Jedi. The process eventually became a clandestine organisation completely under the control of the Republic. 

The force-using seeker agents of the Musvali ("The Unnoticed") are used for tasks where the Jedi are not available, will not act on principle or cannot be trusted by the Republic. The autonomous nature of the Jedi order is thus circumvented, and some corrupt senators and even chancellors have been rumoured to utilise the Musvali to commit terrible crimes.

Seekers receive little formal instruction in the Force. Their training focuses on using the natural talent they have to augment more conventional skills of infiltration, investigation and law enforcement. They have no master/apprentice system, preferring to work alone or in teams that can sense each other and react as one.

Servants of the Sith 

Before the apparent extinction of the Sith order (a millennia before the rise of the Empire), the Sith Lords had ruled many systems and in some of them were revered as gods. The Servants of the Sith arose as a subservient order dedicated to worship and service of the Sith Lords, carrying out tasks ranging from menial and ceremonial tasks to executions and assassinations. When the Sith were apparently destroyed the remnants of the order went into hiding, passing down their traditions and skills through the centuries and awaiting the prophesied time of their return.

Servants are highly disciplined and fanatical in combat. They are immune to mind tricks and many have limited force skills, though they are never taught enough to be a threat to the Sith. 

Species

Cruxans

Cruxans are a crablike race that live in the depths of Rulanta's oceans. They are fierce and aggressive predators that belie their high intelligence and well established social structure. Were it not for chronically low birth rates the species would have taken over Rulanta and possibly some of the surrounding systems as well.

Typical Cruxan (NPC- to create a PC, add 6D to these stats):

DEXTERITY 3D
PERCEPTION 2D

KNOWLEDGE 1D+1
STRENGTH 3D+2

MECHANICAL 1D
TECHNICAL 1D

Doogo

Originating on Dabbadon II, these noble rodents were forced to relocate to Dabbadon IV when their homeworld's resources were exhausted. Their fur is a shade of grey that borders on blue, they have dextrous tails and tend to admire old-fashioned chivalry and courage. They love knowledge more than war, but when threatened they turn to their race's masters of violence and learn quickly.

Typical Doogo (NPC- to create a PC, add 6D to these stats):

DEXTERITY 2D
PERCEPTION 2D

KNOWLEDGE 3D
STRENGTH 2D

MECHANICAL 1D+1
TECHNICAL 1D+2

Eguale

(ee-gwa-lay)- Native to Agost, these are horse-sized insectoids resembling a praying mantis. They have six limbs; four used for mobility and two "arms". One of these is larger and sickle-like (used for cutting grass), the other scoops food toward its mouth with pincers.

Eguale have a hard, crustacean shell. They have many uses ranging from transport to beasts of burden to food. Eguale farmers use eguale prods - six-foot shock prods with grass cutting blades. 

Kwol

The Kwol are a biped, saurial race hailing from Mayda-Portamus in the Kallanor sytem. They typically stand six feet tall with jet black scaly skin and a non-prehensile tail three feet long. Their front limbs end in clawed hands which are of average dexterity but provide good climbing ability. Their reptilian heads have two forward looking eyes, nostrils at the end of their snouts, ears located behind their eyes and a mouthful of sharp teeth.

Biology

In spite of what many sentients think, Kwol are warm blooded.They are an oxygen breathing species with similar temperature bounds to that of humans.

Their green blood is pumped around the body by two synchronous hearts. They have three stomachs which digest food as a series of processes, and they do not 'chew their cud'. 

Brain activity, nervous and immune systems are similar to many humanoid species.

Communication

Kwol communicate primarily through verbal means. They speak both their own native common and Basic, albeit with an extreme accent. The design of the Kwol mouth and tongue produces a hissing sound when pronouncing "S" syllables.

A peculiarity of the Kwol race is a large patch of skin beneath their throat that changes colour with mood or emotion. Loosely defined, these colours are:

Red
Rage/Anger

Orange
Bitterness/Distrust

Yellow
Fear/Anxiety

White
Peace/Serenity

Green
Gladness/Excitement

Blue
Happiness/Admiration

Purple
Amorousness

Black
Death

Grey
Sickness/Pain

Sociology and Anthropology

Kwol are divided into two sub-species. The swamp-dwelling Emydura have developed a high level of technology and culture with their cities, and view Rugosa, their rock-dwelling cousins, as uncivilised savages.

Within the swamp cities of the Kwol can be found several castes, or social classes.

Caste
Kwol Name

Warriors
Sabha-Nor

Aristocrats
Kuge

Nobles
Mooshi

Shamans/Priests
Koor-Da

Crasftsmen
Nuhi

Landowners
Sakor

Tenant Farmers
Loke

Peasants
Eta

The head of the Sabha-Nor is the Ko-wan, and is the de facto ruler of the Kwol. The current ruler, Lord No-Pata-Na, is more of a figure head than an authority figure. Many Kwol consider that the lower castes, especially the Eta and Loke, are less than pure Kwol.

History

Emydura Kwol history begins long before written records when, it is believed, the great Mayda (egg-layer) created the planet Mayda-Portamus and raised the Kwol to be her planetary guardians. Modern Kwol teachings hold that Kwol changed by Nuh-Koor ("the shedding of many skins", quite similar to evolution) from a species of small lizard that is still found in the swamp. Either way, the Kwol came to be the dominant species on the planet.

The Kwol first written history tells of a race of hunter-gatherers that roamed the swamps in small groups  (usually family tribes), hunting the wild animals and fish and gathering available roots and berries. As the tribes grew the demand for food exceeded what the swamp provided so the Kwol began to farm the surrounding swamp, both for meat and plant life (Kwol prefer fresh meat to cooked).

It was during this period that castes began to form. Since not everyone could posess their own farms, swamplords took control of regions,  employing labourers to work the marshes and paying them either in kind or crude forms of credits. Militia were also employed to protect the regions from neighboring swamplords and the more hazardous beasts of the deep swamps. This militia formed the basis for the Sabha-Nor.

Eventually the political landscape stabilised to the point where the militia felt unneeded and they formed their own class led by the Ko-Wan, or military leader. This class currently maintains order and social stability across the planet whilst maintaining the head of the Kwol, Lord No-Pata-Na.

Rugosa Kwol history dates back only an estimated few thousand years, mainly consisting of tribal wars. They have not developed technologically, preferring the ways of their ancestors.

Typical Kwol (NPC- to create a PC, add 6D to these stats):

DEXTERITY 2D
PERCEPTION 2D+1

KNOWLEDGE 2D+2
STRENGTH 2D

MECHANICAL 1D+1
TECHNICAL 1D+2

Mong

The primate Mong of Dabbadon IV are a reclusive race that live deep in its forests, building cities from the giant fungus found there. They are quite technologically advanced, although studies indicate that technological advancement was initiated by interplanetary survey teams some two centuries ago.

They have a clan based society that is prone to division and infighting, loosely ruled by a king. In spite of this they place great value on reason, to the point where they feel a need to suppress anything that cannot be reasoned with. This includes machinery, sentients who cannot speak their language, and even the jungle itself. 

Typical Mong (NPC- to create a PC, add 6D to these stats):

DEXTERITY 2D+1
PERCEPTION 2D

KNOWLEDGE 2D
STRENGTH 3D

MECHANICAL 1D
TECHNICAL 1D+2

Ohrine

The Ohrine race is renowned for its high strength and low intelligence, making them a popular choice for hired muscle. While they usually serve their employers with a high degree of loyalty, the Ohrine mating season (early in the standard year) has been known to affect them unpredictably, rendering some uselessly placid and others homicidal. 

Typical Ohrine (NPC- to create a PC, add 6D to these stats):

DEXTERITY 3D
PERCEPTION 2D

KNOWLEDGE 1D
STRENGTH 3D+1

MECHANICAL 1D+1
TECHNICAL 1D+1

Skills

Quickdraw Skill

An ancient art used primarily for duelling, this skill can save lives when the unexpected happens. 

Game Data:

This skill is only suitable for a gun-based character- the Outlaw, Bounty Hunter or Smuggler. In the first round of an encounter the quickdraw roll is made and counted as that character's initiative roll. It can only be used that round, and the normal -1D penalty to hit for weapon drawing still applies. 

Places

Agost

Agost is a remote world on the inner edge of the outer rim. Its surface is flat with little tectonic movement, and almost completely covered in grasses- many species ranging from knee-high to towering grass forests. Most of the moisture on the surface is subsoil, though a few small lakes exist.

Much of the population is located on farms, though there are two capital cities: Stoessel and Mol Danta. It is here that the world's only spaceports are located and carefully monitored by the Empire.

Game Data:

Type: 
Grassworld

Temperature: 
Temperate

Atmosphere: 
Standard

Gravity: 
Medium

Terrain: 
78% flat grassland.

Length of day: 
32 Standard hours

Length of year: 
402 local days

Population: 
16 million.

Planet function: 
Agriculture.

Government: 
City councillors, rural farmlords (Imperial Governor post-Yavin)

Tech level: 
Space.

Kettooine

Better known as "Planet of the winds", this world features unique atmospheric conditions that cause fierce windstorms across its surface. The immense static storm energy produced has given rise to two industries- energy farming on the surface (through both turbine and lightning collection), and orbital tourism (two space stations and a sky city witness the spectacle).

Game Data:

Type: 
Terrestrial

Temperature: 
Arid

Atmosphere: 
Standard

Gravity: 
Light

Terrain: 
Windswept rock and sand

Length of day: 
19 Standard hours

Length of year: 
200local days

Population: 
2 million.

Planet function: 
Energy farming

Government: 
Commercial

Tech level: 
Space.

Mayda-Portamus

The homeworld of the Kwol in the Kallanor system, it is a moderate to cool planet that is covered by medium density swamps and low rocky regions. The capital city is Myras, with a population of around 22 million. The planet is perepetually overcast and rarely a planetary rotation passes without a severe electrical storm. 

The Kwol cities are built among the swamps of Mayda-Portamus, incorporating the natural defences of the habitat into city defenses. These have long been deemed unneccessary due to long lasting peace between swamplords, but are maintained out of respect for the ancestors that established them.

Game Data:

Type: 
Terrestrial- Temperate Swamps

Temperature: 
Temperate

Atmosphere: 
Type 1

Hydrosphere:
Moist

Gravity: 
Normal

Terrain: 
Swamps, forests, rivers, rocky regions

Length of day: 
30 Standard hours

Length of year: 
225 local days

Sentient Races
Kwol

Moons:
Kitchno, Bissth, Dran

Capital:
Myras

Population: 
120 million.

Exports: 
Mid-level technology, luxury goods.

Government: 
Feudalism

Tech level: 
Feudal/Industrial

