STARWARS

 BOOKS


Advantage/Disadvantage list

Standard disclaimer: This system is adapted (i.e. ripped off) from

TSR's old Top Secret SI game with a little bit of Champions thrown in

on the side. It is presented as is with no warrantees expressed or

implied. Please don't sue me if you don't like it. 

I recommend that the GM pay attention to the selections players make,

since this system has the potential for some abuse. One of my players

created a beginning Twi'Lik with Con of 8D+1 who was routinely

convincing Imperial Moffs to lend out Star Destroyers for weekend

excursions. 

I pretty much use the first edition rules in my game so this does not

take into account many of the 2nd Edition's changes. There's no reason

why these rules can't be used with 2nd Edition, but I have a feeling

this stuff might not work too well in concert with the specialization

rules. 

Many of the Disadvantages have nothing written in the effect column.

Some affect players' role-playing decisions (say, Vengeful), while

others affect the difficulty number I assign to an action (a Lecherous

PC trying to seduce someone). Don't force the Disads down PC's

throats. Avoid this situation: GM: "Oops, I'm sorry, Bob, your

character has a Phobia of heights; you can't go out on the ledge."

Bob: "But Roark will die if I don't!" GM: "...sorry." Roark:

"Aaaaaaahhhh!" Also don't let players think that a disad precludes

certain actions either. Facing one's fears can be appropriately

heroic. 

Here's a somewhat extreme example from my campaign. Outlaw/biologist

Beowulf Thrustspeare always leaves a single lobster claw (Ego

Signature) behind at the scene of his attacks on Imperial bases. One

adventure his player just plain forgot to do this. We talked about it

and decided that because of this omission, the Traumatic Flashbacks of

the death of family would worsen and he would have to drive himself

even harder next adventure to make up for his failure. This single

minded drive led to some rash decisions and the rather senseless death

of his character. 

On to the nitty-gritty:

During character creation, players may choose up to four points of

advantages which MUST be balanced by an equal number disadvantages. If

a player wishes she may choose to take more disadvantages than

advantages without exceeding the maximum of four points of

disadvantages. For every extra point of disadvantages a player has,

she may take an extra 1D of skill dice in addition to the standard 7D.

Standard limitations for the use of this die still apply (i.e. no more

than 2D in any single skill). 

Many advantages and disadvantages affect certain skill or attribute

rolls. Many have a 1D bonus or penalty. For others, the bonus/penalty

is determined by the number of points taken in the ad/disad.

Generally, one point equals one pip of the die. For a few others,

subtract 1 from the number of points before determining the bonus. The

bonus/penalty for each ad/disad is noted in the effect column. 

The cost in skill (or character) points to increase a skill which is

affected by an advantage or a disadvantage is determined according to

the net total of the dice. For example, Wedge has MEC 4D, Spatial

Awareness 3 (+1D bonus to MEC skills), and 2D of skill adds in

Piloting for grand total of 7D; in order to increase the skill to

7D+1, he must pay 7 skill points. Likewise, Han with the Bad Liar

disad and PER 3D has Con 2D. He must spend only 2 skill points to

increase that skill. However, when an ad or disad affects an attribute

it does NOT raise all the skills derived from the attribute. For

example, Logan has the Acute Smell advantage; PER rolls involving

smell have a +1D bonus, but this bonus does not extend to other PER

skills or the PER attribute in general. 

Disadvantages may be bought off at the cost of 15 skill points per

point of disadvantage. Without GM approval, Advantages are not for

sale. 

ADVANTAGES

Name



Cost
Points Effect

Acting Ability          
1,2,3
+1/Point charm skills

Acute Hearing           
2
+1D PER, Search/Conceal, Sneak

Acute Smell

1
+1D PER

Acute Taste

1
+1D PER

Acute Touch

2
+1D PER, Pickpocket, Sleight of Hand, Lockpick

Acute Vision

2
+1D PER; +5 long range shots,+1D Search

Ambidexterity           
2
no off hand penalty

Animal Friendship       
1
+1D Animal Handling, Beast Riding

Artistic Ability        
1
+1D Forgery

Athletic Ability        
1,2,3
+1/Point STR skills (but NOT vs. damage)

Attractive Appearance   
1,2,3
+1/Point Bargain, Con, Command, Seduction

Bilingual Background    
2
+1D Alien Races, Cultures, Languages

Blandness               
1
+1D Con, Stealth

Computer Aptitude   
1,2,3
+1/Point Comp/Droid Prog. & Repair, Security Systems

Contacts                
1,2,3
+1/Point Culture, Streetwise; contact owes character favors (1/Point)

Dual Identity           
2
two sets of complete identification

Education               
2,3,4 
+1/(Point-1) KNO OR TEC skills

Eye-hand Coordination
2,3,4
+1/(Point-1) Weapon skills, Lockpick, Pickpocket, Zero-G, Starship Piloting, 




Gunnery and Vehicle Operation

Fearlessness            
2
+1D Command, Con, Bargain, Seduction

Internal Compass        
1
Easy PER roll to find direction

Language Ability        
1
+1D Languages

Light Sleeper           
2
roll Combat Surprise while sleeping

Mechanical Aptitude 
1,2,3
+1/Point repair skills

Musical Ability         
1
+1D musical skills

Natural Lie Detector
1,2,3
+1/Point Bargain, Con, Gambling

Natural Resistance:Cold
2
+1D STR, Stamina to Cold

Nat. Res.: Disease      
2
+1D STR, Stamina to Disease

Nat. Res.: Electricity  
2
+1D STR, Stamina to Electricity

Nat. Res.: Poison/Drugs
3
+1D STR, Stamina to Poison & Drugs

Nat. Res.: Radiation    
2
+1D STR, Stamina to Radiation

Night Vision            
2
 no minus for partial dark, +1D Sneak

Obscure Knowledge       
1
+1D in area

Observation             
1,2,3
+1/Point PER skills

Photographic Memory 
3
+7 on recall rolls

Presence               
1,2,3
+1/Point Bargain, Command, Con, Bureaucracy, Seduction

Spatial Awareness       
1,2,3
+1/Point MEC skills

6th Sense

1,2,3
+1/Point PER, Search/Conceal, Stealth, Surprise

Subculture & Jargon    
1
+1D Streetwise, Cultures, Bureaucracy in chosen area of expertise

Toughness               
1,2,3
+1/Point on STR rolls vs. Damage

Wealth                  
2,3,4 
2: 10,000 creds; 3: $25,000; 4: $50,000

DISADVANTAGES

Name


Cost
Points Effect

Addiction               
1,3
1: common cigs, coffee; 3 addictive drugs or spice; increasing penalty for 



withdrawal

Albino                  

1

Allergies               
1,3
-1D STR skills for resistance

Bad Liar                
2
-1D Bargain, Command, Con, Gambling

Clumsiness              
1,2,3-1/Point DEX skills

Color Blind             
1
-1D Stealth, Search/Conceal

Cowardice               
3
-1D Bargain, Command, Con, Seduction

Curiosity               
2

Deep Sleeper            
2
 will be perpetually attacked at night

Dependant               
1,2,3
your dear old Aunt May who needs looking after

Debt             

1,2,3
1: 10,000 creds; 2: $25,000; 3: $50,000

Easily Intoxicated      
1
-1D stamina when drinking

Ego Signature           
2

Gambling                
2

Greed             

3

Hatred of Authority     
2

Hearing Impairment      
1,3
-1/Point PER, Stealth

Hunted                  
2,3,4
the higher the Points the greater the resources of the hunter

ID Trouble              
3
PC has NO identification of any kind

Illiterate           

2
-1D KNO skills

Imperial Record         
1
wanted (but not specifically hunted) for a minor offense

Lecherous               
2

Lost Dependents         
3

Mood Swings             
2

Moral Qualms            
2
code against killing, that sort of thing

Night Blindness         
2
-1D vision based skills at night

Overweight              
1,2,3
-1/Point STR skills

Paranoia                
1,3

Phobias                 
1,3

Psychological Limitation
1,2,3
catch all category

Religion                
2

Sexual Fetish           
2

Shortwinded             
1,2,3
-1/Point STR damage rolls

Sociopathic             
1,3

Suscept. to Disease     
2
-1D resistance

Traumatic Flashbacks 
2,3

Unattractive Appearance 
1,2,3
-1/Point Bargain, Command, Con, Seduction

Uncouth                 
2
-1D Bargain, Command, Con

Unmistakable Feature/s
1
scars, tattoos, etc

Vision Impairment       
1,2,4
1: requires corrective lenses

                        


2: partial, -1D ranged weapons, search 

                               

4: total blindness, no vision skills

Vengeful                
2

ARMOR  LIST

Another artifact from a new/ancient species that has been

discovered/extinct. Those running low-key campaigns should not allow

this item to proliferate in their SW universe, especially in

combination with the Staves of Re. However, this item is _not_

excessively powerful and should not upset the balance of most

campaigns if introduced on an individual basis. 

---------------------------------------------------------------

THE ARMOUR OF ORIS AND ENUBIT (Head and Chest Unit)

^^^^^^^^^^^^^^^^^^^^^^^^^^^^^

NAME: The Armour of Oris and Enubit (head and chest unit)

MODEL: [unknown; alien artifact; used by the same species that created the 


Staff of Re]

TYPE: Personal Powered Combat Armour

COST: [typically Not Available For Sale; otherwise scale for your campaign]

AVAILABILITY: [typically Not Available For Sale; otherwise scale for your 



campaign]

GAME EFFECT:


Armour: Provides +3D to Strength for physical attacks, +1D+2 for 

        energy attacks. Covers head and torso only. (For games with

        elaborate hit location schemes: _upper_ torso only.) Front and

        back. No DEX penalty. 


Sensors: Provides 270 degree vision. +1D to search. +2 for 

        targeting with Staves of Re (only).


Atmospheric Filter: the filters remove potential toxins, 

        microorganisms, and particulate matter from the air. However,

        it does not function as a self contained breathing apparatus. 


Retractability: by pressing a button on the right side of the 

        head-gear, the whole armour unit can retract itself into a

        5x5x5cm cube, that is fastened to the back of the neck. The

        armour can be expanded from this cube in the same way. 

CAPSULE:


Used by the same species that wield the Staves of Re, the

Armour of Oris and Enubit is a marvel of technical engineering.

Providing good protection against physical blows (including slugs and

flechettes), the armour is less effective against energy attacks. 


The armour envelops the head and upper torso completely in a

light weight dual-phaseform alloy. The alloy, as yet unidentified, is

very similar to the alloy used in the Staves of Re, but has two

molecular conformations. These two conformations are suspected to be

the secret of the collapsibility of this armour into a 5x5x5cm cube.

Experiments have shown that this property can be triggered by

application of low current electricity at specific frequencies.

Attempts to reproduce this effect in such a complicated technical

device have met with varied success, although research is ongoing. 


The golden-bronze armour appears bulky and increases the

apparent height of the wearer by 0.22m and the apparent head diameter

by 0.18m. On the top of the head gear is an elaborate metal animal

head, usually a hawk or dog-like creature with glowing blue eyes. The

animal ornamentation is a rotatable sensor pod that provides 270

degree vision, enhanced lifeform scanning, and minor target

acquisition with Staves of Re with which the armour has a weak

radio-link. 


The armour, designed for use in desert conditions, has

extensive atmospheric filters and ventilation systems, However, there

is no heating unit and no self-contained breathing apparatus. The

filtered atmosphere must be able to provide the necessary gases. 


The armours' excessive ornamentation and detailing  suggests

that it is meant to instill fear and/or awe in less-technically-minded

primitives. It is possible that the bearers of the armour and Staves

use these weapons to act and appear as gods to worlds under their

control. This is, of course, only speculation. 

Date: Thu, 24 Nov 1994 23:51:06 -0500 (EST)

From: Andrew JACKSON <ajackson@binkley.cs.mcgill.ca>

NAME: Graded-Output Custom Blaster Rifle

MODEL: all, none, patch-together

TYPE: Blaster Rifle (heavy)

SCALE: Character

SKILL: Blasters: Blaster Rifle

FIRE CONTROL: 2D

AMMO: 20, modified by selected damage level (GM to arbitrate)

COST: add up the pieces, steal 'em, whatever

AVAILABILITY: hard to say, it will be unique

FIRE RATE: damage-setting dependant: 4@3D, 3@4D, 2@5D, 1@6D, 1/2@7D

RANGE: 0-2/3-30/90/225

DAMAGE: selectable: 3D or 4D or 5D or 6D or 7D

GAME NOTES: This weapon was made by pasting together many of the pieces 

listed in my other post (and then some). It is bulky (light repeating 

blaster) but not too long or too heavy for personal use. There is no 

housing for many of the different parts and modules.


A slide-switch determines power output of the weapon. Damage 

therefore ranges tfrom 3D to 7D. Safe Fire Rates are reduced at higher 

power settings. (addition of a refridgeration unit would fix this, but 

make the weapon to massive). Power consumption is twice normal at damage 

levels 6D and 7D. Blaster gas has to be replaced 2X as often as normal.

 
The Fire Control works by the user "selecting" a sensor-scanned 

target. This counts as one action, but need only be done once for a 

target. The data-pad can only store one target at a time. A comlink 

attached to the data-pad signals a frequency-linked comlink worn by the 

user when the weapon is pointed in appropriate direction. This targeting 

system is limited by: comm frequency jamming and the quality of the 

Life-Form Scanning Module.

Please note: this is a powerful weapon, being both damaging and having 

target acquisition. HOWEVER, these are more than off-set by the weapon's 

drawbacks: reduced fire rates at high power, increased power and gas 

consumption, an "action" required to store a target, and jamming senstivity.

Bulk also should be a consideration in close-quarter fights. Lack of 

proper housings means the weapon is fragile. 

-----------------------------------------------------------------------

When presenting your new object to your GM, show that you have thought 

about it, realize that there are logical advantages and drawbacks, and 

demonstrate that your character is willing to invest time and effort in 

the new weapon/object/idea-thing. Don't be afraid to make a cool weapon, 

say, with 7D damage but also find the drawbacks of your creation. And 

just how do you *get* that kind of output? I'm sure your GM will be 

reasonable.

Date: Wed, 23 Nov 1994 22:09:07 -0500 (EST)

From: Andrew JACKSON <ajackson@binkley.cs.mcgill.ca>

Subject: SWRPG: double-barrelled saw-off blaster (with how-to instructions!)

MODEL: Modified Gee-Tech 10-ga double barrelled blaster

TYPE: Blaster (heavy)

SCALE: Character  (do *NOT* use hit-location tables!!)

SKILL: Blaster: sawed-off blaster   ("cocking" takes one action)

AMMO: 25

AVAILABILITY: 2,R,X for original; *very* common on invisible market

FIRE RATE: 1

RANGE: 1-6/15/30

BLAST RADIUS: 0/0/3

DAMAGE: 7D/4D/3D (at long range, the shot is wide enough to hit 2 or more 


targets for 3D each)

GAME NOTES:


This is *the* most popular and widely-used modified blaster

weapon available. It is especially common among the criminal element,

being easily concealable (0.45m) and very damaging at close range.

Mostly used in facilitating heists, extortion, "object lessons", or

any kind of organised crime-related violence. Along with a trench

coat, of course. 


This weapon fires an enhanced blaster bolt out of a shortened

barrel with multiple-focal point crystals. A diffusion shutter is used

to create the "coning" of the blaster bolt. This unconfined bolt

attenuates quickly with distance. However at close range, the full

shot can be devastating. Do *NOT* use hit location tables for this

weapon (except possibly at point-blank range). To reset the diffusion

shutter, a sliding lever is placed along the bottom of the barrel.

Thus, this weapon must be "cocked" after each shot. This counts as one

action. 


While it has been modified, the modification requires an

expert and careful workmanship. Typically only available from

invisible market  weapon "repair" specialists. Should players wish to

make one they will need: the Gee-Tech 10-ga blaster, assorted power

tools (power shears, arc welder, plasma spot welder, appropriate

parts, and about 16 hours), and a Difficult Weapons Repair roll.

Obtaining appropriate parts and expensive power-tools may be very

costly. Add to difficulty if missing some tools or parts. Due to the

excessive work and spare parts required, this is *not* a jury-rig.

Failing the roll upon creation, however, will have potentially lethal

results (GM discretion). 

Here are some of the general modification that have to be done:

* The power output regulator must be replaced with one from a

  Repeating Blaster. 

* High capacity power cabling must be used.

* The barrel must be sawed at 2/5 length.

* Create four "multiple-focal point" crystals by filing just over the

  focal point on both sides of each crystal. 

* The four focussing crystals must be carfully placed .124m from emmitter.

* A diffussion shutter must be manufacured and placed 0.06m from the crytals.

* Shutter should be triggered by pulling of the trigger. Retool

  trigger assembly. 

* A sliding level must be attached to reset the diffusion shutter.

* Open emitter valve by 0.002m. 

Date: Tue, 22 Nov 1994 17:31:29 +1030 (CST)

From: npgrebne@teaching.cs.adelaide.edu.au (Traveller)

Subject: Elven Holosuit

BY:

Nick Grebneff (Traveller)



npgrebne@teaching.cs.adelaide.edu.au

DESCRIPTION:
Holosuit - Elven armour





HOLOSUIT

Cost:

Not available for sale

Availability:
4, X.

Description:



This suit of armour no only provides armour (+1D Physical, +2



energy to arms, legs, head), but it also provides the wearer



cover.  It is powered by movement, the faster, the more



protection.  When moving at half a move per round or less, the



suit provides the equivalent cover of light smoke, at up to two



moves per round it provides the equivalent cover of thick



smoke, and at 4 move per round the suit provides the equivalent



cover of very thick smoke.  The way it achives this is by using



holoprojectors which make the image of the wearer break up



into coloured shards of light, so that at full speed, the



wearer is just a cloud of multi-coloured shards of light.  This



amazing piece of technology still allows the wearer to see out



completely normally.  It is kept a closely guarded secret by



the Elves, and only their Wardancers are permitted to wear



them.

Date: Tue, 22 Nov 1994 17:31:02 +1030 (CST)

From: npgrebne@teaching.cs.adelaide.edu.au (Traveller)

Subject: Elven Plasma Sword

BY:

Nick Grebneff (Traveller)



npgrebne@teaching.cs.adelaide.edu.au

DESCRIPTION:
Plasma Sword - The elven version of the lightsaber.





PLASMA SWORD

Scale:

Character

Skill:

Lightsaber combat

Difficulty:
Moderate

Damage:

4D

Cost:

Not available for sale

Availability:
4, X

Note:

If an attacking character misses the difficulty by more than 10



then the character has injured him or herself with the plasma



sword.

Description:
These swords project a fixed length jet of plasma from the



handle which projects outwards for a short distance before



coming rapidly back together and then graually down to a fine



point at the end of the blade where it returns back down the



center into the handle.  All plasma swords have a multihued



blue blade which coalesces up the blade in a flowing motion.



Unlike lightsabers, the blade has a small weight to it, giving



it an appreciated balance it can also parry other weapons, but



it cannot deflect blaster fire or force lightning.  The elves



guard the plasma sword's construction as closely as the Jedi do



with the lightsaber.

Date: Sat, 19 Nov 1994 10:47:18 -0500 (CDT)

From: MEIERDALEPAU@bvc.edu

Subject: Artifact:  Scrolls of Nadd


Well, I just got issue #2 of Tales of the Jedi:  Dark Lords of the

Sith--so far the series has been great!!!  The artwork and writing are

excellent.  Anyhow, I decided to try and figure out a way of introducing the

Scrolls of Nadd into the Star Wars RPG.  I'd appreciate some kind of input on

this and I will not upload this to the site until I have sufficient input on

this set of artifacts:

WARNING:  THIS MATERIAL CONTAINS SPOILERS FOR TotJ:DLotS #2--If you haven't

read it and don't want the story to be spoiled, stop now!

/REPUBLIC HISTORICAL ARCHIVES/JEDI KNIGHTS/DARK SIDE/DATAFILE CSL3aSCRLNADD

/INITIALIZING VOICELOG-->/Kanar-Jedi Master/*PLEASE WAIT*/

>>BEGIN DOWNLOAD>>

THE SCROLLS OF NADD


"There are two equal and opposite errors into which a Jedi can

fall about the Dark Side.  One is to disbelieve in its existence.  The

other is to believe, and feel an excessive and unhealthy interest in

it. . ." 

--Jedi Master C'slewis


The scrolls of Nadd are as old as the Sith itself.  Having

been written by Freedon Nadd's master (who is unknown at this time)

before Nadd arrived on Onderon, it is easier simply to address them as

"the scrolls of Nadd."  The scrolls of Nadd grant their user no

special power, but instead enslave the reader, placing them within the

iron grasp of the Dark Side.  Such enslavement is not immediately

noticeable by the reader or their friends and colleagues, but it

exists.  According to legend, they contain all the legends and lore of

the Dark Side that Nadd's master knew, including the final resting

place of the Dark Lords of the Sith.  During the Krath War, long after

Freedon Nadd had passed on, Exar Kun, a student of Master Bodo

Siosk-Bass, journeyed to Onderon, posing as a Jedi archaeologist.  A

Jedi Master name Arca saw through Kun's ruse immediately and ordered

him to leave, but instead, Kun journeyed to Iziz, the walled capital

of Onderon.  There, he met two supporters of Nadd, Nebo and Rask.  The

Naddists led Kun to the tomb of Freedon Nadd, where he found the

scrolls hidden underneath Nadd's remains.  Jealous of the power Kun

now had, Nebo and Rask tried to betray Kun, but the young Jedi,

already entrapped by the power of the Dark Side in the scrolls, killed

both of the Naddists, and fled the Onderon system.  Since then, the

scrolls have never been seen.  Perhaps this is for the better. . . 

GAME DATA:  As noted in the historical archives, the scrolls grant the

user no special powers, but they do pose a great temptation for any

Jedi.  Upon coming near the scrolls, Force sensitives will feel

uneasy--Jedi will have a stronger feeling--one of darkness and great

power.  The feeling will nag at them for as long as they are near the

scrolls and will increase in time, beckoning the Jedi or Force

sensitive to open and read the scrolls.  Upon opening and reading the

scrolls, a Jedi must make a Moderate Control roll (Force sensitives

without the Control skill should make a Moderate Perception roll).  If

the character fails the roll, they receive a Dark Side pip (three pips

equalling a point).  Each time the Jedi or Force sensitive character

reads one or both of the scrolls after a failed roll, the difficulty

is multiplied by two.  Upon receiving three Dark Side points, the PC

becomes an NPC.  Atonement will help in releasing a Jedi from the grip

of these scrolls as will using the power Emptiness (see the Star Wars

Rules Companion). 

/END FILE/

>>DOWNLOAD COMPLETE>>

Date: Sun, 13 Nov 1994 00:33:25 -0500 (EST)

From: Andrew JACKSON <ajackson@binkley.cs.mcgill.ca>

THE STAFF OF RE

^^^^^^^^^^^^^^^

MODEL: [unknown; alien artifact]

TYPE: Comabt laser staff

SCALE: Character

SKILL: Blasters: Staff for ranged effect; Melee Weapons: Staff for close 



 combat 

AMMO: 110 (rechargable, no power pack)

COST: [unknown; typically Not Available For Sale or scale for your campaign]

AVAILABILITY: [typically Not Available for Sale or scale for your campaign]

FIRE RATE: 2

RANGE: 4-30/90/175

BLAST RADIUS: 0/1/2/3

DAMAGE: 6D/3D/2D/1D for laser, STR+2D+1 for melee attack (mostly due to 


length, but also due to shape design and to bulk)

GAME NOTES:


Staves of Re are 2.25m long, 0.04m in diameter and made of a 

light-weight metal alloy [as yet unidentified]. However, the Staves are very

strong and durable. Treat as having a structural strength of 4D+2. The Staves 

are "spoon" or "scoop" shaped at one end (.2m wide) and have an oval 

bulge at the other end (0.08m in diameter). The oval bulge is in fact a 

guard sheath for the laser and splits open when the laser is activated. 

The Staves require two hands.


The laser must be activated (allowing the guard sheath to snap 

open and the capaciter to charge for 2 seconds) before firing. This 

counts as one action. The laser bolts are extremely high-energy EM 

radiation with an orange-yellow colour for easier targeting. The force of 

a direct hit has such an impact that live targets must make a Moderate 

DEX roll to remain standing or be thrown 2-5 metres, possibly sustaining 

additional damage. The laser also has a small blast radius effect.


The Staves are effective melee weapons, being able to take extensive 

punishment in combat and delievering powerful blows due to the length of 

the staff (leverage).

--------------------------------------------------------------------------

For those of you who know what weapon I'm getting at, am I missing any 

neat functions?

Andrew.

 ______

/      \                                                         __________

(       \-------------------------------------------------------/          \

(                                                               ------------>

(       /-------------------------------------------------------\__________/

\______/                                                          

                                                                  laser 

scoop                                                             sheath 

Well, something like that anyway.

Date: Mon, 24 Oct 1994 12:25:11 -0800

From: Bill Knight-The Guardian <ANWTK@acad2.alaska.edu>

Stormtrooper Armor

ST armor consists of eighteen pieces.

1. Helmet

2. Chest Plate

3. Back Plate

4. Right upper arm

5. Right lower arm

6. Right hand

7. Left upper arm

8. Left lower arm

9. Left hand

10. Groin

11. Right upper leg

12. Right lower leg

13. Right foot

14. Left upper leg

15. Left lower leg

16. Left foot

17. Equipment belt

18. Bodysuit

=================================================================

Copyright (C) 1994 -William Knight "The Guardian"

                    ANWTK@acad2.alaska.edu

Fine Print:  The use of certain trademarks and phrases referenced

or used in this work are owned by George Lucas, West End Games, and

others is not intended as a challenge to their status nor to their

ownership.  Afore mentioned property owners of the trademarks and

phrases are entitled to the full ownership and privileges entitled

to them by law for their specific properties (such as the concept

of Starwars and certain aspects of the Stormtrooper armor design),

while the rest of the document and it's content are copyrighted by

me (just about everything but the Starwars concept).  However, some

properties are borrowed from history and as such, were not created

by and are not owned by afore mentioned property owners or me, but

rather by history as a whole (such as the word or concept of

Stormtroopers).

Date: Fri, 11 Nov 1994 23:30:02 -0500 (EST)

From: Andrew JACKSON <ajackson@binkley.cs.mcgill.ca>

------------------------------------------------------------------------

NOTE: due to the potential power of this weapon, it may not be

appropriate for some low-key campaigns. Excessive proliferation of

this weapon may be hazardous do characters and your SW universe.

Perhaps best classified as an "Ancient Artifact", "Novel Weapon of a

New Starfaring Race", or "A Newly-Developed, Highly Advanced Weapon".

The mere existance of the weapon could be the basis for an adventure,

or it could be a neat tack-on for an appropriate adventure. 

------------------------------------------------------------------------

NOTE: the use and effects of this weapon are more intricate than that

lesser weapons. Familiarity with the weapon's capabilites and its

effects is strongly recommended, especially if Force-Users are involved.

                                 ^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^^

Please feel free to guess what weapon I've adapted. :)

I've even taken into account the powers of its most powerful weilder 

(actually it turned out he didn't need the weapon to do the effects).

THE SONICS WEIRDING MODULE

^^^^^^^^^^^^^^^^^^^^^^^^^^

TYPE: Enhanced Sonics Focussing Module

NAME: Sonics Weirding Module

SCALE: character [others possible]

SKILL: Blaster or equivalent To Hit; Voice Modulation (PER skill) for 


Damage

AMMO: 100 (power pack can be replaced)

COST: [typically Not Available For Sale; otherwise depends on 


adventure/campaign]

AVAILIBILITY: [typically Not Available For Sale; otherwise depends on 



adventure/campaign]

RANGE: 7-30/50/100; dangerous to use less than 7m away

RANGE DIFFICULTY: M/D/VD

DAMAGE: base of 2D/1D/0D/-1D for blast radii of PB/S/M/L; add damage 


according to Voice Modualtion skill use 

BLAST RADIUS: 0/1-2/3-4/5-6m

GAME NOTES:

This weapon concentrates, focusses, and enhances the voice of the user

and turns it into a highly concentrated "beam" of sonic force. The

weapon consists of a microphone at the mouth, with a neck-anchor. The

microphone is connected to the hand-held weirding module by a

vacuum-insulated high fidelity sonic transmission cable (Heroic to

replace or repair) that runs down the arm to the weirding module. The

weirding module requires only one hand and is aimed similarly to most

other "guns", although some small circular wrist motions are necessary

for full effect. 


The Wierding Module works best if a constant-frequency sound

is used to prep the device and then a sudden sharp sound at a

different frequency(ies) is used to trigger the sonic burst. (EG,

"owwwwwwwww--DIIIB!" :) Proper Voice Modulation is very difficult to

master and will greatly effect the amount of damage inflicted.

Characters with good Command, Persuasion, and Con skills should be

able to use this weapon well due the mastery of vocal communication

that is often necessary in these skills. However, the new Perception

skill "Voice Modulation" is used with this weapon. 


While most easily used at shorter ranges, it can be used

effectively at longer ranges in the hands of an expert (see Range

Difficulty). Due to blast radius effect of this weapon, it is

extremely dangerous to use at very close ranges. 


To Hit: use blaster skill or a similar skill to "hit". See Range



Difficulty for difficulty numbers to hit. It should be



determined where missed shots went, due to the high damage



potential and blast radius of this weapon.


To Damage: roll Voice Modulation and apply roll to following table:



Skill Roll

Dice Added to "Base Damage" at given


   (based on no wild die)

Blast Radius



  1-5




1D



  6-10




3D



  11-20




4D



  21-30




5D



  31-41




6D



  every 10 above 41                     +1D bonus

(the extreme power of this weapon at high rolls is intentional, see

Note below. It is expected that most users familiar with this weapon

should do no less than 6D damage in a direct hit, with 5D/4D/3D in the

blast radii) 

NOTE: due to the power of the Jedi to control their body very

precisely, Force Using characters may add their Control dice to their

Voice Modulation Skill when rolling for damage. However, this does

count as an extra action. Concentration, Enhance Attribute, Enhance

Skill, and Enhance Coordination may all be used to enhance the

profficiency of using this weapon, both in terms of Hitting *and*

Damage. Therefore, this weapon becomes a powerful weapon in the hands

of a Jedi, or group of Jedi, although not by intentional design. 

--------------------------------------------------------------------------

Enhance Coordination does not *ususally* enhance troop Perception skills. 

This is an exception.

Know what movie this is from? I hope it is obvious.

ASTROGATION


Yav
Tat
Sul
Lus
Lia
Kwe
Isi
Gam
End
Dan
Dag
Coru
Core
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Bes
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12
7
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1
316
8
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18
13
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16
6
60
8

Bes
22
16
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24
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32
22
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6
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15
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197
13
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4
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19
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28
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32






Dan
10
20
126

19


86
21







End
31
24
19

434


341








Gam

40
74

556











Isi
















Kwe

24
7













Lia

51
84













Lus
















Sul

38














Tat
22















Alderaan            Bespin/Miser        Celanon             Corellia

Coruscant           Dagobah             Dantooine           Endor

Gamorr              Isis                Kwenn               Lianna

Lusdu               Sullust             Tatooine            Yavin


Nar
Naj
Lai

Ber 

3
4

Lai
6
4


Naj




Berrol's Donn       Laim                Najarka             Nar

Modified Combat Table

Stun (takes effect immediately)

1
Blast has no effect

2-3
Blast grazes you (+5 to next initiative)

4
Blast smashes you in your chest (-1d6 to all rolls for this and next round)

5-6
Blast knocks you back (-1d6 to next initiative)

Wounded (lasts until healed)

1-2
The blast rips your arm (-1d6 to arm dexterity checks)

3
Blast burns into your chest (-1d6 to all rolls)

4-5
Blast sends you flying back (-2d6 to initiative for 2 rounds)

6
Blast rips through your leg (-1/2 to your movement)

Incapacitated

1
Blast shreds your groin (character cannot move 15% chance of paralysis)

2-3
Blast tears through your arm (-2d6 to dexterity skills)

4
Blast pierces your chest (character falls prone for 2d6 rounds)

5-6
blast grazes temple (-3d6 to next initiative)

Mortally Wounded

1-2
Blast severs a limb (roll body die)

3
Blast travels through your chest (character dies in 2d6 rounds without first aid)

4-5
Blast hits face and causes blindness

6
15% chance of a nast critical

Nasty Criticals

01
Top of head blown off, ooze leaks out (instant death)

02-10
Knee shattered (-1d6 till it is healed)

11-15
Heart blown apart (death in 1d6 rounds)

16-18
Spinal cord cleany separated (instant death)

19-25
Groin removed (-1d6 to dexterity permanently)

26-37
Ribs (you got lucky, -1d6 till healed)

38-40
Lung punctured, asphyxiation from drowning in blood (death)

41-49
Jaw shattered (serious pain but can heal)

50
Face partially removed (character can be saved)

51-65
Temple (lose consciousness for 1d6 rounds)

66-68
Forhead (-1d6 to mental attributes until recovery) 

69-74
Larynx (cannot speak for 1 month)

75-86
Stomach ruptured (die from poison in 3d6 rounds)

87-91
Lower Spine (10% chance of permanent paralyzation)

92-94
Multiple organs struck, internals reduced to jelly (death)

95-99
Collar bone broken (50% chance of paralyzation)

00
Enters eye and exits back of skull (death)

West End Games Explanation of Hyperdrives:

From 1st Edition Basic Star Wars RPG


"The hyperdrive is a miracle of advanced technology.  Powered by 

incredibly efficient fusion generators, hyperdrive engines hurl ships into

hyperspace, a dimension of space-time that can be entered only at faster than

light speeds.  The theories and realities of hyperspace travel are understood by

few but highly-trained hyperspace technicians in the astrophysics communities,

and even they admit that certina aspects remain a mystery.


Certain things are clear, though.  Hyperspace is coterminous with

realspace:  each point in realspace is associated with a unique point in

hyperspace, and adjacent points in realspace are adjacent in hyperspace.  In

other words, if you travel "north" in realspace then jump to hyperspace, you'll

be heading "north" in hyperspace as well.  Objects in realspace have a "shadow"

in hyperspace.  That is, there is a star (or star-like object) in hyperspace at

the same location as it occupies in realspace, and this is a danger to those

travelling in hyperspace.


This is why astrogation and astrogation computers are so important, and

why they are standard aboard most hyperdrive-equipped ships.  Careful

calculations must be made to assure that a hyperspace-travelling sip doesn't

smash into a planet or star while hurtling through this dimension; only the

desperate - or foolhardy - attempt hyperspace jumps without up-to-date

astrogation charts and astrogation Droids or computers.


Many Droids and astrogation computers used on starfighters are capable

of containing data for only one hyperspace jump at a time; others, such as the

Rebel Alliance Y-wing can hold up to 10 jumps without being reprogrammed.


Larger starships, such as Imperial Star Destroyers and similar models,

have large onboard astrogation computers capable of virtually unlimited jump

calculations and actually store jump coordinates for almost every forseeable

destintion the ship may wish to reach.


Even with sophisticated astrogation machines, mistakes are not uncommon.

There are millions of stars in the galaxy, and billions of planets (not to

mention asteroids and other debris), and space is not static - what was a safe

course a few days ago may now be filled with debris from an exploded starship or

collision between large bodies.  Authorities estimate that the locations of more

than 90 percent of all large bodies in the galaxy are unknown!  With all these

variables, even the largest, most sophisticated computers, operated by the most

experienced astrogators can plot a fatal path through hyperspace - even along

well-traveled routes."

Addition from the Star Wars Sourcebook


"Space is not a complete vacuum.  Floating molecules are everywhere -

only a few per cubic centimerter, but they exist.  Larger objects, though rarer,

are common, too.  There are many more "rogue" planets - which float in the

interstellar void, unwarmed by any sun - than in star systems.  There are

uncountable asteroids, meteors and random chunks of ice and rock between the

stars. 


If a ship travelling at translight speeds hits an object of any size, it

is instantly vaporized.


Even a close graze with a rogue planet or sizeable asteroid would throw

a ship vastly off course.


Astrogation is a tricky business.

Han:  Traveling through hyperspace ain't like dusting crops, boy!  Without

precise calculations we'd fly right through a star or bounce too close to a

supernova, and that'd end your trip real quick, wouldn't it?"

And from the Second Edition RPG


"A ship in hyperspace must still go around all objects in our

dimension, called realspace.  Therefore, ships can seldom travel straight from

one star to another - they must avoid the mass shadows and gravitational affects

of every star, planet, asteroid and other galactic phenomenon in the way.


The solution to this was the creation of established, known hyperspace

routes.  As these routes were traveled, the obstacles along the route became

better known, and ships could risk going faster and faster.  In simple terms,

using an established, well known route allows for very fast travel, even between

distant stars, while using a poorly traveled route, even if only over a short

distance, takes longer and is often more dangerous.


Starships also have mass shadow sensors that allow them to detect mass

shadows and shut down the ship's hyperdrive to avoid collision...sometimes."

...Some repetitive data omitted.

IMPREIAL CALENDAR

So someone would say that is"oh-nine, twenty-seven, twenty-five two one nine"

The months have seven 5-day weeks.

The Festival Weeks are

 The Festival of Life, which occurs between the third and fourth months, 

during which people celebrate the gift of life.

 The Festival of Stars, which occurs between the sixth and seventh months, 

which celebrates the ability to travel among the stars. Many people take

interstellar vacations during this week.

 The Festival of Yule, which occurs between the 9th and 10th months, is a 

celebration which has carried down through the millenia, and originated from

the human core worlds. It is a week of parties, family times, and giftgiving.

The 3 Festival days are

 Rememberance Day, which occurs between the 4th and 5th months and is a day

of rememberance of all those who have fallen in the defense of the New Order

Note: this holiday used to be called Republic Day, but the day's meaning 

has not changed.

 Emperor Day, which occurs between the 8th and 9th months, is a celebration

for the great Emperor, who has brought peace and order to the galaxy once 

more.

Note: this used to be President's day before the coming of the emperor

 New Year's Day, which occurs between the last month of a year and the

first month of the next year, is a rememberance of the year past, and a 

celebration of the year to come.

 The Imperial Calender
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ED: Emperor Day
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NY: New Year's Day
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MOUVEMENT TABLE

Mike Soulier gave us a glimpse of the 3rd edition movement rules and I must say

I was quite pleased with what I saw.  However, being a die-hard Rolemaster

addict I had this tremendous urge to create a SWRPG movement chart... So I did!

 :-)  Here it is, what do y'all think? 





DIFFICULTY

ROLL
VERY EASY
EASY
MODERATE

0-1
Stumble. 25% move.
Slip. No move. Can
Trip over unseen, May not act again get up next round.imaginary, decomposing, this round. Jawa dung. Take 3D Stun

2-4
50% move.
40% move.
Stich. Move at 50% until make Mod. Stamina roll or 5 turns pass.

5-9
100% move.
75% move.
50% move.

10-14
100% move.
100% move.
80% move.

15-19
100% move.
100% move.
100% move.

20-29
110% move.
100% move.
100% move.

30-39
125% move.
110% move.
100% move.

40-
150% move. Incredible!
125% move.
110% move Poetry in motion!!!





DIFFICULTY

ROLL
DIFFICULT
VERY DIFFICULT
HEROIC!

0-1
Fall flat forward.
Nasty fall is wounding
Sickening impact leaves Damage 2D.to character's pride & character incapacitated body!

2-4
Breakfall with arm.

3D damage to that arm.
Character nimbly

avoids all perceived

dangers. However, one
Mayday! Mayday! Eject!

Eject!... Too late!

SMASH!!!  Damage 7D.

is unsighted. CRUNCH!

Damage 4D.

5-9
Trip & roll back onto

feet, facing wrong way

. Easy Perception to

avoid losing an action

next round.
Whoops! Character goes

flying head over heels

before tumbling to a

stop in 50% move. Take

5D Stun Damage.
Everything was just

fine a minute ago.

Where did it all go

wrong? Damage 5D...

...  to the head!

10-14
50% move.
Aaarrgghh!!! Cramp in

one leg reduces move

to 25% for 5 rounds.
Brain fully realises

character's perilous

situation. Minor heart

attack. Stun Damage 7D

15-19
70% move.
30% move.
CLICK! Oh, oh, twisted

ankle... 20% move for

1 week.

20-29
100% move.
60% move.
40% move.

30-39
100% move.
100% move.
75% move.

40-
100% move.
100% move.
100% move.

HOME RULES

Well, a player in my pbem asked for a copy of the house rules 

that I'm presently using, and I figured, "what the hell" (yes, I actually 

said this outloud to myself), "I might as well send it to everybody for 

their opinions". 


So, here is the present house rules that I'm using with 2nd 

edition Star Wars. They change whenever I find something wrong with one 

of them.


Opinions?


--Mike Soulier <u9008759@muss.cis.mcmaster.ca>


"I'm too busy worrying about what I've done to think


 about what I'm doing."


Star Wars: The Roleplaying Game, Second Edition House Rules

Medpacks:


Medpacks are a first aid type stopgap measure used when no better 

medical attention is available. An injury may be treated successfully by 

a medpack only once. If treatment is unsuccessful, additional medpacks may 

be used in further attempts, as per normal rules. However, once any medpack 

use is successful, any further treatments to that injury are of no effect. 

This is what a bacta tank is for.

Reaction Skills:


Second edition defenses are not used. Replace this with first edition 

reaction skill rules for dodges, brawl parries and melee parries, as well as 

lightsaber deflections. 

Control Pain:


The Force skills of Control Pain and Control Another's Pain do not 

have to be kept up. They are used once, and they are effective until another 

injury greater than stun is sustained. 

Effective Stun:


Instead of having full dice of effective stun, reduce this to pips 

of effective stun. When these pips of effective stun add up to equal to or 

greater than the Strength score of the defender, unconsciousness occurs. 

Also, if stun damage ever lowers the Stamina score of the defender to zero, 

unconsciousness occurs.

Natural Healing:


Healing rolls are made every day. However, if the rest time has not 

yet passed, no improvement is possible. Simply ignore any improvement results.

Specializations:


The dodge skill has no specializations.

Repeated Force Power Attempts:


When a character attempts to use a force power on another and fails, 

every repeated attempt within a 24 hour period is increased by one difficulty 

level.

Relationship Modifiers:


Modifiers for relationship do not always make sense. These modifiers 

should certainly be GM's discretion. Mainly, I do not use the relationship 

modifiers for Life Detection.

Repeating Weapons:


Repeating weapons (SMG, repeating blasters) add +1D to the skill of 

the firer when fired. This simulates the density of fire created. In addition, 

when a repeating weapon strikes a target, it delivers 1D6 hits upon that 

target. These hits are resolved separately. 


Also, if a character using a repeating weapon decides to "spray" an 

area, he may do so to any group in a 45 degree arc within 10 meters of each 

other. The effect of this is to attack all targets in this group with one 

attack roll per target. One hit is applied to each target hit. Note that a 

character cannot choose to attack a farther group with a spray when a closer 

target is eligible, if they are in the same arc chosen for the spray. Also 

note that the character does not receive the +1D to his skill to-hit when 

using a spray attack.

Cyberpoints and The Force:


When a character calls upon the Force, he must roll a die. If the 

number is equal to or higher than the total number of cyberpoints, the Force 

may be used with no difference from the rules.  If the player rolls under 

the total number of cyberpoints, take their total number of cyberpoints x3 

and add it to the user's difficulty for the use of any and all needed powers.

If the power is one which must be 'kept up', then the added difficulty is 

the total number of cyberpoints x4.

Ranged Weapons:


To account for the penetrating ability of most ranged weapons, and 

the essentials of accuracy, all ranged weapons (GM's discretion) add a +2 

to the damage roll for every full five points over the target number that 

is rolled on the to-hit roll. This bonus can yield a maximum of +2 for every 

full die of damage that the weapon already does. 


Note that this can also be readily extended to other scales as well, 

such as starfighter, speeder and walker scales.

REBELS


This is a document regarding character advancement.

It includes a section about rank levels in the Alliance and a section on

advanced training.  It has been used for the last year in my campaign at

American University.  Some material was influenced by the adventure, "The

Isis Coordinates" and some by X-wing, and the X-wing Strategy Guide. Also

contributing were Chuck Diamond (cd1866a@american) and David Avallone

(da5727a@american.edu).

-Devin Clancy (dc4109a@american.edu)

The ranks for officers are as follows:

Army/Spec. Forces*
Navy
Starfighter Corps
Pay Scale

2nd. Lt
Ensign
Flight Cadet
1400

1st. Lt.
Lt. (jg)
Flight Off.
1800

Captain
Lt
Lt
2050

Major
Lt. Cmdr.
Capitain2500
2500

Lt. Col.
Cmdr
Cmdr.

Col.
Captain
General

Brigadier Gen.
Commodore


Major Gen.
Rear Admiral


Lt. Gen.
Vice Admiral


General
Admiral


*Special Forces are the elite Army troops under the command of General 

Madine, all hold Army ranks except for the Pilots who hold Starfighter 

Corps ranks.

Since the Rebellion much resembles a military organization, it is obvious 

that one can rise in the ranks.  For more independent groups like the 

Special Assault Teams, it is often difficult to describe exact procedures 

for promotion, but it is a general guideline that exceptional performance 

on three missions will gain a promotion to 1st Lt., Lt. (jg) or Flight 

Officer.  Five more exceptional missions will gain the rank of Captain 

or Lt. and eight more will allow one to reach the rank of Major, Lt. Cmdr 

or Captain.  At this rank one generally is assigned to a more permanent 

position at a base, on a ship or in a squadron.  Exceptional performance 

is not always possible for every mission, but don't be distressed, your 

superiors know that these "rules" are very flexible.  Completion of the 

program at any Alliance School of Advanced Learning can contribute to an 

officer's evaluation and essentially "count" as a mission.

Alliance Advanced Training Program:

There are several schools of advanced training available to Alliance 

officers who meet certain requirements.  Unlike the Empire, the Alliance 

encourages its citizens to become educated and enlightened.  They provide 

these schools free of charge to officers and non-coms, and at a nominal 

rate to civilians associated with sympathetic governments or the Alliance 

itself.  Applications are available from your commanding officer or 

Executive Officer.  If your application is accepted you will be given a 

temporary leave from your duties (pending CO's approval) and will be 

taken to the school that you will be attending.  WARNING: NO RECORD OF 

THE HYPERSPACE COORDINATES OR NEARBY HYPERLANE ROUTES ARE TO BE MADE.

THE MAKING OF SUCH RECORDS IS GROUNDS FOR COURT MARTIAL AND DISCHARGE 

FROM THE ALLIANCE MILITARY.

The Schools range in size and scope and they are staffed by some of the 

best minds in the galaxy.  The Empire places little value on knowledge, 

and we are happy to accept those people whom the Empire deems too smart 

for their own good.

Students can transfer their grades back to their post and have them count 

in their personnel evaluations.  This can be used by the CO to judge their 

suitability for promotion.

The Schools:

Alliance College of Advanced Starship Enigineering- 

Located on the Isis colony (a code name for one of our main starship 

construction facilities), the CASE is one of the most rigorous programs 

available.  Navy Engineers on Capital ships as well as Starfighter Techs

come here to learn the advanced design and maintainance of Starships from 

the bulk transports used to ferry supplies to the X-wing fighter and on 

up to the MC-80 Mon Calimari Cruisers, some of the most modern and

complex ships in the galaxy.  There are three separate programs:

1. Starfighter/ Space Transports Program- 

This program concentrates on the X-wing, Y-wing, A-wing and some new 

experimental fighters.  It also covers the Light Freighter and transports 

used by the Alliance.  It is a four week intensive program.  

Requirements: Starfighter Repair 5D, Starship weapons repair 5D, 

Space Transports repair 5D

Final Skill: Starfighter Engineering (A) 1D, Space Transport Engineering 

(A) 1D, Starship Weapons Engineering (A) 1D

2. Capital ship program- 

This program concentrates on the maintainance of the Alliance's capital 

ships, from the ubiquitous Correlian Corvette to the Ships of the Line.  

It is a six week intensive program.

Requirements: Capital ship repair 5D, capital ship weapons repair 5D

Final Skill: Capital Ship Engineering (A) 1D Capital Ship Weapon 

Engineering (A) 1D

3. Comprehensive program- 

This program covers star fighters, space transports and capital ship repair 

as well as a unit on starship design.  This is the breeding grounds for 

tomorrow's engineers and starship designers.  It is an eight week extra 

intensive program with a four day  recess half way through to keep the 

students healthy.

Requirements: Capital ship repair 5D, capital ship weapons repair 5D, 

Starfighter Repair 5D, Starship weapons repair 5D, Space Transports repair 5D

Starfighter Repair 5D, Starship weapons repair 5D, Space Transports repair 5D

Final Skill: Starfighter Engineering (A) 1D, Starship Weapons Eng. (A), 

Space Transport Engineering (A) 1D, Capital Ship Engineering (A) 1D, 

Capital Weapon Engineers (A) 1D  OR ANY CONCENTRATED PROGRAM IN ONE OR

TWO SECTIONS.

4.  Death Star Design program- 

For theoretical Engineers, the Death Star design program is a working 

seminar on the plans for the Death Star.  Students will spend four weeks 

examining the inner workings of the Empire's battle station and another 

two designing their own alternative space platform.

Requirements: Capital Ship Engineering (A) 3D, Capital Ship Weapon 

Engineering (A) 2D

Final Skill: Death Star Engineering (A) 1D, Death Star Weapons Engineering 

(A) 1D

Alderaan School of the Arts-

This program is currently not accepting students.

Alliance School of Advanced Medicine-

Located on the Sarpen colony, this program covers Advanced Medicine.  

Unfortunately, due to the nature of the Alliance, we can not give students 

a full Medical Degree.  That must come later, through field work.

This 10 week program is a start though.

Requirements: First Aid 5D

Final Skill: Medicine 1D

Alliance College of the Sciences-

This school is the foremost school in the Alliance for abstract and 

concrete sciences.  Located on the Laskar space station in orbit around 

an Alliance safe world.  This school provides training in any number of

sciences, from Architecture to Xenobiology.

Correlian Tactics School-

Run by the famed Corellian Captain Granton Zahn, this school teaches 

the fundementals of combat strategy and tactics for Capital Ships.  

Stationed on board the famed Correlian starship _Privateer_, this course

provides potential commanders with the skills needed to Captain a starship 

in the Alliance. Participants who pass automatically receive a promotion 

and are certified to command any Alliance Starship.  The training time 

varies depending on the skills of individual officers.

Requirements: Command 4D, Operations 4D+1, Knowledge 2D+2, Perception 2D+2

Final Skills: Tactics (Knowledge plus 1D+2),

Tactics:Capital ships (s) (Tactics plus 1D),

Tactics:Starfighters (s) (Tactics plus 1D), Technology:

Capital Ships (S) (Technology plus 1D)

Pilot Proving Ground-

The location of this school changes frequently.  It is a holographic 

starfighter course known as "the maze" in which pilots can increase their

skills and abilities through training in the X-wing, Y-wing and A-wing.  

This is the same facility that is used to test new pilots, but Veterans 

can always come back for further training.  Due to space limitations

though, it is requested that no pilot return more than twice.  Each 

course is two weeks per fighter.

Requirments: Starfighter Piloting 4D

Final Skill: Starfighter Piloting: X,Y or A-wing (S)(original skill +1D)

Historical Mission Simulator-

Also a constantly moving location, this program is designed to allow

starfighter pilots to learn the art of command and tactics for use in 

combat.  Famous Alliance battles are recreated from every angle using 

holographic systems. Students culminate their training by assaulting the

Death Star itself.

Requirements: Starfighter Piloting 6D, Rank of Lieutenant (SFC, N) 

or Captain (A).

Final Skill: Tactics: Starfighters (original skill+1D+2), automatic 

promotion and qualification for squadron leader.

Milson Academy of Knowledge-

Through negotiations, the Alliance has secured the right to send twelve 

students per month to the planet Milson X to attend their famed

Academy of Knowledge.  The Milsonites have collected information about 

the galaxy for centuries and here it's at your fingertips.  An appointment 

by a member of the Alliance High Council is required.  Training time is

one month.

Requirements: Languages 5D, Alien Races 5D, Planetary Systems 5D, Cultures 5D

Final Skill: Galactic Knowledge (A) 1D

SHIP LIST

  A-II MEDIUM FREIGHTER

  Craft           : Elrood StarYards Ltd. A-II Medium Freighter

  Type            : Medium Freighter

  Length          : 80m

  Scale           : Capital

  Crew            : 5

  Passangers      : None

  Carrgo capacity : 15,000 tons

  Consumables     : 1 month

  Hyperdrive mod  : x2

  Hyper Backup    : x15

  Nav computer    : None (R2 Unit)

  Space           : 2

  Maneuverability : 0

  Hull            : 2D

  Shields         : 1D+1

  Sensors         : None

  Weapons         : None

  Cost            : 80,000 3,F

       This craft fills the gap between the great bulk transports Elrood 

  StarYards are famous for, and the multitudes of stock light freighters.  

  The medium freighter is the choice of the small business for their fleet's 

  main cargo hauler, and is used by the larger companies to fill out their 

  transport fleets.  Radel mining uses three of the A-II model, the most 

  sucessful of Elrood StarYard's medium freighters.

       While not an outstanding ship in either performance or price, the 

  A-II lives up to the Elrood StarYard's reputation for producing reliable 

  ships.  

------------------------------------------------------------------------------

orion@yoyo.cc.monash.edu.au |  Neil Creek  Monash University,  Arts II

------------------------------------------------------------------------------

Date: Fri, 11 Nov 1994 00:50:02 -0500 (EST)

From: Andrew JACKSON <ajackson@binkley.cs.mcgill.ca>

Subject: SWRPG: the AIC-4 Troop Dropship

ALLIANCE DATAFILE 2389-B, SUBSECTION PG266. For Your Eyes Only. 

Duplication Prohibited (I didn' do it)

[the following stats and further details can be found in the Star Wars 

Adventure Journal, 1(2): 254. A good well-rounded resource publication 

by WEG]

AIC-4

Craft: Sonda Armament's Armoured Interface Craft-4

Type: Medium troop dropship

Scale: Starfighter

Length: 40 meters

Skill: Space transports: dropship

Crew: 6

Crew Skill: Blaster 4D+2, space transports 5D, starship gunnery 4D

Passengers: 44 (troops)

Cargo Capacity: 10 metric tonnes

Consumables: 3 days

Cost: Not available for sale

Maneuverability: 2D

Space: 9 (during drop); 3 (on return flight)

Atmosphere: 400; 1150kmh (during drop); 260; 750 kmh (on return flight)

Hull: 5D

Shields: 1D

Sensors: 


Passive: 20/0D


Scan: 40/1D


Search: 60/2D


Focus: 3/3D

Weapons:


2 Laser Cannons



Fire Arc: Turret



Crew: 1 each



Skill: Starship gunnery



Fire Control: 2D



Space Range: 1-3/12/25



Atmosphere Range: 100-300/1.2/2.5 km



Damage: 5D


2Heavy Repeating Blasters



Fire Arc: Turret



Crew: 1 each



Scale: character



Skill: Blaster: repeating blasters



Ranges: 3-75/200/500



Damage: 8D

Capsule: [highlighs *only*, full details in SWAJ]

AIC-4 designed to fit in belly of Star Destroyer and send troops to 

planet surface. Will survive ground based and space/atmospheric defenses. 

Other craft used for safe drops. Contains crude field hospital.


AIC-4 uses guns to clear area around landing site, unloads troops 

and goes back for more. If air defenses too dangerous for slow ascent, 

the AIC-4 may be stranded.

Date: Mon, 21 Nov 94 15:22:58 PST

From: "Michael R. Green" <mikeg@terminus.intermind.net>

Subject: Armeggedeon Class STD

Sheridan M. Green 

mikeg@terminus.intermind.net

Craft:              Novacorp Engineering's Armeggedeon Star Destroyer

Type:               Armeggedeon-class Star Destroyer

Scale:              Capital

Length:             3000 meters

Crew:               80,000, gunners: 695, skeleton: 15,000/ +5

Crew Skill:         Astrogation 4D,  capital ship gunnery 6D, capital

                    ship piloting 6D, capital ship shields 5D, sensors 4D 

Passengers:         15,000 troops

Cargo:              100,000 metric tons

Consumables:        2 years

Hyperdrive:         x2

Backup:             x10

Nav Computer:       Yes

Space:              6

Maneuverability:    2D

Hull:               8D

Shields:            5D

Sensors:


            Passive: 50 / 1D

                    Scan:   100 / 3D


            Search: 200 / 4D


            Focus:    6 / 4D+2

Weapons:


150 Heavy Turbolaser Batteries


Crew: 2


Fire arc:  80 front, 30 left, 30 right, 10 back


Fire Control:  0D


Space Range:  5-20/40/60


Damage:  10D


60  Double Laser Cannons


Fire Arc:  30 front, 15 right, 15 left


Crew: 2


Fire Control: 3D


Space Range:  1-3/12/25


Damage:  3D


100 Ion Cannons


Fire Arc:  40 front, 25 left, 25 right, 10 back


Crew: 2


Fire Control:  4D


Space Range:  1-10/25/50


Damage:  4D


60 Concussion Missle Tubes


Fire Arc: 15 front, 15 left, 15 right, 15 back


Crew: 1


Fire Control: 2D


Space Range: 2-12/30/60


Damage: 9D


15 Tractor Beam Projectors


Fire Arc:  5 front, 5 left, 5 right


Crew: 1


Fire Control: 4D


Space Range: 1-5/15/30


Damage: 6D

Flight Squadrons: 3  TIE Interceptor



  3  TIE/in



  2  TIE Scimatar Bombers


Novacorp Engineering was looked on as a small company of no

importance until this was presented to the Empire.  This was the first

of many ships to be built by this group.  Soon Novacorp rivaled the

best in the business. 


The Armeggedeon Class STD was built in response to the growth

of the Rebel Alliance Fleet and especially to the weakness of the

Imperial STD to sufficientally overcome the Mon Calimari Star Cruiser.

With greater firepower than the Imperial class STD, it was expected

to replace them, except for one thing-  cost.  This new class of Star

Destroyer is extremely expensive, especially now that the Empire has

lost its second Death Star at Endor. 


The ship carries its own ships for planetaty assault,

including a pre-fabricated garrison.  Four of these ships can

effectively lay total siege on a planet. 

Date: Fri, 4 Nov 1994 18:01:16 +1100 (EST)

From: Neil Creek <orion@yoyo.cc.monash.edu.au>

Subject: B4bulk.txt

  B-IV BULK FREIGHTER

  Craft           : Elrood StarYards Ltd B-IV Bulk Freighter

  Type            : Bulk Freighter

  Length          : 140m

  Scale           : Capital

  Crew            : 12

  Passangers      : None

  Cargo Capacity  : 110,000 tons

  Consumables     : 2 months

  Hyperdrive mod  : x2

  Hyper Backup    : x15

  Nav computer    : Limited to 2 jumps

  Space           : 2

  Maneuverabilty  : 0

  Hull            : 3D

  Shields         : 1D+2

  Sensors         : None

  Weapons         : None

  Cost            : 2 million 3,F

     The B-IV Bulk Freighter is the bulk freighter of choice in the

Elrood sector, and is infact one of Elrood StarYard's best exports

from the sector.  This craft combines reliability with a large cargo

capacity as well as a respectable price tag.  These ships have become

renowned for their sturdiness and reliability in space.  They can be

treated like dirt, and will still perform well, however, if looked

after the performance is outstanding.  Because of their size, they

take a long time to make, and the current turnover is about 4 whips

per year, however, these are eagerly snapped up by corperations and

businesses. 

     The success of the craft however, is drawing the attention of

both the Empire and the Rebellion, both of which are a cause for

concern for Elrood StarYards who fear the domination of the Empire and

the illegality of the Rebellion.  A number of members of the

StarYard's board have rebel sympathies, and rumors exist that they are

trying to do a deal with the Rebellion.  The nature of this deal is

unknown. 

------------------------------------------------------------------------------

orion@yoyo.cc.monash.edu.au |  Neil Creek  Monash University,  Arts II

------------------------------------------------------------------------------

Date: Mon, 28 Nov 1994 17:03:53 +1100 (EST)

From: Neil Creek <orion@yoyo.cc.monash.edu.au>

Subject: blade.txt

Elack's personal ship, from the "Transaction" adventure

  BLADE

  Craft           : Fast, defended personal transport

  Type            : Highly modified Corellian Personal Scout ship

  Scale           : Starfighter

  Length          : 25m

  Skill           : Starfighter piloting 6D

  Crew            : 1

  Crew Skill      : Starship shields 5D, Starship gunnery 5D, Astrogation 5D

  Passangers      : 5

  Cargo Capacity  : 1t

  Consumabes      : 3 months

  Hyperdrive mod  : x1

  Hyper backup    : x12

  Nav Computer    : yes

  Maneuvreability : 3D+1

  Space           : 8

  Atmosphere      : 365; 1050kph

  Hull            : 2D

  Shields         : 2D

  Cost            : Not for sale

  Sensors

          Passive : 30/1D

          Scan    : 50/2D

          Search  : 75/3D

          Focus   : 5/4D

  Weapons

          One double laser cannon

          Fire Arc        : Turret

          Crew            : 1 (pilot or gunner)

          Scale           : Starfighter

          Skill           : Starship gunnery

          Fire control    : 1D (2D with gunner)

          Space range     : 1-3/12/25

          Atmosphere range: 100-300/1.2/2/5k

          Damage          : 5D

       This is the personal ship of the Rebel operative Elack.  It is a 

  highly modified personal scout ship, originally designed for reconnisance 

  and servalence into non-hostile environments.  However, Elack had souped 

  it up, making it faster, more maneuverable and better defended.  He uses 

  it for all his transport now, and feels naked without it.

------------------------------------------------------------------------- o_---

   .  A  .     Neil Creek, Monash University, Arts II  .     .  :   .   . |_`\.

.d8  Y8Y  8b.  orion@yoyo.cc.monash.edu.au .     .    :    .   _____.------|--|

888   8   888  ncre1@mfs06.cc.monash.edu.au .  ___.-----------'------------' /'

888b.d8b.d888                         .    ============'============''======'<|

`88888888888' "Nowhere will you find a .  .  `"""""""---.______     ``     `\<|

  `"Y888P"'  more wretched hive of scum and villany" :    .   .`"""----------`'

-------------------------------------------------------------------------------

Date: Fri, 11 Nov 1994 15:44:49 +1100 (EST)

From: Neil Creek <orion@yoyo.cc.monash.edu.au>

Subject: cobra.txt

  COBRA - personal transport

  Craft            : Sienar Fleet Systems - Cobra delux personal transport

  Type             : Heavy, multi-purpose personal transport

  Scale            : Starfighter

  Length           : 60

  Skill            : Space Transports - cobra transports

  Crew             : 6, gunners: 2, skeleton: 2 

  Crew Skill       : Varies

  Passengers       : 10, up to 30

  Cargo Capacity   : 210t

  Consumables      : 4 months

  Hyperdrive Mod   : x2

  Hyper Backup     : x15

  Nav Computer     : Yes

  Maneuverability  : 3D

  Space            : 8

  Atmosphere       : 

  Hull             : 4D+2

  Shields          : 3D

  Sensors 

     Passive       : 20/1D

     Scan          : 40/2D

     Search        : 50/3D

     Focus         : 2/1D

  Weapons:

    Two Double Heavy Laser Cannons

       Fire Arc         : Turret 

       Crew             : 1

       Skill            : Starfighter Gunnery

       Fire Control     : 2D

       Space Range      : 1-3/7/25

       Atmosphere Range : 100-300/1.2k/2.5k

       Damage           : 6D+2

     Concussion Missle launcher

       Fire Arc         : Forward 

       Crew             : 1

       Skill            : Starfighter Gunnery

       Fire Control     : 1D

       Space Range      : 1/5/10

       Atmosphere Range : 100/500/1k

       Damage           : 6D

  Availability: 3,F

  Cost: 800,000 new 350,000 used

     This is the ship for the wealthy with enemies.  Although designed

primarily as an armed transport, it has been very popular with

government officials and crime lords as theit personal transports. 

Sporting great defensive capabilities and with a hefty sting in it's

tail, this craft could quite easily hold off a small starfighter

attack. 

     Designed with the rich in mind, this craft is not lacking in

luxury, with a lounge, holosuite and vast hololibrary on board.  This

all comes at a price however, so much so that the Cobra is a sign of

status among the well off. 

------------------------------------------------------------------------------

orion@yoyo.cc.monash.edu.au |  Neil Creek  Monash University,  Arts II

------------------------------------------------------------------------------

Date: Mon, 24 Oct 1994 17:31:25 -0230 (NDT)

From: Peter Skanes <pskanes@morgan.ucs.mun.ca>

Subject: starship

Corellian Interceptor

-----------------------

Craft: Corellian Engineering Corporation Interceptor

Type: Hyperdrive capable, mid-sized patrol craft

Scale: Capital

Length: 90 meters

Skill: Capital Ship Piloting

Crew: Skeleton: 8 with command 4D; Total crew: 40

Crew Skill: Ship Piloting 3D+1, shields 3D, Sensors 3D+2, astrogation 

3D+1, gunnery 4D

Passengers: 20 (brig accomodations for 16)

Cargo Capacity: 1000 metric tons, 500 cubic meters

Consumables: 8 months

Hyperdrive Multiplier: x2

Hyperdrive Backup: x16

Nav Computer: Yes

Maneuverability: 2D+2

Space: 7

Atmosphere: 350; 1000 kmh

Hull: 3D+1

Shields: 1D+2

Sensors:

   Passive: 30/1D

   Scan: 55/2D

   Search: 80/3D+2

   Focus: 5/4D

Weapons:

   Two Double Turbolaser Cannons (fire separately)


Scale: Starfighter


Arc: 2 front


Crew: 2


Fire Control: 3D


Space Range: 3-15/35/75


Atmosphere Range: 6-30/70/150 km


Damage: 4D+2

   Two Ion Cannons (fire separately)


Scale: Starfighter


Arc: 2 Front


Crew: 2


Fire Control: 3D


Space Range: 1-10/25/50


Atmosphere Range: 2-20/50/100km


Damage: 3D


This is the little brother to the much adored Corellian Corvette. 

They are still used by many small governments, and independent bodies 

for patrolling systems. They have also been known to be used for piracy, 

and in transporting high risk goods.


The Corellian Interceptor was first put on the market about 5 

years after the Corvette came out. It is a basic patrol craft that has 

been in service since the Old Republic. They are not that common outside 

of Corellia as of the Battle of Yavin. However, some very distant systems 

have produced their own versions. It, like the Corvette, is a workhorse 

ship easily adapted to many uses. I don't have a plan or sketch of the 

ship made up. It would go for about 2000000 new and 800000 used. The 

availability would be 3,R.

Peter

Date: Fri, 11 Nov 1994 15:54:31 +1100 (EST)

From: Neil Creek <orion@yoyo.cc.monash.edu.au>

Subject: getabout.txt

    FAMILY GETABOUT

  Craft           : Corellian Engeneering Corperation - Getabout

  Type            : Light personal transport

  Scale           : Starfighter

  Length          : 8m

  Skill           : Space transports - Getabout transport

  Crew            : 1

  Passengers      : 5

  Cargo Capacity  : 1t

  Consumables     : 1 week

  Hyperdrive Mod  : x3

  Hyper Backup    : None

  Nav Computer    : Yes

  Maneuverability : 2D

  Space           : 6

  Atmosphere      : 330; 950kmh

  Hull            : 2D

  Shields         : 0D 

  Sensors 

     Passive      : 20/0D

  Weapons         : None

  Availability: 2

  Cost: 30,000 new 18,000 used

     The Getabout was Corellian Engineering Corporation's attempt to

bring the space ship market to the common individual.  It was designed

to be like the average family's airspeeder, but for use between

systems.  The craft is basically just a people transport, and as such

is not extremely roomy, nor does it have a great storage capacity. 

Luxury was minimised to keep the price tag within the upper-middle

class of most space tech planets.  It is equipped with some items to

make hyperspace jumps less tedious including a music player and a

small holochess set. 

     The ship is appointed much the same as a upper end airspeeder,

with plush comfortable seats and a cloth interior with trim.  With the

intention that passengers remain seated throughout the journey, the

seats are able to rotate so they can face forward, or turn to face

each other with the chess table in the centre.  Five people can be

transported this way. 

     The ship was probably more successful than it should have been,

but this is mostly because nobody else thought of it and it has

cornered the market.  Most civilians choose to travel by charter or on

inter-system liners rather than in their own personal craft, as a

result, no competitor models have ever been released onto the market. 

------------------------------------------------------------------------------

orion@yoyo.cc.monash.edu.au |  Neil Creek  Monash University,  Arts II

------------------------------------------------------------------------------

Date: Mon, 28 Nov 1994 17:02:47 +1100 (EST)

From: Neil Creek <orion@yoyo.cc.monash.edu.au>

Subject: Gnat.txt

Another new space ship, used in the "Transaction" adventure.

  GNAT PRERSONAL TRANSPORT

  Craft           : Incon Gnat inter-ship personal transport

  Type            : Inter-ship transport

  Scale           : Starfighter

  Length          : 8m

  Skill           : Space transports : Gnat

  Crew            : 1

  Crew Skill      : Space transports

  Passangers      : 10

  Cargo Capacity  : 500kg

  Consumabes      : 2 days (with 10 passangers)

  Hyperdrive mod  : None

  Hyper backup    : None

  Nav Computer    : None

  Maneuvreability : 2D

  Space           : 4

  Atmosphere      : 280; 800kph

  Hull            : 1D

  Shields         : None

  Cost            : 8,000

  Sensors

          Passive : 20/0D

  Weapons         : None

       This ship is designed purely for personnel exchange between ships 

  within a fleet.  It it not very fast, nor maneuverable, and is a sitting 

  duck in a fight, however it serves its purpose perfectly.  It has 

  airlocks on every side, and of nearly every possible configuration, so 

  there is almost no ship it cannot dock with.  It has the capacity to ferry 

  up to ten individuals, with a small amount of baggage.

------------------------------------------------------------------------- o_---
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-------------------------------------------------------------------------------

Date: Fri, 11 Nov 1994 15:50:28 +1100 (EST)

From: Neil Creek <orion@yoyo.cc.monash.edu.au>

Subject: hermies.txt

  HERMIES COURIER 

  Craft            : Incom Delta Vee Hermies Courier

  Type             : Light defended courier

  Scale            : Starfighter

  Length           : 35

  Skill            : Space transports - hermies courier

  Crew             : 3, gunner: 1, skeleton: 1

  Crew skill       : Starship shields, Astrogation, 

  Passengers       : 15

  Cargo Capacity   : 40

  Consumables      : 2 months

  Hyperdrive Mod   : 0.8x

  Hyper Backup     : 15x

  Nav Computer     : Yes

  Maneuverability  : 2D+2

  Space            : 7

  Atmosphere       : 350; 1,000kmh

  Hull             : 3D

  Shields          : 2D

  Sensors 

     Passive       : 25/0D

     Scan          : 50/1D

     Search        : 75/2D

     Focus         : 3/4D

  Weapons:

     One Double Laser Cannon

       Fire Arc         : Turret (belly)

       Crew             : 1

       Skill            : Starship Gunnery

       Fire Control     : 2D

       Space Range      : 1-3/12/25

       Atmosphere Range : 100-300/1.2/2.5k 

       Damage           : 5D

  Availability: 3, F

  Cost: [I have no idea how to price this!]

     This craft is designed for fast transport of sensitive cargoes.

Designed by the same company who manufacture the phenominally

successful X-wing starfighter, this ship utilises many of the X-wing's

design features.  It's fast hyperspace speed and good defensive

capabilities make it well suited to delivering urgent, critical

cargoes.  It is also highly useful for contraband cargo deliveries,

however Incom does not really want to know exactly what these craft

are being used for. 

------------------------------------------------------------------------------

orion@yoyo.cc.monash.edu.au |  Neil Creek  Monash University,  Arts II

------------------------------------------------------------------------------

Date: Fri, 11 Nov 1994 15:58:41 +1100 (EST)

From: Neil Creek <orion@yoyo.cc.monash.edu.au>

  KDY CORVETTE  

  Craft           : KDY's Corvette

  Type            : Mid-sized multi-purpose vessel

  Scale           : Capital

  Length          : 180

  Skill           : Capital ship piloting

  Crew            : Skeleton : 20 with command 4D, Total Crew : 150

  Crew Skill      : Starship piloting 4D, starship shields 3D, starship 

                    sensors 3D, astrogation 3D, starship gunnery 5D

  Passangers      : up to 1000 depending on configuration

  Cargo Capacity  : 4,000t

  Consumabes      : 18months

  Hyperdrive mod  : x2

  Hyper backup    : x15

  Nav Computer    : Yes

  Maneuvreability : 1D+2

  Space           : 7

  Atmosphere      : 350; 1,000kmh

  Hull            : 4D+1

  Shields         : 2D+2

  Cost            : 4,000,000 new 2,000,000 used

  Sensors

          Passive : 40/1D

          Scan    : 80/2D

          Search  : 100/3D

          Focus   : 5/4D

  Weapons

    Eight Double Trubolaser Cannons (fire seperately)

          Fire Arc        : 4 top turrets, 4 bottom turrets

          Crew            : 3

          Scale           : Capital

          Skill           : Capital starship gunnery

          Fire control    : 3D

          Space range     : 3-15/35/75

          Atmosphere range: 6-30/70/150k

          Damage          : 4D+2

     This is KDY's answer to the phenominally popular Corellian

Corvette. Designed more with armoured transport in mind, this craft

has much appeal with planetary fleets and super-corporations.  With

greater speed, storage capacity and defensive capability than the

Corellian corvette, it has a price tag to match.  As such it has never

really taken off in a big way with the bulk of the market, although it

has carved out a niche for itself. 

     The ship usually operates in one of two configurations.  As a

mass personnel transport it can ferry 1000 troops and keep them

supplied for extended periods of time.  Its other prime configuration

is as a bulk armed cargo transport, ideal for blockade running.  It is

often used by the empire or, more usually, by companies with imperial

affiliatons or connections when an armed transport is needed.  It can,

however be adapted for a variety of uses. 

     The apearance of the craft is, not surprisingly, like a cross

between a Nebulon B frigate and a Corellian corvette.  The massive

sublight engines found on the Neb B give the corvette it's high space

speed, however the engine pylon synonymous with the Neb B is the

craft's weak point. 

    It looks something like this (sorry bout the ascii, hope you get

the idea) : 

       ==/\----\             ==/\----------------------/\==

      /''       `------------/'==============--------    `\.

     |_____                                                 `\__/\==

       |_|_|     /-----------.----------                 ----------`\.

      /`   |   /'             \                   --------------=====|

     |____/' /'                ``\------------------------=========/''

     |     /'                     ``\__________________________..'' 

    ==\/\/==                        ==\/                     \/==

------------------------------------------------------------------------------

orion@yoyo.cc.monash.edu.au |  Neil Creek  Monash University,  Arts II

------------------------------------------------------------------------------

Date: Fri, 11 Nov 1994 01:43:00 -0500 (EST)

From: Andrew JACKSON <ajackson@binkley.cs.mcgill.ca>

Subject: SWRPG: proposed new missile categories

In order to make the missile weapons of SWRPG and "Tie Fighter" more

similar in concept, I would propose the following re-classification

and 2 new missiles for the RPG. I'm trying not to re-write the

original WEG missile types. Note that the stats of the two SW games do

not match up *exactly*, and nor should we expect them to. 

1) "Concussion Missiles"  (WEG) in the RPG are best used at short

range, and do heavy damage. These are, perhaps, close to the "Heavy

Rockets" in the TIE Fighter simulator. All stats remain the same.

Typical load-out is 4 or 6 for a starfighter.. 

2) "Proton Torpedos" (WEG) in the RPG are also used a short range and

do even heavier damage, per projectile. These are, perhaps, close to

the "Heavy Bomb" in the TIE Fighter simulator. All stats remain the

same. Typical load-out is 2 or 4 for a starfighter. 

The TIE Fighter simulator introduces two new long range projectiles

that do not do nearly some much damage: 

3) "Missiles" (LA; TIE Fighter) are very long range and do very little

damage, compared to WEG missiles and torpedos (aka heavy rockets and

heavy bombs, respectively). However, due to speed and fast target

aquisition/reaquisition, they have a high chance of hitting at large

distance.. I propose "Mini-missiles" for the SWRPG equivalent. Stats

below. Typical load-out ranges from 6-16 for starfighters. 

4) "Torpedos" (LA; TIE Fighter) are also very long range and do little

damage, compared to WEG missiles and torpedos (aka heavy rockets and

heavy bombs, respectively). However, due to speed and fast target

acquistion/reacquisition, they have a high chance of hitting at large

distances. However, they are not quite as reliable as the "missiles"

(LA; TIE Fighter), but do more damage. I propose "Mini-torpedos" for

the SWRPG evivalent. Typical load-out ranges from 4-12 for

starfighters. 

NOTE: due to their small size and weight, the "Mini-" class of

projectiles does not result in any noticible performance changes in

most starfighters. They are also cheaper than the traditional

projectile types. These properties make them ideal for most

lightweight starfighters. 

MINI-MISSILE

Model:SoroSuub Starfighter Stand-off Missiles

Type: Extra Light Long Range Missiles

Scale: Starfighter

Load-out: typically ranges from 6-16

Cost: [whatever is resonable for your campaign]

Availability: [whatever is appropriate for your campaign]

Skill: Starship gunnery

Fire Control: 4D

Space Range: 3-15/36/75  [turbolaser range]

Atmosphere Range: 6-15/72/150km  [turbolaser range]

Damage: 3D+2

MINI-TORPEDO

Model: Mon Cal Defenses Long Range Torpedo Mark I

Type: Light Long Range Missiles

Scale: Starfighter

Load-out: typically ranges from 4-12

Cost: [whatever is resonable for your campaign]

Availability: [whatever is appropriate for your campaign]

Skill: Starship gunnery

Fire Control: 3D+1

Space Range: 3-15/36/75  [turbolaser range]

Atmosphere Range: 6-15/72/150km  [turbolaser range]

Damage: 4D+2

There. Typically 1D+2 extra fire control over regular types. About ten

times the range, but its only double the range of most fighter laser

cannons (just like the simulator). The damage is 1/2 of the regular

projectile types, more or less on par with starfighter lasers (bit

more). I recommend: the Y-Wing gets 10 MM or 8MT, the X-Wing and gets

8MM or 6MT, and the A-Wing gets 6MM or 4MT. 

My recommended load-out for the old WEG missiles: A-Wing gets 2CM and

can't have torpedos, X-Wing gets 4CM or 2PT, Y-Wing gets 6CM or 4PT. 

Date: Tue, 15 Nov 1994 12:00:38 +1030 (CST)

From: npgrebne@teaching.cs.adelaide.edu.au (Traveller)

Subject: Nova Dreadnaught

BY:


Nick Grebneff (Traveller) 




npgrebne@teaching.cs.adelaide.edu.au

DESCRIPTION:

Highly advanced heavy cruiser developed for a campaign




set after the Zahn novels

NAME:


Nova Dreadnaught

CRAFT:


Rendili Astronautics' Nova-Class Dreadnaught

TYPE:


Heavy Cruiser

SCALE:


Capital

LENGTH:


800m

SKILL:


Astrogation 3D, Capital ship piloting 4D+2,




Shields, 4D+1, Sensors 4D+2, Capital ship gunnery 4D+2,




Capital ship gunnery 5D (central gunnery crew)

CREW:


2010; gunners: 280; skeleton: 900/+5

PASSENGERS:

5000 troops

CARGO CAPACITY:

5000 tonnes

CONSUMABLES:

2 years

HYPERDRIVE:

x2

BACKUP:

x15

NAV COMPUTER:
Yes

MANEUVERABILITY:
1D

SPACE:


6

HULL:


6D

SHIELDS:

3D

SENSORS:


PASSIVE:
30
/
1D


SCAN:

75
/
2D


SEARCH:
150
/
3D


FOCUS:

5
/
3D+2

WEAPONS:


30 Heavy Turbolasers


Fire Arc:

5 front, 5 back, 10 left, 10 right.


Crew:


3


Skill:


Capital ship gunnery


Fire Control:

3D


Space Range:

3-15
/
35
/
75


Atmosphere Range:
3-15
/
35
/
75km


Damage:

7D


80 Laser Cannons


Fire Arc:

20 front, 10 back, 25 left, 25 right.


Crew:


1


Skill:


Starship gunnery


Scale:


Starfighter


Fire Control:

1D


Space Range:

1-3
/
12
/
25


Atmosphere Range:
100-300m/
1.2
/
2.5km


Damage:

5D


25 Concussion Missiles


Fire Arc:

10 front, 5 back, 5 left, 5 right.


Crew:


2


Skill:


Capital ship gunnery


Fire Control:

2D


Space Range:

2-12
/
30
/
60


Atmosphere:

4-24
/
60
/
120km


Damage:

9D


15 Ion Cannons


Fire Arc:

3 front, 2 back, 5 left, 5 right.


Crew:


2


Skill:


Capital ship gunnery


Fire Control:

4D


Space Range:

1-5
/
15
/
30


Atmosphere Range:
2-10
/
30
/
60km


Damage:


4D

This space vessel has been modeled on the concepts behind the Katana

fleet. They have been extensively slave rigged, with huge internal

computer banks, centralising ship systems and also providing backup

systems in case one particular computer system fails.  All

capital-scale weapon sytems are linked in providing exceptional fire

control and the ability to be readily linked together, by a central

gunnery crew of 15 to accurately fire on a target with all the weapons

of one weapon system facing the target.  Also, several of these

vessels may be linked together after permission has been granted by

the crews aboard the individual ships to fire upon a target, as

directed by a crew aboard one of the vessels.  Thus in large numbers,

these ships could be quite damaging.  Another feature is that the

ships can be linked together, after permission has been given by the

individual command crews, to make coordinated hyperspace jumps.  This

allows a fleet of these vessels to jump to hyperspace and arrive with

precision timing and precisely positioned, ready for combat. 

IN GAME TERMS:
Ship may perform a 'free' combined action (no command

check) to attack a target with all weapons on one fire arc for one

weapon system. Basically, the central gunnery crew takes over control

of these weapons and fires them as one.  This may be done as often as

the weapons can be fired. When linking ships, the central ship must

send a signal to all of the ships to be linked, then the other ships

must acknowledge this.  This occupies all of the central gunnery crews

for that round, after that, the central ship may fire with all the

weapons facing and within range of the target on all linked ships as a

combined action.  The ships may be at different ranges, but if they

are, the difficulty is that of the ship at greatest range plus 5.  The

central may continue to use all the weapons until it sendes the

disengage signal, or the individual central gunnery crews disengage

their ship from the link. 


These vessels also carry 2 sqaudrons of starfighters, along

with drop craft and vehicles for the troops aboard. 

The New Republic was searching for more companies to build it more

heavy cruisers, but it found that there were few around capable of the

job.  So the Republic set about creating a new one.  They chose the

name Rendili after the the company that once built the grand Victory

Star Destroyers and the classic Dreadnaught for the Old Republic,

although they gave it the new official title of Rendili Astronautics. 

The aging engineer of the former Rendili, designer of the Victory Star

Destroyer and the A-Wing, Walex Blissex, was named chief of

engineering for the new firm and given the task of building up a team

to design the starcraft of the future.  Lando Calrissian, who is noted

for his excellent entrepreneurial skills was placed in the position of

Director of the company.  Together they built up a team, wooing small

groups of engineers from the New Republic military, the Mon Calamari,

Corellian Engineering and some other small time operations.  They

combined them with the best graduates from engineering schools in New

Republic space, and a few defecting Imperial Engineers to create a

talented and eager design team.  With funding from the New Republic

government and under tight security, a large shipbuilding firm was

established, hidden in a corner of New Republic space.  Its first

design off the production run was the Nova-Class Dreadnaght, followed

shortly by a slightly modified version to perform a similar function

to the Imperial Interdictor cruiser. 

Date: Wed, 7 Dec 1994 13:36:01 -0500 (EST)

From: John Aegard <jaegard@FLASH.LakeheadU.CA>

Subject: Pioneer Class Scoutship

In the spirit of constructive contribution, I present another ship from my

campaign .. the Kreelan Starship Yards "Pioneer" Class Scout.

Craft:       Scout Ship

Type:        Kreelan "Pioneer"

Scale:       Starfighter

Length:      35m

Crew:        2 (may co-ordinate)

Passengers:  2

Cargo:       2 metric tons

Consumables: 6 months

Hyp. Mult.   x2

Hyp. Bkup.   x16

Maneuver.    +1

Space Speed: 5

Atmosphere:  295 (850 km/h)

Hull:        4D+1

Shields:     none

Sensors: 

   Passive:  30 / 0D

   Scan:     50 / 1D

   Search:   75 / 2D

   Focus:     5 / 3D

Weapons:

One Double Light Laser Cannon

   Arc:      Front

   Crew:     Pilot or co-pilot

   FC:       0D

   Space     1-3/12/25

   Atmos.    100-300m/1.2km/2.5km

   Damage:   4D

The Pioneer was designed with simplicity and durability in mind.  The

ships are renowned for the amount of neglect they will take and the

ease with which they are maintained.  Pioneers that have been treated

carefully will last for decades.  Thousands of them still ply the

spacelanes. 

The Pioneer Class starship was the last design that was produced by

the Kreel Starship Yards before they were nationalized by the Empire

and handed to Sienar Fleet Systems as a TIE fighter manufacturing

site.  Prior to the nationalization, the Kreelans had produced several

successful varieties of small and medium sized starships for the

private sector. They also bid on three or four of the Republic's

production contracts, including those for the Vindicator and Dauntless

class strike fighters. 

Three months after Endor, the Kreel system was liberated by an

insurgency that was aided overtly by the New Republic.  However, when

the Imperials abandoned the orbiting shipyards, they sabotaged most of

the orbital facilities.  The Republic has aided the Kreelans in their

efforts to rebuild, and the Kreelans have secured several contracts

with the Republic Scout Corps to provide new vessels and materials. 

New Pioneer Mk. 2s are now rolling off of the lines slowly, marking a

new beginning for Kreel Starship Yards, Inc. 

Date: Tue, 22 Nov 1994 17:44:17 -0800 (PST)

From: "C.T." <clifg@u.washington.edu>

Subject: Predator Ships...

Ch'Doth Scout Ship

Scale:                  Starfighter

Length:                 20m

Occupancy:              4

Crew:                   1

Cargo Cap.:             275 kg./1 m3

Consumables:            1 month

Hyperdrive Multiplier:  0.75

Hyperdrive Backup:      8

Nav. Computer:          Yes

Maneuverability:        3D+2

Space Speed:            5D

Hull:                   3D

Shields:                2D

Sensors:


Passive:  30/0D   Search: 80/2D


Scan:      60/1D  Focus:   5/4D

Weapons:


Double Laser Cannon



Arc:    Rear



FC:     3D



Range:  1-5/15/30



Atmos: 100-500/1.5m/3m



Damage:  8D


Four Laser  Cannons



Arc:    Forward



FC:     2D+1



Range: 1-5/15/30



Atmos: 100-500/1.5m/3m



Damage:  6D


Two Proton Torp Launchers



Arc:    Front



FC:     2D+1



Range:  30-150/375/800



Damage:  10D

----------------------------------------------------------------------------

Ch'Doth Warship

Scale:                  Capital  (Due to Power Output)

Length:                 65m

Occupancy:              20

Crew:                   4

Cargo Capacity:         1000 kg/3.6 m3

Consumables:            3 months

Hyperdrive Multiplier:  0.3

Hyperdrive Backup:      5 

Nav Computer:           Yes



    Auto-Calc 8D

Maneuverability:        3D

Space Speed:            4D+2

Hull:                   4D

Shields:        Normal:  2D F/R



Special: 4D Front

Sensors:

        
Passive:  40/1D   Search:  100/3D


        Scan:      80/2D  Focus:   10/5D

Weapons:


Eight Proton Torp Launchers



Arc:    6 Front, 2 Rear



FC:     3D



Range:  25-200/400/900



Damage:  8D


Four Quad-Laser Turrets



Arc:    2 Front/Right/Left/Above




2 Rear/Below



FC:     4D



Range:  1-8/20/35



Atmos:  100-800/2m/3.5m



Damage:  5D


Two Tractor Beam Projectors



Arc:    Forward



FC:     3D



Range:  1-20



Damage:  6

Additional Information:


Both the Scout Ship and the Warship are equipped with cloaking

devices much more sophisticated than those normally found in the

galaxy.  Not only can a Ch'Doth ship scan and fire while cloaked

(though very limited, -1D to hit and -1D to damage, only allowing two

shots or four Search/Focus sensor sweeps), but the cloak itself is

more complete and as such, the most information from which one can

acquire is simply an unidentifiable distortion field in the area. 


The Warship is designed as an attack/bourding vessel.  The

design of the ship is roughly an oval with a sharp point.  The shields

can be set for ramming, which allows the Warship to proceed to smash

into its opponnent, open up the hatch, and do what they do best--kill

up close and personal. 

Date: Fri, 4 Nov 1994 17:47:48 +1100 (EST)

From: Neil Creek <orion@yoyo.cc.monash.edu.au>

  RADEL EXPLORATION VESSEL

  Craft           : Elrood Star Yards Explorer II

  Type            : Exploration Cruiser

  Scale           : Starfighter

  Length          : 30m

  Skill           : Space Transports

  Crew            : 4, gunners 2, skeleton 1

  Crew Skill      : Starship Shields, Astrogation

  Passangers      : 10

  Cargo Capacity  : 20 tonnes

  Consumabes      : 6 months

  Cost            : 750,000 new, 150,000 stripped

  Hyperdrive mod  : x2

  Hyper backup    : x15

  Nav Computer    : Yes

  Maneuvreability : 2D

  Space           : 6

  Atmosphere      : 330/950kmh

  Hull            : 2D

  Shields         : 1D

  Sensors

          Passive : 50/1D

          Scan    : 90/2D

          Search  : 200/3D

          Focus   : 10/4D

  Weapons

          One double laser cannon

          Fire Arc        : Forward

          Crew            : 1

          Scale           : Starfighter

          Skill           : Starship gunnery

          Fire control    : 2D

          Space range     : 1-3/12/25

          Atmosphere range: 100-300/1.2k/2.5k

          Damage          : 3D

          One 'tractor beam

          Fire arc        : Forward

          Crew            : 1

          Scale           : Starfighter

          Skill           : Starship gunnery

          Fire control    : 3D

          Space range     : 1-3/7/36

          Atmosphere range: 100-300/700/3.6km

          Damage          : 4D

     This exploration vessel was commissioned by the Radel Mining

Company for exploration of systems for mineral and other wealth.  It's

primary mission therefore is survey and exploration of remote systems.

 As such it is a highly specialised craft.  The bulk of the price goes

in the state of the art scientific equipment, including : sensitive

spectral scanners, magnetometers, IR and UV scanners, laser core

samplers among others. These craft also always have two modified B1

Worker droids, equipped specifically for the current mission.  The

tractor beam is used primarily for taking samples without having to

land the craft, and the laser is barely adequate for defensive

purposes. 

     The ship's design was a challenge for Elrood Star Yards

engineers, having to incorporate large carrying capacity, long range

and high stability to protect the delicate instruments on board.  As

such, the final design was also suitable for luxury craft and other

purposes. Versions of this craft, stripped of their scientific

equipment can be bought from Elrood Star Yards for re-fitting as the

buyer sees fit. 

------------------------------------------------------------------------------

orion@yoyo.cc.monash.edu.au |  Neil Creek  Monash University,  Arts II

------------------------------------------------------------------------------

Date: Tue, 29 Nov 1994 14:44:16 -0800

From: De Oppresso Liber- Bill Knight <ANWTK@acad2.alaska.edu>

Here's a collection of Star Destroyer names.  Some are from the

movies and a few are the Zahn novels (which I loved, TYVM).  The

format is obvious: start with the SD name, last name of ship's

captain (if known), last know location, and suspected SD type. 

Now, I allow rebel intelligence characters to accquire this info

through normal channels, and I've purposely left blanks in some

slots to show information that the rebels have yet to acquire.

This is also for you to fill in for your campaigns and it also

allows more freedom for the GM to tailor as needed.

================================================================

                Partial Star Destroyer Ship List

Ship Name      Captain        Location            Type

Annilator *

Avenger        Voral

Blitz

Bloodfiend     Guetschow

Bombadier      Ferris

Chariot                       Minos Cluster       Victory I

Charger *

Chimaera                                          Imperial II

Conqueror      Nant

Conquest

Death's Head *                                    Imperial II

Decimator      Kalat

Depridation

Desolation

Desolator      Vogel

Devastator     Trask

Dragoon        Osgar

Eradicator     Ellis

Executioner *  Arguis

Furie

Havoc          Agloth

Hellion        Toloff

Hunter         Giblin

Inexorable                                        Imperial

Maruader

Nemesis                                           Imperial

Ravager        Trxster

Reaper         Stoker

Retribution

Slaughter 

Spoiler        Guul

Stormhawk                                         Imperial

Striker        Rogers

Subjugator

Terminator     Vincesal       Trelam

Truimph

Wardog         Yolen

Warhawk        Beene

Valiant *

Vanquisher

Vengeance *    Pyrah

Vindicator

Victory

* -Indicates ship has/or still is part of the rebel hunting fleet

know as Task Force Kalp.

Date: Tue, 15 Nov 1994 12:01:15 +1030 (CST)

From: npgrebne@teaching.cs.adelaide.edu.au (Traveller)

Subject: Shakler Dreadnaught

BY:


Nick Grebneff (Traveller) 




npgrebne@teaching.cs.adelaide.edu.au

DESCRIPTION:

Highly advanced heavy cruiser developed for a campaign




set after the Zahn novels (Gravity well version)

NAME:


Shackler Dreadnaught

CRAFT:


Rendili Astronautics' Shackler-Class Dreadnaught

TYPE:


Heavy Cruiser

SCALE:


Capital

LENGTH:


800m

SKILL:


Astrogation 3D, Capital ship piloting 4D+2,




Shields, 4D+1, Sensors 4D+2, Capital ship gunnery 4D+2,




Capital ship gunnery 5D (central gunnery crew)

CREW:


2010; gunners: 158; skeleton: 900/+5

PASSENGERS:

3000 troops

CARGO CAPACITY:

3500 tonnes

CONSUMABLES:

2 years

HYPERDRIVE:

x1

BACKUP:


x15

NAV COMPUTER:

Yes

MANEUVERABILITY:
1D+2

SPACE:


6

HULL:


6D

SHIELDS:

3D

SENSORS:


PASSIVE:
30
/
1D


SCAN:

75
/
2D


SEARCH:

150
/
3D


FOCUS:

5
/
3D+2

WEAPONS:


15 Heavy Turbolasers


Fire Arc:

3 front, 2 back, 5 left, 5 right.


Crew:


3


Skill:


Capital ship gunnery


Fire Control:

3D


Space Range:

3-15
/
35
/
75


Atmosphere Range:
3-15
/
35
/
75km


Damage:


7D


80 Laser Cannons


Fire Arc:

20 front, 10 back, 25 left, 25 right.


Crew:


1


Skill:


Starship gunnery


Scale:


Starfighter


Fire Control:

1D


Space Range:

1-3
/
12
/
25


Atmosphere Range:
100-300m/
1.2
/
2.5km


Damage:


5D


3 Gravity Well Projectors


Fire Arc:

Turret.


Crew:


1


Skill:


Capital ship gunnery


Fire Control:

5D


Space Range:

1-5
/
75
/
150


Damage:


Blocks Hyperspace Travel.


5 Heavy Tractor Beams


Fire Arc:

1 front, 2 left, 2 right.


Crew:


3


Skill:


Capital ship gunnery


Fire Control:

2D


Space Range:

2-10
/
30
/
60


Atmosphere Range:
4-20
/
60
/
120km


Damage:


6D
/
5D
/
4D

This space vessel has been modeled on the concepts behind the Katana

fleet. They have been extensively slave rigged, with huge internal

computer banks, centralising ship systems and also providing backup

systems in case one particular computer system fails.  All

capital-scale weapon sytems are linked in providing exceptional fire

control and the ability to be readily linked together, by a central

gunnery crew of 15 to accurately fire on a target with all the weapons

of one weapon system facing the target.  Also, several of these

vessels may be linked together after permission has been granted by

the crews aboard the individual ships to fire upon a target, as

directed by a crew aboard one of the vessels.  Thus in large numbers,

these ships could be quite damaging.  Another feature is that the

ships can be linked together, after permission has been given by the

individual command crews, to make coordinated hyperspace jumps.  This

allows a fleet of these vessels to jump to hyperspace and arrive with

precision timing and precisely positioned, ready for combat. 

IN GAME TERMS:
Ship may perform a 'free' combined action (no command

check) to attack a target with all weapons on one fire arc for one

weapon system. Basically, the central gunnery crew takes over control

of these weapons and fires them as one.  This may be done as often as

the weapons can be fired. When linking ships, the central ship must

send a signal to all of the ships to be linked, then the other ships

must acknowledge this.  This occupies all of the central gunnery crews

for that round, after that, the central ship may fire with all the

weapons facing and within range of the target on all linked ships as a

combined action.  The ships may be at different ranges, but if they

are, the difficulty is that of the ship at greatest range plus 5.  The

central may continue to use all the weapons until it sendes the

disengage signal, or the individual central gunnery crews disengage

their ship from the link. 


These vessels also carry 2 sqaudrons of starfighters, along

with drop craft and vehicles for the troops aboard. 


In a special operation, the New Republic managed to disable

and capture an Imperial Interdictor cruiser, the ship was taken over,

hastily repaired and then they made a jump into New Republic space. 

The job to incorporate the Imperial Gravity Well system into New

Republic ships was given to the secret Rendili Astronaughtics

operation who decided to incorporate it into their new dreadnaught

design that was just being put into production.  The result is the

Shackler-class Dreadnaught, into which they also placed special, heavy

duty Tractor beams something that was seen to be lacking in the

Imperial Interdictors. 

Date: Wed, 16 Nov 1994 14:24:49 +1030 (CST)

From: npgrebne@teaching.cs.adelaide.edu.au (Traveller)

Subject: Shard Battlecruiser

BY:


Nick Grebneff (Traveller) 




npgrebne@teaching.cs.adelaide.edu.au

DESCRIPTION:

Highly advanced Command battle cruiser developed for a




campaign set after the Zahn novels

NAME:


Shard Battlecruiser

CRAFT:


Rendili Astronautics' Shard-Class Battlecruiser

TYPE:


Command Battlecruiser

SCALE:


Capital

LENGTH:


5000m

SKILL:


Astrogation 5D, Capital ship piloting 6D,




Shields 5D+1, Sensors 5D, Capital ship gunnery 5D+2,




Capital ship gunnery 6D (central gunnery crew),




Starship gunnery 5D.

CREW:


65000; gunners: 1140; skeleton: 15000/+5

PASSENGERS:

20000 troops, 1000 Guests.

CARGO CAPACITY:

150000 tonnes

CONSUMABLES:

5 years

HYPERDRIVE:

x1

BACKUP:


x10

NAV COMPUTER:

Yes

MANEUVERABILITY:
2D, 0D at space 6.

SPACE:


5, 6 at 0D maneuverability.

HULL:


7D

SHIELDS:

6D, 3D backup (a la MC80 Star Cruiser)

SENSORS:


PASSIVE:
150
/
2D


SCAN:

250
/
4D


SEARCH:

400
/
5D+2


FOCUS:

15
/
7D

WEAPONS:


190 Heavy Turbolaser Batteries


Fire Arc:

20 front, 20 front/left, 20 front/right,





50 left, 50 right, 10 left/back, 10 right/back,





10 back.


Crew:


3 (60), 2 (130).


Skill:


Capital ship gunnery


Fire Control:

2D


Space Range:

10-30
/
60
/
90


Atmosphere Range:
15-30
/
100
/
150km


Damage:


8D


40 Quad Laser Cannons


Fire Arc:

10 front, 10 back, 10 left, 10 right.


Crew:


2


Skill:


Starship gunnery


Scale:


Starfighter


Fire Control:

4D


Space Range:

1-3
/
12
/
25


Atmosphere Range:
100-300m/
1.2
/
2.5km


Damage:


4D


100 Heavy Turbolaser Cannons


Fire Arc:

30 front, 25 left, 25 right, 20 back.


Crew:


3


Skill:


Capital ship gunnery


Fire Control:

2D


Space Range:

12-35
/
70
/
100


Atmosphere Range:
15-35
/
110
/
165km


Damage:


6D


150 Concussion Missiles


Fire Arc:

60 front, 45 left, 45 right.


Crew:


1


Skill:


Capital ship gunnery


Fire Control:

3D


Space Range:

2-12
/
30
/
60


Atmosphere Range:
4-24
/
60
/
120km


Damage:


9D


85 Ion Cannons


Fire Arc:

15 front, 10 front/left, 10 front/right,





15 left, 15 right, 5 left/back, 5 right/back,





10 back.


Crew:


2 (30), 1 (55).


Skill:


Capital ship gunnery


Fire Control:

5D


Space Range:

1-10
/
25
/
50


Atmosphere Range:
2-20
/
50
/
100km


Damage:


4D


20 Tractor Beams


Fire Arc:

10 front, 5 left, 5 right.


Crew:


1


Skill:


Capital ship gunnery


Fire Control:

5D


Space Range:

2-10
/
30
/
60


Atmosphere Range:
2-10
/
30
/
60km


Damage:


5D


10 Heavy Tractor Beams


Fire Arc:

5 front, 2 left, 2 right, 1 back.


Crew:


2


Skill:


Capital ship gunnery


Fire Control:

5D


Space Range:

1-3
/
10
/
20


Atmosphere Range:
1-3
/
20
/
20km


Damage:


10D


This spacevessel has been modeled on the concepts behind the

Katana fleet.  It was developed in response to the information that

the Empire had recommenced construction of Super Star Destroyers.  The

New Republic intended to fight fire power with range, speed,

maneuverability and technical sophistication.  They have been

extensively slave rigged, with huge internal computer banks,

centralising ship systems and also providing backup systems in case

one particular computer system fails.  All capital-scale weapon sytems

are linked in providing exceptional fire control and the ability to be

readily linked together, by a central gunnery crew of 25 to accurately

fire on a target with all the weapons of one weapon system facing the

target. 


Unlike the dreadnaughts, these ships cannot be linked to

another craft and be guided by it.  It can, however, form the central

ship role and guide other ships.  The New Republic doesn't want these

ships falling under enemy guidance.  Even though they have ensured

that ship guiding functions are performed under the utmost security. 

IN GAME TERMS:
Ship may perform a 'free' combined action (no command

check) to attack a target with all weapons on one fire arc for one

weapon system. Basically, the central gunnery crew takes over control

of these weapons and fires them as one.  This may be done as often as

the weapons can be fired. When linking ships, the central ship must

send a signal to all of the ships to be linked, then the other ships

must acknowledge this.  This occupies all of the central gunnery crews

for that round, after that, the central ship may fire with all the

weapons facing and within range of the target on all linked ships as a

combined action.  The ships may be at different ranges, but if they

are, the difficulty is that of the ship at greatest range plus 5.  The

central may continue to use all the weapons until it sendes the

disengage signal, or the individual central gunnery crews disengage

their ship from the link. These craft can perform the task of

directing other ships' weapons, and making a coordinated strike with

the battlecruiser's own weapons, simultaneously. 


These vessels also carry 4 wings of starfighters, along with

suttles, patrol vessels and drop craft.  The starfighter wings usually

consist of: 1 Assault wing, 1 Recon/Intercept wing, and 2 Fighter

wings.  Vehicles for the troops on board are also carried. 

Date: Tue, 13 Dec 1994 00:55:10 +1030 (CST)

From: npgrebne@teaching.cs.adelaide.edu.au (Traveller)

Subject: Ship Parts

DRIVE SYSTEM:

Alluvial dampeners, Cooling sleeve, Exhaust nacelle, Extinguisher

system, Horizontal booster, Hyperdrive motivator, Ion engine, Ion

fission chamber, Power converter, Power core/cells, Power coupling,

Power regulator, Reactant agitator injector, Repulsor, Turbo

generator, Turbo impellor, 

SENSORS/COMMUNICATIONS SYSTEM:

Com-scan, Focused uni-directional sensor dish, Holocomm, Hyperspace

transponder , Omni-directional sensor globe, Omniprobe sensor array,

Primary sensor array, Rear warning sensor, Receiver dish/antenna,

Sensor jammer, Sensor window, Telesponder, Terrain following sensor,

Tracomp, Transmitter dish/antenna, Transceiver dish/antenna, 

CONTROL SYSTEM:

Astrogation computer, Flight computer, Freeze-floating control,

Gyro-balance circuitry, Holo heads-up display, Hyperspace compass,

Landing claw, Landing gear, Pressor, S-Foil, S-Foil servo actuator,

Slave circuit, Stabilizer, 

WEAPON SYSTEMS:

Electrorangefinder, Fire release stud, Horizontal control arm,

Interruptor template, Laser actuator, Laser barrel, Laser power line,

Laser tip, Launcher, Magazine, Power surge vent, Swivel mountings,

Tactical control console, Targeting computer, Turret rotation

mounting, Vertical control arm, 

SHIELDING SYSTEM:

Deflector ducts, Deflector screen projector, Deflector shields,

Particle shields, Phototropic shielding, Ray shields, Shield

generator, 

LIFE SUPPORT SYSTEM:

Acceleration compensators, Ejection seat, Emergency stud, Escape pod, 

MISCELLANEOUS: (other stuff I came across)

Support pylons, Disk ventrals, Canopy, 

Date: Fri, 28 Oct 1994 02:06:45 -0230 (NDT)

From: Peter Skanes <pskanes@morgan.ucs.mun.ca>

Subject: Sienar Ship


Sienar `Cargo Hauler'

-----------------------------------

Craft: Sienar Ships `Cargo Hauler', 530 series

Type: Stock Light Freighter

Scale: Starfighter

Length: 27 meters

Skill: Space Transports: Sienar Ships `Cargo Hauler'

Crew: 2

Passengers: 5

Cargo Capacity: 80 tons

Consumables: 1 month

Hyperdrive Multiplier: *2 

Hyperdrive Backup: *12

Nav Computer: Yes

Maneuverability: 1D

Space: 4

Atmosphere: 480; 800 KPH

Hull: 4D

Shields: 0D

Sensors:

     Passive: 15/0D

     Scan: 30/1D

     Search: 50/3D

     Focus: 2/4D

Weapons:

  Twin Light Blaster Cannons (fire linked)

     Fire Arc: Turret

     Crew: 1

     Skill: Starship Gunnery

     Fire Control: 2D

     Space Range: 1-5/10/17

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

     Damage: 3D

     These vessels are very common in the known galaxy since the

Emperor took control. They have been purchased for many uses including

merchant vessels, pleasure  yachts, and luxury passenger liners. The

passenger version comes with many more amenities than the freight

version. Some included additions are a holotheatre, galley, and even

geriatric suites. The main drawback is that the common room was

designed for the freight version. It becomes very crowded on a fully

loaded passenger version. 


Availability: 2,F


Cost: 105000 (new)


       27500 (used)

Date: Fri, 4 Nov 1994 17:54:52 +1100 (EST)

From: Neil Creek <orion@yoyo.cc.monash.edu.au>

Subject: Tantiss.txt

  OLD REPUBLIC TANTISS FREIGHTER

  Craft           : Santor Star Yards Tantiss Freighter

  Type            : Medium Freighter

  Scale           : Capital

  Length          : 60m

  Skill           : Space transports

  Crew            : 10, gunners 1, skeleton 2

  Crew Skill      : Capital ship shields, Astrogation

  Passangers      : 5

  Cargo Capacity  : 15,000 tons

  Consumables     : 6 months

  Cost            : Scrap

  Hyperdrive mod  : x4

  Hyper Backup    : None

  Maneuverability : 0D

  Space           : 2

  Atmosphere      : 225/650kmh

  Hull            : 4D

  Shields         : 2D

  Sensors

          Passive : 30/2D

  Weapons

          One Laser Cannon

          Fire arc        : Front

          Crew            : 1

          Scale           : Starfighter

          Fire Control    : 2D

          Space Range     : 1-3/12/25

          Atmosphere range: 100-300/1.2k/2.5k

          Damage          : 2D

     It's ugly, it's slow, it's worse than useless in a fight and it's

incredibly old.  This derelict freighter was once one of the most used

in the galaxy, but the shipbuilding advances as a result of the clone

wars made the Tantiss class transport obsolete.  Despite its age and

disadvntages, however, the Tantiss is extremely spaceworthy, and built

like a tank.  It was for this reason that the emperor ordered

thousands of these craft to be captured and used as storehouses for

weaponry.  These craft were loaded with weapons and deposited in orbit

around thousands of remote systems, and left there. 

     None of these ships exist in commercial use today, but an

extremely rare few can be found in various dumpsites, museums or used

as some kind of off-planet refuge by unfortunate illegals who havn't

been successful enough to find anything better.  The greatest number

of these ships are used as the emperors storage dumps.  The ships that

are used in this capacity have been disabled and are trapped with a

subspace alarm which is triggered as soon as any attempt is made to

activate the ships systems. The imperial coded message is sure to

attract the attention of any nearby imperial garrison, and as such

they will obviously move to retrieve it. 

------------------------------------------------------------------------------

orion@yoyo.cc.monash.edu.au |  Neil Creek  Monash University,  Arts II

------------------------------------------------------------------------------

Date: Fri, 18 Nov 1994 12:50:53 +1030 (CST)

From: npgrebne@teaching.cs.adelaide.edu.au (Traveller)

Subject: TB-2 Module Transport

BY:

Nick Grebneff (Traveller)



npgrebne@teaching.cs.adelaide.edu.au

DESCRIPTION:
TB-2 Module Freighter.  Transports large container modules.

NAME:


TB-2 Module Freighter

CRAFT:


International Repulsorcraft TB-2

TYPE:


Container Module Transport

SCALE:


Capital

LENGTH:


75m

CREW:


2; skeleton: 1/+10

PASSENGERS:

4 (in cabin, 100's if using passenger module)

CARGO CAPACITY:

1 tonne (cabin), 10000 tonnes (module)

CONSUMABLES:

6 months (cabin)

HYPERDRIVE MULTIPLIER:
n/a

NAV COMPUTER:

no

MANEUVERABILITY:
1D

SPACE:


5

ATMOSPHERE:

275; 790kph

HULL:


4D

SHIELDS:

0D

SENSORS:


PASSIVE:
15
/
0D

*DEFENSE OPTION*

CREW:


gunners: 4

PASSENGERS:

none

SHIELDS:

2D

SENSORS:


SCAN:

30
/
1D


SEARCH:

50
/
2D


FOCUS:

2
/
3D

WEAPONS:


2 Turbolaser cannons


Fire Arc:

1 front/left, 1 front/right


Crew:


2


Skill:


Capital ship gunnery


Fire Control:

1D


Space Range:

3-15
/
35
/
75


Atmosphere Range:
3-15
/
35
/
75km


Damage:


4D

*HYPERDRIVE OPTION*

HYPERDRIVE MULTIPLIER:
x3

HYPERDRIVE BACKUP:
x15

NAV COMPUTER:

yes, limited to 5 jumps

CONTAINER MODULES:

50m long, 25m wide, 20m high.  Have a large door on the front which

opens down to form a ramp.  There is a small central door in the main

door which connects to an airlock at the back of the freighter's cabin

section. 

PRICE LIST:

Basic cost (does not include container):

165000 credits

Defence option:





+50000 credits

Hyperdrive option:




+10000 credits

Containers:





 30000 credits


The main body (with a module in place) has a roughly ellipsoid

shape, with small forward angled wings projecting from the rear and a

pair of ion drive engines extending behind the craft. 


The parent company started out manufacturing repulsorlift

vehicles, especially catering for emergency services, but it has long

since diversified its range and is now producing mainly space vessels.

 The company prides itself on building quality, sturdy craft which can

be adapted to suit a variety of tasks.  The TB-2 is no exception.  Its

highly customisable container modules have found a multitude of uses. 

From standard cargo ferrying and passenger transport, to the ferrying

of military vehicles and as troop landing craft. The New Republic even

has some of these modules set up as military HQ's with CO's quarters,

sophisticated sensors, a power plant, communications suite, a top

mounted blaster cannon turret and more.  When used as a landing craft,

the equivalent of an entire Imperial line battalion can be sqeezed in

using multiple decks. 


Now I wonder if anyone has any ideas on the inspiration for this ship?

:-)                                  ---===<<<Traveller>>>===---

Date: Sat, 26 Nov 1994 05:37:53 -0500 (EST)

From: John Aegard <jaegard@FLASH.LakeheadU.CA>

Subject: Thorn-class Anti-Starfighter Corvette

Okay, time to be constructive:

Here's the way I'd build an anti-starfighter platform.  This is the

_Thorn_, a vessel from my own campaign, for your pleasure.  

Craft:          Thorn Class Corvette

Type:           Anti-starfighter escort vessel.

Scale:          Capital

Length:         150 m

Skill:          Capital ship piloting

Crew:           100

Passengers:     Room for 100

Cargo           3000 mt; 1200 cubic metres

Consumables:    1 year

Hyperdrive:     x2

Hyp. Backup:    x15

Nav Computer:   yes

Maneuverabiliy: 2D

Space:          6

Atmosphere:     330; 950 km/h

Hull:           4D

Shields:        2D

Sensors:

   Passive:     40/1D

   Scan:        90/2D

   Search:      120/3D

   Focus:       5/4D

Weapons:

Eight Double Laser Cannons

Scale:        Starfighter

Fire Arc:     Four in dorsal turrets, 

              Four in ventral turrets

Crew:         1 each

Skill:        Capital ship gunnery

Fire Control: 2D

Space Range:  1-3/12/25

Atmosphere:   100-300m/1.2km/2.5km

Damage:       5D

Four Quad Laser Cannons   

(there's a nice cutaway of a Corellian-style quad gun mount in a SWRPG

sourcebook, but I  can't remember which one -- maybe the Rebel Alliance

sourcebook?  Where are the index  people?  :v>  )

Scale:        Starfighter

Fire arcs:    Two each in dorsal and ventral turrets

Crew:         One

Skill:        Capital ship gunnery

Fire Control: 3D

Space Range:  1-3/12/25

Atmosphere:   100-300m/1.2km/2.5km

Damage:       6D

During the Rebel buildup for the attack on the second Death Star,

Admiral Ackbar expressed concern that his fleet would not have

adequate cover from Death-Star launched TIE Bomber and TIE/gt

squadrons.  Dissatisfied with the performance of the standard

Corellian Corvette in this role, he ordered a squadron of ten

Corvettes re-armed to better cover the cruisers of the Death Star task

force.  The first ship to be refitted was the Rebel ship Thorn, under

the command of Rebel Captain Elaina Simko. 

The ships of Simko's squadron were all Corellian Corvettes.  The

refits were made using standard, off-the-shelf parts where possible. 

Notably, many spare Y-wing gun assemblies were retrofitted into cupola

turret mountings.  The Rebellion also made use of the standard

Corellian quad-laser mount where they could, but these assemblies were

in short supply.  The ships were also refitted with backup hyperdrive

systems (a common upgrade for privately-operated Corvettes, correcting

a notable flaw in the original design) and slightly stronger sensors. 

The Thorn and her squadronmates distinguished themselves in service to

the Rebellion during the Death Star attack, many times scattering

massed TIE Bomber attacks on the Fleet vanguard.  Three were lost, two

to enemy gunfire during the all-out brawl that characterized the later

stages of the Battle of Endor, and one in the conflagration of the

Star Cruiser Liberty, the first victim of the Death Star. 

                     Johnzo (jaegard@flash.lakeheadu.ca)                     

                                  --------               

     ObCheesyQuote : "What's new, Socrates?" - Plato, in the Euthryphro

Date: Fri, 11 Nov 1994 01:07:27 -0500 (EST)

From: Andrew JACKSON <ajackson@binkley.cs.mcgill.ca>

Subject: SWRPG: TIE Advanced stats (update)

As noted by members of this list, the stats I posted for the new TIEs

in "Tie Fighter" overestimate the "Space" value. I looked at other

(rebel) fighter stats in the simulator and found that my conversion

method was erroneous. And, as was pointed out, the ships are too fast

relative to other rebels ships at the time (notably the A-Wing). 

NOTE: the Empire after Endor does not possess these very poweful

fighters. The Empire uses other, inferior ships as high-speed

fighters. These TIEs do not appear in Zahn's novels or Dark Empire. It

is up to you (and, more importantly, your players) to decide how this

happened. I hope some of you will find it an interesting question that

can be resolved in one of your campaigns. 

TIE ADVANCED

Craft: Sienar Fleet Systems TIE Advanced (aka "TIE Avenger")

Type: space superiority fighter

Scale: starfighter

Length: 10m

Skill: starfighter piloting: TIE

Crew: 1

Crew Skill: starfighter piloting 5D+2, starship gunnery 5D

Passengers: none

Cargo Capacity: 75kg, 0.3 cubic metres or none with beam weapon

Consumables: 1 week

Hyperdrive Multiplier: 1X

Hyperdrive Backup: none

Manuverability: 4D

Space: 12

Atmosphere: 505/1325 kmh

Hull: 3D

Shields: 1D

Sensors:


Passive: 25/1D


Scan: 40/2D


Search: 60/3D


Focus: 4/3D+2

Weapons:


Four Laser Cannons (fire linked)



Fire Arc: front



Skill: starship gunnery



Fire Control: 3D



Space Range: 1-3/12/25



Atmosphere Range: 100-300/1.2km/2.5km



Damage: 6D


Two Concussion Missile Launchers (4 missiles total, fire linked)



Fire Arc: front



Skill: starship gunnery



Fire Control: 2D



Space Range: 1/3/7



Atmosphere Range: 50-100/300/700m



Damage: 9D (linked)


One Tractor Beam (under development, replaces cargo hold)



Fire Arc: front



Skill: starship gunnery



Fire Control: 3D



Space Range: 1-3/12/25



Strength: 3D (reduces target maneuverability by 3D)

Date: Fri, 11 Nov 1994 01:19:02 -0500 (EST)

From: Andrew JACKSON <ajackson@binkley.cs.mcgill.ca>

{see note for TIE/Advanced}





TIE DEFENDER

Craft: Sienar Fleet Systems TIE Defender

Type: space superiority heavy fighter

Scale: starfighter

Length: 10m diameter

Skill: starfighter piloting: TIE

Crew: 1

Crew Skill: starfighter piloting 6D, starship gunnery 5D+1

Passengers: none

Cargo Capacity: 75kg, 0.3 cubic metres or none with beam weapon

Consumables: 1 week

Hyperdrive Multiplier: 1X

Hyperdrive Backup: none

Manuverability: 4D+2

Space: 13

Atmosphere: 525/1375 kmh

Hull: 3D

Shields: 2D

Sensors:


Passive: 25/1D


Scan: 40/2D


Search: 60/3D


Focus: 4/3D+2

Weapons:


Four Laser Cannons (fire linked)



Fire Arc: front



Skill: starship gunnery



Fire Control: 3D



Space Range: 1-3/12/25



Atmosphere Range: 100-300/1.2km/2.5km



Damage: 6D


Two Light Ion Cannons (fire linked)



Fire Arc: front



Skill: starship gunnery



Fire Control: 3D



Space Range: 1-3/7/36



Atmospherie Range: 100-300/700/3.6km



Damage: 4D


Two Concussion Missile Launchers (4 missiles total, fire linked)



Fire Arc: front



Skill: starship gunnery



Fire Control: 2D



Space Range: 1/3/7



Atmosphere Range: 50-100/300/700m



Damage: 9D (linked)


One Tractor Beam (under development, replaces cargo hold)



Fire Arc: front



Skill: starship gunnery



Fire Control: 3D



Space Range: 1-3/12/25



Strength: 3D (reduces target maneuverability by 3D)

Date: Fri, 11 Nov 1994 00:28:35 -0500 (EST)

From: Andrew JACKSON <ajackson@binkley.cs.mcgill.ca>

Subject: SWRPG: the Warlord AT-AT Transport

ALLIANCE DATAFILE 2389-B, SUBSECTION PG268. For Your Eyes Only. 

Duplication Prohibited (ahem, not that I did :)

[these stats and an extended discussion on planetary assaults can be

found in The Star Wars Adventure Journal, 1(2): 254, published by WEG.

Highly recommended for those interested in a pool of various

resources.] 

WARLORD DROPSHIP

Craft: Telgorn Warlord Dropship

Type: Heavy troop dropship

Scale: Capital 

Length: 110 metres

Skill: Capital ship piloting

Crew: 200

Crew Skill: Capital ship piloting 4D, captial ship gunnery 3D

Passengers: 360 (troops)

Cargo Capacity: 180 metric tonnes

Consumables: 3 days

Cost: Not available for sale

Maneuverability: 0D

Space: 10 (during drop); 4 (on return flight)

Atmosphere: 415; 1200kmh (during drop), 280; 800kmh

Hull: 3D

Shileds: 1D

Snesors:


Passive: 30/1D


Scan: 60/2D


Search: 80/3D


Focus: 3/4D

Weapons:


6 Double Turbolaser Cannons



Fire Arc: 1 front, 2 left, 2 right, 1 rear



Crew: 2



Skill: Capital ship gunnery



Fire Control: 3D



Space Range: 3-15/35/75



Atmosphere Range: 6-30/70/150km



Damage: 4D+2

Capsule: [highlights *only*, full details in SWAJ]

Transports 2 companies of stormtroopers or a platoon of 4 AT-ATs.

Largest _combat_ dropship in Imperial Fleet. Larger one for troop

movements cannot withstand combat like this one. Cannons used for

fighter defense and clearing a landing zone when the ship is several

km from ground. Has ablative shield to withstand high temperatures of

drop--MUST be replaced after each drop (in Star Destroyer hanger bay).

LOGGING SKIFF

Craft: Kereese Arborisystems Heavy Industrial Skiff

Scale: Speeder

Crew: 1 (driver)

Passengers: 2 in cab, 18 in empty payload

Cargo Capacity: 120 metric tons

Speed Code: 1D laden/2D unladen

Maneuverability: 0D

Body Strength: 3D

Weapons: Cutting Laser (FC 1D/3D DC)

Flight Ceiling: 100 meters empty, 50 meters fully laden

The standard logging skiff in use in the managed industrial forests of 

Randra 4.  Its powerful engines--designed to haul huge logs--actually 

give the skiff twice the speed of a normal floater when it isn't carrying 

a cargo (the engines also double the altitude range of the skiff).  The 

cutting laser on the back end of the vehicle can be used as either a saw 

or a means of defense against the larger predators lurking among the 

trees.  The skiff's body is particularly rugged and resistant to damage 

(think Tonka or Caterpillar here).  The raised edges of the log bed give 

the equivalent of Light cover (+1) to anyone riding in back.  There is an 

enclosed cab in front, protecting the driver, 75 kilograms of equipment, 

and two other passengers from the elements.

These vehicles were involved in the climactic chase scene in my first 

adventure--although there was hardly anything climactic about it.  2 of 

the Airblades smashed into trees, and the drive system of the skiff got 

the snot pounded out of it (so much for increased body).  And I didn't 

even get a chance to have the gunners jump onto the skiff bed and engage 

in melee.  :(

Rob

-- 

Robert W. Barrett, Jr.
           *
"The pellet with the poison's

rbarrett@dept.english.upenn.edu    *    In the flagon with the dragon;

Dept. of English / BH 119          *
The vessel with the pestle

University of Pennsylvania         *
Has the brew that is true."

Phila., PA  19104-6273
           *

-- from *The Court Jester*

Date: Sun, 16 Oct 1994 00:17:48 -0400 (EDT)

From: rbarrett@dept.english.upenn.edu (Robert Barrett)

Subject: Vehicle Stats

The stats are for 1st edition SW, but the 2nd edition rulebook has a 

conversion chart.

PATROL SLED (modified version of Storm Skimmer given in *Dark Empire* 

sourcebook, p. 118)

Craft: Tagge Gravitech's Airblade 1000 Patrol Sled

Scale: Speeder

Crew: 2 (pilot, gunner)

Passsengers: 0

Cargo Capacity: 100 kilograms

Speed Code: 3D+1

Maneuverability: 2D+1

Body Strength: 2D+2

Weapons: 1 forward-mounted laser cannon (FC 1D/DC 4D) operated by the 

pilot; 1 repeating blaster on a front-left-right swivel (FC 2D/DC 3D) 

controlled by the gunner

Flight Ceiling: 1 kilometer

The Tagge Gravitrans Airblade 1000 has recently been replaced by the 

quicker and better-handling Aratech 74-Z Speeder Bike.  However, this 

two-seater patrol sled remains a valued part of most provincial Imperial 

arsenals.  Its two cannons and stronger chassis--along with the larger 

cago capacity and higher altitude range--contribute to the Airblade's 

versatility, a must on the backwater worlds where it tends to see service 

in an astonishing variety of situations.  The sled's enclosed pilot and 

gunner stations provide the equivalent of Medium cover (+2) to both crew 

members.  Some Airblades have been sold to planetary law enforcement 

agencies for uses in crowd control and patrol operations: on these 

models, the repeating blaster is often replaced by an anti-personnel riot 

cannon (FC 1D/DC 6D stun only).

-- 

Robert W. Barrett, Jr.
           *
"The pellet with the poison's

rbarrett@dept.english.upenn.edu    *    In the flagon with the dragon;

Dept. of English / BH 119          *
The vessel with the pestle

University of Pennsylvania         *
Has the brew that is true."

Phila., PA  19104-6273
           *

-- from *The Court Jester*
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I Intro

     This Source Book was complied from several different people who

play the game. Most of the information was obtained over Internet via

rec.arts.sf.starwars (r.a.s.s.). Some of the entries have internet

e-mail addresses. These people said it was allright to be e-mailed in

case anyone has questions on what they have created.

     I have tried to keep the creator's intent intact by keeping the

descriptions, stats, etc as they have sent them to me. Because of

this, you may find that the 'Source Book' reads differently depending

on who sent the information to me. Also because of the large number of

items sent by a few people I did not repeat there name for multiply

entries on one topic. So if the idea has no creater above the name

then it was created by the same person who sent me the idea above.

     A special thanks goes to, Eric Benson, Jeffrey A. Larsen and

Steven Cavanagh for without their ideas we wouldn't have this Source

Book.

Daniel Thiel

dthiel@plains.nodak.edu

Note: all stats are for Second Edition Star Wars RPG.

II Weapons and Equipment

Th'Ta Manufacturing, Inc. TA-11

  (Riot Gun)

Eric Benson

Fountain@brahms.udel.edu

     This is a powerful cut down weapon intended to subdue large

numbers of people at a time.  There are 2 versions, a long and a short

barrel version.  The long barrel has a 15 degree fire arc (+-7.5

degrees around boresight), while the short barrel is cut down and has

a 30 degree arc of fire (+-15).  Anything in the arc must dodge or

take damage.  They are great for taking out a bar.  Just do a couple

of shots into the bar and watch everybody turn to ash.

Price: 1500 for the long barrel,  1750 for the short

       (and,no you can't just cut the long one down)

Availability: Large cities on important planets or at and

               Military or police installation

Legal: X (military only Riot gun)

Stats:

 Damage: 4D

 Range : 5/20/40 for the short version

         10/30/60 for the long version

 Ammo  : 6 shots (full round burst only)

                 (I would even think about reducing it)

Vibrowhip:

Class: F2

Cost: 300

Damage: Melee + 1D+2

Difficulty: 15

Monowhip:

Class: F2

Cost: 200

Damage: Melee + 1D+1

Difficulty: 10

Stun Whip:

Class: F2

Cost: 200

Damage: Melee + 1D (stun)

Difficulty: 15

The idea for the whip series comes from Shadowrun and their monowhip.

These whips have the same problem as the Shadowrun whips -- if you do

not exceed the difficulty with your to hit roll, you got hit by it and

you get to take the damage.  Why would anyone use one?  Well, they are

really easily concealled (after all, who would suspect that your belt

was a deadly weapon?) and they can do some large amounts of damage.

        A whip can be used for a parry, but rather than trying to

block the weapon, you try to snatch the weapon away or out of

position.  A vibrawhip can be used to try to cut metal, the difficulty

is based on the metal's strength.

Light Dagger:

Class: X4

Cost: You ain't buying it

Difficulty: 20

Damage: 2D + 2 + Control

Basically a smaller version of the lightsaber.  Used typically to help

train or for other sundry purposes.

Steven Cavangh

The Force Lash.  

This weapon was relatively uncommon during the heyday of the Old

Republic.  In the days of the Star Wars movies, it is extremely rare.

Force lashes were used by Jedi-in-training, although some favored it

over the light- saber.  The force lash looks much the same as a

lightsaber handle, perhaps slightly longer and thinner. When the

button is pressed, metal telescopes out from the handle like a car

aerial for about 80cm and is encompassed in a glowing cylinder of

energy. The metal (and hence the energy around it) has some

flexibility, though not enough to wrap around something. The result is

basically a less powerful, floppy lightsaber (4D + Special).

Astromech Sunsatt.

A recent innovation, this is a fusion radiator that can be placed in

planetary orbit to provide light to sunless planets or night-light

for any number of commercial production or military applications.

A typical Sunsatt will provide light for one standard month, though

some of the better ones can provide both light and heat for almost

a year.

        The Sunsatt can also be turned on/off via transmitter

III Ships

Quadfecta Fighter series

Eric Benson

Fountain@brahms.udel.edu

     These are a series of fighters similar in concept to the B wing.

There is an offset piloting pod which flies along on a roughly

straight course while the remainder of the ship rotates around (a

cross between a B wing and the ship from the Last Starfighter).  Very

maneuverable, but relatively difficult to keep in service due to the

avionics.

                            o

                            |

                            | /<engine pod

                      o-----O-----o <wing tip mounted laser

                            |\

                            | O  Crew module

                            o

(Poor Ansi version, but I hope you get the point)

Stats:

Maneuverability : 4D

Speed : space: 6

        atmosphere: 300 / 900 km

Cargo : 110

Consumables : 1 week

Hyperdrive: x 1.5

Hull: 5D (multiple redundant features)

Sensors: P: 20/0D

         Scan: 35/1D

         Search: 40/2D

         Focus: 3 / 3D

Weapons: 4 laser cannons

-front arc

-Fire control 3D

Range: 1-3/12/25 (space)

100-300/1.2km, 2.5km (atmosphere)

Damage: 6D

Th'Ta Incorporated

        A small, limited production starship company headquartered on

the planet Lebensa' [a human amazon women from the moon planet].  It

is run by one Obuinia Mercoit, one of the planet's ruling family.

        All of their products are designed with standard sized, normal

atmosphere humans, although changes can be made as required.

        They currently make 2 ships, each available in a number of

permutations.  The KF99 is a simple, but advanced single place

atmospheric fighter intended to go up against or to replace the Z95

Headhunter.  The TT31 is a 2 place space superiority fighter with a

healthy front arment and a linked turbolaser and ion canon mounted in

a patented SnapFire turrent.

KF 99 The KF99 is a new design, externally similar to the Z95's that

it replaces.  It was designed with sturdiness and reliability in mind,

with sturdy fixed rear landing skids, an armored cockpit, a heads up

display, a 33 degree fighting chair and a bubble top perspex glass.

There are five varients: AS.1 (air superiority), RCN.2 (recon), HS.3

(heavy strike), GP.4 (general pupose) and COIN.5 (Counterinsurgency).

                AS.1    RCN.2   HS.3    GP.4    COIN.5

Crew            1       1       1       1       1

Manuevering     2D+1    3D      1D+1    2D      3D

Sublight        3D+2    5D+2    3D      3D      3D

Hull            2D      2D      2D      2D      2D

Shield                          1D

Hyperdrive              x2      x2

Backup                  x18     x18

Consumables     1 day   1 wk    1 wk    1 day   1 wk

Storage         55 kg   100 kg  100 kg  50 kg   60 kg

Weapons(see below) 1    2       3       4       5

Cost (new/used) 35/15   37/7.5  50/17.5 45/16   25/10

Weapons:

1.  Twin Laser: Hull mounted, forward facing.  2D fire control, 5D damage

2.  Blaster:  A single forward facing blaster.  Speeder scale.  1D fire

control, 4D damage (scaled).

3.  Twin Turbo laser:  Twin SubSoro DZ-33 turbolasers linked to provide

one imensly powerful burst of energy every other turn.  The turn that they

are fired, the pilot looses 1D of speed due to the energy draw.  2D fire

control, 9D damage (starship scale).

    Proton Torpedo bay: 4 torpedoes in an internal bay.  1D fire control,

9D damage.

    4 wing pylons:  See bottom of file (hopefully!)

4.  Twin Laser: Hull mounted, forward firing.  2D fire control, 5D damage.

    4 wing pylons

5.  Quad slugthrowing machine cannon:  This mount is four seperate hull

mounted forward facing rapid fire weapons.  2D fire control, 2D damage

versus armor, 6D versus unarmored or character scale targets.

TT31

        The TT31 was designed in response to the Incom X wing. 

The TT31 has it's patented SnapFire turrent which mounts a paired

turbolaser and an ion cannon linked for maximum effectiveness.  Both

the X wing and the TT31 have some slight advantages and disadvantages

when compared to each other, but they are closely matched.  In a long

fight (or flight) the TT31 has the advantage with it's two person crew

taking some of the duties.  The Rebellion has one squadron of TT31.AS

fighters, originally purchased for comparison and possible

procurement, which has racked up some pretty impressive scores in

terms of destroyed TIE fighters.  The Rebellion decided not to use

what assets they had to support the TT31 for two reasons.  The

Rebellion is short of crew anyway and adding another person simply

adds to their logistical nightmares.  The Rebellion command also

disliked the turbolasers power cycle time and prefered the

instentaneous effect of the X wings lasers.

        There are four versions of the TT31, the AS.1 (space

superiority), HS (heavy strike), COIN (counterinsurgency) and INT

(interceptor).  The interceptor takes the AS version and attempts to

improve the ship by adding upgraded manuevering foils, increased

thrust engines, and addittional laser cannons in favor of decreasing

the size of the hyperdrive modulators.

                AS      HS      INT     COIN

Crew            2       2       1       2

Manuvering      2D      2D      3D      3D

Sublight        4D      3D      5D      3D

Hull            4D      4D      4D      4D

Shield          1D      2D      1D

Hyperdrive      x1/2    x2      x3

Backup          x16     x16     x18

Consumables     1 wk    3 wk    3 days  4 wks

Storage         125 kg  150 kg  25 kg   300 kg

Weapons Package 6       7       8       9

Cost (new/used) 190/90  170/70  200/95  135/65

Weapons package:

6.  SnapFire:  This turrent system combines a powerful SubSoro DZ-33

turbolaser (alternating fire every other turn) with a Type II ion cannon.

The ion cannon is used to stun and power through shields while the

turbolaser is powering up.  Turbolaser:  1D fire control, 7D damage.  Ion

cannon: 1D fire control, 4D ION damage.

    Twin laser:  Forward facing, hull mounted twin laser cannons.  2D fire

control, 5D damage.

7.  Turrented twin laser:  2D fire control, 5D damage

    Hull twin laser:  forward facing.  2D fire control, 5D damage.

    8 wing pylons

    Proton torpedo bay:  Mounts 4 proton topedoes, 2D fire control, 9D damage.

    Concussion missle bay:  Mounts 4 missles, 2D fire control, 8D damage.

8.  Quad laser:  hull mounted, forward facing.  2D + 1 fire control, 7D

damage.

    Turbolaser:  single, hull mounted SubSoro DZ-33 turbolaser.  Alternate

firing every other round, 2D fire control, 7D damage.

9.  Quad slugthrower:  Mounted in what would have been the SnapFire

turrent on the normal varient, the four rapid fire cannons serve to make

mincemeat out of unarmed people. 2D fire control, 2D damage to armor, 6D

damage to unarmored or character scale.

   Quad hull mounted slughtrower:  Same weapon as turrent moounted.

   10 wing pylons

Wing Pylon:

An underwing mount which allows weapons to be carried and used in atmosphere.

Rockets:

                AP      AV      GP      Mini

#/pylon         1       1       1       3

FC              -       -       -       -

Armored dam.    1D      6D      3D      2D

Unarmored dam.  6D      2D      3D      2D

Range           500m    500m    600m    200m

Cost            500 Cr  500 Cr  250 Cr  100 Cr

Bombs:

Free flight only

                Cluster Iron    Guided

#/Pylon         1/3     1/3     1/3     (i.e. takes 3 pylons)

FC              -1D     -3D     +1D

Armored damage  2D      7D      7D

Unarmored dam.  10D     5D      5D

Radius          50m     25m     10m

Cost            2500 Cr 7500 Cr 75000 Cr

Gun Pods:

                Slugth. Blaster Laser   Turbo

Pylons/gun      1       1       2       3

FC              +1p/gun +1p/gun +2p/gun +1D/gun

Armored dam.    1D      2D      4D      6D

Add/gun         +2p     +3p     +2D     +3D

Unarmored dam.  3D      2D      4D      6D

Add/gun         +4p     +3p     +2D     +3D

Cost            500 cr  2000 cr 5000 cr 10,000 cr

+1p/gun means that each addittional gun adds +1 pip to the fire control.

For example, a Bakkan Forth, a former Imperial gunner and his buddy

Neopt Farnlh are reading their TT31.HS for a strike at an Imperial

facility.  He decides to take 2 turbolaser pods and 2 blaster pods.

When Bakkan decides to use his pod turbolasers (which combine the

effect of the pod weapons), He gets +2D fire control and a damage of

9D.  If Bakkan uses his front lasers (combined with the pod blasters),

he gets 2D + 2 fire control and 5D + 6 damage.

Now, Bakkan knows he's going to break up a riot and takes slugthrower

pods and CBU (cluster bomb units) instead. 1 CBU and 7 slugthrower

pods... CBU is -1D fire control and 10 dice area effect against

people.  The pods will be gunner skill +7 pips to hit and 3D + 24

damage.  Hmm.  Somebody is going to get trashed.  In my campaign, I

would use the damage as area effect for the slugthrowers, too, after

all, it's hard to dodge 7 .50 cal Brownings firij'Yat your rear.

Starfighter designs July 13, 1993, Jeffrey A. Larsen

After looking at all of the literature and comments on the Clone Wars,

it would seem that the clone wars had to be 30-60 years in the past

based on apparent character ages and comments in books like Zahn's

(who might have some official sort of writer's guides).  Even today

combat aircraft can serve that long, especially some with low

complexity and large production runs (such as P-51's or B-17's).  It

stands to reason that large numbers of clone-war vintage starfighters

exist in the galaxy.  Lend-Lease type ventures, sales of obsolete

craft to third world nations, and lost caches(such as the Alderaan War

Frigate from Graveyard of Alderaan), would ensure that many clone war

combatants could still be in operation.  I admit that my interests in

WWII warbirds inspired this contribution, and because my players

(hopefully NOT reading this) are about to stumble onto a clone-war

vintage battlecruiser in my post-empire campaign (good, original, plot

lines are hard to come by sometimes) and in a clone-wars era

adventure/campaign I am thinking about.  In this text I include some

contributions of Star Wars fighters of a pre-Z-95 kind of flavor.

They are unabashedly copied from WWII counterparts.  Change them any

way you like.  Sorry, these were designed under the first edition

rules and have not been converted.  I leave this exercise to the

reader.  I guess since I can picture the craft in my head I never

really bothered with physical descriptions either.

NOTE:  Undoubtably, some of these craft have been upgraded since they

were introduced.  Plausible modifications of course would be very

limited, due to limitations of the spaceframe.  These starfighters

appear with their original (clone wars stats, with standard upgrades

in parentheses).

NONE OF THE CRAFT MENTIONED HERE HAVE HYPERDRIVES OR SHIELDS.

In my galaxy it would not have been feasible to mount them on craft

that small in that era.

CONSUMABLES:  Unless otherwise noted, 12 hours.  Modern Versions

could hold up to 2 Days.

New Republic (Alderaan) Designs:

W-class Starfighter.  Short, Stubby, generally an all-around performer

for the era.  Suffered greatly from a lack of maneuverability but

made up for it with durability and firepower.

Sublight Drive: 3D   (3D+2)

Maneuverability: 0D  (0D+2)

Hull Strength: 3D    (3D+1)

Crew: 1

4 Fire-Linked Blasters (Combined)

Fire Control: 1D     (1D)

Combined Damage: 3D  (5D)

D-Class Bomber:  Plays the role that the Y-Wing currently does.

Ground Support, 2nd Line Fighter defense.  This was an older design

even then, but had the respect of its crews, who were the main reason

for the success of the class.  It's rugged design inspired the Y-Wing.

Sublight Drive: 2D+1 (2D+2)

Maneuverability: 0D  (0D+1)

Hull Strength: 3D+1  (3D+2)

Crew: 2

2 Fire-Linked Blasters (Combined, operated by rear gunner only)

(360 degree mount)

Fire Control: 0D     (0D)

Combined Damage: 2D+2(4D)

Choose one of the following payloads:

Concussion Missiles (Fired by Pilot)

Magazine of 2        (4)

Fire Control: 1D     (2D)

Combined Damage: 5D  (6D)

Conventional Ordnance (Fired by Pilot)

500 KG  (Almost exclusively conventional HE.  Other forms of ordnance

        were not used by mutual consent of the members of the Republic

        even during the assault on the Clone Masters' Lairs.)

Fire Control:  2D

Damage:  As determined by GM.

T-Class Torpedo (Anti-Capital Ship) Craft:  First attempt at using

a starfighter scale craft against capital ships with the (untried

at the time) proton torpedo.  Slow, easy targets for starfighters

but too small to be effectively opposed by most capital ship weapons

at the time.

Sublight Drive: 1D+2 (2D)

Maneuverability: 0D  (0D)

Hull Strength: 2D+2  (3D)

Crew: 3              (2+1passenger)

2 Fire-Linked Blasters (Combined, operated by rear gunner only)

(360 degree mount)

Fire Control: 0D     (0D)

Combined Damage: 2D+2(4D)

Proton Torpedos  (Fired by Weapon Specialist  (Fired by Pilot))

Magazine of 1        (4)

Fire Control: 0D     (1D)

Combined Damage: 7D  (8D)

Clone Master Craft:

A note about the design philosophy.  The clones typically were of

initially low proficiency but experienced clones were frighteningly

adept at combat.  Initially in the clone wars, this experience

resulted in the slaughter of Old Republic forces in several battles.

Unfortunately for the clonemasters, they could not keep up the levels

experienced clones lost with comparable replacements and so despite

adequate ship construction levels, their fighting forces became easy

targets for the growing Old Republic Forces at the end.  Most all of

these craft were thought destroyed, except for those initially sold

to independent worlds to gain capital and for those allied worlds that

ended thier alliance when things began to look bad.  A trickle of

these craft ended up in the fringe for up to 10 years after the

end of the clone wars and showed evidence of recent construction.

This prompted many to believe some of the Clone Masters had escaped

and prompted a fruitless search.  When the flow abruptly stopped,

it became widely believed that it had simply been a cache that was

discovered by some independent.

Class 4 Starfighter(Wi).  Designed to capitalize on the skill of the

initial clones, these craft attained heretofore unheard of performance

levels at the cost of being unable to withstand a hit.  To the Clone

Masters' way of thinking, this was acceptable.  The designers of the

TIE would have been pleased with this design philosophy.  The success

of this craft purely reflected the skills of the pilot.

Sublight Drive: 4D   (4D+1)

Maneuverability: 2D  (2D)

Hull Strength: 1D+1  (2D)

Crew: 1

2 Fire-Linked Blasters (Combined)

Fire Control: 0D      (1D)

Combined Damage: 2D+2 (5D)

Class 2 Bomber(Firewind).  Used in capital ship combat or as a

pacifier on invaded worlds.  Versatile in its applications, this

craft depended on good fighter cover to operate.  Later used as

a suicide bomber with fair success with some less-skilled clones.

The nuclear capability of this craft caused such a distaste for

such weapons that even the Empire does not openly advertise its

possession of them today.

Sublight Drive: 2D   (2D+2)

Maneuverability: 0D  (1D)

Hull Strength: 3D    (3D+2)

Crew: 2

1 Blaster Cannon (Gunner Only)

Fire Control: 0D      (1D)

Combined Damage: 2D+2 (3D)

Interchangable payloads.  Choose one only (Operated by Pilot):

Conventional Ordnance (Yes, Bombs, Napalm, and even Nuclear)

500 KG  (Up to 700KG after modifications)

Fire Control:          1D

Damage:  As per type of load (GM discretion)

Concussion Missiles

Magazine of 2         (4)

Fire Control: 2D      (3D)

Damage: 4D            (6D)

Late War:  Proton Torpedoes

Magazine of 1         (2)

Fire Control: 0D      (2D)

Damage:       6D      (8D)

Clone-War Vintage Shuttles:  In current use due to the timelessness

and durability of the design.  Used to ferry troops from assault ships

to hostile planet surfaces, cargo runs, and the like.  This accounts

for the high amount of cargo space available.  There were so many in

use and so many to get rid of at the end of the war, that it is still

hard to find a major starport in use that does not have a few tucked

in somewhere.

Sublight Drive: 2D+1 (2D+2)

Maneuverability: 0D  (0D+2)

Hull Strength: 4D    (3D+2) --needed to accomodate new drives.

Crew: 2 + 40 passengers or 1 Hovertank and 10 Passengers or 150 Metric

Tons of Cargo.  Note:  The life support system cannot support more

than 12 people for more than 12 hours.

Defensive armament: (Operated by Co-Pilot)

Laser Cannon

(360 Degree Mount)

Fire Control: 1D    (3D)

Damage:       2D    (3D)

Steven Cavanagh

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 and landed.

Craft:                 Incom/Subpro Z-98 Renegade.

Type:                  Atmospheric/Space Interceptor.

Scale:                 Starfighter.

Length:                12.1m.

Skill:                 Starfighter Piloting: Z-98.

Crew:                  1.

Crew Skill:            Piloting 4D+1; Gunnery 4D; Shields 3D+1.

Passengers:            1.

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

                                        /---                            
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IV New Advanced Skills

Jeffrey A. Larsen, 7/8/93

DISCLAIMER: Some of these skills are NOT the kind of skills that are

intended when playing the game in the "Star Wars" spirit.  I knew that

when I created them.  They undoubtedly exist somewhere in the galaxy

however, and while trying to come up with other advanced skills

besides the SINGLE advanced skill of medicine, these came to mind.

Keep in mind that of these skills have limited practical use for your

run-of-the-mill-vanilla-flavored-galaxy-saving SWRPG character; just

use them when you want to add a little spice to your game.

        I did not have my rulebook handy while designing them, so some

tweaking might be necessary.  My only caveats in giving them for free

distribution is that because I am sure you might not like some of the

implementations, I would ask that you change them in whateverway you

like before using them.  However, please don't waste time and space by

telling me.  Just use what you think is usable and throw the rest

away. On the other hand I would be excited and interested in hearing

from you if you have developed some advanced skills of your own

different in nature from the ones I have described here.

Format:

Skill (Attribute used, prerequisite skills): (Time for use) Description.

Skills:

Armor Weapons: (DEX, Blaster 5D): (1rnd) Without this advanced skill

all armor weapons rolls are at -2D due to the difficult of predicting

the aiming characteristics of weapons used from suits.  Armor weapons

allows the use of any Blaster/Missile type weapon which can be mounted

on a given suit of armor or powersuit (By GM ruling of course).

        Armor weapons adds to the base skill roll of any weapons fired

from a suit (i.e. blaster, grenade, firearms, etc) regardless of the

level of the skills normally used.  (In other words, you only need the

initial 5D in blaster to represent the level of skill needed to learn

how to fire any weapon in a suit).  Other prereqs are possible with GM

approval (such as firearms in an industrial tech level).

Master Level Art, _________: (As judged by the GM, Plausible related skill 4D):

        (Base time 1 Week) Allows the character to make a professional living

        as an artisan.  The skill roll represents the quality of any work

        created by the character and the appreciation of the work felt by

        others.  In general, a character must spend a month creating a

        workplace and money equal to 20cr X (Skill roll in related skill) in

        order to get set up.  Before starting a project after that, materials

        much be purchased at a cost of 5cr X (Skill roll in Master Level Art)

        for each project.  A bonus of +1 to the final roll is to be given for

        every factor of 2 by which the purchased material exceeds the starting

        cost.  A time for completion of the project must be stated,with a bonus

        to the final skill roll of +1 is given, not to exceed +10, for each

        additional 2 weeks taken.  The quality of the final work is a number

        equal to:

            quality = Master Level Art Roll + Materials bonus + Time Bonus

        The work can be sold for a base cost of (quality X 50cr) to any patron

        the artisan can find.  To sell the work, an opposed roll must be made

        between the artisan an patron.  The skills that can be used in the roll

        are bargain or "Art connoisseur" (A KNO based skill).  If the artist

        fails to beat the patron, no sale is made as the artisan did not

        inspire the patron.  Otherwise, the work is sold for a cost as if the

        artist made a successful bargain. If the artist makes 10 Very Difficult

        rolls, the artist has gained respect in the field and may charge double

        the base price.  If the artist makes 10 Heroic rolls, then they are a

        master of the field and may charge 10 times the base price.  For these

        rules, any art form including music can be judged.

Linguistics (KNO, Language 5D): (1 rnd normal use, 1 day for advanced use).

        The character has made a study in how languages are structured and

        the universal foundations of communications.  Anyone with this skill

        need only make 5 Very difficult rolls to become fluent in a language.

        This skill adds to any language roll made in everyday usage.  In

        addition, the character can use the Linguistics skill (by itself)

        to translate a normally untranslatable language (whether it is just

        an unused version of a familiar language, a totally new language, or

        a totally bizarre method of communication (song or light for example).

        Some protocol droids might have been programmed with this skill by

        traders and scouts in the far reaches, but most never reach a fair

        level of competence in this skill due to the amount of creativity

        involved.  There is still a good demand for Linguists in the galaxy.

Academic, ________ (KNO, preq KNO > 3D): (variable) This skill allows advanced

        knowledge in the specified discipline which makes possible research or

        communication on the professional level.  While a KNO skill might give

        someone an intuitive feel for how the subject works (Physics -- If I

        fall off of a cliff I will drop in a uniform gravity field), the

        advanced skill allows more precise understanding (Physics -- d=0.5gt^2

        describes the motion as I fall).  The owner of this skill will be able

        to easily digest scholarly texts and journals on the subject and can

        research problems of interest to the field.  Exact difficulty and time

        for each use is variable and depends on the GM.

Galactography (KNO, Planetary Systems > 5D): (variable)  This skill implies a

        high degree of knowledge regarding the known galaxy as a whole.  This

        Advanced skill can be added to any skill roll that encompasses the

        galaxy as a whole, be it in economics, politics, history, military

        strategy, science, or any other skill.  As a direct bonus, the

        Galactography skill adds directly to any astrogation roll (showing the

        applied knowledge of the character regarding the effects of the

        galaxy's structure on travel).

Acrobat (DEX, Climbing/Jumping 5D): (1rnd) This skill gives the character an

        extremely fine sense of balance,  The character gets +1D to any DEX

        or DEX based roll involving balance or control of the body's motion.

        In addition, one cannot perform acrobatic maneuvers or tight-rope

        walking without this skill (unless it is a darned big rope).

Magician (PER, Con > 5D and DEX > 3D+2): (variable)  This skill implies that

        the character trained for a career as a stage magician at some time in

        the past.  This advanced skill adds to any con roll in which the

        character needs to distract someone's attention.  In addition, it

        adds to any hide roll in which some component of illusion can be used.

        It adds to sneak rolls and any attempts to palm or secret small items

        from lockpicks to hold-out blasters.

Martial Arts (STR/DEX, Brawling Parry or Brawling at 5D): (1 rnd)  First, a

        qualifier on the specialization rules for the prerequisite skills.

        Specialization is a type of attack that gains a +1D bonus to attacking

        an opponent who has not specialized in that form of attack or defense,

        due to the opponent's ignorance of standard counters to the attacks.

        Having Martial Arts skill allows a character to specialize in all forms

        of unarmed combat so the opponents NEVER gain the +1D bonus, no matter

        what the form of the attack.  In addition, based on the level of the

        prerequisite skill, other advantages are available.

        The +1D bonus against unskilled opponents is lost when taking martial

        arts as an advanced skill.  This is because the 1st dice taken in

        martial arts IS that skill, with a little more flexibility in its use.

        Brawling at 5D: Martial Arts can be split on a die by die basis between

        the attack roll and the damage roll. (example:  a character with 2D in

        martial arts can either add both dice to either the to-hit or the

        damage roll OR add 1D to each).

        Brawling Parry at 5D: Martial Arts skill can be split between Brawling

        parry, Melee Parry (even without a weapon) or Dodge (2D maximum).

        Both at 5D:  Dice can be split at will between all skills.

Lightsaber Design/Repair (FORCE SKILL, all skills 3D + a master or special

        ------ see below): (Variable)  This skill allows the design, repair,

        or refurbishing of Star Wars's favorite weapon, the lightsaber.  It

        is essentially an art skill and requires materials for setup as

        Master Level Art, _____.  It requires all materials listed in the

        sourcebook (although they might be obtained separately, eliminating

        the need to buy materials to begin the project).  The minimum time

        needed to build a lightsaber is 8D - (Skill Roll) Days. These are

        complete uninterrupted work days although the character can leave

        the project and any point but come back to it later with no

        penalty [ just the thing to while away those long hours in hyperspace]

        Taking additional time adds a bonus on a second roll for the

        quality of the saber (described below).  The quality roll gives the

        lightsaber its individual attributes through the following table:

        Quality Roll            Attributes of the Saber

        0-4                     None, Saber was inferior and materials

                                used in construction are ruined.  Start Again.

        5-9                     Basic Saber.  5D damage and No options.

                                Blade Color is random.  Blade must be turned

                                on or off with a switch.  Length cannot be

                                changed.  Recharge every month.

        10-14                   Choose Blade Color, 5D damage.  Pick one

                                option from:

                                        1)  Safety switch allowing the

                                            blade to be locked on or an

                                            auto cutoff.

                                        2)  Variable Beam Length.

                                Recharge every year.

        15-19                   As 10-14 but get both options.

        20+                     If normal time was taken, as 15-19 but

                                recharge time goes up by one year for every

                                5 points over 20.

                                Double Time taken:  (+1 pip to damage or hit)

                                Triple Time taken:  (+2 pips to damage or hit

                                                      distribute as you like)

                                Quadruple Time taken (+3 pips)

                                and so on...... 3 pips = 1 dice.

        This skill could normally be learned by anyone, but the Jedi Knights

        guarded the secret and so the skill has been lost to the galaxy for

        the most part.  The 3D and a master prerequisite represents tutelage

        under a Jedi Knight who taught the skill once the student developed

        certain minimum requirements.  The skill can be self taught if the

        student can do a successful postcognition at a Jedi Training Site

        to see how it was done.  The modifiers on the roll are hidden from the

        player, and the GM is free to make the task easier or harder, after all

        such is the way of the force in letting creatures uncover its secrets.

_______ Design (KNO, KNO > 3D): (Variable)  A character with such a skill is

        adept at designing the bit of technology specified.  Possible subjects

        for this skill include: starships (type/scale), weapon (except

        lightsaber),  Integrated Ship Systems (the Imperial "modular design"

        approach), device, or any other specific technology or group of

        technologies.  After listening to the player describe the device that

        is to be designed, the GM assigns a difficulty and a rough estimate of

        the design time (which can be modified up or down later).  If the

        character's KNO + design roll is more than 10 below the difficulty,

        the device cannot be built as far as they can tell.  If the roll is

        less than 6 below the difficulty, they can design and build it but will

        find later that major bugs exist in the system which may or may

        not be correctable. Success means that a set of plans can be formulated

        and can be built by someone with the corresponding repair skill using

        the same rules as the Master Level Art Skill for time.  Cost is

        determined by the eventual market value of the device and usually costs

        10 times the eventual market value for a prototype.  [NOTE:  Star Wars

        is NOT a gadget design game, as was mentioned in the rulebook.  It is

        about characters that use but do not create new technologies.  As

        such, difficulty numbers should be NO LESS than heroic for even the

        simplest ship or weapon designs, as it usually takes large teams of

        engineers and lots of money to make even the smallest advances.  This

        skill is included more for completeness than utility.]

Stunt Driving (MECH, Vehicle Piloting of 5D in one type of vehicle): (1 round)

        Character has formal training in stunt driving.  This training would

        be extremely beneficial to any Star Wars driver or pilot since stunt

        maneuvers are a necessity during combat.  This skill has two ways in

        which it can be used:

        1.  It adds to any vehicle piloting rolls in any tricky maneuver which

            reasonably can be described in terms of a stunt (which is nearly

            every situation).  It adds to any vehicle ops roll (even if it is

            not the one used as a prerequisite.

        2.  It allows (as a free action) free maneuvers in a round of value

            up to a difficulty equal to the roll in Stunt Driving.

Proper Living (STR, stamina > 5D): (adds to attribute checks, 1rnd)  This skill

        represents the benefits the character will have from following a

        regimen of diet, exercise, and mind techniques to become healthier.

        They must keep away from all replicated food and must dedicate on an

        almost religious basis 1-3 hours a day in exercise and meditation.

        Sounds rough, but there are good points too:

        1) Lifespan increases 10% per die in this skill (not to exceed 40%)

        2) The skill adds to all attribute checks pertaining to stamina,

           poison, disease, radiation, or aging.

        3) Character uses only 1/2 the consumables normally needed to function.

           However the consumables must be of a very select type.  Water

           must be purified, fresh food is a must.  A maximum of 1 replicator

           meal a week can be taken under normal circumstances.

        If the character is not able to follow the outlined regimen for more

        than 75% of the time in a given month, all benefits (except 1.) are

        lost for a period of time equal to twice the period of laxity.

Beast Taming (MECH, Beast Riding > 5D): (1 week)  Character can break the

        spirit of an animal and prepare it for domestic use.  Opposed roll

        versus the beast's orneryness.  The character must exceed the beast's

        roll by a factor of 2 to truly break it.  Otherwise, if the character

        beats the animal by 5 points it breaks but can revert to wild.  One

        roll per week is allowed, but if the beast beats the character by

        5 points, it will never be broken by any character of the same skill

        level or less.  Once the beast is broken, training can begin.  The

        character must beat the beast in three opposed rolls in a row, each

        one taking a week.  If any roll fails, the character must start over

        in getting the three rolls in a row.  Once this training begins, the

        character can teach the beast tricks.  Each trick is assigned a

        difficulty by the GM as a bonus to the Orneryness roll and the

        character must beat the beast twice in a row to teach the trick.

        Failure on one roll means that the character can start over again, 

        but if the character fails again, the trick cannot be taught to 

        this beast.

Speed-Draw (Perception Skill)               Creator: Steven Cavanagh.

This skill is only suitable for a gun-based character- the Outlaw,

Bounty hunter or Smuggler. In the first round of an encounter the

Speed-Draw 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.

V New Aliens

Ron

v088r52m@ubvms.cc.buffalo.edu

Mvromow

------- 

Mvromow are catlike humanoids from the planet Mvrom.  They have fur

that ranges from white to black, with most specimens in the dark gray

range. Well known for their curiosity about the galaxy, they are

organized into a nation of tribal states on their homeworld.  These

states are slowly losing power as more and more Mvromow venture into

the galaxy, leaving Mvrom behind.

Attribute Dice: 11D

Attribute Minimums/Maximums:

        Dexterity: 1D+2/3D+2

        Knowledge: 1D/4D

        Mechanical: 1D/2D+2

        Perception: 2D/5D+1

        Strength: 1D/3D+1

        Technical: 1D/3D

Move: 10/13

Height: 1.5-2.0 meters

Special Abilities:

        Skill Bonus: At the time the character is created only, the character

        receives 2D for every 1D placed in the Sneak and Running skills. This

        also applies to specializations.

        Night Vision: Mvromow receive +1D to their Search skills in low light.

Story Factors:

        Curiosity: Many Mvromow are highly curious about the galaxy

        around them. They are looked down upon by those Mvroms who are

        not as curious. 

------------------------------------------------------------------------------

Ron

Lnomix

------

Lnomix are hive minds from a distant planet in the Unknown Regions.

They are tall, furry anthropoids averaging 1.9 meters in height. A

unit of the hermaph- roditic Lnomix (typically three), when they mate,

increase their brain capacity exponentially, merging minds,

personalities, and feelings into one composite.  Lnomix units are

smart enough to be termed "Living Computers", as they can solve most

mathematical problems in seconds, on a par with the Givin. Little is

known about their society.

Attribute Dice: 12D (see below)

Attribute Minimums/Maximums:

        Dexterity: 1D/3D

        Knowledge: 2D/4D (see below)

        Mechanical: 1D/3D (see below)

        Perception: 2D/3D (see below)

        Strength: 2D+2/5D

        Technical: 2D/5D (see below)

Move: 12/15

Height: 1.6-2.2 meters

Special Abilities:

        Hive Mind: When creating an Lnomix character, the player may decide

        whether she wishes to play a mated or unmated Lnomix. Unmated Lnomix

        are created and played as usual. Mated Lnomix will be composed of units

        of 2-4 Lnomix (usually three). Each Lnomix in the unit must be created

        separately, as they may have different attributes. Then, merge them as

        follows:

        1.) Dexterity and Strength are unaffected. All Lnomix in the unit have

            separate scores for these attributes (that is, one may

            have a DEX of 2D, another in the unit may have 2D+2, etc.)

        2.) For the remaining four attributes, take whichever score is the

            highest of the members of the unit and add 1D for each

            member of the unit beyond the first. If there are three

            members of the unit, two with 2D Mechanical and one with

            3D, the 3D would be the high score.  With three members,

            2D is added to the high score for a final score of 5D.

            Each Lnomix in the unit now has this score. These scores

            may go above the racial maximums above.

        3.) Lnomix units gain 10D of skills, distributed among the unit as if

            they are one character (which they are). Dexterity and Strength

            skills must be distributed separately (that is, giving 1D of

            Blaster skill to one member of the unit only gives the skill to

            that member of the unit), while skills from the other attributes

            apply to all members of the unit (giving 2D of Space Transports

            gives all members of the unit that level of skill).

        4.) Each member of the unit is counted separately for purposes of

            declaring actions (that is, each Lnomix must declare an action),

            but they are counted as one character for purposes of skill reduc-

            tion. If one Lnomix is programming a computer while another is

            Bargaining with a shopkeeper, each Lnomix loses 1D from his skill

            codes. If one member of the unit is wounded the entire unit suffers

            the effects (if one Lnomix is incapacitated, the rest of the unit

            falls unconscious as well).

        5.) The hive mind has a range of approximately 20 kilometers. When

            members are separated beyond this distance, the unit loses 1D from

            all skills and attributes. An additional 1D is lost for every add-

            itional 10 km of distance. If part of a unit goes into hyperspace

            without being in range of the rest of the unit, the entire unit is

            killed.

        Microscopic Vision: Lnomix receive +1D to Search when examing objects

        ordinarily too small to be seen.

        Mathematical Aptitude: Lnomix can automatically solve most mathematical

        problems, and gain +2D to skills involving mathematics (including

        Astrogation).

Story Factors:

        Technology: Lnomix are fascinated by technology, but will not openly

        display it.

        Emotionlessness: Mated Lnomix, due to the mentality of a hive

        mind, tend to be extremely emotionless, quiet, and repressed.

        Mated Lnomix consider shows of emotion to be distasteful.

        Pacifism: Lnomix are pacifistic, and mated Lnomix especially will 

        never injure an organic being if they can help it.

VI New Planets

Steven Cavangh

AGOST

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: Imperial governor, city councillors, rural farmlords.

Tech level: space.

Agost is a remote world in an in an uninteresting outer sector. Its

surface is flat with little tectonic movement, and almost completely

covered in grasses (many species ranging from knee-high to sugarcane

height). Most of the moisture on the surface is subsoil, though a

few small lakes exist.

        Much of the population is located on farms, though two cities

exist on the planet: Stoessel and Mol Danta. It is here that the

world's only spaceports are located and carefully monitored by the

Empire.

        Two species of interest have been studied at length on the

grassworld:

EGUALE: (ee-gwa-lay) 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 arm scoops food toward its mouth with pincers.

grass. The other arm scoops food toward its mouth with pincers.

        Eguale have a hard, chintous shell. They have many uses

ranging from transport to beasts of burden to food. Eguale farmers

use six-foot shock prods (with additional grass-cutting blades)

to drive the insectoids. These instruments have been mistaken for

force pikes.

TOWER GRUBS: These are squat grubs three meters in length and one

meter in diameter. They burrow into the ground and during their life

span secrete a mucous substance behind them, that over the years

becomes a tower that is hard and woody. Some towers have been known

to exceed five meters in height.

Stormtrooper Command and Rank Structure      Color of Brassard

                   Emperor              

                      |

                Lord General                 

Black w/red rim

                      |

            General of The Legion            
Black w/grey rim

                      |

                Field General                

Black

                      |

                   Colonel                   

Blue

                      |

                    Major                    

Green

                      |

                   Captain                   

Orange w/black rim

                      |

                 Lieutenant                  

Orange

                      |

               Senior Sergeant               

Red

                      |

                  Sergeant                   

Red

                      |

                  Corporal                   

Yellow

                      |

               Senior Trooper                

White

                      |

                   Trooper                   

None
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