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Introduction

Starships are an integral part of the Star Wars uni-
verse, Light freighters and bulk transports make inter-
stellar commerce possible. Troop shuttles take soldiers
into the thick of battle. Luxury yachis carry the rich
and elite to the most fabulous destinations in the
galaxy. Massive Reets of capital ships decide the fate
of entire star systems, while individual pilots depend
on their starfighters to survive space battles. Starships
of every make and model allow characters to move
between the hundreds of known worlds and search
through unexplored space. They can be the first tools
of oppression and tyranny or the last hope for the
forces of justice and freedom. Mo matter what their
role, starships appear frequently in Star Wars adven-
tures, This hook is designed to maximize their poten-
tial in your games.

Starships of the Galaxy is an accessory for the
Star Wars Roleplaving Game. You'll need a copy of
that heaok to use the tools and rules provided in this
one. Both players and Gamemasters will find this
sourcebook a uselul resource, whether they want ta
aldd maore detail to spacefaring characters or design
scenarios involving starships.

Players can use this book to increase their Famil-
iarity with different types of starships and give their
spacer characters long-term goals. With these rules,
their characters can modify starships, use new tactics,
and strive for new prestige classes, Gamemasters can
design new starships. create allies and opponents
hased around starships and spaceports, find hints on
using starship combat in adventures, adapt generic
opponents for typical encounters, and examine a
large selection of new starships.

We've also included rules for large space battles;
advanced tactical options for starship combat, and
even a simplified set of starship combat rules. No
matter what your destination is, Starships will get
you there in siyle.

Using This Book

What kind of communications equipment does a Star
Destroyver have? How much does il cost Lo maintain a
starfighter? How can | make my character’s YT-1300
as fast as the Millennium Falcon? Starships of the
Galary provides answers to these questions, present-
ing information on how to build, modify, fly, and
operate starships of all shapes and sizes for a Star
Wars Roleplaying Game campaign.

If you're reading this book as a player, check with
your Gamemaster before incorporating these rules
into a campaign, Don't expect the GM to automati-
cally use all the material vou find. Instead, after

reading this book, let your Gamemaster know what
kinds of starship-related details you'd like to try out,
Use this sourcebook as a starting point for discussing
what everyone in the game would like to see and the
kind of campaign you'd like to play. Ullimately, each
Gamemaster must decide how much of this material
Lo use.

If you're reading this book as a Gamemaster, this
book is designed to give you suggestions, new infor-
mation, and more options for dealing with starships.
None of these rules invalidate the game mechanics
fram the Star Wars Roleplaving Game. Use whatever
rules you like—or modify the ones you want—and
ignore the rest. Here's some of the ideas you'll have
to choose from:

Chapter 1 presents rules for designing and pricing
starships.

Chapter 2 contains rules for designing and pricing
space stations.

Chapter 3 gives details on constructing, modifying,
and maintaining starships.

Chapter 4 has new rules appropriate for space
encounters in a Star Wars campaign, including new
prestige class, skills, and feats, along with rules far
streamlined starship combat,

Chapter 5 provides new generic opponents and
gives Gamemasters advice for running and managing
starships in their games.

Chapter 6 has a large selection of starfighters from
all eras of the Star Wars galaxy, including quick
descriptions of some of their pilots and caplains,

Chapter 7 unveils an entire fleet of space transports,

Chapter 8 introdices new capital ships.

Chapter 9 gives statistics and background for specific
space stations.




CHAPTER

Designing a new starship for the Star Wars
Roleplaying Game is a fairly simple process. Each
ship is defined by a number of factors, including its
size, its class, and its nine traits: Automation, Life
Support, Stowage, Consumables, Hyperdrive, lon
Engines, Shields, Superstructure, and Weapons Suite.
Each of these factors has a construction point cost,
which determines the amount of resources required
for building that part of the ship. After you've deter-
mined the total number of construction points a ship
requires (from Tables 1-1 through 1-11), you can
determine the ship's base cost on Table 1-12.
Although there is no limit to the number of con-
struction points in a ship's design, as the number

of construction points rises, the cost of a ship
increases dramatically. A ship's size also typically
limits its performance. These limitations are given
for each core system. Some levels of perfarmance
are impossible for stock ships to manage—only
extensively modified ships can attain them [see
Modifying Starships in Chapter 3). After a ship's
base price has been established, it's possible to add
other systems, such as specific weapaons, cloaking
devices, and communications gear,

As a practical matter, no ship with a total cost of
greater than 715,000 credits will be constructed for
sale to a common individual, although ships built Tor
corporations, militaries, and the extremely wealthy




Table 1-1: Ship Size

Construction
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Capital

N Starf‘ ghter

frequently cost Far more. Some private owners make
modifications to their ships, increasing their estimat-
ed value well above this range.

Size and Class
The first two facts that must be decided when design-
ing a starship are its size and class, All of a ship's sys-
tems are based on these two traits, The table above
shows the standard sizes and classes for starships,
based on their length and approximate mass, It's
important to note that “length” refers to a starship’s
longest dimension, which may actually be its height or
width. There are nine sizes of starships (Fine through
Colossal} and three major classes (starfighter, space
transport, and capital class). Each class can be divided
into different subclasses. For instance, Interdictor-
class, Victory-class, and Imperial-class starships repre-
sent three different subclasses of capital class ships.

Because larger ships take more resources ta build
than smaller ones, they cost considerably more con-
struction points. This cost represents the expense of
Taying down the basic frame of a ship, Additional
construction points are spent later for the ship's
complete superstructure.

A ship's damage reduction [DR) is a function of its
total frame strength and mass, and is thus based on

Table 1-2: Automation
Construction Minimum
Points Crew
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its size. A ship needs at least 10 points of armor to
be spaceworthy (which adds to its Defense], Most
ships don't carry extra armor (but Tar more informa-
tian, see Extra Armor, under Additional Systems.)

For an example, Tet's look at a new starship design.
Cory wants to design a new fighter called a C-wing.
He wants it to be a big fighter and sees that the

largest size for a starfighter is Tiny. He decides that
the C-wing is Tiny. This takes | construction point.

Automation

A ship's Automation trait determines how large a crew
is needed to run it. Small ships that don’t have space
for large crews must include extensive automation to
enable a few people to do everything. Larger ships
don't need as much automation—in fact, due 1o their
vast size and extensive technical needs, they can't
automate all their functions. Some ships [y to reduce
crew minimums even further with droid automation
{see Troid Automation, under Other Ship Systems),

Erample: Cory decides that he wants his C-wing
design ta be piloted by a single character. He needs
to pay for enough automation to have a minimum
crew of 1 or 2; this costs 10 construction points.

ship sh:e Ilushi:tiuns
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Gargantuan or ’Cﬂlurﬁal
| Large, Huge, Gargantuan, or Colossal
Large Huge, Gargantuan or Colossal

i

Medlum -size, Large, Huge, or Gargantuan
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Small Medlum-stze or Large

Diminutive, Tiny, or Small
Fine, Diminutive, Tiny, or Small Al =i



Tahle 1-3: Life Support

Maximum
Construction Sustainable Ship Size
Points Personnel Hﬁmdinns __
G e T e e R e
1 -2
4 5-16 Diminutive and greater
S el R SRR L T e
8 33-64 Small and greater
0 85120 Smalland greater
12 121-200 Medium-size and

gre ater

ed;um

" Meditim:size ahi:T
greater

Medium-size and
_greater -

' 8,001-20,000 Medium-size and
greater
50 | 20001-50,000 Large and greater

A ship's i .I'ﬁ_r support st be sufferent for its minimuem crew:

Table 1-4: Stowage

Construction Cargo

Points Capacity

ﬂ I = ...§ kg sl i AR

1 1-65 kg

S 'EE:'ulelﬂl{g--- ..........
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4 1 501 kg=1 metricton | i
5 I 1-50 metric tons

i il 1=-mu metric tons fi
11 ~ 101-150 metric tons -
L e 151-200 metrictons =
20 201-500 metric tons .

25 T oy tvoed methictons [T
k1] 1,001-5,000 metric tons

3 | 5,001-20,000 metic fons
45 20,001-35,000 metric tﬂns

55 35,001-50,000 metric ons
65 50,001-65, ﬂﬂﬂ metric tl.'.ll'rs

5 65,001-80,000 metric tons

B85 B80,001-100,000 metric tons

S Fine,ﬂiminuﬁim. Tiny, Small

Life Support

A, ship's Life Support trait determines how many beings
it ‘can sustain. In addition to the crew, its life support
must cover any troops, prisaners, or passengers the ship
is designed to transport, Typical accommodations for
such individuals are included in the base construction
cost of life support. In an emergency, a ship can man-
age to carry up to double its maximum sustainable
personmel for a short period of time, but risks damag-
ing its life support systems when doing so.

Living beings can be stored in cargo areas, but this
poses a serious risk. Cargo areas are not designed to
support life and cannot do so for more than a few
hours. Living creatures should only be placed in a
ship's cargo hold in dire cirumstances,

Example: For Cory's fighter design, he decides he
wants an optional gunner and two passengers to
fit in his C-wing. That means he needs maximum
sustainable personnel of 3 or 4; this costs 2 con-
struction points,

Stowage

A ship's stowage system allows it to load and carry
cargo. A ship's Stowage trait reflects the size of its
cargo hold and other storage spaces. The more exten-
sive @ ship’s stowage systems are, the more cargo it
can carry safely. Because bulk transports must carry
massive amounts of common cargo to make their
trips profitable, they also need large, advanced
stowage systemns. Because small cargo ships have
smaller cargo loads, they are more likely to carry

Ship Size Restrictions

*Fine, Diminutive, Tiny. L

Tiny, Small:l'.ﬁﬁdrum&ze, Langeiilili by
Tm'l_.r, Smalt Med1 -SLzE, Large, Hug

Small or greater - —
Sallorgreaten I G TR T

Medium-size or greater -
Medium-size or greater
Medium-size or greater o
Medium-size argreater. |
Medium-size or greater

Medium-size or greater
Medium-size or greater _

Medum-szeorgreater
Medium-size or greater




valuable items with high profit margins instead. Many
smaller traders eventually tumn to contraband cargos
because of the huge profits they can provide, even
though this requires them to avoid docking authori-
ties. More information on trade can be found in
Chapter 5: Adwentures in Space.

Military ships use their stowage systems for wings
of fighters and planetary landing craft. No more than
half a ship's total cargo capacity can be used for
vehicles or starships. Also, a ship may only store a
vessel or vehicle that is at least one size smaller than
it is. To determine how much cargo capacity is need-
ed to carry a vehicle or starship, compare its size in
meters to Table 1-1: Ship Size. To calculate the
cargo space required to carry a vehicle, use the maxi-
mum mass listed for a starship that size. For example,
an AT-AT is 20.6 meters long, putting it in the same
size category as a Small starship, which has a maxi-
mum mass of 200,000 kilograms. Therefare a ship
must use 200 metric tons of cargo space to carry a
single AT-AT.

Example: Cory doesn't want a lot of cargo space in
the C-wing, but he does want it to carry a little mare
than most fighters do. He decides to give it double the
cargo capacity of an X-wing: 220 kg. That falls in
the 111-500 kg range, costing 3 construction points.

Table 1-5: Consumables
Construction Consumables Ship Size
I‘nlnts ) Dmﬂun )

Small or greater
 Small or greater
el OF greater
 Small or greater
Small or greater

Medium'-\slze or
greater

i Large or greater .
‘Large or greater
Large or greater

Consumables

The Consumables trait determines how long a ship
can support its personnel before it needs to take on
additional supplies, Smaller ships can only carry a
limited supply of consumables, while larger ships are
almost always designed to spend months (or even
years} in deep space before they need to resupply.
Although it is theoretically possible to design a
Colossal ship with only one week of consumahbles,
such a ship would spend more time loading material
than traveling, and could anly make extremely short
hyperspace jumps.

Erample: Cory plans on giving the C-wing a hyper-
drive, so he wants il to have enough consumables to
last a short hyperspace trip. He notes that a Tiny
ship cannot travel for more than two weeks befare it
needs (o resupply. He chooses the highest trait he
can select, which costs 4 construction points.

Huperdrive

A hyperdrive is an amazing device that allows a ship

to enter an alternate dimension known as hyperspace,

where it can move faster than the speed of light.
Hyperdrives allow transport between the millions of
worlds in the known galaxy, but traveling through
hyperspace can be dangerous. Objects in “realspace”
cast mass shadows (or “gravity shadows") into hyper-
space, creating serious hazards. A ship that hits a
mass shadow in hyperspace is instantly destroyed. As
a result, before a ship can make the jump to hyper-
space, its navicomputers must plot a course to avaid
stars, planets, and asteroid fields. Once a ship enters
hyperspace, it cannot change course.

A ship's Hyperdrive trait is listed as a multiple of
travel time. Thus, a hyperdrive with a low number is
faster than a hyperdrive with a high number.
Commercial ships usually have =3 hyperdrives.
Military vessels typically use %2 or %1 hyperdrives.
Smugglers and outlaws often try to modify their
ships' hyperdrives, fine tuning them to x0.75 or even
#0.5 multiples. Performance this good cannot be
buill into mass-marketed ships—it can only be
achieved through individual ship modification.

Because hyperdrives are so vital, many ships install
a second hyperdrive as a backup. These systems only
come into play if the ship's primary hyperdrive is
damaged (see Battle Damage in Chapter 4). Since
Fine and Diminutive ships are normally too small to
mount backup hyperdrives, installing one costs dou-
ble the construction points listed.

During the Rebellion era, the Empire tried to limit
% 1.5 or better hyperdrives to military vessels, but
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without much success. In any era, x0.75 and x0.5
hyperdrives are very rare, and can only be attuned
and installed on a ship as a major modification.
[See Modifying Starships later in this chapter for
more information.)

Example: Cory has already decided the C-wing
should have a hyperdrive, and he wants it to be
fairly Fast. However, he's already used 20 construc-
tion points and doesn't want his fighter design 1o
be too expensive. He decides to give the ship a x1.5
hyperdrive, which takes 14 construction points. He
decides against installing a hyperdrive backup on
such a small ship.

Table 1-6: Hyperdrives
Construction Hyperdrive

Points Muitiple Notes

T e Ayt shig .

2 *5 Any size ship

Tl w2 Any size ship

14 x1.5 Any size ship

gEl e _Any size ship

50 x0.75 Only as a major modification
75 %0.5 Only as a major modification

Teble 1-7: Backup Hyperdrives

Construction Hyperdrive

Points Multiple

; oy e S

2 x10-x11

Rl e R e
4 =7

lon Engines

A ship's jon engines (or “sublight engines”) allow it to
land on and lift off from planets. They're also used to
move and maneuver the ship when it isn't in hyper-
space, A ship’s lon Engines trait also affects its maneu-
verability, This is often a critical factor in ship combat,
since all space battles are fought at sublight speeds.
Smaller ships are capable of greater speed and beller
control than larger ships; thus, they often have maore
advanced jon engine systems. Some larger ships can
barely move at all at sublight speeds. These spaceships
depend on their ion engines only to move them far
enough away from a planet to use their hyperdrives,

Fxample: Cory sees the C-wing as a large, tough star-
fighter, but he doesn't feel it needs to be particularly
fast or maneuverable. He does want the ship to Ay at
attack speed, though, so he pays 8 construction points,




Table 1-8: lon Bngines
Construction Maximum Size

_ Mmumabllitr chuk Mndil'ier:

S “ .Medm size or greater Averags:
L Ramming  Fine, Diminutive, Tiny, Small Average = e
20 Ramming Fine, Diminutive, Tiny Good +2 attack bonus

. Hamrnmg E FIHE, Diminutive

Table 1-8: Shigld Generators
Construction Shield Double
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s e e S S S e

240 401-550 =

Shields

A ship’s shicld generators form a protective ficld of
energy, protecting the ship from both energy attacks
and physical threats. A shield can only take a cer-
tain amount of damage before the generator shorts
out and the shield drops. Until then, the shield pro-
vides almost complete pratection for the ship. On
smaller ships, there is a limit to the strength of the
shield generator. While it is passible to overcome
this limit by mounting multiple shield generators,
doing so is expensive and takes a great deal of space
and power, doubling the number of construction
points required.

Military-grade shield gencrators are generally limited
to ships authorized to mount them by government
permission. The Empire outlawed any generator that
could produce more than 60 shield points, while the
Old Republic and New Republic allowed generators
up to 120 shield points. A few ships mount backup
shield generators. These recover shield points at
twice the normal rate (see Other Sysiems and

En:éllent

Cnmlq'yﬂﬂ n Pnlnls

.far Large or Iesser ships
' forHuge orlesserships | =

h:lr Gargantuan or lesser 5h=p5

K’I"*

+2 qu.llpmﬂnt bunm on Pilot checks

+4 atlad{ hunu5
<4 equipment bonus on Pilot checks

Gargantuan, Colossal

Exceptions later in this chapter]. This practice is
considered illegal by the Empire, but acceptable to
the 01d Republic and New Republic.

Evample: Cory wants the C-wing to take a lot of
punishment, so he decides 1o give it 90 shield points.
This costs 7 construction points,

Superstructure

A ship's superstructure includes its bulkheads, brac-
ing, deck plates, and dozens of other components
designed to give its frame structural strength, The
stronger a ship's superstructure is, the maore hull
puints it has. Smaller ships have less resilient super-
structures than larger ships. Larger ships must have a
minimum amount of bracing to survive the stresses
af moving their large masses through space,

Erample: In keeping with Cory's vision of the C-wing
as a big, tough fighter, he decides to give it 120 hull
points; this cosis 3 construction points,
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Table 1-10: Superstructure
Construction Hull

Points Points Ship Size Restrictions

0 10-40 Fine, Diminutive, Tiny, Small

1 4160 Fine, Diminutive, Tiny, Small

2 G1-30 Fine, Diminttive, Tiny, Small

3 g1-120 Fine, Diminutive, Tiny, Small

5 121-150  Tiny, Small

7 151-180  Small, Medium-size, Large,
Huge

9 181-240  Medium-size, Large, Huge

i4 241-300 Medium-size, Large, Huge

b 301<360 Medium-size, Large, Huge,

: Gargantuan

4 361-480 Large or greater

n 481-600 Huge or greater

40 601-700 Huge or greater

60 701-800  Huge or greater

BO BO1-1,000 Huge or greater

Weapons Suite

A ship’s Weapons Soite trait defines the total number
af weapon emplacement points it can mount.
Emplacement points are part of an abstract system
designed 1o keep track of how many weapon systems
a ship can handle without defining the exact weight,

size, and energy needs of each one. Emplacement
paints cover far more than just space. Factors such as
power requirements, bracing, stress, and targeting
computer capacity are all included in a weapon’s
emplacement cost.,

The emplacement costs for weapons are listed on
Tahle 1-13: Master Starship Weapons. 1t may be useful
o decide the weapons you want Tar your starship first—
and Fgure out how many emplacement points they
take up—instead of starting out by setting a limit for
your emplacement points. Many weapon systems are
designed for ships of a specific class (that i, starfighter,
space transport, or capital). Placing one of these systems
on a smaller class ship requires additional bracing, more
power, and larger redesign requirements. Thus, some
weapons cost double the listed emplacement paints
when installed on a smaller class ship. For this reason,
starfighters rarely have tractor beams and space trans-
poris rarely mount heavy turbolasers,

Medium-size and greater ships cannot have mare
than half of their total emplacement points taken up
by weapon systems in the same firing arc. Turreted
weapons count as an independent arc; they're limited
to no more than one-quarter of a Medium-size or
greater ship's emplacement points. Occasionally, star-
ship designs allow for more emplacement points than




Table 1-11: Weapons Suite
Construction Emplacement
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2 i34 Yiny or greater

12 33-46  Smallor greater

17 47-60 Medium-size or greater
S ©61-90.  Medium-size or greater
32 91-150  lLarge or greater
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92 361-450 Gargantuan, Colossal
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260 1,101-1,300 Colossal =
330, . 1,301-1,600 Colossal
400 1601-2,000 Colossal

are used by its weapons systems. In such cases, the
ship's total emplacement points determine how many
weapons can be placed in one firing arc, not the
number of emplacement points used.

Example: Cory knows he wants the C-wing to have
four fire-linked heavy blaster cannons and a single pro-
ton torpedo launcher. Looking at Table 1-13 and the
fire-link rules, he sees that those weapons will take up
17 emplacerment points. This Falls in the 14-18 range,
so Cory spends & construction points, This does not

Tahle 1-12: Base Price
Cost by Construction Points
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cover the cost of the weapons themselves, just the
emplacement points they'll take up on his ship design.

Starship Base Price

When determining the base price for a starship
design, reference its total construction painls on
the table below. If the number of construction
points falls between two categories, add the “+1"
cost For each additional construction point. This
Final number is the cost for the starship's basic
rame and core systems. Other systems, such as spe-
cific weapon suites, special sensaors, cloaking
devices and such, are priced separately. Add their
cost to the starship's base price.

Ships that are mass produced, in great demand, or
constructed wholly by a single corporation may vary
in price from the cost derved by these rules. In gener-
al, a new ship’s price should stay within 200 of the
figured price. Rarely, a ship might be manuofactured
for as litte as one-guarter of its figured price, such as
the mass-produced droid starfighters used by the Trade
Federation, Lsed ships are often much cheaper, same-
times cosling as Tittle as one-third of its new cost,
Buying a used starship is risky, however, as it may have
several serious flaws. (See Chapter 11 of the Srar Wars
Roleplaying Game tor more information.) During times
af heavy conflict, ships [especially warships) may cost as
much as double their narmal price, and used ships may
be sold for an amount much claser to their new value,

Example: Cory's C-wing design uses a total of 58 con-
struction points. Looking at Table 1-12, Cory sees that
the base price for 50 construction points is 100,000
credits, and the cast for each construction point
between 50 and 60 is 2,000. That gives the C-wing a
base cost of 116,000 credits. He still needs to pay for
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the weapons he wants, as well as any other systems,
such as sensor masks, escape pods, or advanced com-
municalion equipment.

Starship Weapons

Starships can be outfitted with a wide variety of
weapons, The choices, and the specific characteristics
of each weapon type, are summarized on Table 1-13.

Weapon Descriptions

Blasters: The term “blaster” is used interchangeably
with laser in common conversation. In fact, the two
types of weapons are virtually identical. A blasteris a
particle beam weapon that fires a “bolt” of intense
energy, dealing considerable damage to whatever it
hits. Blasters use a somewhat older design than
lasers, They are less common in newer ships,
although some designers prefer them to modemn laser
designs. Blasters have high fire cycle rates, making
them multifire weapons, but they do less damage
than lasers of comparable size. Very few companies
still manufacture new blasters for starships, although
some are still in use from older starship designs.

The triple blaster is a very old weapon design, dating
back to the old days of the Republic, It uses three sep-
arate blasters—each hooked Lo the same targeting sys-
tem—to fire a coordinated blast at a single target.
Triple blasters were often linked in sets of two or
four, but they have not been commaon since the Rise
of the Empire. No major company still mass-produces
triple blasters,

The autoblaster is a modern redesign of the hlaster.
It has an even higher fire rate than a standard hlaster,
making it an autofire weapon. The autoblaster was
first designed for use on the B-wing fighter, but it is
not available for use in other designs until after the
Battle of Endor. A standard example of an autoblaster
is the Gyrhil 72,

Blaster weapons are generally accepted as suitable for
civilian vessels, although the Empire restricted heawy
hlaster cannons o corporations with Imperial licenses,

Lasers: The laser is the standard weapon of choice
in most starship designs. Like blasters, lasers are high-
energy weapons that fire bolts of cohesive energy.
Mare modern than most hlasters, lasers are accurate,
small, and deliver consistent damage. Dozens of
standard laser designs exist, ranging from small
point-defense guns lo massive heavy laser cannons,
Lasers are the most commen weapons for space
transports and fighters.

The twin laser cannon (also called a double laser)
uses two laser barrels that altermate five, This allows
for a higher rate of fire, making the twin laser a multi-

fire weapon. The Dymek double laser cannon is a
typical model.

Quadlasers use the same principle, but have four
lasers firing in alternating sets of two. These are also
autofire weapons. Longshot quadlasers are designed to
fire at greater range than most lasers. Escort quadiasers
are smaller weapons designed for antifighter protec-
tion. The most commaon escort quadlaser design is the
Corellian AG-2G quadlaser cannon. (This weapon can
be turned into a full guad laser cannon by increasing
its power source, as was done on the Millennium
Falean.) Numeraus companies manufacture laser
cannans. Examples include the Sienar Fleet Systems
L-51 and the Taim Ft Bak KX9. The Gyrhil R-9X laser
cannon is a typical example of an assault laser.

Most laser weapons are restricted to licensed owners
by most governments, requiring official registration.
Many srmugglers and bounty hunters ignore these Taws,
which are generally only enforced in the Core Worlds.

Turbolasars: Standard laser weapons diffuse too
quickly to damage targets past short range. A turbo-
laser fires a tightly focused bolt of energy, using galven
coils along the weapon's barrel 1o double or triple its
range, However, a turbolaser requires a great deal mare
power and space than standard laser weapons, includ-
ing its own dedicated turbines and rows of capacitors,
Turholasers are generally only found on capital ships.
The Taim & Bak XX-9 is a typical example.

Turbolaser cannons are laser cannons that have
been augmented with only some of the features of a
full turholaser. Double turbolasers and turbo quad-
lasers are larger versions of standard twin laser can-
nons and quadlasers. A typical model of the double
turbolaser is the Taim £ Bak H9. Turbo quadlasers
are sometimes just called quadlasers, but should not
be confused with the smaller weapan of the same
name, The heavy turbolaser is a truly massive weapon
that's too large even for maost capital ships to mount,
largely restricting its use to space stations.

Turbolasers are considered military hardware, and
mast governments (including the Old Republic,
Empire, and MNew Republic) outlaw civilian ownership
of these weapons.

Missile Weapons: Concussion missiles, energy tor-
pedoes, and praton torpedoes all qualify as missile
weapons. Missile weapons use a somewhat different
set of rules in combat (see Resobving the Attack in
Chapter 11 of the Srar Wars Roleplaying Gamel. In
addition 1o the price of a missile-launching weapon,
prices are given for the individual missiles for that
weapon. [A starship’s cost does not include the price
of a full Toad of missile weapons.] Heavy versions of




Table 1-13: Master Starship Weapons
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missile weapons [such as heavy concussion missiles)
fit into the same launchers as normal missiles—they
Just have more powerful warheads. The prices given
are for missiles with ordinary quality guidance sys-
tems. Missiles with marginal guidance systems cost
200 credits less than those with ordinary systems.
Missiles with good guidance systems cost 200 credits
more than those with ordinary systems. Missiles with
amazing guidance systems cost 500 credits more
than those with ordinary systems.

Concussion Missiles: Concussion missiles are
explosive projectiles. They are generally short-range
weapans designed to give smaller ships a limited
amount of heavy firepower. The two main drawhacks
to concussion missiles are their limited magazines
(compared to the unlimited fire of laser cannons) and
their expense. Ships with large amounts of space,
including most capital class ships, avoid these weapans
in favor of turbolasers. The most common concussion
missile systern is the Arakyd ST2 concussion missile
rack. Assault concussion missiles are heavy planetary

bombardment missiles not normally used in ship-to-
ship combat (partly because of their great expensel

Multipurpose fighters and transports generally have
small concussion missile launchers, using them only for
specific missions or when faced by much larger vessels,
Bombers and fighter-bombers usually have two or more
full-size concussion missile laumchers. This gives them
the heavy firepower to take out hardened targets, such
a5 planetary targets and capital class ships.

During the reign of the Old Republic, concussion
missiles were legal for any vessel to mount. The
Empire required extensive licenses for concussion
missiles, but often ignored these regulations outside
the Core Worlds. The New Republic requires ships
with concussion missiles to be registered, but allows
anyone to do sa at no cost.

Energy Torpedo Launcher: Energy torpedoes were
invented near the end of the Old Republic as alterma-
tives to concussion missiles. Energy torpedoes are
sheathed in a field of high-energy particles that
explode on contact with a target of sufficient size,
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Missle Weapons Ihmagn Mm: Ilange ~ Cost Points  Class
small concussion missile launcher (8 max) 0 25000 3 - Spacetransport
Concussion missile launcher {16 max} : 3,500 6 Space transport
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Heavy concussion missile 9d10x2 Pnlnt hlank 750 ea I
Assault concussion missile tube (30 max).. T 00l L ECHpt LR
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Energy torpedo 9d1 Dxl 600 ea )
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Proton tracking beau;nn Short 2,000 ea
Heavy proton torpedo 10d10%2  Pointblank | | 2000ea . o0
Emplacement
ion Cannons Damage Max Ran Cost Class
Light ion cannon . Special  short 1,000 . Starfighter |
lon cannon _ . Special Medium 1,500 Transport
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Tractor beam projector . Special ~ Short' 8,000 TR e AL et S
Gravity well projector Specml Special 50,000 100 Capital
Mass pulse generator tubes (4 max) T ST OBl Capital
Mass pulse mine Speclal Point blank 10,000

Weapon: The generic name of the weapon. In many cases, individual weapons makers and starship manufacturers use
different names for their different brands of weapons, All sturship write-ups in this book use the generic weapon names.
Damage: How much damage the weapon does on a successful hil.

Maximum Range: The maximum range for the weapon,

Special: Whether the weapon is capable of autofire or multifire,

Cost: The weapon’s cost in credits.

Emplacement Points: The number of emplacement points cach weapon uses,

Class: Each weapon is designed for use on a specific class of starships, A starship may vse a weapon designed for a
smaller class ship without penalty. If a starship mounts 2 weapon designed or a larger class, it costs double the emplace-
ment points, For example, if a starfighter mounted a turbolaser, it would cost 20 emplacement points instead of 10, Station
class weapons are designed for space stations, Capital ships may mounl station class weapons by paying double the nonmal
emplacement point cosl, but space transporls and starfighters are too small 1o mount them at all,

The resulting energy wave does more damage than
old concussion missile designs. Torpedo launchers are
fairly expensive due fo the extensive shiclding they
must incorperate, bul energy torpedocs are Fairly
cheap. However, the advancement of concussion mis-
sile technology and the development of the proton
torpedo overshadowed the energy torpedo. Energy
torpedoes had fallen out of common use by the time
of the Rebellion era. The Xi Char ETLd was a lairly
typical model,

Maost governments limit energy torpedo launch-
ers with the same legal restrictions as proton tor-
pedo launchers.

Proton Torpedoes: Prolon torpedoes are essentially
updated versions of concussion missiles, In addition
to a more powerful warhead, the proton torpedo has
a proton energy shield, This prevents accidental deto-
nation by contact with debris or near misses from
energy weapons, Proton torpedoes are the most pow-
erful weapons most starfighters can carry, hitting hard
enough to destroy other fighters with one or two well-
placed shots. Proton torpedoes also allow starfighters
lo affect capital class ships, which frequently have
armar too strong o be penclrated by energy weapons,
Twao commaon weapon suites used to launch praton
torpedoes are the Krupx MG7 and Amakyd Flex Tube,




Proton tracking beacons are unusual weapons that
do no damage. Instead, they place a beacon on any
ship hit, allowing it to be tracked anywhere in the
talaxy through the HoloNet. However, HalaNet trans-
cefvers are so expensive and rare that these beacons
are rarely used. '’

Proton torpedo launchers are seen as military hard-
ware, No government is likely to legalize their posses-
sion hy civilians, Disguising a protan torpedo launch-
er as a concussion missile Lube costs 5,000 credits.
The few smugglers who can afford such hardware
frequently make this modification.

Tractor Beam Projector: Tractor beam projectors
create invisible beams of energy that can immobilize
and draw in objects. Most capital class starships
carry at least a few tractor beams Tor capturing
enemy ships and recovering damaged starlighters.
Commercial cargo vessels often use tractor beams to
move and maneuver large cargos and transfer cargos
between ships in space. Tractor beams are not gener-
ally effeclive against small ships because they usually
have low-quality fire control computers. Usually, a
ship's tractor beam is built into its ship bay or near
its airlock. Thus, if one starship captures another, the
crew can hoard the captured ship after the tractor
beam has held it at point blank range for a full
minute. Because of their large size and massive ener-
gy requirements, tractor beams are rarely mounted on
anything smaller than a Medium-size ship. The
Phylon Q7 is a typical tractar beam projectar,

Under most government regulalions, tractor beams
are legal, although the Empire required ships armed
with them to be registered.

Gravity Wall Projectors: Gravity well projectors are
massive devices designed by Imperial engineers to cre-
ate artificial gravity ripples in hyperspace, simulating
the effect of large stellar bodies, Since it is impossible
for a ship to travel through hyperspace within a gravity
well, the projectar prevents ships from entering hyper-
space. The projector forces ships already in hyperspace
to drop into realspace. Gravity well prajectors do not
create gravity in real space, and thus do nat pose
threats to ships flying near them.

It takes 1 minute for a gravity well projector to
warm up. Once warm, the projector can operate for 5
minutes before it must cool down again; this takes
another minute. Most ships armed with these devices
keep them cold unless they know they are aboul to
ambush a vessel. A single gravity well projector casts
its hyperspace ripples out to paint blank range. 1f a
ship has multiple projectors, it can use them together;
this increases the range of the ripples by one range

category for each projector used. For instance, an
Interdictor-class cruiser with four projectors can send
ripples out to long range. Within this range, no ship
can escape to hyperspace. If a ship traveling through
hyperspace tuns into a gravity well, it drops into real-
space at the maximum range of the projector. The
ship enters realspace moving at cruising speed facing
a randomly determined direction.

Gravity well projectors are military hardware. The
question of their legality for civilians is unlikely 1o ever
come up, however, due to their expense and rarity.

Mass Pulse Generator Tubes: The mass pulse
generator tube is a Hapan weapon similar to the
gravity well projector. Each tube haolds up to four
mass pulse mines that it can deploy at point blank
range. These mines function as a single gravity well
projector for 1 minute. This prevents ships within
point blank range frem escaping into hyperspace. A
pulse mine forces ships in hyperspace flying within
point blank range to drop into realspace. Each mine
functions for 1 minute before buming oul.

Only the Hapans use this technology on a regular
basis, and they restrict it Lo military vessels,

lon Cannon: lan cannons don't actually damage
their targets. Instead, they ionize the electronies of
target ships, bestowing a cumulative =2 penalty on all
checks to operate the target ship for 2 rounds after
each successful hit. 1F ion cannons are fire-linked,
each link doubles the number of weapons and boosts
this penalty by 1. [Two fire-linked ion weapons
bestow a —3 penalty, four a —4 penalty eight a -5
penalty, and so on.) If a ship’s total penalty due to
ionization is =10 or lower, the ship is disabled for 2
rounds: it cannot attempt maneuvers or attack actions.
After 2 rounds, the erew can make Repair checks (DC
15, as full-round actions) to reduce the penalty; each
successful check reduces the penalty by 2,

An ion cannon is built for one of the three classes
of starships (that is, desgined for a starfighter, space
transpart, or capital class ship). An ion canmon can
affect all ships of the same or lesser class as the can-
non itself. For example, an fon cannon buill for a
space transport could affect another transpart or a
starfighter, but not a capital class ship.

Additionally, the ion cannen can affect targets up
to one size larger than the ship it is mounted on. For
example, a starfighter scale ion cannon mounted on
a Y-wing [a Tiny ship] can affect all starfighter class
ships, as well as Small ships, (Small ships are one size
category larger than Tiny ships.) A Tiny starfighter
that managed to mount a capital scale jon cannon
could use it against starfighters, transports, and capital
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ships—this would include all starships. A Colassal ship
with light ion cannons could affect all ships, but
most capital class ships use heavy ion cannons
because of their greater range. Typical examples of
light ion cannons are the ArMek SW-4 and SW-7a,
Mare powerful ion cannons tend to be custom-buill
for the ships that use them.

lon cannons are considered legitimate defensive
weapons by most governments. The Empire allowed
light ion cannans to be used freely, but required spe-
cial licensing for anything heavier.

Parsonal Scale Weapons: A ship can have person-
al weapons mounted for use when docked or landed.
Al such weapons have a cost as given in Chapter 7
af the Star Wars Roleplaying Game and have an
emplacement rating of 1. The ranges of these
weapons are so short, however, that they cannot be
used in starship combat. Most governments ignored
personal scale weapons mounted on starships, but
the Empire outlawed them on the assumption they
would be used primarily against customs officials,

Fire Control: Any weapon system purchased includes
a base fire control rating of +2. A fire control system
with a +4 rating costs 5,000 credits per weapon sys-
tem; a system with a +6 costs 10,000 credits; a
system with a +8 costs 20,000 credits. Fire-linked
weapons only need a single fire control system, but
otherwise, each separate weapon needs its own fire
control computer. Fire control systems with modifiers
greater than +4 are considered military equipment.

Pire-Links: Fire-linked weapons require fewer
emplacement points, since they have the same
power and structural requirements. Each additional
weapon after the first in a fire-linked group adds
one emplacement point. However, the cost of fire-
linked weapons is greater, since additional computer
hardware and synchronization circuits must be
added. For each weapon in a fire-link, add 1,000
credits to the cost. Batteries have no effect on
emplacement point requirements or costs. Fire-links

Table 1-14: Extra Armor
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are generally legal for civilians, as long as they are
applied to legal weapons.

Point Defense Weapons: Because capital ships are
vulnerable to starfighters, many mount point-defense
weapons. A point defense weapon is designed to
destroy starfighters, perfarming as if it was fired from a
Medium-size ship, regardless of the size of the ship car-
rying it. However, point defense weapons cannot fire at
ships at greater than point blank range. Only capital
ships can mount point defense weapons; there is no
additional emplacement point ar eredit cost to do so,

Turrets: Ships can place weapons in partial turrets,
giving the weapons two adjacent arcs of fire [such as
front and right). This moditication costs 1,000 credits
per turret for Large or lesser ships; adding partial tur-
rets to Huge or greater ships costs 2,000 credits.
Ships can also place weapons in full turrets, giving
them all four firing arcs. A full turret costs 1,500
credits for a Medium-size or lesser ship: each full tur-
ret costs 3,000 credits for a Large or greater ship.

Additional Systems

Euxtra Armor: Most starships mount as much armeor as
they can camry without suffering speed and maneuver-
ability penalties. The average starship has 10 points of
armot [increasing its total Delense) and damage reduc-
tion as determined by its size at no additional cost.
Occasionally, however, design considerations require
heavier armor, regardless of the problems this causes.
These ships pay massive costs in terms of space, weight,
and maneuverability in retum for slightly increased
resistance to damage. The cost and effect of extra
armor varies by size category, as defined on Table 1-14.

Backup Shield Generatara: The Mon Calamari
invented backup shield generators, These generators
are not found on ships built in other systems prior Lo
the Battle of Endar. In general, the cost and space
required for backup generators make them unattractive
to military designers. However, because of the Mon
Calamari’s limited shipyard Facilities during the

Cost Cargo Space Pilot Check
{metric tons) Modifier
oy e e ]
512 -6
125 i
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Rebellion era, Mon Calamari engineers needed a way
to make their ships more durable. Backup generators
filled this rale nicely, }
Although backup shield generators don't improve a
ship's total shicld points, they do allow shields to
recover faster from damage. A ship with backup gener-
ators recovers lost shield points at the rate of 2 per
minute rather than 1 per minute. Since backup gener-
ators can be mounted near the outside of a ship’s hull
(rather than in the center, as shield generators must
be), they take weapon emplacement points rather
than adding to a shield system's quality rating. The
emplacement points and cost for a backup shield gen-
erator depend on the size of the ship to be equipped.

Teble 1-15: Bachkup Shield Generators
Emplacement
Size __Cost . Paints
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Clesking Devicas: A cloaking device is a generator
that creates a nearly perfect invisibility feld around a
ship, making it almaost impossible to detect with sen-
sors or the naked eye. Two different technologies are
used to create cloaking devices. The stygium crystal
cloaker is an older device that uses rare crystals found
only on Aeten 1L s planet of the Quter Rim. These
devices were used extensively on military craft during
the time of the Old Republic. Although fantastically
expensive, they were fairly small and extremely effec-
tive. Unfortunately, the supply of stygium crystals
was so limited that by the time the Empire came to
power, they were almost impossible to find. A second
technology was then developed using hibridium, an
ore found on the planet Garos V. These cloaking
devices were nat only much larger, but also produced
a "double-blind” effect, making it impossible for
those within the ship to scan outside it as long as
the cloaking field was operable,

A cloaked ship cannot be spotted if it remains
immabile, ceases all communications transmissions,
and doesn’t attack. A cloaked ship that moves or
communicates without attacking can be spotted at
short or point blank range, but the DC for Computer
Use checks used to find it with sensors are increased
by 10, A cloaked starship that makes an attack auto-

matically reveals its range and fire arc to any ship
within sensor range. 1t can be detected with sensors,
although the DC for the Computer Use check is still
increased by 10. A ship can attack targets it cannot
detect if it knows {or guesses) the target’s range and
direction, but each attack has a 50% chance ol miss-
ing regardless of the attack roll,

Both types of cloaking devices take up cargo space
when they're installed on a starship. Subtract the
amount of cargo space the cloaking device requires
from the ship's total cargo capacity. Cloaking devices
are always restricted military hardware,

Table 1-16: Cloaking Devices

Cargo Space
Cloaking Device Cost [metrk tons)
Stygium Crystal Cloaker 150,000,000
Hibridum Cloaking 250,000 25D

Device

Communications: All starships are equipped with
two basic communications systems: speed-of-light
comms and subspace transceivers. These basic sys-
tems are included in new starships at no extra cost.
The prices given below are included for replacing,
crafting, or modifying these systems.

Comms are short-range devices designed Lo allow
for communication within a star system, and are
generally used for ship-to-ship and ship-to-ground
communication, They are usually linked to the ship’s
intercom and can send and receive signals to persun-
al comlinks. Most camms are designed only for audio
signals, although some video-capable comms exist.
Subspace transceivers can send audio, video, and
hologram transmissions over a range of a few dozen
light-years. This is more than enough to communi-
cate with anyone within or near the star system the
transceiver is in, but does not allow for communica-
tion between systems ar-into hyperspace. Most ships
only use their subspace lransceivers for emengency
messages and distress signals.

Sore ships require superior communications—these
are equipped with hypertransceivers or HoloNet trans-
cefvers. Hypertransceivers are similar 1o subspace
transceivers, but send their signals through hyperspace
instead of realspace. This gives them an effectively
unlimited range, allowing ships at oppesite ends of
the galaxy to communicate with each other, although
such communications can experience significant time
lag. Most military vessels carry hypertransceivers.

HoloNet transceivers are extremely rare and expen-
sive systermns that allow for real-time audio, visual,
and holographic communication over an unlimited
range. HoloNet transceivers function by taking
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advantage of the vast system of HoloNet satellites
built during the days of the Old Republic. Only the
mast important ships carry HoloNet transceivers, The
Empire and New Republic legally limited the use of
HoloMNet transceivers to licensed ships.

Table 1-17: Communications

System Cost

Comm 1000

Subspace transceiver 3,000

Hypertransceiver | 10,0000
HoloMet transceiver 250,000

Droid Autometion: Even the most advanced autama-
tion systems can't allow a single person ta operale a
Small-size or greater ship. However, there are always
individuals, including bounty hunters and even Jedi,
who want to be able to handle larger ships without
help. To do this, it's necessary 1o resort to droid
automation, a system of specialty-built droids of limit-
ed mobility that take the place of living crew members.

A droid automation system costs 2,000 credits per
crew position filled by droids. Droids typically act as
Normal quality crew with a +2 bonus on all appropri-
ate rolls. 1t is possible to get droid automation that
acts as a Skilled crew [+4], but that costs 5,000 cred-
fs per crew position filled,

Escepe Pods: Escape pods are short-range, one-use
landing craft designed to take a number of crew
members to safety in the event of a disaster aboard a
starship. (See Chapter 6 lor more information an the
capabilitics of escape pods.) Starfighters almost never
have escape pods, due to their small size. Space
transports generally have two or three escape pods.
Capital ships normally have six escape pods, plus six
for every size category above Large. The cost and
space for these escape pods are figured into the base
cost for a ship.

OF course, this means that a Star Destroyer, with
a crew of up to 37,085 personnel, has only 24

Table 1-18: Maneuvering Systems
+1 Maneuver System

Cost/Mass
Ship Size __1mdlt5fmh‘i: tuns]
Colossal L 200000/250
Gargantuan WO0OR L T00,
FRtEE ARG B R
lage 20,000/ 5
Medium-size —iogod eas
Small 8,000 / 0.1
Tiny/Diminutive 5000 /0035
Fine 4,000 / 0.025

escape pods. In many designs, this is considered
acceptable, since in a genuine disaster only a small
percentage of the crew is likely to survive. However,
it is possible to modify cargo space to carry addi-
tional escape pads. Each additional pod requires 10
metric tons ol cargo space and counts as a minor
modification. [See Maodifying Starships in Chapter 3
for mare information.) An escape pod costs 20,000
credits, and it can only be used onee.

Maneuvering Systems: Numerous systems can be
added to a starship to increase its maneuverability,
ranging from Tateral thrusters to solar sails and
maneuvering fins, All these systems provide the same
game result; They grant an equipment bonus on Pilot
checks made with the vehicle. (These bonuses do not
stack with other equipment bonuses on Pilot checks,
such as those given by ion engines.) Maneuvering
systems can have quite a bit of mass, reducing avail-
able cargo space in the vessels in which they're
installed. They can also be quite expensive. The mass
requirements and costs for maneuvering systems are
listed on Table 1-18. The Empire cutlawed maneu-
vering systems on any ship not currently in military
use. Most other governments simply require them to
be licensed, cutting down on their use by smugglers.

Slave Circuits: Slave circuits allow a pilot to fink his
ship to a remote control, such as a handheld communi-
cator or the controls of another ship, This type of sys-
tem has numerous advantages, First, slave circuits allow
the slaved ship to make exactly the same maneuvers
as the ship to which it's linked. [The pilot of the can-
trol ship makes one roll for any maneuver performed,
and all slaved ships use that result.) The pilot can also
control the ship while he's on the ground or aboard
another ship. This enables large groups of ships to
jump through hyperspace, all arriving in the same rel-
ative positions in a new location.

However, slave circuits also invalve serious risks. 1F
the pilot of the master ship makes a serious error,

+2 Maneuver System +3 Maneuver System

Cost/Mass Cost/Mass

(credits/metric tons) imdll:;' metric hns}
el = B :

200,000 /200 n/a

80,000/50 - 160,000 /80

40,000 / 10 80,000/ 18

20,000/ 05 40,000/ 1

16,000/ 0.15 } 32,000 / 0. 25 S

10000/0035  20000/006 @

8,000 / 0.025 16,000 / D.045




every ship slaved to it suffers the consequences. An
excellent historical example is the Old Republic
Katana fleet, which was slave-linked when it jumped
into hyperspace and not seen again until after the
fall of the Empire. A ship controlled by a handheld
device suffers a serious loss of control, and is treated
as if 1t had a crew with a Poor rating (+0).

The cost of a slave circuit system is dependent on the
size of ship on which it's installed, as shown on Table
1-19. Under most government regulations, slave cir-
cuits are legal.

Tahle 1-19: Slave Circuits

Gar_gantuar_l )

Huge = |
Large
Medium-size
small .
oy
Diminutive,/Fine

Sensor Masks: The high cost of cloaking devices,
as well as their various limitations, has led to the
development of sensor masks and sensor stealth sys-
tems. Unlike cloaking devices, sensor masks do not
make a ship invisible, Instead, they simply mask the
energy emission of the ship, making it more difficult
to spot with sensors. A ship with a sensor mask system
increases the DC of all Computer Use checks made to
locate the ship with sensors. The amount of the
increase depends on the quality of the sensor mask,
as determined by Table 1-20. Like cloaking devices,
sensor masks are testricted military equipment,

Tahle 1-20: Sensor Masks
Sensor Mask Quality Cost
Marginal izepon!l]LT

150,000

Ama 1iﬁg

Other Systems and

Exceptions

In a place as diverse as the Star Wars galaxy, there
are bound to be unusual ship systems and designs
these rules do not expressly cover, You may want to
include systems not listed here, or make exceptions lo
the normal rules for what is and isn't allowed on ships
of various sizes. There’s nothing wrong with this, as
long as you balance a ship's advantages in some way.
Ask yourself how the ship manages to exceed the

normal limitations. Then consider why it hasn't
become the most popular ship design in existence.

For example, Hapan Battle Dragons use a ratary
ring ta mount their turbolasers and ion cannons. This
is bought as a turret for each weapon, even though
Huge ships are not normally allowed 1o mount more
than one-quarter of their total emplacement points
in turrets. Howewver, the ship's turbolasers are an anti-
guated design, able to fire only once every 3 rounds,
This prevents the Battle Dragons from having a mas-
sive advantage and explains why other engineers
haven't attempted to copy their design.

When making these Kinds of changes, use the
existing systems and the ship modification rules for
guidelines on how much a unique system might cost
and how long it might take to install. As a rule of
thumb, anything thal seems like a minor system
(such as concealed compartments far cargo smug-
qling) should be close to 5.000 credits and 1 con-
struction point for each size category of the ship on
which it's installed. Major systems {such as concealing
the military nature of a ship, or installing hidden
fighter bays) should cost around 15,000 credits and 3
construction points per size category of the ship.
Thus, hidden smuggling cargo space in a YT-1300 (a
Small ship) costs about 20,000 credits and 4 con-
struction points. 1f systems are added after a ship has
been built, they count as modifications [sce
Madifying Starships in Chapter 3).
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Space stations are the largest artificial structures in
space, ranging from orbital weather observation
satellites to massive Death Stars, Some space stations
are essentially giant starships, such as Super Star
Destrovers and Torpedo Spheres, while others are sta-
tionary and totally self-sustaining, such as Hosk
Station, Building a space station is similar to building
astarship, although a separate set of tables is used o
determine construction points and cost, After calcu-
lating the total number of construction points used
in a space station’s construction, delermine its base
price in credits by referring to Table 1-12: Base Price.

Size and Class

Space stations range in size from Fine to Colossal,
but those size categories are defined on a different
scale from thal used for starships. Each space station
size category corresponds Lo a particular starship size
category; for instance, a Tiny space station is the
same size as a Large starship. (This distinction is
important when a starship attacks a space station,
because it's the starship scale—not the space station
scale—that determines the size of the ship's target.)
For comparison, both scales are given on Table 2-1.

Crew Requirements

The level of automation for stations varies a great
deal more than it does for starships. Some slations
are fully automated, only periodically needing crews

Tahle 2-1: Space Station Size

Construction Points Station Size Starship Size

200 " Colossal Colossal -
1,000 Gargantuan  Colossal
400 Huge  Colossal
200 Large Calassal
100 - Medium-size Gargantuan
50 Small Huge

15 Diminutive Medium-size
e Small

for maintenance. Others have crews ranging into the
hundreds of thousands. The size of a station is often
the determining factor for its crew size.

Table 2-2: Construction Minimum

Construction Station Size
Pnipis Crew Restrictions _
6 300001+ Gargantuan and greater
10 50,001-300,000 Huge and greater
20 10,001-50,000  Tiny and greater
30 1,001-10,000 -

40 - 101-1,000 -

50 35-100 -

60 5-34 ~

70 1-4 A

gty =

Life Support
A station's life support systems functon just like
thase an a starship.

Stowage
A station’s stowage syslem allows it to load and cammy
cargo,

Consumables

This trait details the length of time a space station
can suppart its personnel without taking on supplies.
Smaller stations can only carry a limited supply of

Size Modifie DR Size (meters)

-8 40 1100,001-200,000
-8 35 20,001-100,000
-8 35 | 5,001-20,000
-8 30 1,001-5,000
4 g5 e spityioon]

-2 20 251-500

e i 20 101-250

40 15 51-100

#1 0 - 21-50




consumables, while larger stations are almost always
designed to spend months or even vears without
resupply. The largest space stations may actually have
artifical ecosystems built into them, and thus are
capable of sustaining life indefinitely,

Huyperdrive
Most space stations are stationary or orbital platforms
that aren't equipped with hyperdrives. However, some

Table 2-3: Life Support
Construction Maximum Station Size
Points Suslnhab!n Pmmnei Restrictions
o ' Any size®
10 1-34 Any size*
e e T G  Any size®
4 251-1,000 Tiny and greater
e e | -5:_5mall arld
! i o i i St ; Ermr
90 10,001-50,000 Medium-size
and greater
(7 e Al Eﬂ,ﬂmﬂzﬁﬁzﬂm . large and
”‘ El 5:: ki grﬂﬂtﬂf
150 250 0o1-1 GI:I-D 000 Huge and
greater
it ,ﬂcin,um-s»ma,ﬂm” Gargantuan and
; ~ greater
'-"‘ station’s #.FEW must of leost be sefficient far ity mimiriiem oo,
Table 2-Y: Stowage
Construction Cargo Capacity Space Station
Points (metric tons) Eha Itesiﬂd:hns
0 s e T
2
= Medium-size
W S Smmall and greater
8 100.1-1,000 Small and greater
00 10015000 Small and greater
15 . 5,_001_— 1_0,00{} Small and greater
25 IDEHJI -50, m}ﬂ Smail and greater
il | Medium-size and
Medium-size and
greater
as&,om—ﬁmaﬂm I 'M‘udmrrrm and
Sﬂﬂﬂﬂl I{IDDDD{] Medrurnﬂi'rze and
_ _ greater
1000 1,000,001-5000,000 Large and greater
200 ~5,000,001-25,000,000 Large and greater
300 125,000,001-50,000,000 Large and greater

Sincludes spoce for lighters, tronsports, ond fanding craft

Table 2-5: Consumables

Construction Consumable Station Size

Points Duration Restrictions

3 i day L o

2 1 week -

et cilfs . ¥'month st

7 6 months -

10 ] year -

12 5 years =

M0 . 6 years ' Small and greater

17 10 years Small and greater

20 - 20 years Small and greater

25 50 years Medium-size and
greater

250 Unlimited ~ Large and greater

Table 2-B: Hyperdrives

Construction Hyperdrive

Points Muitiple

o e

300 =3

qﬂ'ﬁ il & i ?ﬂ

GO0 <1

Table 2-7: Backup Hyperdrives

Construction Hyperdrive

Points Multiple

25 ]

50 =10

y s =8

100 =5

Tahle 2-8: lon Engines

Construction Maximum Pilot Check

Points Speed Maneuver Modifier

100 . Docking Poor ~4

200 Cruising  Poor -4

300) T L Caiding ] TPeors T L2

400 Cruising - _ -

Table 2-3: Shieid Generators

Construction Shield Station

Points Points Size Restrictions

[ 5 i s 3 it il : 1

1 1=90 =

2 914200~

3 201-300 -

i 301-400  Small or greater

7 401-500 Medium-size or greater

10 - 501-600  Large or greater

15 601-700 Large or greater

20 701-800 Large or greater

30 BO1-900  Huge or greater

40 901-1,000  Gargantuan or greater

— . LA LN



Table 2-10: Superstructure

Construction Hull Station

Points Points Size Ilnstl'lr.tlnn!a
RS i "}"4‘1 ! it i

; . 4]—6‘0.

3

5 i

7 131-180 =

el L e R :

14 241-300 —=

T B

24 361-480

e 481-600 EMEﬁ‘Eﬂ'ﬂ'EIIE.- Lﬂl’ﬁﬂrHuﬁer

TR Gargantyan; Colossat

40 601-700 Medium-size, Large, Huge

Garganman Colossal

60 701-800  Medium-size, Large, Huge,

U . ‘Gargantuan, Colossal.

BO 801-1,000 Medium-size, Large, Huge,

_ _ ~ Gargantuan, Colossal

00 - 1,001-1,200 Medium-size, Large, Huge,
il -~ Gargantuan, Colossal

130 1,201-1,500 Large, Huge, Gargantuan

Colossal

160 1,501-1,800 Large, Huge, Gmgariﬁ,i,am.

AR S L ELT Eﬂmm; i

200 1,801-2,200 Huge, Gargantuan,

Colossal

space stations are designed 1o function as oversized
starships and are equipped to travel through hyper-
space. Thase few space stalions that do have hyper-
drives almost always have backups. A space station's
hyperdrive is not restricted hy its size.

lon Engines

lon engines are more comman than hyperdrives on
space stations, as many largely stationary platforms have
thrusters designed to help comect their orbit or make
minat adjustments to their positions,

Shields

A space station’s shield generators Function identically
lo a ship's generators, However, space stations are
capable of mounting more powerful generators, pro-
ducing vastly mare powerful shields,

Superstructure
A slation's superstructure is similar to a ship's super-
structure, Stationary platforms may have relatively

Table 2-11: Weapons Suite

Construction Emplacement Station Size

Points  Points Restrictions

O u-:w s .ﬂ:ﬂf S.IEHP‘

1 1-20 Any size

2;:. e e 114@_ ﬁﬁrﬂ!i‘l&& ]
4 41-60

= 61-80° :
9 ~ B1-100 Tn‘_f orgreater
2. 101-150  Tinyor greater

15 ~ 151-200 Tiny or greater

20 201-250 ' Small orgreater |
25 251-300 Small or greater
30 301-400 | Smallorgreater |
40 401-500 Small or greater

50 . B0OI-600 Meditm-size or greater
65 &01-800 Medium-size or greater
80 BOI-1,000 = Medium-size or greater
100 1,001-1,250  Medium-size or greater
Tl 1,251-1,500  Medium-size or greater
140 1,501-1,750  Large or greater
160 1,751-2,000 Large or greater
200 - 2,001-2, SDO Large or greater

240  2501-3,000 Large orgreater
280  3001- 3,5{](1 Large or greater
320 3501-4,500 Hugeorgreater
360 4,501-6,000  Huge or greater

450 8,001-11,000 Huge or greater

weak frames, since they are not designed to withstand
the stresses of ion engine thrust or hyperspace travel,
Mohbile space stations and military platforms tend to
have heavily reinforced superstructures capable of
resisting massive stresses,

Weapons Suite

As with starships, a space station’s weapons suite
defines the tatal number of weapon emplacement
paints it can mount. Because of a space station’s
greal size and stability, it can mount weapons more
easily than a starship can, and often has far more
weapans, Additionally, space stations are capable of
mounting weapons too large and powerful Tor capital
class starships. Immobile space stations (that is, those
without ion engines or hyperdrives) are able to
mount all their weapons in a single arc, regardless of
their size,




Starships are generally built in large, professional
shipyards. Each ship is built in one or more semi-
independent areas of the shipyard known as slips.
Each slip builds part of the starship and works with
ather slips to install its piece into the final vessel,

Construction Time

The construction time of a starship is based on its
base price and the quality of the shipyard. In general,
a single construction slip needs one week to build a
ship for each construction point of the ship. This
means that building an Imperial I Star Destroyer in a
single slip can take as Tong as 640 weeks, while the
Executor would take 2,109 weeks.

To cut down on long construction times, Targer
ships are generally assigned to dozens of slips. The
work of building smaller ships can't be divided
among as many slips. The maximum number of slips
that can be assigned to a single ship's construction is
based on its size, as defined on Table 3-1.

Construction time can also be reduced by the skill of
the technicians building the ship and the gquality of
the shipyard where they're working. Shipyards have a
construction multiple, which is multiplied by the base
construction time. High-quality shipyards can have a
construction multiple of 0.5 or even 0.3, while make-
shift shipyards can have multiples of 1.5 or 2.
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Table 3-1: Construction Slips
Ship Size Maximum 5|I|:|-5 _
Colossal e e
Gargantuan 8
Huge B
Large 5
Medium-size | 4
3
2

small
Tiny/Diminutive/Fine
Examples of typical shipyards and construction multi-
ples are listed helow.

Thus, a Super Star Destroyer built at a high quality
chipyard and divided among 12 slips could be built in
a little less than 88 weeks, or roughly 1.7 years.

Shipyards

There are hundreds of shipyards spread throughout
the galaxy. The highest density is found in the
Galactic Core. However, few major shipyards are capa-
ble of producing entire lines of starships. Shipyards
often subcontract aspects af their building programs
to smaller businesses, and many have numerous sec-
ondary shipyards with roughly half the number of
construction slips. Some of the most notewaorthy
major shipyards are deseribed below.

Alderaan Royal Engineers
(325 slips, construction multiple 0.75)

The Alderaan Royal Engineers shipyard was an
important place during the height of the Old
Republic, with a history dating back aver twenty
thousand years. 1t was famous for constructing luxury
yachts and pleasure vessels, but also had a number of
successful  designs for starfighters and capilal war-
ships. 1t faded fram prominence toward the end of
the O1d Republic and of course) ceased operations
entirely after the destruction of Alderaan.

Corellian Engineering Corporation
[3,650 slips, construction multiple 0.75)

Corellian Engineering Corporation (CEC) is the old-
est and most successful producer of civilian ships in

Table 3-2: Shipyards and Construction Multiples

the galaxy. The CEC manufactures fighters, transports
(including the Famous YT and YV seres), and even a
few military-grade capital vessels. The corparation’s
great success no doubt comes from its placement
near Carellia—which has a tradition of excellent star-
ship designers, often hired by CEC—and the extremely
modular nature of its designs. Rather than trying to
make each ship perfect for all customers, the CEC
makes ships that are highly modular and easily modi-
fied to fill specific roles,

FreiTek, Inc.
(410 slips, construction multiple 0.5)

The design team that created the X-wing for Incom
established FreiTek after the fall of the Empire.
FreiTek is a small, new business actively supporting
the New Republic during The New Jedi Order era. It
has so far designed only one vessel, the E-wing
fighter, but it has also done a number of upgrades
on older starfighters. FreiTek seems to be concentrat-
ing on other smaller ship designs for the near future.

Gallofree ¥Yards, Inc.
(500 slips, construction multiple 1.25)

Gallofree Yards was a small company that attempt-
ed to compete in the crowded small transport market
during the waning decades of the Old Republic,
Although it went bankrupt prior to the Rise of the
Empire, many of its ships are still found in use
throughout the galaxy.

Incom Corporation
(2,234 slips, construction multiple 1)

Incom has been a noteworthy designer of star-
fighters for nearly two millennia. When the Empire
came into power, many Incom personnel fled to the
Rebellion, bringing with them the designs for the
new T-65 fighter, better known as the X-wing.
Incom Corporation was nationalized by the Empire
shortly thereafter and produced few new designs
until the Emperor’s fall. During The New Jedi Order
era, Incom finds itself in a precarious position.
Citizens of the Imperial Remmant don't trust the
company because of its long-running Rebel sympa-
thies, while members of the New
Republic don™ trust the company

Shipyard Size and Quulltf i:mﬁtrl.tdiﬂu Eulmph Ml.lll;lple because of its long association with

miﬂlnﬂﬂ! qualing 1T ds :  the Empire.

- well-stocked ship]!a:d T I S Al

Large, well-run shipyard Corellian Engineering 0.75 Hoensayr

i _ Corporation [452 slips, construction multiple 1.5)

Average mid-size shipyard lncom Corporation 1 Koensayr is primarily a manufac-

Small or poorly funded shlp':.rard Gallofree Yards 1.25 turer of starship components. It
Older or low-quality shipyard ~ Koensayr 15 boasts that one-fifth of the

Makeshift shipyard Pirate base 2 galaxy's starships contain at least




one Koensayr system. It has done a few independ-

ent designs, including the venerable Y-wing fighter,
but it mostly uses its slips to build custom-ordered

starships and overhaul old ships with new systems.

Huat Drive Yards
(5,781 slips, construction multiple 0.5)

Kuat Drive Yards [KDY) ranks with Sienar Fleet
Systems as ane of the top two military starship man-
ufacturers in the galaxy. The company’s designs
include the Imperial Star Destroyer and the Super Star
Destroyer. Former employees of KDY have started
numerous companies, although most have been
bought out by their parent company after going bank-
rupt. Kuat Drive Yards has always had a pro-Empire
stance, fram supporting the carliest days of the
Emperor’s rise to doing business with the Tmperial
Remmant in The New Jedi Order era.

Huat Systems Engineering
(1,200 slips, construction multiple 0.75)

Kuat Systems Engineering (KSE) is one of many
companies spun out of KDY, A fairly successful busi-
ness during the waning days of the Old Republic, it
did poorly during the Emperor's reign, when it was
reacquired by KDY, KSE was then used exclusively to
market and install aftermarket modification kits for
small freighters and similar vessels. Shortly before the
death of the Emperor, KSE was sold to a group of
investors who tumed out to have strong pro-
Rebellion sympathies. During The New Jedi Order era,
KSE has become an important supparter of the New
Republic, although its owners still dermand top prices
for their work,

Mon Calamari
(1,000 slips, construction multiple 0,75)

The world of Mon Calamari has numerous ship-
yards in orbit. These were originally used to construct
the first major capital ships of the Rebellion, and they
continue to do a fair amount of work for the New
Republic during The New Jedi Order era.

Silvuit Corporation
(400 slips, construction multiple 1)

The Silvuit Corporation was a minor starship man-
ufacturer during the Rebellion era. The company
often worked as subcontractors with Sienar Fleet
Systems on projects such as the Lambda-class shuttle.
Following the Battle of Endor, Silvuit continued to
work with the Empire and became one of the major
suppliers for the Imperial Remnar .

Sienar Fleet Systams
(4,227 slips, construction multiple 1)

Originally named Republic Sienar Systems during
the Dld Republic, Sienar is one of the most respected
starfighter shipyards in the galaxy. Sienar designed
and built the entire original line of TIE fighters. It
eventually subcontracted with dozens of other ship-
yards to help fulfill its massive contracts with the
Empire. It has built a few capital ships, including
Interdictors, but mostly concentrates on smaller ships.
Even after the fall of the Empire, Sienar continues to
do brisk business in smaller armed vessels,

SoroSuub
(3,008 slips, construction multiple 1.25)

SoroSuub is a prominent corporation based on the
planet Sullust. It produces a huge variety of goods,
building nonmilitary starships almest as an afterthought.
The connections between the government of Sullust
and SoroSuub are extensive. After the Battle of Endor,
the SoroSuub board of directors took control of Sullust,
allying with the New Republic shartly thereafter,

The Black Market

Every galactic government, from the Old Republic
through the rise of the Empire, and on to the New
Republic, makes some effort to limit the equipment
and weapans civilians put on their ships. Military
components, such as =1 hyperdrives and turbolasers,
are often restricted to vessels actually serving in an
acknowledged navy. Other items, such as a smuggler's
concealed cargo spaces and heavy fon cannons, were
outlawed during the Rise of the Empire, but perfectly
legal in other eras. Just because samething was out-
lawed, however, didn't mean it couldn’t be bought
somewhere. There's always a black market available
somewhere, if a character knows how to find it

Table 3-3: Black Market Resources

Black Market Resource Level

Deep Core or Core Worlds e
Expansion or Quter Rim +1
Colonies, Inner Rim, or Mid Rim 40
Wild or unexplored space -1
Major planet = +2
Majar space station +1
Very minor planet or station -1
Shipyard nearby +2
Major trade center nearby = 42
Run by powerful crime organization +3
Strong smuggler connections 42
Area with strong law enforcement -2
Early in the Old Republic © 1
Rise of the Empire era +3
Rebellionera = | i
New ledi Order era +0
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Table 3-U: Black Market Resource Levels

Resource

Availability based on price in credits

Once a black market has been located,
characters can see if a specific illegal item

Level 0-5,000 5,001-20,000 20,001-50,000 50,000+ s available for sale, and if so. at what
=3 or less 50% 259 50 1% cost and in what condition. Generally,
-2to0 0 60%% 30% 10% 200 major cities, starports, and trade centers
Ttz 70% 359 15% 3% are more likely to have rare and expen-
3to5 BO% 40% 20% 4% sive items, although strong local law
609 ‘G0% 4504 50 S0h enforcement can reduce that chance.
10 or more  95% 50%0 30% 10% Use Table 3-3 to determine the resource

Black market goods are more expensive and less
reliable than items purchased from legitimate ship-
vards and parts dealers, but sometimes they're the
anly way to get what you want. Most major worlds
have black markets an them, as do a2 number of
backwater worlds far enough away from cenlral
authority to make business prospects a little less risky.
Finding a black market for the first time can be diffi-
cult, although it's usually easy to relocate one after
you've been there before. Because of the illegal
nature of a black market, discovering its location
generally invalves 1d6 days of seeking contacts and
looking for ciminal elements. A Diplomacy check (DC
20}, Gather Information check (DC 15), or Knowledge
[streetwise) check {DC 15) can cut that time down to
one day.

level of a particular black market.
Consult Table 3-4 when trving to determine if a
markel of that resource level has a particular item,

The actual cost to buy an item on the black market
is likely to run 100% to 500% of its base cost. Ttems
that are extremely dangerous (such as explosives),
bulky [such as gravity well projectors], or in high
demand may have their availability reduced by
1d10% in all categories that apply. Table 3—4 can
also be used to determine if a particular modification
can be made at a black market facility. Determine the
cost of making the modification, then use that num-
ber as the base cost to figure the chance of availakil-
ity. Again, the price of getting a modification done
on the black market may run many times the actual
cost of time and labor.




Modifying Starships
Traders, smugglers, bounty hunters, mercenaries,
explorers, Jedi, and even soldiers all have different
transportation needs. Starships rarely come ofT the pro-
duction line with systems and abilities that meet the
needs of all these groups. As a result, many starship
owners modify their ships themselves or pay someone
else to da it for them. The older a starship is, the mare
likely it's had some changes made somewhere along
the way. Some ships are so heavily maodified that it's
difficult to tell what they originally looked like. Others
have their improvements carefully hidden, making
them appear far more innocuous than they really are.
Modifying a starship can be an expensive and
time-consuming endeavor for characters, but it can
also give them numerous advantages once they have
a ship that meets their every specification,

Defining a Modification

Anything done to a ship that changes its abilities after
it comes off the assembly line is considered a modifi-
cation, Minor alterations, such as changing a ship's
paint or modifying its seats to accommodate a
Wookiee, aren’t considered modifications because
they have no real impact on what the ship is capable
of doing. Changing the exterior of 3 patrol ship so it

looks like an unarmed freighter is considered a modi-
fication because it allows the ship to do something
new {namely, pass for an unarmed ship).

Most maodifications involve cither increasing the
capacity of one of the ship's nine care systems
[Autamation, Life Support, Stowage, Consumables,
Hyperdrive, lon Engines, Shields, Superstructure,
and Weapons Suite) or adding a new secandary
system. All modifications are defined as either
major or minaor.

When adding to a core system’s capacity, any mod-
ification that fits in the same canstruction point
range on Tables 1-2 through 1-11 is considered
minor, while those that would require moving to a
higher construction point range are considered major.
For example, increasing the maximum shields of a Y-
wing from 50 to 60 would be a minor modification
because it remains in the range of 5 construction
points on Table 1-9. If the Y-wing's owner wanted to
increase its hyperdrive from a x1 to a (.75, that
would be a major modification because its listing
goes from the 21 construction paint level to the 15
construction point level,

When adding a new system that isn't a core sys-
tem, the primary factor is cost. Any system that
costs 50,000 credits or less can be added as a minor
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Table 3-5: Maintenance Costs
Size Facility Major Starpwtfshrduck Minw Starpﬂt.fmrduk
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small
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Diminutive/Fine 100

modification. Adding a system that costs maore than
50,000 credits is generally a major modification.

Time, Cost, and Difficulty

Making a minor modification has a base Repair check
DC of 15, Making a major modification has a base
DC of 20. A major modification that increases a core
system by maore than one level on the appropriate
construction paint table (such as increasing a ship's
hyperdrive from =1 to x(.5) adds & to the DC for
each additional level on the table. If & modification is
attempted without the assistance of a shipyard or
similarly equipped facility, add 5 to the DC. A modifi-
cation cannot be attempted without a complete set
of tools.

Making any madification takes a number of hours
equal to the DC of the Repair check. This work can
he divided between a number of different people.
(Double the number of additional people who can
work on madifying a ship for each size category it is
above Fine.] The cost in materials to make the modi-
fication is equal to 1,000 credits multiplied by the DC
of the Repair check. This cost does not include the
price of the systems to be installed or the construc-
tion point cost of core systems with increased capaci-
ties. 1f a shipyard makes the modification, it charges
an additional fee equal to the material price to cover
its labor costs.

Downgrading

It's possible Lo reduce the DC of a modification’s
Repair check—and therefore reduce the time and
cost of the modification—hy downgrading other
core systems in the ship. Each system reduced to
the minimum value one Tevel lower on its construc-
tion point table lowers the DC of the modification
by 5. A modification cannot have its DC lowered to
less than 10,

For example, the owner of a Nebulon-B escort
frigate wants to increase its automation systems so
that its minimum crew is only 65, That moves its
autarmation to a new level on the constructon point
table, making it a major modification with a DC of

Miakashift Starpnrl No Faclity
e e e
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20. There's no shipyard available for the modifica-
tiam, increasing its DC ta 25. To save time and
money, the owner of the Nebulon-B decides to use a
lot of the ship's cargo space for this modification.
The ship's maximum cargo is reduced to 300 metric
tons. This is the minimum cargo for the construction
level below what the Nebulon-B normally has, and
thus reduces the total modification’s DC by 5 to 20,
It addition to paying the cost of an additional con-
struction paint (from Table 1-12), the owner of the
Nebulon-B must pay 20,000 credits for materials, He
must pay another 20,000 credits for labor it he has
the job done in a shipyard.

Starship Maintenance

The Star Wars Roleplaying Game focuses on daring
adventures rather than the more mundane aspects
of space travel. As a result, the game does not have
complex rules for the exact cost of maintaining a
ship's hyperdrives, fueling its ion engines, and
restacking ils supplies. Toa much time spent on such
details tends to detract from the fun of a cinematic
roleplaying game. On the other hand, the need for
money to keep a starship in good working condition
can spur further adventures. Table 3-5 attempts to
balance these two Factors by giving a single mainte-
nance cost for a starship, based on the ship's size and
the Tacility where it receives maintenance. (Larger
starports Lend to be better supplied and are able to
maintain a starship for a lower cost.)

This cost must be paid every twenty hyperspace
jumps or six months [whichever comes first). IF a ship
is not praperly maintained, the Gamemaster should
begin giving the ship Maws or applying penalties to
the ship’s systems, such as reducing its consumables
supply or reducing its top speed by a category. (See
Chapter 11 of the Star Wars Roleplaying Game for
more information.)




The following new options for skills and additional
feats are designed to give more options in Star
Wars campaigns featuring starship combat and
space encounters,

Mew Uses for Old Skills

Some of the skills already defined in the Star Wars
Roleplaying Game have specific uses in the context
of starships, as described here.

Battlemind
Battlemind can be used for starship combat as easily
as for personal combat,

Computer Use

Computer Use is used to operate any system on a
starship that isn't controlled by the Pilot or
Astrogation skill. This includes ship’s sensors, internal
security, and communications.

Rules for operating ship sensors are covered in
Chapter 11 of the Star Wars Roleplaving Game. Most
of a ship’s internal security systems can open or shut
doors, activate or shut off alarms, and so on. Most of
these functions are handled from a ship's bridge or
cockpit, although some ships have dedicated security
stations, Operating security systems from a designated
post is easy (Computer Use DC 10). Accessing them from
other lerminals on the ship may be possible, but it's also
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more difficult [Computer Use DC 20). i two different
characters are altempting to control security sysiems,
they must make opposed Computer Use checks; anyone
using a security station gains a +5 bonus.

Most typical communications tasks can be accom-
plishied with a Computer Usk check against DC 10,
This includes hailing a ship within sensor range with
a comm, subspace transceiver, or hypertransceiver, or
setting up communications between starships and
individual comlinks. The same check can be used ta
send recording messages automatically al certain
times or under preset conditions that a ship's sensors
can identify {such as automatically sending a distress
call when a ship's shields are destroyed).

HoloNel transceivers are much more complicated
devices, requiring a Computer Use check against DC
15 to accomplish the same tasks {although their effec-
tive range is unlimited]. A HoloMet transceiver can
also be used Lo search for specific information that
may be available sumewhere on the HoloNet. This
generally takes 1d6 hours and requires a Computer
Lise check. The DC depends on the kind of informa-
tion desired, as determined below. A Gamemasler may
decide that some information was never pul on the
HoloMet [such as the details of Yuuzhan Vang tech-
nology) and is thus impossible to find.

Teble Y-1: Holollet Searches

Information Is: DC
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Computer Use can also be used to establish secured or
scrambled communications. This is done with opposed
Computer Use checks between the person sending the
message and anyone attempting to intercept or
unscramble it. The superior quality of a hypertrans-
ceiver gives a +2 circumstance bonus on such checks;
a HoloNet transceiver gives a +4 circumslance bonus.

Craft (Starships]

One can design starships using the Crafl {starships) skill.
This is different from actually building a starship, which
generally takes too long for one person to accomplish
alone, The DC For designing a starship is equal 10 10 +
1/10th of the construction paints used in its design.
The base time 1o design a starship is one month. On a

failed roll, the designer may try again after one week.
The designer may also modify the design so it uses
fewer construction points, thus lowering the DC.

It's also possible to divide a starship design into
seclions. This takes longer, but allows the designer to
make a check for each section. The DC is the same,
but the base time for designing a single system is
one week. A single check against DC 15 allows a
designer to include as many minor systems as he
wants, as long as they don't cost construction points,

A character with 5 or more ranks of Craft (starship)
gains a +2 synergy bonus on Repair checks made to
repair or madify starships,

Farseeing

It's possible to use Farseeing instead of a fire control
compuler when firing starship weapons. When this is
done, ignore the weapon's fire control modifier. Replace
it with a Farseeing bonus dependent on the Farseeing
check, as given below. A character still cannot make
mare than one Farseeing check each hour, so this is only
useful when a single attack roll is extremely important,

Table Y-2: Parseeing and Fire Control
Furmm; 'l.'.hetlt Resull - Mtlr.li: Ilnnus =

Forgery

Every starship is equipped with a HoloNet transpon-
der that broadcasts its class, ownership, and licenses
to any ship that scans it with sensors, The Forgery
skill can be used to create a false HoloNet signal with
whatever information the forger desires to include.
This requires 1d4 hours of work and access to a dat-
apad and hyperiransceiver or blank transponder. The
deceiver's Forgery check is opposed by the Computer
Use check of someone receiving the transponder’s
message. It is impartant to note that claiming an X-
wing is a Y-wing is theoretically possible with this
skill, hut anyone wha checks the ship with sensors
can easily tell this is not the case, [Note: The HoloNet
transponder is very different from the HoloNet trans-
ceiver mentioned under Computer Use.)

Bepair

The Repair skill can be used in combat to fix part of a
ship's burned-out shield generators, restoring a frac-
tion of the ship's shield points. The percentage of
shield points that can be restored depends on the dif-
ficulty of the repairs attempted, as given on Table 4-3.
Mormally, making a Repair check to restore shields




requires | minute of work, but this time can be
reduced to a single round by adding 5 to the given DC.
It is possible to make multiple Repair checks to restare
shield points during a combat, but each additional
attempt adds 5 to the DC of the Repair check.

'I-'nllla 4-3: Repairing Shields
pair DC % of Maximum !hluld Points Ilul.un.-d
wr“iﬁ!"ﬂ.l- e ;
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1f the ship is a fighter with an astromech droid, the
droid can attempt the Repair check. 1f it is a ship with
a crew defined by a crew rating, use the rules for
determining crew skill ranks in Chapter 5 to caleulate
the best Repair check available for such efforts.

For example, suppose a Y-wing with a typical R2
unit has taken 37 points of damage to its shiclds.
While it’s still being fired upon, the B2 unit decides
to attempt to restore some shield points. It wants to
get 10% of the shield points restored (DC 10) and
make the Repair check in 1 round (+5 DC). The R2
has a Repair bonus of +7, meaning it needs Lo roll an
8 or higher ta beat the DC of 15. 1 it succeeds, the
Y-wing gets 5 shield points back. If the R2 makes
another attempt to do the same thing later in the
same combat episode, the DC rises ta 20,

Mew Feats

Following are descriptions of new feats specially
designed for use with starships.

Gunner

You are particularly skilled at operating a starship’s
weapons,

Bensfit: You take no penalty on attack rolls when
operating starship weapons on any class starship, 1f
you're firing on a ship that's at point blark range
from an ally (such as one that's engaged in a dog-
fight), and you are at greater than point blank range,
you suffer no attack penalty,

Normal: Characters who do not have this feal suffer
a =4 penalty on the operation of starship weapons
unless they. have the appropriate Starship Operation
feat. Also, characters without this feat firing on a
target within point blank range of an ally suffer a
—4 penalty an attack rolls when firing from a range
greater than point blank.

Expert Gunner
You are among the most skilled starship weapon
operalors in the galaxy.

Praraquisitas: Gunner, hase attack bonus +9 or
higher.

Benefit: You never suffer range penalties on attack
rolls when firing en targets at shart or medium
range, regardless of the size of the ship you are in,
NMormal: Most ships suffer a penalty when firing at
short or medium range.

Maneuver Expertise

You have mastered one particular starship maneuver.
Prerequisites: Starship Operation (any), Pilot 6+
ranks.

Benefit: Choose one specific slarship maneuver,
When making a Pilot check for that maneuver, you
receive a +5 competence bonus.

Special: You can gain this feat multiple times. Its
effects do not stack, Each time you take the feat, it
applies to a different maneuver.

Pinpoint Rccuracy

You can fire a starship weapon more accurately than
mast, aiming for particularly vital parts of a target.
Prerequisite: Base atfack banus +6 or higher,
Benefit: On your action, hefore making any attack
rolls for a round, you may choose to subtract a num-
ber from all starship weapon attacks and add the
same number 1o the damage dealt to any target with-
in point blank range. This number may not exceed
your base attack bonus. The penalty on attacks and
bonus on damage apply until your next action.

Rapid Gunner

You are particularly adept at firing your starship’s
weapons rapidly.

Praraquisite: Starship familiarity (as the starfighter
ace and blockade runner class feature] or qunnery
familiarity (as the master gunner class feature).
Benefit: You may make a single maneuver with your
starship before making a full attack with one of its
weapons, as long as you are "familiar™ with that ship
(as defined by the blockade runner and starfighter
ace class feature familiarity),

Mormael: A character making a full attack in a star-
ship cannol normally make any maneuvers,

Starship Point Blank Shot

Select a starship class (starfighter, space transport, or
capital). You are skilled at making well-placed shots
with weapons on starships ol that class while firing
at point blank range.

Benefit: You get +1 bonus on attack and damage
rolls with starfighter, space transport, or capital ship
weapans (depending on which class of starship you
selected] when attacking targets at point hlank range.
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New Force Feats

Fallowing are descriptions of new Force feats spedally
designed For use with starships.

Force Dodge .

You are adept at using the Force to avoid allacks
when piloting a starfighter.

Prerequisite: Force-Sensitive, Contrel, Force-user
level 7th+, Starship Operation (starfighter).
Benefit: When piloting a starfighter, you gain an
additional +2 dodge bonus to Defense,

Force Pilot

The Force helps you fly starships mare than it helps
you with anything else.

Preraquisite: Force-Sensitive, Alter.

Benafit: When spending a Force point, you gain an
additional 2d6; you can only add this bonus to
Pilot and starship combat checks you make that
round.

MNew Prestige Classes

Prestige classes were introduced in Chapter 12 of the
Star Warrs Roleplaving Game, These additional pres-
tige classes follow the same rules presented there.

Blockade Runner

The Blockade runner is to space transports what the
starfighler ace is 1o smaller ships. She's a master of
ships thal are normally overlooked as oo big for hit-
and-run tactics and too small for effective shields and
firepower. In the hands of a blockade runner, space
tramsports come to life as dangerous and versatile ves-
sels able 1o cutrun anything they can’t outfight. A
blockade runner takes great pride in her ability to
maneuver her ship in ways no capital ship could ever
manage, while at the same time taking advantage of
mare weapons than a starfighter has room for A

Table Y-Y: The Blockade Runner

Base Fort Ref will
Level Attack Bonus Save  Save  Save
1st sy L T e
2nd +1 +0 +3 +0
3d 42 +1 i
ath +3 +1 +4 +1
5th #3000 e 1
Bth +4 +2 +5 +2
7th ol e RS S R
8th +6 +2 e
10th +7 +3 +7 +3

hlockade runner often creates new maneuvers on the
spur of the moment, then proceeds Lo name them
after herself and mention them to everyone she meets.

Mast blockade runners are smugglers or couriers
hired Lo guarantee that small shipments safely arrive at
their destinations. A few are mercenaries, selling their
services to the highest bidders, The main trait that
unites blockade runners, beyond their choice of craft, is
their need to test themselves, Some seek combat with
all manner of opponents, while athers are more inter-
ested in the challenge of escaping an overwhelmingly
powerful force. Blackade runners constantly push the
envelope of what they can make their ships do, even at
the risk of being killed by a slight miscalculation.

As a rule, o blockade runner operates with a copilot
or alone=her ship is rarely parl of a squadron or fleet.
When she does work with a group, she's generally at
the vanguard of an attack run and in the thick of the
fighting, regardless of her mission orders. The opportu-
nity to prove hersell superior 1o everyone else is at the
heart of a blockade rurmer’s personality, Operating with
athers is just ane more opportunity to show off,

Requiremants: To qualify to become a blockade
runner, a character must fulfill all the following
criteria:

Basa Attack Bonus: +4.

Skills: Pilot 10+ ranks.

Feats: Starship Dodge [space transpart), Starship
Dperation [space transport),

Class Shills

The blockade runner's class skills (and the key ability
for each skill] are Astrogate (Int), Knowledge (any)
(Int), Pilot {Dex), Profession (Wis), Repair (Int), Spot
(Wis), and Computer Use {(Int).

Shill Points at Each Rdditional Level: 4 + Int
madifier,

Vitality: 1d6 per level,

Defense  Reputation
Special Bonus Gain
© Familiarity +1 = e i
Space transport defense +3 +1
|Eantianty +2 il s e
+4 +1
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5__pace transport evasion +5 1
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Improved space +7 +1

transport evasion




Class Features

Weapon Proficiency: A blockade runner gains the
Weapon Proficiency feats for blaster pistols and
simple weapons,

Familiarity: With this class feature, the blockade
runner gains a bonus on her Pilot and Repair skill
checks used on a space transport she designates as
Familiar. The same bonus is applied to the hero's
attack roll whenever firing the transport’s weapans.
This bonus is +1 at 1st level, and increases by | every
two levels thereafter (3rd, 5th, 7th, and 9th).

To designate a space transport as familiar, the hero
must have operated the transport for at least three
months. A blockade runmer can only be familiar with
one transport at a time.

Space Transport Defense: At 2nd level, the
blockade runner may add her Defense bonus derived
from her blockade runner levels to the Defense of
any space transport she pilots.

Space Transport Evasion: At 6lh level, the
blockade runner can make a Pilot skill check 1o
lessen the damage dealt by a successful hit against
a space transport she is piloting. If the Pilot skill
check result exceeds the attack roll result, the dam-
aqge dealt to the pilot's ship is halved (round frac-
tions down, to a minimum of 1 point of damage).
A blockade runner can make an evasion check once
per round.

Improved Spaca Transport Evesion: At 10th
level, the blockade runner's space transport evasion
improves: A successful Pilot skill check negates all
damage suffered by an attack.

Deep Space Pilot

Maost space travelers move from civilized world to
civilized warld, rarely spending more than a few
manths on any particular trip. But some pilots are
experts at long journeys, often spending more than a
year aboard a small freighter. A deep space pilot may
be a prospector looking for rich ore-filled asteroids,
an explorer hunting for new, stable hyperspace
routes, a scavenger seeking salvageable technology
in space wrecks, or a relic hunter looking for signs
of last civilizations.

Table 4-5: Deep Space Pilot

Fort Ref

Deep space pilots are masters of hyperspace travel
and eventually become experts in the sectors of space
they most often travel. They are often hired to pilot
expeditions into more dangerous areas of space or to
lead convoys going on extended voyages. However,
even the most experienced deep space pilots grow
weary of long voyages. A few eventually become
scouts and continue to lead expeditions, while others
become starfighter aces or hlockade runners,

Reguirements: To qualify (o become a deep space
pilot, a character must fulfill all the following criteria:
Faats: Spacer, Starship Operation [starfighter or

space transport).
Skills: Pilot 9+ ranks,

Class Skills

The deep space pilot's class skills {and the key ability
for each skill) are Astrogate (Int), Knowledge (any)
(Int), Pilot (Dex), Profession [Wis), Repair (Int), Search
{Int), Survival (Wis], and Computer Use (Int].

Shill Points at Each Additional Laval: & = Int
muodifier,

Uitality: 1d6 per level,

Class Festures

Matural Astrogator: A deep space pilot is a natural
astrogator, able to calewlate hyperspace coordinates
without the use of a navicomputer, A deep space
pilot no longer takes a -5 penalty when calculating
hyperspace jumps withaut the aid of an astromech or
navicomputer [see Chapter |1 of the Star Wars
Roleplaying Gumte for more information on calcualat-
ing hyperspace jumps), Additionally, when a deep
space pilot does have access to a navicomputer when
calculating hyvperspace jumps, all calculation times
are reduced by 50%. This includes the time to calcu-
late a new route between systems, even if the deep
space pilot doesn’t know his starting point,

Sector Familiarity: Starting at 2nd level, a deep
space pilot becomes lTamiliar with certain areas of
space, The deep space pilot selects one area of the
galaxy [Decp Core, Core Worlds, the Colonies, Inner
Rim, Expansion Region, Mid Rim, Outer Rim, or Wild

Defense Reputation
~ Special Bonus Gain
Natural astrogator ~ +3 +0
Sector familiarity +3 +1
sectorfamiliarity = |
Sector familiarity +4 +1
Sector familiarity +5 40



Space) with which he is familiar. When in that region
of space, the deep space pilot gains a +4 circum-
stance bonus on Astrogate checks, Computer Use
theeks to aperate his ship's sensors, and Knowledge
{spacer lore) checks regarding the region. The deep
space pilot can declare an additional region of space
as familiar at 3rd, 4th, and 5th level.

Huperjump Sense: At 3rd level, a deep space pilot
gains a sense of when a hyperspace jump is likely 1o
fail. 1f a hyperspace jump calculated by a deep space
pilot would normally result in a hyperspace mishap,
the pilot is allowed a second Astrogale check with all
the sarne modifiers (but requiring no tHme), IF the sec-
ond check is suceessful, the hyperspace jump fails,
and the ship does not enter hyperspace, but no hyper-
space mishap occurs, A new set of calculations must
then be made, taking additional time.

Master Gunner

Master qunners are experts at operating the big guns
of capital ships, and sometimes space transports. Such
experts were once commaon throughaut the galaxy. By
the Rise of the Empire era, the massive Imperial space
navy's emphasis on standard training and victory
through overwhelming numbers had made master gun-
ners rare, Only @ few families kept the traditions alive,
and only a few expert officers and renegades managed
to train themselves to this degree of expertise,

A master qunner is not narmally a pilol. Instead, he
concentrates on leaming as much as possible about
starship guns rather than engines. A captain who dis-
eovers a master gunmer often treats him very well, mak-
ing sure he is kept sale when off duty or on shore
leave. Most master gunners crave the thrill of starship
combat, but a few are quiel beings who secretly loathe
their natural affinity for destruction. A single master
gunner can give an entire crew a reputation for excel-
lence, and may swing the course of an entire battle,

Many master gunners find themselves drawn to
more personal instruments of destruction, and begin
to study personal scale weapons. Some join groups
of smugglers or bounty hunters, trading their skills
for a share of the profits. Others decide to become
captains of their own ships, taking up the study of
other ship systems,

Table Y-B: The Master Gunner

Base Fort Ref will
Level Attack Bonus Save Save Save
el e +2 A
2nd +2 +1 +3 +1
3rd +3 +2 +3 42
ath +4 +2 +4 +2
5the +5 Sl v HE

Reguirements: To qualify 1o become a master gunner,
& character must falfill all the following criteria:
Base Attack Bonus: +6.
Feats: Gunner.
Shille: Pilot 10+ ranks,

Class Shills
The master gunner's class skills {and the key ability
for each skill} are Astrogate (Ing), Computer Use [Int],
knowledge (any) (Int), Profession (Wis), Repair {Int],
Search (Int), and Treat Injury (Wis).

Skill Points st Each RAdditional Level: 4 + Int
maodifier,

Vitality: 1d6 per level.

Class Features

Weapon Proficiency: Master gunners have the
Weapon Proficiency feats for blaster pistols and
simple weapons.

Bonus Pest: At 15t level, and again at 3rd and 5th
level, the master gunmer gains a bonus feat. These feats
must be drawn from the following list: Expert Gunner,
Pinpoint Accuracy, Rapid Gurner, Starship Point Blank
Shao, and Weapon Focus (any starship weapon),

Gunnary Familiarity: At 2nd level, the master
gunner must choose to specialize in either capital
class ships or space transports. After operating the
weapons of a starship of the chosen class for at least
thirty days, the gunner becomes familiar with them,
gaining a +1 bonus an all attack and damage rolls
made with those weapons.

Disabling Shat: Al 4th level, the master gunner
gains the ability to make a disabling shot. This allows
a master gunner to attempl to target a specific system
on a starship, damaging it without harming any other
part of the starship. To attempt this, the master qunner
must choose one system to disable on a target ship
[ene battery of weapons or a set of fire-linked weapons
are considered one systemn). The master gunner then
makes a single attack roll at a -4 penalty. I the
attack hits, the master gunner rolls damage, adding
his base atlack bonus o the Lotal. This damage is not
applied 1o the starship. Instead, the master gunner
rolls on Table 4-9; Battle Damage and adds his dam-
age total to the roll. If the result is equal to or greater

Defense Reputation
~ Spedial Bonus Gain
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than the result needed to disable the target system,
the system has been disabled. A disabling shot never
destroys a systern—it can always be fixed with a Repair
check (DC 20 if no other DC is given).

Making a disabling shot is a full-round action.

NMaval Officer

Naval officers are commanders trained in the taclics
and strategies of space combat. They are generally
trained in academies and may come from families
with generations of naval service. Naval afficers are
usually either feared or beloved by their crew, but
they may be seen as snobs or cowards hy ground
troops. Nonetheless, the strength of a space navy
rests on the quality of its officers, and maost political
rulers know this well. No rebellion is planned without
considering what side the naval officers will support,
and no ruler forgets that naval officers are the most
likely candidates to succeed in a coup against him.

A naval officer must be ready to make hard deci-
sions that affect hundreds or even thousands of lives.
It is his responsibility to ensure everyone under his
command understands their duties and performs
them well. Naval officers must often keep the true
objectives of a mission secret from their crew, but are
still expected to accomplish those goals. If a crew
Fails, it is their officer who must accept the blame. If
a naval officer is the captain of a capital ship, he is
the top authority on his vessel, bearing the ultimate
responsibility for the actions of every being on board.

A low-ranking officer often has command of a
minor capital ship. As he proves himself in combat (or
simply survives long enough in the Empire), he is
promoted to command a small battle group of three
to five ships. A high-level naval commander may
command an entire fleet, giving his orders to dozens
of lower-raking naval officers. Particularly charismatic
naval officers often become political figures. During
chaatic times, they may even find themselves in
charge of worlds or entire clusters of star systems.

Table Y-7: The Naval Officer

Requiraments: To qualify 1o become a naval officer,
a character must Fulfill all the foallowing eriteria;

Base Attack Bonus: +3.

Shille: Astrogate 6+ ranks, Knowledge (bureaucracy)
8+ ranks, Pilot &+ ranks.

Feats: Starship Operation [capital ship).

Special: Must belong Lo an organization with a
naval military or paramilitary division. Examples
include the Trade Federation, the Old Republic, the
Galactic Empire, the Rebellion, the New Republic, and
the Yuuzhan Vong.

Class Skills

The naval officer’s class skills [and the key ability for
each skill) are Astrogate (Int), Computer Use (Int),
Knowledge (any) (Int], Pilot [Dex), Bluff {Cha),
Diplomacy (Cha), Gather Information [Cha),
Profession (Wis), Search {Tnt), and Sense Motive [Wis),
Skill Points at BEach Additional Level: 4 + Int
maodifier,

Uitality: 1d6 per level.

Class Features

Weeapon Proficiency: Naval officers have the
Weapon Proficiency feats for blaster pistols and
simple weapons.

Enhance Crew: A naval officer can enhance the
crew quality of any capital ship he directly commands.
After commanding a ship for at least three months,
the naval officer grants a +1 circumstance bonus to
the crew quality on his ship, This applies only to the
generic crew quality of his ship, not the skill checks of
specific characters. This bonus increases to +2 at 3nd
level, +3 at Gth, +4 at 7th, and +& at 9th.

Enhance Flast: Beginning at 4th level, a naval
officer can enhance the crew guality of multiple capi-
tal ships within a fleet, as long as they are within sen-
sor range of the ship he is on. The number of ships a
naval officer may enhance is equal to his naval officer
level plus his Charisma bonus, After commanding a
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fleet of naval ships for at least three months, the naval
officer grants a +1 circumstance bonus 1o the crew
quality of those ships. This applies only to the generic
crew quality of ships, not the skill checks of specific
characters. This bonus increases to +2 at 10th Teyel,

Starship Combat

The rules for starship combat presented in the Star
Wars Roleplaying Game are designed 1o be quick
and cinematic, reflecting the exciting pace of the
Star Wars universe. In general, keeping with the spir-
it of this system is better than getting bogged down
in unnecessary details, With the rules in this section,
you can simplify or complicate starship combat,

depending on the style of campaign you want to run.

If the starship combat template seems complex, the
section on clarifications may help speed up your
game sessions, 17 you've already mastered the core
rules, we've included some advanced Tules you can
use to add detail as needed. And if you're eager to
start some really large space battles, we've also added
a set of streamlined combat rules specifically
designed for large-scale conflicts. The streamlined
combal rules can also be used as an alternative to
the starship combat template.

Clarifications

The abstract combat system presented in the Star
Wars Roleplaying Game is fairly self-explanatony,
but some elements of it can be confusing to new
players. Here are a few clarifications to help you make
course corrections,

The Starship Combat Template: The starship com-
bat template is designed for one starship—represented
at the center of the template—and shows the relative
positions of all other ships in a space battle. If the
characters are piloting more than one ship, each ship
must have its own separate template, When a ship
makes a maneuver, the effects of that maneuver
should be represented not only on that ship’s tem-
plate, but also with the tokens representing it on
every other ship’s template. The Gamemaster does
not need to keep a template for each of his ships. 1F
all the characters are in the same starship, one tem-
plate should suffice.

The system in the Star Wars KRoleplaying Game
works best for battles with a few starships, rather than
huge space battles. For instance, the Millennium
Faleon's escape from the Death Star in Episode IV is
easy to represent with the core rules and one starship
combat template. The encounter invaolves one fleeing
space transport (represented by the template) and four
pursuing TIE fighters [represented by tokens).

On the other hand, if you want to run scenarios
where the player characters have many ships—such as
Red Squadron’s attack on the Death Star or a mission
for seven or eight Rogue Squadron X-wings—you may
wanlt o consider the streamlined space combat rules
instead. Using those rules is easier than keeping track
af seven or eight different combat templates and the
relative positions of all ships invalved.

Increasing Range: When attempting the increase
range manewver, the faster ship gains a +5 bonus for
each category of speed it is currently moving.

Decressing Renge: YWhen attempting the decrease
range maneuver, the faster ship gains a +5 bonus for
cach categary of speed i1 is currently moving.

Turn Manewver: When your ship makes a turn
maneuver, all the ships on your template move one
fire arc. If you tum left, they move clockwise. If you
turn right, they move counterclockwise. You must
then decide whether all the ather ships keep their fac-
ing relative to your ship or relative to the template.

For example, if you tum left, and you decide ships
keep their facing relative to your ship, a ship in your
right arc that has you in its front arc would move
clockwise one arc. 1t would then be in your rear arc
and still have you in its front are. If you had decided
for all ships to retain their facing relative 1o the tem-
plate, the ship would still be in your rear are, bul you
would be in its right arc.

When you make a turn, all ships must use the same
reference for facing. You cannot have some ships
keep their facing relative to your ship and some rela-
tive to the template.

Reversing Direction: As with the tum maneuver,
you must decide if ships on your template keep their
facing relative to your ship or relative to the template.
All ships must use the same reference for facing.

Advanced Starship Combat
Occasionally, you may want to add a few new rules
to make starship combat more dramatic. The new
maneuvers, combat aptions, and battle damage rules
presented below aren’t appropriate for every Star
Wars campaign, or even every scenario in a game
with Tots of space combat. Don't feel thal you need
lo add in all these systems at once—use them as
needed to make individual scenarios mare interesting.
A Gamemaster should be sure to tell his players
whenever he's using any of these rules,

Mew Maneuvers

These are additional actions that can be taken with a
successful Pilot check. For more infarmation on mak-
ing maneuvers, see Chapter 11 of the Star Wars
Roleplaying Game.




Rttack Run: By performing an attack run, a ship
can ignore normal defensive maneuvering to Tine
itself up with its target. This Tequires a Pilot check
{DC 15). This gives the starship a +2 circumstance
banus on attacks made with weapons in the front fir-
ing arc, but also gives it a -4 penally to Defense. A
ship making an attack run cannot fight defensively.

Dock: Generally, ships have no need to dock in
space. Larger ships are generally self-sufficient, and
smaller ships usually land in the docking bays of hig-
ger ships. Personnel and materials are transferred in
shuttles. But sometimes a ship that lacks its own
shuttle, such as a freighter, needs ta make transfers
to a larger starship. Smaller vessels occasionally need
to dock with one another. In these circumstances, it's
necessary to perform a docking maneuver,

Docking two ships is tricky, and should only be
attempted at very slow speed. If two ships attempt to
dock at a speed greater than docking speed, each one
takes @ -2 penalty to the maneuver for each speed
category it is currently moving: this is in addition to
the normal penalties for attempting maneuvers at
high speed.

The two ships must be at point blank range for a
full round before they can attempt to dock.
Successfully joining the two ships requires a Filot
check (DC 13). If the ships are maving at docking
speed, a failed check just means the ships haven't lined
up properly, and the maneuver must be attempted
again. At higher speeds, a roll failed by 4 or less repre-
sents a failed attempt. A roll missed by 5 ar more indi-
cates the ships have hit each other and take collision
damage. When caleulating damage from this collision,
the ships are assumed to have a net speed of 1. (For
more information on collision damage, see page 177
af the Star Wars Roleplaying Game.)

Some ships are equipped with inflatable docking
collars coupled with tractor beams. With this equip-
menl, a ship can attempl Lo force another ship 1o
dock with it by hitting its target with a tractor beam
and drawing it in. If the opposing ship is successfully
drawn into point blank range and held there for a
full round, the pilot of the docking ship can attempt
a forced-dock maneuver with a Pilot check (DC 18).

Plyby: This maneuver allows a ship that’s being
pursued to My very close to an obstacle [for instance,
an asteroid or a big ship such as a Star Destroyer),
thus forcing pursuing ships to fly just as close. The
lead ship sets the DC of the Pilot check, determining
how close the pursuing ships must get. IF the lead
ship fails, it impacts the obstacle. If the Tead ship
succeeds, each pursuing ship must make a Pilot check
with a +5 bonus (since the pursuing pilots have
more time to react). If a pursuing ship fails the roll, it

Table Y-8: Defense Bonus from Plying Cover

Covered Ship Number of Ships Flying Cover
Size 1 2 3 4 5 6+
Colossal 40 40 4+l 42 42 43
Gargantuan A0 41 4] 2 #2343
Hiige IR TR i e s s
Large +1 +1 42 42 43 43
Medium-size || #1 42 42 42 4343
Small +1 +2 +2 +3 43 +4

Tinyorsmaller #1742 43 44 5 45

hits the obstacle instead. Han Solo used this maneu-
ver when he pilated the Falfcon through an asteroid
field in Episode V The Empire Strikes Back. Lando
Calrissian used a similar maneuver when navigating
the corridors of the second Death Star in Episade VI
Return af the Jedi.

Flying Cover: Flying cover is a maneuver that
allows ships to fly along with and cover other ships,
usually larger ones. Flying cover is similar to pursuit,
in that once you have established cover on a ship,
you automatically remain with it without needing to
make maneuver checks. The Pilat check far establish-
ing cover is against DC 20, and it can only be
attempted al point blank range. If, for some reason,
a ship is trying to prevent you from establishing
cover, it can break free with an opposed Pilot check.

A ship flying cover moves constantly, repeatedly
attempting to place itself between the covered ship
and ils opponents. It cannat fire or take any action
ather than maintaining cover. Should the ship flying
cover perform any other action, it loses its covering
status, Only ships of Small or Tesser size can fly cover,

A ship Aying cover grants a cover bonus to the
Defense of the ship it is protecting. The flving cover
maneuver is generally used to protect Medium-size
and Large ships, such as cargo vessels, medical ships,
and fighter carders. It's also used when an attack
forces a ship to remain in a small area, such as when
fighters make bormbing runs. Very Targe ships are dif-
ficull to cover due to their large size. Smaller ships,
such as fighters, mave too quickly to gain a Defense
bonus from cover. As a result, the bonus granted by
flying cover depends on the size of the ship being
covered and the number of ships providing cover, as
detailed in Table 4-8,

Join/Rejoin Tight Wing: The wing formation is a
common starfighter maneuver, allowing pilots to
trade versatility for increased firepower. The prablem
with a starfighter wing is that pilots frequently drop
out of the wing when they fail to keep up with the
wing's maneuvers. Most wings don't survive past the
first few moments of a large battle, when individual
fighters quickly peel off and fight on their own, Many
squadrons consider this a normal and acceptable tactic,
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P you find yoursell running a space batlle with
"~ dozens of fighters, you may wanl o form most of
them into tight wings. Since a tight wing is formed before a
b ven poor pilots can get into a wing by taking 20 on
their Pilot checks to join one. Each tight wing can be treated like
& single ship in most respects; which saves time when making
attack and maneuver rolls. When attac
fight wing, you can assume the same ship i hit every ime until

are made against a

it is destroved. While this may not be completely realistic, it s
faster and helps keep large conflicts meving quickly.

If you want to involve player character fighter pilots in
large and dangerous space battles, you may want o assign
them to tight wings and allow each player to run one wing.

While doing this prevents the player from using his charac-

ter's own Pilot skill, it also allows him to assign damage to

other ships before his own, increasing the character's chance
of survival. Some players may be upsel by these sorts of limi-
lations. As with any advanced rule, you may

this with your players before implementing it i a game. <3

vant to discuss

granting their pilots the chance to benefit from 3
wing when a combal starts, bul assuming they'T pick
their own Largets shortly after heavy dogfighting
begins, Some squadrons of starfighters have devel-
oped a tactic designed to keep two or more star-
fighters together, allowing them to concentrate their
firepower on larger targets.

A tight wing is a closely packed group of starfighters
that attacks and maneuvers together. 1t is essentially
the same as a fighter wing, except that the unit acts in
unison. The advantage of a tight wing is that it allows
a group of fighters to stay together even during the
mast hectic space combats. The drawback is that the
ships in a light wing can only maneuver as well as the
warst pilot’s ship, As a result, it's generally only used
by squadrans of elite pilots (who trust the skills of the
worst amang them) or poor pilots (who lose nothing
by depending on their equally unskilled comrades).

Forming a tight wing requires each pilot to make a
Pilot check (DC 15). Generally, tight wings are made
of identical ships that all fire the same weapons,
Joining a tight wing made of radically different
fighters (fighters of different size categores, for
examplel increases the DC to 20, No more than six
ships can be in a single tight wing.

A tight wing operates like a single starship in maost
respects. 1t only needs a single Pilot check whenewver it
makes a manewver, using the worst Pilot check modifi-
er of all its members, IF the manewver is successful, all
the ships in the wing succeed. If the maneuver fails, the

entire wing fails. It is not possible for a pilot to drop
out of a tight wing by failing a maneuver check—the
entire wing succeeds or fails together. When attacking,
each ship in the tight wing must fire at the same tar-
get. The ships may all fire separately, or they may
combine fire like a battery. When a tight wing com-
bines fire, a single starfighter is designated as the pri-
mary shooter. Only this ship's attack bonus is used, but
it gains-a +1 bonus for each additional ship in the
tight wing. On a successful hit, damage is rolled only
once, using the primary shooter's weapon,

Ships attempting to change their range in refation
to a tight wing make a single check to see if they
succeed against the entire wing. The same is frue of
ships altempling to establish pursuit against a tight
wing. When a ship in a tight wing is hit, the player
running the tight wing is allowed to decide which
ship within the wing takes the damage,

Reversal: A reversal is a very difficult maneuver
that combines the break pursuit and establish pursuit
maneuvers inta a single action. When successful, a
reversal allows a starship that is being pursued to
switch places with the starship pursuing it, establish-
ing pursuit on that ship instead. (Some Rebel pilots
know this maneuver as a “Corellian Slip."] To suc-
cessfully perform a reversal, a pilot in a pursued ship
must make an opposed Pilot check against the pilol
pursting him. The pursuing pilot gains a +15 bonus
on this opposed check.

For example, a pilot in a YT-1300 is being pursued
by a TIE fighter. The ¥T pilot has a Pilot check modi-
fier of +23 and decides 1o attempl a reversal. He
makes a Pilot check, rolling a 7 and adding 23 Tor a
total of 30. The TIE pilol has a crew rating of +2 and
gels & +15 bonus on this opposed check. He rolls a
12, getting a total of 29. The YT pilot successully
breaks off pursuit and manages to establish pursuit
on the TIE in a single maneuver.

Strafing Aun: A strafing run is used to allow a
starfighter or space transport o fly a long, low attack
path to a target. When attacking targets on the
ground, a ship making & strafing run may be required
to obtain line of sight on its target, especially for a
target protected by a trench, a city, or defensive
walls. When used in this way, the strafing run
requires a Pilot check against DC 10.

A starfighter can also use a strafing run to Ay under
the shields of a capital ship, allowing the starfighter’s
weapons to bypass shields. A starfighter must be at
point blank range from a capital ship in order to
attempt this. It reguires a Pilot check with the DC
dependent on the size of the target ship (Colossal DC
17; Gargantuan DC 21: Huge DC 23, Large DC 24). If
the maneuver is successful, the starfighter flies so close




to the target capital ship that its weapons deal damage
to hull points instead of shield peints. Additionally,
capital class ships of Gargantuan or Colossal size can-
not fire any weapons except point defense guns at
starfighters making strafing runs. A starfighter cannot
make two strafing runs in a row on the same capital
class ship—it must spend at least one round doing
something else (such as strafing a different ship)
hetween strafing attempts on the same target,

A ship of 5mall or lesser size disappears off the sen-
sors of a ship of Huge or greater size when making a
strafing run. In theory, this means the smaller ship
could dock with the larger ship, appearing to have
vanished completely. In practice, such a maneuver is
dangerous [Pilot check DC 25) and Tikely to result in a
collision. Han Solo successfully used this maneuver 1o
attach the Falcen to the back of a capital class star-
ship with a landing claw in Episode V The Empire
Strikes Back.

Mew Combat Options

Angling Shialds: Angling a ship's shields increases
their defensive power against threats from one direc-
tion. Angling shields takes a great deal of power, pre-
venting the ship's shield generators from protecting

Table 4-3: Battle Damage
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against attacks from any other direction. This is
sometimes referred Lo as putting your shields to
“double.” For example, an X-wing pilot might decide
to put his shields to *double front” while making an
attack run past a battery of turbolasers. [Angling the
front shields of a fighter and putting the fighter's
shields to double front are two ways of describing
the same tactic.) When a ship angles its shields, it
doubles their value against attacks coming from one
arc (forward, right, left, or rear). However, the shields
do not protect against attacks from any other arc.
After a ship has taken damage, if the ship’s shiclds
are stahilized to cover all facings again, halve the
temaining shield points.

Example: A group of X-wings makes an atlack run
on a Star Destroyer. To defend themselves from its
powerful weapons, they angle their frant shields.
Since they have 30 shield points normally, they dou-
ble that to 60 against attacks from the front arc,
After the attack run, one X-wing has taken 48 points
ta its frant shields, After stabilizing its shields, it
divides the remaining 12 shield points by 2, leaving il
with 6 shield points to cover all four facings.

Battle Damage: sing the standard starship com-
bat rules, a damaged starship remains fully functional

All Computer Use checks to uperate the 5hlp s sensors suﬁer -4 penait‘,f
(Repair check DC 10)

- All Astrogate checks and attack rolls suffer a ~2 penalty. (Repair check DC 10)
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 Triple the multiple of your hyperdrive. (Repair check DC 15)
Astrogation becomes impossible with onboard computers, and all fire-
control bonuses drop to 0. All attacks take an additional -2 penalty.

_ Ship cannot make any maneuvers. (Requires major overhaul to repair.)

76-B0  Shield generamls destru*,red Lose all remaining shield points. You cannot regenerate any shield points
until your shield generators are repaired. If your ship has backup shield
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until it loses all its hull points; it is then considered
destroyed, For the advanced starship combat rules,
there's a chance of specific systems getting damaged
or destroyed after a starship lakes more than half its
hull damage. Once a starship has lost at least half
its hull points, roll 1d20 edch time it is hil again.
Add the number of hull points of damage dealt and
reference the result on Table 4-9. If you get a result
that is not relevant to your ship (such as destroying a
system you do not have or one that has already been
desiroyed), use the damage result of the next higher
category. Once your starship has lost half its total
hull points, roll (1420 + 20 + hull damage dealt) to
determine battle damage.

Critical Hits: With this advanced rule, critical hits
in starship combat function similarly to critical hits in
normal combat, but instead of doing damage directly
to a target’s wound points, a eritical hit with a star-
ship weapon bypasses a target’s shields and damage
reduction, doing damage directly to its hull. Critical
hits of this type represent extraordinarily lucky shots
that manage to slip past a ship's shields and find a
weak point in its armor All starship weapons have a
threat range of 20; they still need to make a second
attack roll to confirm any attack that was a threat.

Developing Flaws: Afier taking at least 50% or
maore of its hull points in a battle, a starship may pick
up a flaw. When the ship is repaired, roll on Table
11=1: Used Starship Flaws {from the Star Wars
Roleplaying Game) to see if a Maw has developed.
The flaw may not be apparent immediately, remain-
ing hidden until the affected system is used (or takes
damage, in the case of shield and hull points].

Flanking: Flanking rules are added to the
advanced starship combat rules by allowing any two
fighters that have established pursuit on the same
target to be in flanking position. This gives cach of
the pursuing ships a +2 flanking bonus.

Full Rttack: The rules for starship combat in the
Star Wars Roleplaying Game give pilots the option
to make one maneuver and one attack or two
maneuvers and no attack. Under some circumstances,
it's also possible for a pilot to make a full attack
without a maneuver. Sometimes, gunners may also
make Full attacks. As a rule of thumb, iT a weapon is
under a character’s direct control [such as front-firing
weapons far starfighter and transpart pilots or gun
emplacements for gunners), the character may make
a full attack with that weapon. The weapons for cap-
ital ships are normally computer-controlled to such a
degree that full attacks are impossible, although there
are exceptions to that rule. Poinl defense guns, for
example, are narmally under the direct control of
their gunners.

Multiple altacks must be taken with a single
weapon, a group of fire-linked weapons, or a set of
adjoining weapans. 1f two or more identical weapaons
have identical facings, they are considered adjoining
weapans. For example, a pilot in an X-wing who could
make two attacks as a full attack could fire each of
the fighter’s proton torpedo launchers once, or its fire-
linked laser cannons twice. It would not be possible
for the pilot to fire the laser cannons once and launch
one praton torpedo as a full attack,

Taking a full attack is only useful if a character is
capable of making more than one attack. Characters
with a base attack bonus high enough to get multiple
attacks (+6 or higher) may use the full attack to make
multiple attacks during starship combat. Characters
with the Rapid Shot feat may use it to make an extra
attack with starship weapons.

Double lasers, adjoining weapons, and all weapons
described as blasters are considered multifire weapons,
This allows two attacks as a full attack, but each
attack suffers a -4 penalty {see Multifire in Chapter 8
of the Star Wars Roleplaying Game). Quadlasers are
autofire weapons: They may be used to make two
additional attacks as a full attack, but each attack
suffers a -6 penalty (see Autofire in the Chapter 8 of
the Star Wars Roleplaying Game). Quadlasers on
capital ships may still function as autofire weapons.
They are an exception to the normal rule preventing
capital weapons from making multiple attacks.

Pinning: Tractor beams may be used to “pin” tar-
gets, rendering them unable to maneuver or take
attack actions. To escape a pinning tractor beam, the
targeted starship must make a Pilot check opposed by
the attacking ship's attack rall. The larger ship gets a
special +4 size bonus for each size category it is larg-
er than the smaller craft.

Starship-Uehicle Combat: Occasionally, siarships
come into conflict with vehicles incapable of space
travel, This is usually the result of aircraft fighting
starships in the process of landing on or launching
from a planet, or because a starship is making an
attack run against a target surrounded by ground-
based vehicles, When this occurs, it's important to
deal with two issues: scale and speed.

Wehicles and starships are on different size scales.
To determine a vehicle’s size on the starship scale,
compare its length to the categories on Table 1-1.
When a starship fires at a vehicle, use the starship
size modifier to figure the vehicle's Defense. For
example, an AT-AT has a length of 20.6 meters,
making it Small in starfighter scale. If an A-wing is
attacking an AT-AT, it must hit a Defense of 16 [+1
size, +5 armaor), Similarly, starships should use vehicle-
scale sizes when vehicles fire on them, In vehicle




scale, Fine starships are Large, Diminutive Starships
are Huge, Tiny starships are Gargantuan, and Small
or greater starships are Colossal. Thus, if the AT-AT
returns fire on the A-wing, it must hit Defense 18 (-2
size, +10 armor),

Speed is another important consideration, Starships
move so much faster than most vehicles that it is
easiest to (reat the vehicles as nearly stationary, plac-
ing them on a combat template (or the simplified
combat range track) and running the combat using
space combat rules with the vehicles limited to dock-
ing speed. Vehicles capable of moving 100 meters or
mare in a round can move at cruising speed, Vehicles
traveling 300 meters or more can move at attack
speed. If you want to run the combal using the vehi-
cle rules, assume all starships can move at 350 meters
(the same speed as a cloud car).

Streamlined Starship Combat

The rules for starship combat in the Star Wars
Raleplaying Game are very good for small conflicts,
allowing for numerous combat options while remain-
ing fast and cinematic. However, for large hattles
involving many ships, it's useful to have a streamlined
set of rules that sacrifices some of the flexibility of the
normal system for simplicity, keeping space battles Fast
and easy, If you find that battles invalving numerous
ships are slowing down your games significantly,
cansider these streamlined starship combal rules.

The Renge Trach: Rather than using the starship
combat template from the Smar Wars Roleplaving
Game, the streamlined starship combat system uses a
range track. It's designed to keep track of all the
starships involved in a combat on a single sheet, You
should photocopy this sheet when using streamlined
starship combat in your game, because it forms the
core of the streamlined rules,

The range track is a series of nine adjacent squares.
The relative range between ships is determined by
checking how far apart they are an the track. All ships
in the same square as your ship are at point blank
range. A ship one square away is at short range, Two
squares away is medium range, three squares is long
range, and four is sensor range, A ship five or more
squares away is beyond sensor range. The orientation
of ships is ignored; it is assumed every ship maneuvers
for the best possible pasition.

Running Streamlined Combat: [The stream-
lined starship combat rules have a very strict

sequence of allowed actions. Each ship makes an
initiative check at the beginning of combat, using
cither the initiative check modifier of its pilot or
the base initiative modifier Tor the ship, Ships act in
order of initiative. A ship’s pilet resolves his action
before its quaner does,

Each starship has two action phases each round.
In a ship’s first action phase, its pilot can move,
perform a maneuver, or fire a weapon; if the ship
has a gunner, he may fire a weapan. During the
starship’s second action phase, its pilat may move
ar, if he hasn't already made an attack, fire a
weapon; a gunner may attack in the second action
phase if he didn't attack in the first phase. 1T a pilot
or gunner wants to make a full attack (firing a
multifire weapon twice, or making multiple attacks
granted by a high base attack bonus), he must do
nothing in the first action phase and then take a
full attack during the second action phase.

Streamlined Movement: A ship may move one
space along the range track in either or both of its

action phases. If a ship uses an action phase to move,

its pilol may not take any other action during that
phase [such as performing a maneuver or firng a
weapon); gunners remain free to act normally,

Streamlinad Mansuver: A starship can perform
a maneuver in ts first action phase if its pilot does
nothing else (such as moving or firing a weapon).
Any maodifiers from maneuvers take effect immedi-
ately and last until the beginning of the starship’s
next round. Mamy of the maneuvers used in stan-
dard starship combat (turn, reverse direction,
increase range, and decrease range) and some other
options (fighting defensively) are eliminated from
streamlined combat,

A starship can automatically accelerate or deceler-
ate one speed category as a free action. (This does
not take an action phase or require a maneuver
check.) The effects of ald maneuvers and some new
maneuvers are described below.

Change Speed: A starship can change speed one
category during its action phase without making a
maneuver. Changing speed by two or three categories
requires a change speed maneuver against DC 15 (for
two categories) ar DC 30 [for three categories),

Establish Purswit; Establishing pursuit works as
described in Chapler 11 of the Star Wars Roleplaying
Game, except that the pursuing ship remains on the
range track. A pursuing ship automatically follows its
target, so a note should be made of what targel
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the starship is pursuing. Although Facing is not rel-
gvant in the streamlined combat rules, a ship that
establishes pursuit is considered “hehind” its target.
This means the pursuing ship can only fire at its
target with weapons in its front firing arc, and the
target ship may only return fire with weapons in its
rear firing arc.

Break Pursuit: This maneuver works as described
in Chapter 11 of the Star Wars Roleplaying Game,

Regain Control: This maneuver works as described
in Chapter 11 of the Star Wars Roleplaying Game.

Avoid Hozard: This maneuver works as deseribed
in Chapter 11 af the Star Wars Roleplaying Game,

Join/Rejoin Wing: This maneuver works as described
in Chapter 11 of the Star Wars Roleplaying Game.

Resist/Escape Tracror Beam: This maneuver works
as described in Chapter 11 of the Star Wars
Roleplaving Game,

Ram Target; This maneuver warks as described in
Chapter 11 of the Star Wars Roleplaying Game,

Several maneuvers are only used in the streamlined
combat rules. These are described belaw.

Evasive Action: Barrel rolls, jagged fight paths,
and sudden turms are all types of evasive action ships
can make to avoid being hit in combat.

& A starship can gain a +2 dodge bonus to its
Defense by taking mild evasive action (DC 10),
but suffers a -4 penalty on all attacks until the
same action phase in the following round (that
is, the first or second action phase in the fol-
lowing round).

@ A starship can gain a +4 dodge bonus to its
Defense by taking severe evasive action (DC 15),
but suffers a -6 penalty on all attacks until the
same action phase in the following round.

& A starfighter class ship can gain a +6 dodge
bonus to its Defense by taking extreme evasive
action (DC 20), but suffers a -8 penalty on its
attack rolls until the same action phase in the
following round.

Rusl: A ship moving at ramming speed can make a
rush manewver (DC 15) to move two spaces on the
range track. 1F a ship is moving at attack speed, it can
accelerate to ramming speed (see Change Speed,
above) as a free action and then rush.

Several mancuvers introduced in this book may be
psed in streamlined combat. The seven advanced
maneuvers {attack run, dock, My cover, fyhy,
joinfrejoin tight wing, reversal, and strafing run] may
be used normally in streamlined combat it a GM
wishes to include them.

Streamlined Attacks: The number of weapons a
starship can fire each round depends on its crew. A
fighter with a single pilot can only fire one weapon
each round, while an Imperial 1 Star Destroyer has
enough gunners to fire every weapon it has each round.

When firing at a target, a starship may only use
weapons from a single firing arc (including any turret-
ed weapons). Unless the attacking ship is pursuing or
in pursuit, it doesn't matter what arc the weapons are
in (since it's assumed the attacking ship maneuvers to
place its target in the desired arc). A starship may use
weapaons in different ares to attack different starships,
but starships that are in a wing, in light wing forma-
tion, or flying cover are all considered to be together
and must be attacked with weapons in Lhe same arc.

Rules for attack bonuses granted to pilots with 5
or more ranks of Pilat are not used in streamlined
combat. Limits to the number of weapons capilal
ships can fire at smaller ships at point blank range
are not used, Penalties for firing into a dogfight [and
the Pinpoint Accuracy feat, which modifies them) are
not wsed. Bonuses and penalties for a target's size,
range. and spead are used normally.

Fire-linked weapons and weapon batteries act as
deseribed in Chapter 11 of the Star Wars Role-
playing Game.

Missile Weapons: 1f a target is within range of a
ship's missile weapans, the pilot or gunner can attempt
to establish a missile lock against it. To do this, the
attacker makes an attack roll as an attack action, but
does not actually fire the missile. 1§ the attack roll suc-
ceeds, 4 missile lock is established. The missile lack
remains established until the missile weapon is fired,
unless the target ship moves a range category farther
away. A missile weapon fired with missile lock moves at
ramming speed and automatically closes with its target
two range categories each round; this occurs on the
same initiative number it was fired. On any round it is
at point blank range with its target, the missile
attempts to hit its target using the same attack bonus-
es it had when it was fired. A missile operates for 6
rounds before it runs out of fuel and burns out. It may
make several attempts to hit its target in that time
[though never more than one attempt each round).

The target of a missile with missile lock may attempt
to outrun @ missile or try to shoot it down. In the
streamlined combat system, all missile weapons have
Defense 22 (including size and speed) and 30 hull
points, with no shields or damage reduction. A missile
can suffer ion cannon damage just like a starship; it is
destroyed if its ionization penalty ever reaches - 10.

Missile weapons may be fired at point blank
range without a missile lock. Such attacks are
resolved narmally,
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One of the most difficult things for a Gamemaster 1o
plan ina Star Wars campaign is the amount of time
that should be spent an space-related issues, such as
space Iravel, ship maintainance, and starship combat. 1f
mast of the characters are pilots or the crew of a single
starship, it's casy to incorporate many space encounters,
If none of the characters knows how to pilot a ship,
however, it's fairly obvious that starship-related issues
should be kept to a minimum. Most groups of Sfar
Wars characters fall somewhere in between, including a
few dedicated space-based characters within a larger
group with few (if any) starship skills,

This last type of group can be difficult to keep
happy. IF your adventures never involve space combat,

the players who have concentrated on it never feel
that their characters” skills are useful. On the other
hand, if you spend too much time in space, players
whaose characters are designed for diplomacy, ground
combat, investigation, or anything else not ship-
related, are forced to spend a great deal of time
watching the pilots and space-based characters domi-
nate the game, IT your players have these sorts of
concerns, the techniques described helow can help
you balance the interests of both groups.

Give Everyone Something to Do
This is always a good idea, but can be difficult to
arrange, |7 you know you're going to have one or
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two characters flying around in starlighters, you may
want to give the other characlers a single space
transport to fly as a group. One character can act as
the transport’s pilot while others operate its guns and
make Repair checks when it's damaged.

You can also mix the types of scenes happening al
once. If you have one pilot and a number of melee
rombatants in a group, perhaps you should run a fight
inside the ship. While the pilot tries 1o avoid being
destroyed by starships in space combat, the other char-
acters are busy keeping oppanents on the ship from
reaching the cockpit and forcing the pilot to sumender,

If you know a particular adventure is not going to
involve aspects that a particular character enjoys, you
may want to give that character something new to
do for that advenlure. For example, if the adventure
imvolves an escape from a primitive world after the
herpes' ship crashes there, a dedicated pilot obviously
won't have much to do. However, i the pilot is mis-
taken for a god by the members of a local tribe, she's
likely to be very busy. Don't go overboard with this
device, but keep it in mind when you design or run
an adventure.

Run Several Scenes at Once

This next technigque is similar to the previous one, but
it's somewhat trickier. Rather than finding roles for
every character in a single setting, vou can split up
the characters and run several parallel scenes at ance.
A good example of this kind of adventure is the col-
lectiom of scenes at the end of Episode V' Rerurn of
the Jedi. While Luke faces Darth Vader and the
Emperar, Leia and Han try to blow up the shield gen-
erator on the surface of Endor, and Lando leads a
fleet of slarfighters against the second Death Star

As another example, consider a group with two
starfighter aces, two soldiers, and two nobles, 1F the
final scene in an adventure invalves convincing a
local guild to help fight off a group of pirates, you
may want to divide the characters into three groups.
While the nobles attempl Lo convince members of
the guild to get involved, the soldiers fight off pirate
ground forces trying to break inte the council cham-
ber, and the starfighter aces attack the pirate armada
in space to delay its arrival on the planel.

This kind of scenario is a lot of work for the
Gamemaster, It shouldn't be used very often, but it
can add a lot of drama 1o a climactic finale.
Generally, the best way Lo handle this kind of drama
is by running one group for several rounds, building
to a cliffhanger moment, and then switching to
another group of characters. This nol only keeps
everyone interested in what's happening, but also
prevents details from getting mixed up. Players then

have a better understanding of what the nobles are
saving and whom the soldiers are shooting.

1f you're running several scenes at once, it can also
be fun to give players temporary characters in scenes
their normal characters aren’t involved with. I the star-
fighter aces are leading a ragged group of freedom
fighters against the pirate armada, let the other players
run same af thase less skilled pilots. While the soldiers
fight off ground Forces, the other players can play
guards and grunts fighting heside them. Not only does
this let everyone get involved, but it can also cut down
un the amount of work the Gamemaster has to do.

Styles of Adventures
Gamemasters use many different methods to incorpo-
rale space scenarios into Star Wars games. Once you
know how much time you want your characters Lo
spend in space, you need to decide what kind of space
adventures you're going to set up. Different players
tend to prefer different kinds of adventures, and a
Gamemaster should take this inta account when plan-
ning a campaign. Ultimately, it is the Gamemaster
who decides whal kinds of situations the heroes find
themselves in. A few typical space encounters are
deseribed helow, along with a few other factors to
consider when designing space adventures.

Space Battles

A space battle is the most direct space scenario. This
can be a dogfight between two starfighters, a small
canflict involving no more than twenty ships, or a
major hattle with dozens of capital ships and possibly
hundreds of fighters on each side. [Some of these
aptions require the streamlined starship rules, of
course.) The more starships you include in a space
hattle, the stower the action s, While it's often a
good idea to keep space combats as quick and excit-
ing as possible, you may want to occasionally run an
epic battle between two or more forces.

One method of running a battle involves giving a
group of characters a specific task—such as guarding a
capital ship or destroying an important enemy largel—
and only playing through that part of the whole
battle. The streamlined combat rules presented in the
previous chapter can also be used for larger battles,
although using too many ships slows down play and
reduces the sense of adventure and excitement
important to Srar Wars games.

Search and Destroy

IF a group has several pilots, you may wanl to assign
same of them targets that are not other starships. A
squadron of fighter pilots might be asked to destroy
a ground-based planctary shield generator, or they




may support army froops by taking out armored
vehicles. Attacks of this type can be made more
difficult by placing the target in a hard-to-reach
locale, so that pilots might have to make attack run
maneuvers or similar efforts to fire at their targets.
The starship-vérsus-vehicle rules also work well for
missions of this kind.

Travel and Space Hazards

Whether the characters are sneaking onto a smuggler's
moon, escaping a Star Destroyer Lhey just sabotaged,
ar just Aying from planeét to planet, space travel is
always an opportunity for adventure. Hyperspace
mishaps can get a party lost. Ton engine breakdowns
can force a ship to crash-land. Space hazards, such as
asteroid fields, gas nebulas, dust clouds, radiation
fields, and even mynocks can cause as many problems
for starships as pirates and customs officials can.
Heroes can overcome many of these hazards with good
piloting, strong technical skills, or spacer lore. Some
typical hazards are given an Table 5-1: Space Hazards,
along with the skill checks needed to avoid them and
the possible results when those checks Tail,

Expenses

Owning, operating, leasing, or modifying a staship
takes money. Numerous adventures can involve the
characters’ need to borrow, eamn, or steal funds and
equipment. Even if these adventures don’t take place
in space, they may give characters with strong connec-
tions to space added incentive and additional involve-
ment. If you want 1o give low-level characters access
to a starship, you can allow them to buy a vessel so
run-down that it requires constant repairs. Another
option is to have a less reputable individual loan the
characters the money to buy a ship—at a high rate of
interest, At higher levels, characters may respond to the
idea of acquiring valuable starship equipment, such as
a rare ®0,5 hyperdrive, for installation on their own
ship. Although the prospect of an equipment upgrade
can be an excellent way to motivate characters, it's
important not to have a starship be so expensive that

Table 5-1: Space Hazards
Hazard Check |
Sparse asteroid field  Pilot (DC 15) every mintite
Auerage astermd field Pilot (DC 20) every round
. Pilot (DC 25) every round
Computer Use (sensors, DC 20)
_Repair (shields, DC15) |
Knowledge (spacer lore, DC 10)
Knowledge (spacer lore, DC 10}
Knowledge (spacer lare, DC 10)

Gas nebula

Mild radiation field
Average radiation field
Strong radiation field
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| direct conflict between a massive military ship and a hero's
starfighter is far more likely to result in a lucky shot, no

- doubt destroying a character in a single hit. <

the characters regret acquiring it. [The one exception

would be when they're trying something unreasanable,

such as rurming their own Star Destroyer without
government assistance.)

Capital Ships and Mobile Space
Stations

Big capital ships and mobile space stations are the
largest and most expensive craft available in the Star
Wars galaxy. They can cost hundreds of millions of
credits and require extensive resources to maintain.
Flayer characters should never actually own ships or
bases of this size unless they're the leaders of entire
star systems. Even if a private individual managed 1o
accumulate enough money to have such a thing
built, she wouldn't have the resources to protect her
investment, Unscrupulous governments inevitably
send teams to destray or highjack anything large
enough to threaten a star system if there isn't another
govermment protecting it. Anything bigger than a

Result of Failure

' Collision (2d10x2 damage)

Collision (4d10x2 damage)

| Collision (4d10x2 damage) -

Ship blinded, 10 to Astrogate and Pilot checks

_ Shields fail, ship blinded as above =

Random ship system damaged (Repair DC 10 m fix)
1d4 random ship systers damaged (Repair DC 15 to fix)
1d4 random ship systems destroyed (Repair DC 20 and
a shipyard to fix)
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Medinm-size ship is going Lo attract too much
attention for @ private individual to be able to hold
onto it, even if a hero managed to come into pos-
session of such a thing.

Big ships shouldn't be used solely as targets for
starfighter pilots to blow up, either. Bven the best star-
fighter pilots shouldn't feel confident taking on a Star
Destrover, Mo matter how high a starfighter's Defense is,
the Star Destroyer always hits on a natural attack roll of
20, When facing small targets, the Star Destroyer is
unlikely to use hattery fire, instead firing its sixty turbio-
lasers separately. On a successtul hit, a turbolaser does
an average of 135 points of damage, enough to destroy
a Naboo N-1 starfighter or reduce an undamaged X-
wing to 20 hull points. Even a Skipray blastboat, which
&5 much easier to hit than an X-wing, can't normally
sunvive more than four turbolaser hits,

Cornversely, when an X-wing fires on a Star Destroyer,
it takes shx hits on average just to drop the Destroyer's
300-point shields {assuming no one s attempting to
restore them). Even without its shields, the Star
Destroyer can lake all 5i% of an X-wing's proton torpe-
does and still take eight more hits from the X-wing's
lasers belore being destroyed. Add to this the fact that
Star Destroyers are always escorted by numerous TIE
fighters and likely to have other support craft. The odds
of a few starfighters surviving an attack are pretty slim.
More important, it's very difficult for a GM to balance
such an encounter, since a single Tucky roll can destray
a starfighter, no matter how good its pilot is,

However, this does nol mean that large ships should
never be part of a Star Wars scenario. Although heroes
are unlikely to own a big ship, they might be assigned
1o one. As an alternative, the characters may be taken
to one after being captured. If the heroes try to
escape a capital ship, it may well engage their Neeing
starfighters in combat, but only use ion cannoms and
tractor beams in an effart to capture rather than kill,

If you do decide to have big space battles imvolving
massive capital ships, you may want to give the play-
ers control aof multiple ships operated by their allies,
s Lhey can get involved in the fight without putting
their characters at risk. Also, temember that a starship
can he destroyed without exploding. 1F it does
explode, those inside take 20d6 damage, with a
Reflex save (DC 20) for half damage, [(See Chapter 11
of the Star Wars Roleplaying Game for more infor-
mation on exploding starships.)

Generic Opponents and
Allies

The following generic allies and opponents are designed
to be typical characters that might be encowmtered in a

# For most ships, a simple bonus number repre-
sents the crew’s overall quality. There's no need
for specific write-ups for each crew member. This bonus is
' used for all maneuver checks and attack rolls made by the
| crew. However, it is sometimes important 1o know exacily
| how many ranks of Pilot the crew Hying a parficular ship has,
| or whal a unner's base attack bonus is. Since most non-
| heroic characters have statistics modifiers of +0, the crew rat
| ing can be used to represent the total Pilot ranks or the base
t  attack bonus of any member of a ship's crew.
| For other skills, such as Repair or Astrogate, it may be
¢ more important to know the check madifier of the most pro-
| ficient individual on board, rather than an average rating. If
you have an idea of the quality of the personnel on board
the ship, you can pick an appropriate characler from the
| generic opponents found in this book or in Chapter 14 of the

Star Wars Roleplaying Game and use that character's skill

| modifiers. Failing thal, skill modifiers can be estimated by

' number determined by the size
represents the fighest skill mog
' anyane on the ship.

Table 5-2: Crew Skill Modifiers
Ship Size Base Skill Modifier

. Colossal 8

: Gargantuan [

' Huge

| Large

| Medium-size
Small

- Tiny

| Diminutive/Fine

: ship in question. This
ier likely 1o be pos

sesspd by

Thus, if you need to know the air skill modifier
royer, add the
crew quality bonus (Normal +2) 1o the base for the ship’s

| size {8 for a Colossal shipj for a total skill modifier of +10, <&

| possessed by anyone on a typical 5

space-hased scenario, A Gamemaster can use them
when characters interact with someone who hasn't been
written up n detail, as a quick reference for minor char-
acters, or as starting points for more complex recurring
characters. None of the generic character statistics given
below include species bonuses (such as a Human's extra
feat and skill points per level). If the characters are
going to be used only briefly, it's probably not worth
the effort to include such things. If a Gamemaster wish-
es to flesh out these characters more fully, however, he'l
want to add all appropriate modifiers.




In addition, there are numerous generic opponents in
the Star Wars Roleplaying Game that might be useful
for space-based encounters as well. The generic admin-
istrator is appropriate for wealthy travelers, space sta-
tion officials, and starport executives. The military
officer is gootl for senior starship crewmen and patrol
officers. The pirate and smuggler can be used for any
number of archetypes, including freedom fighters, ship-
jackers, independent merchants, and planetary defense
personnel. And, of course, bounty hunters, crime lords,
gamblers, fighter pilots, technicians, thieves, and traders
are all fairly common in the space adventures. € hapter
14 of the Star Wars Roleplaying Game has details for
all of these archetypal templates.

Capital Starship Captain
A starship captain is able to make decisions that affect
hundreds or thousands of lives without hesitation,

inspiring the loyalty of his crew while risking their
lives. Thousands enter military academies every year,
but only a small fraction of the ones who graduate
ever command their own capilal class ships. Some
families have a tradition of naval service strel ching
back for generations. They no longer think of them-
selves as natives of any one planet, instead claiming
space itself as their home. When the Empire came
into power, many of these families continued to serve
loyally out of a sense of duty, while others defected
because of persanal honor and integrity. These statis-
tics don't just represent a good officer; they portray
one of that rare breed who, given a chance, has the
talent needed to run an entire fleet.

The lowest-level capital starship captain has just grad-
uated from a military academy, and at best has com-
tmand of a patral ship or escort vessel, He hasn't distin-
guished himself, but may well have a more powerful

Generic Capital Starship Captain, male or female, any species

Cumbat gln\res 1d4-1
Han hlas‘t&r 3d8

"Ast.mgéte +6, EIuH +4,
Computer Use +3, Diplomacy +7,

- Combat gloves +6 melee
' Heavy blaster +8 ranged
Combat gloves 1d4
Heavy blaster 3da
 seeleft, plus: Command +2 See left, plus: Enhance
e

_ Enhance crew +1 _
Fort +7, Ref +6, Will +8

. Str 10, Dex 14, Con 12
© Int 10, Wis 13, Cha 16

Astrogate +8, Bluff 48,

Computer Use +5,

Noble 4/Soldier 2/ Noble 4/Saldier 2/
Huhle !fSnldllr 1 Naval Officer 2 MNaval Officer 6
i £ i 46 ; +6
18 19 )
- 10m (or by species) 10m (or by species)
40/12 58/12

Combat gloves +9 melee
Heavy blaster +11 ranged
Combat gloves 1d4
Heavy blaster 3d8

Lin a favor +1 crew +3, Enhance fleel +1

Fort +8, Ref =7 Will +10
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Knowledge (bureaucracy) +7,
Knowledge (military) +6, Pilot
+10, Sense Motive +6

Diplomacy +12, Knowledge
{bureaucracy) +7, Knowledge (bureaucracy)
Knowledge (military) +3, +10, Knowledge (military)
Pilot +12, Sense Motive +10 +9, Pilot +13, Sense
_ Motive +19
See left, plus: Fame See left, plus: Skill Emphasis
Sl - {Sense Motive), Skill

Al ' i - Emphasis (Diplomacy)

Diplomacy +17,

| Proficiencies :{ﬂm;ﬁe weapﬂns
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i ﬂmm Frﬂﬁﬁendaﬁ (light, medauin}

Eli.ilipl'l'lmi: Immaculate uniform, polished boots, multichannel camlink, datapad code cylinder




officer as a patron, gently nurturing his career and
watching to see il he deserves a greater cammand;

The mid-level capital starship captain has proven
himself in combal. He probably commands a mid-sized
warship, although he’s probably not trusted with a
Star Destrayer yet, He may be in‘command of a small
fleet of escorts or support vessels. He has a loval fol-
lowing of crew members who move with him fram
ship to ship, and has caught the notice of his superi-
ors. He has also begun dabbling in military politics,
whether he wishes 1o or nol. Some higher ranked
commanders encourage him, while others see him as
a threat to their own authority,

The highest-level capital starship captain is in com-
mand of at least a major starship and may have a
dozen ships under his control. Enemies and allies
may recognize his name, and he has engaged in
dozens of majar space conflicts. Thousands of crew
members are more layal to him than their navy, and

would rebel with him if he asked it. More than simply

Ceneric Dilettante, male or female, any species

a captain, he has become a political force able to
swing the fate of whole star systems.

Dilettante

The dilettante is one aof the galaxy’s rich and power-
ful citizens, a member of the social elite. 1F she
doesn’t own a small space vachl of her own, she
spends a great deal of time on luxury starships travel-
ing to new and exciting destinations, enjoying the
finest entertainment the ship's steward can provide.
host dilettantes are the inhentors of wealth accumu-
lated by hundreds of generations, and need do noth-
ing to earm their money. A few are keepers of more
recent fortunes. These noveau riche are less accepted
by the true upper crust of the galaxy,

The lowest-level dilettante is likely to be a new
heir, enjoying her wealth while traveling the galaxy
just to see what's out there. She may think she's
interested in adventure, but most likely balks at the
first real sign of risk or discomfort.

Noble 1/Diplomat 3 Noble 2/ Dlplumﬂl 6 Noble 6/Diplomat 6
Initiative: +1 i +#1 +2 S
Defense: 15 _ i 19 -
Speed: 10m (or by specias) 10m (or by species) 10m {or by species)
VP/WP: 6/10 9/10 23/10
Attacks: Unarmed +0 melee Unarmed +3 melee _ Unarmed +6/+1 melee

- Hold-out blaster +2 ranged Hold-out blaster +5 ranged  Hold-out blaster +9/44 ranged

Damage: Unarmed 1d3-1 Unarmed 1d3-1 Unarmed 1d3-1

Hold-out blaster 3d4
Sp!dﬂ Qualities: Call in a favar,

Hold-out blaster 3d4 o
Call in a favor =2, Callfnafaumxz,

Hold-out blaster 3d4

‘Bonus class sluil - inspire confidence +1 inspire cuhrﬁﬂanca -{-1,
(Gather Information) ; o command +2 :
Saves: Fort 41, Ref +3, Will +6 Fort +2, Ref +5, Will +3 Fort +1, Ref +7, Will +11
Challenge Code: A ' LR = e = T
Force Points: 0 1 2
Dark Side Points; 0 o 0
Reputation: 7 9 11 )
Abilities: Str 8, Dex 13, Con 10, Str. B, Dex 13, Con 10, Str 8, Dex 14, Con 10,
: Int 11, Wis 13, Cha 15 int 11, Wis 13, Cha 16 int 11, Wis 13, Cha 16
Skills: Appraise +4, Bluff +5, Appraise +6, Bluff +11, Appraise +6, Bluff +15,
Computer Use +2, Computer Use +4, Computer Use +8,
Diplomacy +5, Diplomacy +10, Diplomacy +16,
Gather Information +12, Gather Information +16, Gather Information +21,
Knowledge (galactic Knowledge (galactic Intimidate +11, Knowledge
palitics) +7, Knowledge politics) +7, {galactic politics) +7,
Knowledge (nobility Knowledge (nobility Knowledge (nability
and royalty) +7, and royalty) +7, and royalty) +7,
Sense Motive +4, Sense Motive +8, Sense Motive +10
Feats: ~ Fame, Skill Emphasis See left, plus: Persuasive  See left, plus: Tfustvmrth',r,
(Gather Information), ' Dodge -
Weapon Group Proficiencies
{simple weapans, blaster pistols) i m
Equipment: Datapad with itinerary, multichannel comlink, stylish clathes, money, hald- aut blaEter




The mid-level dilettante has matured some, and
has her own interests to watch over. She may even
have become involved in galactic politics or business,
although mostly through intermediares and trusted
agents. This is the level of most of dilettantes heroes
meet throughout the qalaxy.

The highest-level dilettante s well connected to
influential people across the galaxy. She has taken an
interest in husinesses where her money should do the
most good and prefers causes that deserve her finan-
cial support. Although still not interested in taking
unnecessary risks, she has learned that the greatest
rewards require some work, and she has enough
experience to handle herself in the most arduous
husiness situations.

Docking Authority Officer

Nearly every port across the galaxy has some sort of
dacking authority, ranging from thugs paid by the
local smugglers to keep order o specialized military
personnel trained to handle every emergency thal
comes their way. Docking authority officers are
respansible for assigning incoming starships to dock-
ing hays, informing incoming crews of local laws and
requlations, and enforcing those regulations when

necessary. In many ports, docking authority officers
have & reputation for being willing to look the other
way il the price is right, but it's never safe to assume
that without some evidence of dishonesty.

The lowesi-level docking authority officer is either a
new ecruit to a well-organized port authority or a thug
with a tough idea what he's supposed to be doing.

The mid-level docking authority officer is a typical
professional found in ports throughout the Core Worlds,
but less common on the fringe planets of the galaxy.

The highest-level afficer is likely to rum his own
small starport or have a great deal of responsibility in
a larger port of call,

Freighter Captain
Freighter captains are commanders of the small ships
that are so prevalent throughout space. These ships
are too large to maneuver their way to safety as
fighters do, but too small to have the héavy shields
and weapons of capital ships. This makes freighter
captains a hardy breed, flying ships they know are
often targets for pirates, thieves, and outlaws.

The low-level freighter captain works for sameane
else or is still paying off his ship, and may be willing
to take unusual risks if the price is right.

Generic Docking Authority Officer, male or female, any species

- E:parl zn’hug 2 Expert 4/Thug 4 Expert Efnmg 6

mm: T Al _'_31;~ e i i i _ﬁ:.l ,, Al a\-'-"'I: fi

Defense: 14 14 14

Speed: ~ 10m (or by species) 10m (or by species) - 110m (or by species)
VP/WP: —fm —.rw. /14
Attacks: ~ Stun baton +5 melee ~ Stun baton +10/+5 melee  Stun baton +13/+8 melee
 Blaster pistol +2 ranged. Blaster pistol +6/+1 ranged  Heavy blaster +9/+4 ranged
Damage: Stun baton 1d6+1/DC 12 Stun baton 1d6+2/DC 12 Stun batan 1d6+2/DC 12

Blaster plstnl' 3dE Blaster pistol 3d6 Heavy blaster 3ds
Special Qualities: None s 15 NN Lo " MNone
SEves: Furt +5 Ref-l will +4 ~ Fort +7, Ref +1, w|II +6 Fort +9, Eef+3 I|.fl.l“IE +B
EMIhmm il ; am R R R LR
Force Points: o 1 2
dark Side Points: 00 s R TR A=t ] S T
2 2

Int 12, Wis 12.chad -
{Iumputer Use +5, D:sabie
Device 45, Intimidate +3,
Jump +8, Knowledge
{bureaucracy) +6,
Knowledge (local star
wstem} +5 F'l'Iut +3

skills:

See |

~ Sir 14, Dex 9, Con 14,
Int 12, Wis 12, Cha 8
Computer Use +7, Dlsable
Device +7, Intimidate +5,
Jump +8, Knowledge
{bureaucracy) +8,
Knowledge (local star
system) +7, Pilot +5

Str 14, Dex 9, Con 14,
int12; Wis 12, Cha 9
Computer Use +3, Disable
Device +9, Intimidate +7,
Jump +10, Knowledge
(bureaucracy) +10,
Knowledge (local star
system) +9, Pilot +7

efﬁ‘pius' an ﬁmd; '.-fm [él:,plus. me Blankshut

Cnrﬁba.fiump.sutt weapuns cnmllnk datapad

Y

BSeEE

O il

-

i
g

S - N -



Generic Freighter Captain, male or female, any species

Scoundrel 2/ Scoundrel 4/Soldier 2/
k. ~ Soldier 2 Deep Space Pilot 2
Defense: 17 21 _ .
Speed: ~ 10m (orbyspecies) 10m (or by species)
VP/WP: 24/12 52/12
Attacks: Unarmed +3 melee Unarmed +6/+1 melee
= Heavy blaster +5 ranged Heavy blaster +8/+3 ranged
Damage: Unarmed 1d3 Unarmed 1d3
Heavy blaster 3d8 _ Heavy biaster 3d8
ﬁm:lul ﬂuallﬂﬂ. Wicit barter, I:eﬁer ~ See }Eft, plus: natural
Im:hy ﬁ1an gnn-d astrogator, sector fnnﬂ‘iiarfw,'
Hyperjump Sense
5ms. Fort +4, Ref +5, Will e Fort +8, Ref 46, Will +1
Challenge Code: A B
Force Points: o 1
M sld. m:ﬂ i TR il L 'y el e
Reputation: 1 e
Abilities: Str 10, Dex 14, Con 12, Str 10, Dex 14, Con 12,
BEL Int 12, Wis 9, Cha 13 Int12,Wis 10,Cha 13
Skills: Appraise +3, Astrngate +ﬁ Appraise +9, Astrogate +‘JIJ

=5

Equbpmaﬁt:

Bluff +6, Computer Use +4,
Diplomacy +4, Gather Infarma-
tion +7, Hide +7, Listen +4,
Maove Silently +4, Knowledge
(business) +4, Knowledge
{streetwise)+4, Pilot +11,
Profession (trader) +2,

Repair +4, Spot +1

Bluff +6, Computer Use +4,
Diplomacy +9, Gather Informa-
tion +9, Hide +7, Listen +5,
Move Silently +5, Knowledge
{business) +7, Knowledge
(streetwise)+7, Pilot +15,
Profession (trader) +35,

Repair +4, Spot +2

5tulﬁ1|p ﬁperahnn ! . See left, plus: Starship Elodgej
(space transport), 5lull Emphm iﬁpprm}
- Spacer, Heroic Surge,

Weapon Gruup Proficiencies

H|=.-.a-..r',,.I b!aster rugged dnthes.
run-down space transpart

Heaw blaster rugged ::Iuthf.'s.
slightly modified
space transport

Deep Space Pilot 5
S e R s

“Unam‘ied +8/+3 mele i
‘Heavy blaster +11/46 ranged

 Shot, mpm shot

Scoundrel 5/Soldier 2/

24

. 10m (or by species)

70/12

Unarmed 1d3
Heavy blaster :-!idB

ﬂds sector ranu}imm,.r -

Furt +9, Re_f +8, 'M_ll 432

Int12,Wis10,Cha 13

Appraise +12,, Astrogate

+10, Bluff +6, Computer

Use +4, Diplomacy +9, Gather
Information +10, Hide +7,
Listen +5, Move Silently +5,
Knowledge (business) +10,
Knowledge (streetwise) +7,
Pilot +19, Profession (trader)
+5, Repair +5, Spot +3

See left, plus: Pi:snt Blaiilr.

I-II.an,r b1astér, ﬁjgged clnth:;j,
heavily modified
space transport

The mid-level freighter captain is more likely Lo
own his own ship and may be very conservative with
it, unwilling to risk his livelihood.

The high-level freighter captain is one of the
most experienced merchantmen in space, and is
likely to have strong political opinions he's willing
to support.

Jedi Pilot

A Jedi master pilot uses the Force to guide and assist
him in starfighter combat. Jedi pilots were rare dur-
ing the Rise of the Empire era and all but unknown
during the Rebellion era. Several Jedi pilots exist dur-

ing the time of the New Republic. These heroes aften
form squadrons and fly across the galaxy in an
attempt to keep order. Some Jedi pilots are more
impetuous than the standard image of Jedi, while
others are simply expert pilots who have also found
their way with the Force,

The lowest-level Jedi pilot is a young Jedi quardian
who has a knack for flying starfighters.

The mid-level Jedi pilot has begun concentrating
on her flying more than her Jedi studies, showing
signs that she favors the roar of starship engines to
the contemplative training of a young Jedi. Her pri-
mary Jedi skills, Battlemind and Enhance Ability,




Generic Jedi Pilot, male or female, any species

Fringer 1/ Fringer 1/Jedi Guardian 6/ Fringer 1/Jedi Guardian 6/
_ Jedi Guardian3 Stnrﬂghlnr A:a 1 Starfighter Ace 5
Initiative: A i e e R =
Defense: 18 - 25
Speed: ' 10m (or by species) . 10m (or by species) - 10m (or by species)
UFMF 2‘3_,_-"__1_*_1-_ ) 58/14 E-4,|I'"Iiﬂ

L:ghtsaher 2ds-1
Efaster pisml 3d5

Damage:

Furt +? Ref +? wiII +3

SMS‘ "

 seeleft,

f{sunple weag:ms; H;asrer pis!als} -
AIter Euntml EEE IEH;.

allow her to augment her fighter cambat skills to an
impressive degree.

The highest-level Jedi pilot is at a crossroads. She's
already more dangerous than most starfighter aces,
but could continue to concentrate on flying and
betcome one of the most skilled pilots in the whole
galaxy. If she chooses this course, she would be likely
to gather a squadran of starfighter aces willing to
fight under her command. She would be considered a
fallen Jedi, no longer an the path of the Force, If she
prefers, she can instead return to her Jedi studies and
earn the rank of Jedi Knight, regaining the support
and respect of her peers while retaining an impressive
array of starship combat ahilities.

Port Drifter

Port drifters are wanderers who have no set home,
Many are refugees from planetary wars; others are dock
waorkers or merchants who have fallen on hard times.
Unlike pilots and mercenaries, port drifters often lack
the skills 10 guarantee themselves a spot on a merchanl

Lightsaber +5/+0 melee _
laster pistol +9/+4 ranged
Lightsaber 3d8-1

Blaster pistol 3d6
' -..fmmrm

Fnrt +10, Ref +1 I WIII +E

Challenge Code: D i S e
Force Points: 2 3
Dark SidePoints:3 @ a,. =
Abilities: S’rrB Dex 16, Con 14, 5tr-8, Dex 16, Con 14,
ilnt 10, WS 15 Cha 12 Ir'l't H:I' '!.I"I.I"IS 14 Cha 12
il S R 5pat+ﬁ
Force Skills: Battlemind +8, Enhance

Battlemind +11, Enhance
Al:ullt\r +8, Fnrce Defense +8 Ability +11, Force Defense +8

Blaster Plﬁh‘.ll +’12f+? mnger.l
Lightsaber 3d8-1
ﬂlaster p:stnl Sdﬁ

] Eua:ﬂan, fam;llanhp +2
Fort +12, Ref +13, Will +8

Str 8, Dex 16, Con 14,
Int IG Ws 15, Cha 12

Use +8, Lr:-ten M Pllm +11
Spot+6 :
Battlemmd +11, Enhance
Abiiit‘,r +11, Force Defense +8
- See left, plus: Skill Emphasis
: ’(Astmsﬂtﬂ} Starship
P Opg_miinh::{atarﬁghﬁar}:

plus: Skill Emphaasm

plus Sens-e Fun:e Pllut

 Lightsaber, mm‘ﬁnk‘
- maodified Fﬂrstmal
 stafighter

ship. They are often sucked into lives of cime out of
necessity, although some come to genuinely enjoy their
lawlessness. The majority of a starport’s underworld is
made up of port drifters, seeking security and possibly
a way off the station to a new port.

A law-level poart drifter represents someane fairly
new to homeless status, such as a recent refugee.
Such a drifter is likely to jump at the oppaortunity to
make an hanest living if offered a job, butl has
already begun to see that survival may require a loose
code of elhics.

The mid-level port drifter is an experienced wan-
derer, and likely has some underworld contacts. This
drifter can be a useful ally, but is comfortable
enough with his homeless lifestyle that he may not
take an “honest™ offer of work.

The high-level port drifter is an experienced sur-
vivor, and has probably been a criminal for years. He
may run a small gang of vagrants in a large starport,
and almast certainly sees legal work as a dead-end
path to poverty and powerlessness,
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Generic Port Drifter, male or female, any species

Expert 2/Thug 2

Inftiative: +4

Defense: 10

Speed: 10m (or by species)
VP/WP: —/14 '
Attacks: Knife +4 melee

Knife 43 ranged
Damage: Knife 1d4+1
Special Qualities: None
Saves: Fort 45, Ref +0, Will +3
Challenge Code: A

Force Points: 0
park Side Points: 0
Reputation: o
Abilities: Str 13, Dex 11, Con 14,

Int 12, Wis 10, Cha 9
Astrogate +6, Climb +3,
Computer Use +4, Craft
{electronics) +4, Disable
Device +4, Intimidate +1,
Jump +3, Listen +2, Gather
Infarmation +2, Knowledge
(spacer lore) +4, Knowldege
(streetwise) +4, Pilot +5,
Repair +4, Spot +2
improved Initiative, Spacer,
Weapon Group Proficiency
{(simple weapons),

Armor Proficiency (light)
Ragged clothes, knife

Skills:

Equipment:

Expert 4/Thug 4
+4

12

10m {or by species)
—/14

Club +3¢/+4 meles
Club +7 ranged
Club 1d6+2

‘None

Fort +7, Ref +2, Will +7

B

1

¢

2

Str 14, Dex 11, Con 14,

Int 12, Wis 10, Cha 9
Astrogate +6, Climb +6,
Computer Use +4, Craft
(electronics) +4, Disable
Device +4, Intimidate +3,
lump +8, Listen +4, Gather
Information +4, Knowledge
(spacer lore) +6, Knowledge
(streetwise) +6, Pilot +7,
Repair +6, Spot +3

See laft, plus: fron Will

Ragged clothes, club

Expert 6/Thug 6

+4

15

10m (or by species)

—/14

Club #12/+7 melee

Frag grenade +10 ranged
Club 1d6+2

Frag grenade 4d6/2d6
None

Fort +9, Ref +5, Will +9

C

2

¥

2

Str 14, Dex 12, Con 14,

Int 12, Wis 10, Cha 9
Astrogate +6, Climb +8,
Computer Use +4, Craft
{electronics) +4, Disable
Device +8, Intimidate +5,
Jump +8, Listen +5, Gather
Information +8, Knowledge
(spacer lore) +6, Knowledge
{streetwise) +10, Pilot +7,
Repair +7, Spot +5

See left, plus; Alertness

Ragged clothes, club,
frag grenade

Sometimes it's useful to have a detailed star-
ship map an hand, Heroes often find themselves
| involved in boarding actions, acts of mutiny, or scouting mis-

sions. Knowing the exact locations of obstacles and objec
| tives can help those scenes run smoothly. If the heroes have
| their own ship—or are assigned 1o one—the Gamemasler
| may also wanl to map out at least part of it. That way, the
| players can visualize where their characters spend so much
of their spare time.
Space transports are small enough that they can be mapped
- out thoroughly. The following pages of maps have several com-
| mon templates that can be cut apart and assembled for differ-
ent transporis. Place the sections in roughly the shape you want
| for your starship, then draw an outline for the exterior hull.

Don't worry about choosing sections for every sauare meter ol
the ship—a fair amount of any starship is filled with engines,
ducts, hull, and bulkheads. Space that doesn't get mapped may
also include mechanical and electronic components the heroes
can't easily access. An example space transport made from sep-
arate pieces provides an example.

For capital ships, Gamemasters shouldn't waste their ime
completely mapping every aspect of the interior. Focus on the
core areas where conflict is most likely to occur. Don't worry
about areas the heroes can't possibly access. The last several
maps include several key locations for capital ships, including
docking bays, bridges, and commumications decks, You can

either use these “as is" for your starships, or draw new areas as |

needed, using these maps as rough guidelines. &
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The terms “starfighter,” “snubfighter,” “pinnace,” and
“light shuttle” are all used to describe ships less than
20 meters long. Many of these ships are short-range
viehicles, either unable to enter hyperspace or capable
only of the shortest jumps. Others are small but fully
adequate long-range ships that are popular as pleasure
craft or scouls, Same commaon starfighters from differ-
ent eras are described below, along with a few specific
ships flown by noteworthy individuals from those eras.

A-8 Vigilance Interceptor

The A-9 is a fighter designed by Kuat Drive Yards in
an attempl Lo win Imperial contracts away from
Sienar Fleet Systems. Unfortunately, it began produc-

tion five years after the Battle of Endor, limiting its
marketability. Although some Imperial Remnant com-
manders have ordered A-9s, the ships have not been
a huge success. Some have even fallen into the hands
of the New Republic, delivered by escaped workers
fram an oppressive Kuat factory world,

The A-9 is on par with an A-wing as a fast,
manecuverable craft, granting a +4 bonus on all Pilot
checks and attack rolls made with it. It has twin laser
cannons that allow it to deliver consistent damage,
bul Tacks the heawy punch demonstrated by fighters
with concussion missiles or proton torpedo tubes. 11s
small size and high speed make it excellent for quick
raids against slow-moving capital ships. However, it

a3 viIRILANMDCE INTERCEFTOR
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has no shields or hyperdrive, making it a cheap and
easily destroyed fighter. A-9s are typically deployed in
large numbers and replaced as needed.

Craft: Kuat Drive Yards A-9 Vigilance: Class:
Starfighter; Cost: 130,000; Size:'Diminutive (7.4 m
long); Initiative: +6 (+4 size, +2 crew); Crew: 1
[(Normal +2); Passengers: 0; Cargo Capacity: 55 kg
Consumables: | day; Hyperdrive: None; Maximum
Speed: Ramming; Maneuver: +10 {+4 size, +2 crew,
+4 engine quality); Defense: 24 (+4 size, +10 armor);
Shield Points: 0; Hull Points: 80; DR: 5,

Weapon: Heavy laser canmans (2 fire-linked); Fire
Arc: Front; Attack Bonus: +10 (+4 size, +2 crew, +4
fire control, +4 equipment bonus); Damage: 6d 10x2;
Range Modifiers: PB -2, 5 -4, M/L n/a.

A-Wing

Following the Battle of Yavin, the Rebel Alliance
designed a number of new starships. The A-wing was
a-strike fighter, supposedly the fastest ship ever built,
sacrificing firepower, shielding, and staying power for
pure speed. Limited funds required the A-wing to be
buiit from existing parts, but its brilliant design still
managed to squeeze superb performance from com-
ponients built for other purposes.

ACWING

The extremely maneuverable A-wing gives its pilot
a +4 equipment bonus on all Pilot checks and attack
rolls, allowing it to operate safely at high speeds. In
fact, A-wing pilots routinely maintain ramming speed
during combat, depending on their speed Lo give them
an advantage over mare heavily armed craft, The A-
wing also mounts a jamming system capable of dis-
torting an eneny fighter’s sensors and communication
gear, This system works best against other fighters,
marginally well against transport class vessels, and not
at all against capital ships. Enemy starfighters and
transports within point blank range of the A-wing suf-
fer a penalty on Computer Use checks to operate sen-
sors (-4 for starfighters, -2 for transports). The same
penalty is imposed on the fire control system of any
weapan fired at the A-wing (although fire control
can't be reduced to less than +0). The jammer is
selective enough that it doesn’t affect friendly ships,
but it's oo weak to affect capital ships.

Craft: Alliance A-Wing Starfighter; Class: Starfighter;
Cost; 175,000 (new): Size: Diminutive (9.6 m long);
Initiative: +8 (+4 size, +4 crew): Crew: 1 {Skilled
+4]: Passengers: None; Cargo Capacity: 40 kg;
Consumables: 1 week: Hyperdrive: x1; Maximum
Speed: Ramming; Maneuver: +12 (+4 size, +4 crew,
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+4 engine quality); Defense: 24 (+4 size, +10 armor];
Shield Paints: 30; Hull Points: 80; DR: 5.

Weapon: Laser cannons (2 fire-linked); Fire Arc;
Front; Attack Bonus: +18 [+4 size, +4 crew, +6 fire
control, +4 equipment bonus); Damage: 5d10x2;
Range Modifiers: PB -2, S -4, M/L n/a.

Weapon: Jammer; Fire Arc: All; Attack Bonus:
nfa; Damage: Special; Range Modifiers: PR +0,
5M/L n/a,

B-Wing and B-Wing/E2

Designed by Rebel engineers after the Battle of Yavin,
the B-wing is a unique design with a host of unusual
features. Its gyro-stabilizing cockpit allows the star-
fighter to boast a much maore accurate fire control sys-
tem than most ships its size. (If for some reason the
cockpit loses its stabilizer, the B-wing pilot sulfers a -4
penalty on all Filot checks and attack rolls.) Although
weapons are normally only fire-linked in groups of two,
the ion cannans on the B-wing are fire-linked as a
group of three. This redundancy allows the B-wing to
triangulate fire against its targets. It's also a critical part
of the B-wing's extremely accurate fire contral for these
weapons, The cannons still provide a -3 penalty when
they hit, just as two fire-linked fon cannons would,
Unfortunately, the ship's innovations have a price.

Despite its size, the B-wing cannot travel faster than
attack speed, making it potentially vulnerable to faster
craft, such as the TIE interceptor,

The B-wing/E2 (short for “enhanced maodel two”) is a
maijor improvement over the original B-wing design that
appeared after the Battle of Endor. 1t is visually identical
to the standard B-wing, with the exception of a larger,
longer cockpit designed to hold a gunner directly
behind the pilot. This allows the B-wing to use its many
weapons more efficiently, with both the pilot and gun-
ner firing. The engines of the B-wing have been signif-
icanthy fmproved as well, allowing it to reach ramming
speed. Offensive capacity has been boosted as well. The
B-wing's single laser cannon is augmented with a sec-
ond laser cannon fire-linked to it. An additional maga-
zine with twebve more torpedoes for the twin prolan
torpedo launchers can be mounted along the dorsal
wing directly under the cockpit, but doing so makes the
fighler less mancuverable (-2 on all Pilot checks).

Improved hull structure, more powerful shields, and
a better targeting computer round out the ship’s
improvements, making it tougher and more accurate.
Though not as deadly a fighter as the E-wing, the B-
wing/E2 has enough speed and offensive power to
make it a commaon sight in space battles for a few
more rll'.'{"rtdi“\,
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Craft: Slayn & Korpil B-Wing; Class: Starfighter:
Cost: 220,000 (new); Size: Tiny (16.9 m long):
Imitiative: +6 (+2 size, +4 crew): Crew: 1 (Skilled
+4); Passengers: None; Cargo Capacity: 45 kg;
Consumables: 1 week; Hyperdrive: x2; Maximum
Speed: Ramming; Maneuver:' +6 (+2 size, +4
crew); Defense: 22 (+2 size, +10 armor): Shield
Points: 60; Hull Points: 90; DR: 5.

Weapon: Assault laser cannon [1): Fire Arc: Front:
Attack Bomus: +8 (+2 size, +4 crew, +2 fire control);
Damage: 7d10x2; Range Modifiers: PB +0, 5 -2,
M/L nfa.

Weapon: Small proton torpedo launchers (2 fire-
linked, 8 heavy proton torpedoes total): Fire Arc:
Front; Attack Bonus: +12 [+2 size, +4 crew, +6 fire
control); Damage: 10d10x2; Range Modifiers: PB
+0: S/MJL nfa.

Weapon: Light ion cannons (3 fire-linked); Fire
Arc: Front; Attack Bonus: +14 (+2 size, +4 crew, +8
fire control); Damage: Special; Range Modifiers: PB
+0; 5 -2, M/L nfa.

Weapon: Autoblasters (2 fire-linked): Fire Arc:
Front; Attack Bonus: +10 (+2 size, +4 crew, +4 fire
controll; Damage: 4d10%2; Range Modifiers: PB +0,
5 =2, M/L nfa.

Craft: Slayn & Korpil B-Wing/E2; Class: Starfighter:
Cost: 250,000 (new); Size: Tiny (16.9 m long];
Imitiative: +& [+2 size, +4 crew): Crew: 2 (Skilled
+4]; Passengers: None; Cargo Capacity: 50 kg;
Consumables: | week; Hyperdrive: x2; Maximum
Speed: Ramming; Maneuver: +6 (+2 size, +4 crew):
Defense: 22 (+2 size, + 10 armor): Shield Points:
100; Hull Points: 150; DR: 5.

Weapon: Assaull laser canmon (2 fire-linked): Fire
Arc: Front: Attack Bonus: +14 [42 size, +4 crew, +8
fire control); Damage: 8d10x2; Range Modifiers: PB
+0, 5 =2, M/L n/a.

Weapon: Proton torpedo launchers (2 fire-linked, 8
heawy proton torpedoes total, 20 with extra maga-
zine); Fire Are: Front; Attack Bonus: +14 (+2 size,
+4 crew, +8 fire control]; Damage: 10d10<2; Range
Muodifiers: PB +0: 5/M/L n/a.

Weapon: Light ion cannons (3 fre-linked); Fire
Arc: Fronl; Attack Bonus: +14 (+2 size, +4 crew, +8
fire control); Damage: Special; Range Modifiers: PB
+0; S -2, M/L n/a.

CloakShape Fighter

The Kual Systems Engineering CloakShape fighter
was intraduced during the Old Republic era about the
same time as the Z-95 Headhunter. Its base design
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was as an almospheric fighter. Many were adapted
for space combat, although they still remained short-
range vessels. Like many older designs, it traded
speed for sturdiness. The ships were respected when
first produced, since they were able 1o bring pilots
home even aftér taking a serious beating.

The simple design of the fighter has led to many
common modifications, including different weapon
mixes and the addition of small shield generators,
Many are modified with a maneuvering in attached
to the rear [included in the example below). A few
have hyperdrive sleds attached [giving a x1.5
hyperdrive multiple and increasing the base price by
21,000 credits). By the Rebellion era, CloakShape
fighters were no longer able to compete with more
modern fighters, but modified versions were still
found in planetary defense Forces and in use by
bounty hunters and pirates,

Jedi ace Jaizen Suel used a modified CloakShape
fighter called Dawn Ralder as her personal fighter in
the late years of the Old Republic. (Maodifications
included a maneuvering fin, hyperdrive sled, and two
weeks of consumables; the ship was valued at
1,000 credits.) Jaizen was considered something of
a renegade by many other Jedi of the time, since she
saw it as her duty to keep order in many of the

ESCAPE POID

fringe sectors of the galaxy. She frequently invalved
herself in local matters af piracy and slavery while
ignoring suggestions made by the Jedi Council. For
Jaizen Suel’s stalistics, use the generic 12th-level
Jedi pilot.

Craft; Modified CloakShape Fighter; Class:
Starfighter; Cost: Likely valued at 83,000 credits;
Size: Tiny (15 m long); Initiative: +4 [+2 size, +2
crew); Crew: 1 [(Normal +2); Passengers: O; Cargo
Capacity: 40 kg; Consumabhles: 1 day; Hyperdrive:
MNone; Maximum Speed: Attack: Maneuver: +4 [+2
size, +2 crew); Defense: 22 (+2 size, + 10 armor);
Shield Points: O: Hull Points: 140; DR: 5.

Weapon: Light laser cannons (2 fire-linked); Fire
Arc: Front; Attack Bonus: +6 (+2 size, +2 crew, +2
fire contral); Damage: 4d10x2; Range Modifiers: FB
0, S =2, ML nfa.

Weapon: Small concussion missile launchers (2 fire
linked, 8 missiles each); Fire Arc; Front; Attack Bonus:
+8 (+2 size, +2 crew, +4 [ire control); Damage:
8d10x2 ; Range Madifiers: PB +0, S/M/L n/a.

Escape Pod
Although not truly starships, escape pods are com-
mon encugh to warrant inclusion here, There are




tdazens of different manufacturers of escape pods,
but most come fairly close to the same typical statis-
lics presented. An escape pod is designed for use
only as a last resort—it is not a long-term vessel. It
has just enough pewer to maneuver itself to the
nearest planet and land. Most can support eight life-
forms with enough extra room for the gear they
might carry, but no dedicated storage space. Most
escape pods have a simple droid brain built into
them, programmed only to send a distress beacon
and maneuver the pod to a safe landing—the occu-
pants have no control over either of these functions.
Escape pods do not have shiclds and don’l mount
weapons, They are one-shol devices, not intended for
reuse. As a result, they're a good deal cheaper than a
true starship with the same capabilities.

Craft: Escape Pod; Class: Starfighter; Cost: 20,000;
Size: Fine (3.5 m long); Initiative: +8 [+8 size);
Crew: 0: Passengers: 8; Cargo Capacity: None;
Comsumables: 1 day; Hyperdrive: None: Maximum
Speed: Docking: Maneuver: +4 (+8 size, -4 engine
guality); Defense: 28 (+8 size, +10 armor): Shield
Points: 0; Hull Points: 40; DR; 5.

E-Wing: Type B

The E-wing: Type B is an updated version of the first
design from FreiTek, a company started after the
Battle of Endor by the designers of the X-wing. It
was originally concefved as a replacement for the A-
wing fighter, a fast and maneuverable starfighter able
to protect convoys, After it was first deplayed, the E-
wing's performance far surpassed all expectations.
The E-wing is still available in limited numbers dur-
ing The New Jedi Order era, and is normally only
flown by ace pilots.

The E-wing is extremely mancuverable, granting a
+3 equipment bonus on all Pilot checks and attack
rolls made with it. However, it requires an advanced
astromech droid to operate properly. Initially, R7
droids were used, although other droids have since
been madified to Function in an E-wing as well.
{Updating a droid to function in an E-wing costs
10,000 credits.}] An E-wing without a properly modi-
fied or advanced troid does not grant any bonuses.
n fact, the pilot suffers a -3 penalty to all Pilot
checks and attack rolls made with that ship.

The weapon mix of the E-wing includes a proton
torpedo launcher and three fire-linked assault laser
cannons. The ariginal lasers mounted on the first
production of E-wings were underpowered and had
to be upgraded. Since it has three fire-linked main
lasers, an E-wing can lose one in combat wilhout
reducing its firepower by a significant amount,

Craft: FreiTek E-Wing Type B; Class: Starfighter;
Cost: 200,000 credits; Size: Tiny [11.2 m long);
Initiative: +10 [+2 size, +8 crew); Crew: 1[Expert
+8); Passengers: 0; Cargo Capacity: 110 kg:
Consumables: 1 week; Hyperdrive: x2; Maximum
Speed: Ramming: Maneover: +13 (42 size, +8 crew,
+3 engine quality): Defense: 22 [(+2 size, +10 armorl;
Shield Points: 30; Hull Points: 150; DR: 5,

Weapon: Heavy laser cannons (3 fire-linked); Fire
Are: Front; Attack Bonus: +17 [+2 size, +8 crew, +4
fire control, +3 equipment bonus); Damage: 6d10x2;
Range Modifiers: PB +0. S -2, M/L n/fa.

Weapon: Proton torpedo launcher (16 torpedoes):
Fire Arc: Front; Attack Bonus: +15 (+2 size, +8
crew, +2 fire control, +3 equipment bonus); Damage:
9d10x2; Range Modifiers: PB +0, S/M/L n/a.

Gun Tug

A gun tug is an unusual starfighter that mounts a
tractor heam as its primary armament, although it
also has a set of fire-linked blaster cannons for more
traditional offensive actions. Built by SoraSuub dur-
ing the latter days of the Old Republic, gun tugs
were designed to be cheap, easily transported ships




for use at shipyards and orbital trade outposts in less
civilized arcas of space. Tractor beams allowed gun
tugs to mave large cargos around easily, and the
fighter's limited offensive weapons allowed them to
defend those cargos against small raids. However, as
exploration and trade imto underdeveloped sectors of
space began slowing significantly, there were very Tew
orders for such unusual ships. Aller a few years,
SoroSuub stopped making Lhem.

By then, a new graup of pilots had bequn to dis-
cover uses for gun tugs, Numerous pirale and scav-
enger operations found il uselful (o have small ships
immaobilize target ships and haul large bounties away
after a successful raid. Although there were never
enough gun tugs for them 1o be common in such
Mects, a few outlaw groups made good use of the
ships they had, and maintained them carefully,
During the Rise of the Empire era, a group of pirates
known as the Nebula Raiders operated a fleet includ-
ing £-9% Headhunters and gun tugs in the Expansion
Region. Their leader was a Trandoshan named
Ssurussk, [For Ssurussk's statistics, use the 8th-Tevel
generic pirate from the Star Wars Roleplaving
Game; add the Starship Operations [starfighters) feal
and remove Quick Draw.)

E-WING: TYFE B AHD GUM TUS

Craft: SoroSuub Gun Tug; Class: Starfighter; Cost:
142,000 credits; Size: Tiny (12 m long); Initative:
+4 [+2 size, +2 crew]; Crew: 1 [Normal +2);
Passengers: | {gunmer); Cargo Capacity: 500 kg;
Consumables: 1 week; Hyperdrive: x2; Maximum
Speed: Ramming; Maneuver: +4 [+2 size, +2 crew);
Defense: 22 (+2 size, +10 armor); Shield Points; 30,
Hull Paints: 90; DR: 5.

Weapon: Tractor beams [2); Fire Arc: TFront;
Attack Bonus: +6 (+2 size, 42 crew, +2 fire con-
trol); Damage: Special; Range Modifiers: PB +0, 5
+0, M/L n/a.

Weapon: Blaster cannons (2 fire-linked); Fire Arc:
Front: Attack Bonus: +6 (+2 size, +2 crew, +2 fire
control); Damage: 5d10x2; Range Modifiers: PB <0,
S +0, M/L nfa.

I-7 Howlrunner

After the Empire nationalized the Incom Corpora-
tion, the 1-7 Howlrunner was the first design Incom
developed. During the Rebellion era, the ship was
maoslly found on small Imperial planetary bases as a
replacement for aging TIE Nghters, Alter the Battle
of Endor, some remaining Imperial forces began
assigning Howlrunners to Dreadnaughts and
Victory-class Star Destroyers, but the fighter never
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gained widespread acceptance. The low manufac-
turing rate af these ships also drove up praduction
costs, making them maote expensive than their
design would suggest. By the time of The New Jedi
Orider, Howlrunners are rarefy encountered, and
even then, only on fringe ex-lmperial planels,

The 1-7 is a departure from other Imperial
designs, With its respectable shield generator, it can
absorb as much punishment as an X-wing, It's also
more nimble than the original T1E design, granting
a +3 equipmenl bonus on all Pilot checks and
attack tolls made with it. s weapons are fairly
accurate, but not as powerful as most standard-pur-
pose starfighters. 1t is, however, capable of Tanding
unassisted on a planet's surface, making it more
useful than TIEs to planetary defense forces,

Crafi: Incom Corporation 1-7 Howlrunner; Class:
Starlighter; Cost: 165,000; Size: Tiny [11.4 m
long): Initiative: +4 (+2 size, +2 crew); Crew: 1
{Normal +2); Passengers: O; Cargo Capacity: 80
kg: Consumahles: 2 days: Hyperdrive: None:
Maximum Speed: Ramming; Maneuver: +7 [+2
size, +2 crew, +3 engine guality); Defense: 22 (42
size, +10 armor); Shield Points: 40; Hull Points:
120; DR: 5.

Weapon: Heavy laser cannons (2 fire-linked): Fire
Arc: Front: Attack Bonus: +13 [+2 size, +2 crew, +6
fire contral, +3 equipment borus); Damage: Gd 10=2;
Range Madifiers: PB +0, S -2, M/L n/a.

Lambda Shuttle

The Lambda-class shuttle was first used by the
Empire as a cargo and passenger shuttle. Sienar Fleet
Systems produced the original design, but later sub-
contracted Cygnus Spaceworks to build more heavily
armed versions, The Lambda served a number of roles
for the lmperial Mavy—a craft for resupply runs, a
personal transpart far officers and moffs, and even
troop support. The Emperor himself used a modified
Lambda [with heavier weapons and a HoloNel trans-
ceiver) as his transport of chofce on the rare ocea-
sions he beft Coruscant.

A Lambda shuttle is designed to accommuodate a
crew of four, with two more command seats available
for officers. A single pilot can Ny a Lambda, but a
crew of four is preferable. IF the ship has less than
faur crew members, then for each person missing. the
ship bestows a -1 penalty on all Pilol checks. The
shuttle can carry twenty passengers in relative com-
fart, although some have been modified to carry
cight passengers in staterooms instead. A forward
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ramp folds out of the Lambda’s cockpit for loading
passengers and cargo,

Many shuttles have different weapon configura-
tions, incuding some that are completely unarmed
and some mounting concussion missile launchers or
more powerful lasers. This variance made it difficult
for Rebellion raiders to know if a particular Lambda
was an easy target or concealed warship, and whether
it carried a cargo of spanners or valuahle lmperial
personnel. Even after the fall of the Empire, Lambda
shuttles were good, sturdy craft that saw use in the
Imperial Remnant, on liberated worlds, and by some
private individuals,

Craft: Lambda Shuttle; Class: Starfighter; Cost: Not
available for sale (likely valued at 240,000); Size: Tiny
(200 meters long); Initiative: +6 (+2 size, +4 crew):
Crew: | to 6 [Skilled +4); Passengers: 20; Cargo: 80
metric tons; Consumables: 2 months; Hyperdrive: x|
|backup x10); Maximum Speed: Altack; Maneuver:
+6 [+2 size, +4 crew); Defense: 22 (+2 size, 410
armaor); Shield Points: 50: Hull Points: 120: DR: 5.

Weapon: Blaster cannons (3 sets of 2 fire-linked);
Fire Arc: 2 sefs front, 1 set rear: Attack Bonus: +10
I+2 size, +4 crew, +4 fire control); Damage: 5d10x2;
Range Madifiers: PB +0, S =2, M/L n/a.

e

Weapon: Twin laser cannons (2): Fire Arc: Front;
Attack Bonus: +10 {+2 size,+4 crew, +4 fire control):
Damage: 2d10=2; Range Modifiers: PB +0, 5 -2,
M/L n/fa.

Miy'til Fighter

The Hapes cluster is a collection of star sysicms near
the Perlemian Trade Route, A massive sel ol gaseous
drifts known as the Transitory Mists cul the cluster
off from the rest of the galaxy. Only a single safe
route exists through the mists. Ships of the Hapan
Cansortium, the ruling government within the cluster,
guard it with remarkable vigilance. The Consortium is
an isolationist, matriarchal society that has very little
contact with the rest of the galaxy.

The Miy'til starfighter is an extremely fast and
maneuverable ship that forms the core of the Hapes
Consortium's attack and patrgl forces, 1ts design is
compact and complete, allowing it lo go head-10-
head with X-wings or TIE interceptors, if necessary.
The addition of hyperdrives and a full week of sup-
plies allow Miy'tils to be used for short-range patrols,
and they are often engaged in antipirate missions,
A highly maneuverable ship, the Miy'til adds a +3
equipment bonus on Pilot checks and attack rolls
made with it. The weapons load is slightly lighter
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than that of some primary starfighters, but its
increased mancuverability more than makes up for
this. The fighter is designed for a single pilot, but has
an underside port that allows for an astromech droid.

Craft: Hapes Consortium Miy'til Fighter; Class: Star-
fighter; Cost: 210,000 (new); Size: Diminutive 17.5 m
long); Initiative: +6 [+4 size, +2 crew); Crew: 1
(MNarmal +2); Passengers: 0; Cargo Capacily: 25 kg,
Consumables: | week; Hyperdrive: %1.5 {backup =8);
Maximum Speed: Ramming: Maneuver: +9 |+4 size,
+2 crew, +3 engine quality); Defense: 24 (+4 size, +10
armor); Shield Points: 40; Hull Points: 90; DR: 5.

Weapon: Laser cannons (2 fire-linked); Fire Arc:
Front; Attack Bonus: +13 [+4 size, +2 crew, +4 fire
control, +3 equipment bonus); Damage: 5d10x2;
Range Maodifiers: PB -2, 5 -4, M/L n/a,

Weapon: Small concussion missile tube (6 heavy
concussion missiles); Fire Arc: Front; Attack Bonus:
+15 (+4 size, +2 crew, +6 fire control, 43 equipment
bonus); Damage: 9d10=2 ; Range Modifiers: PB -2,
SIMIL nfa.

Miy'til Assault Bomber
The Hapan Miy'til assaull bomber is a rarely used star-
fighter the Hapes Consortium reserves for major

attacks. Fven in The New Jedi Order erd, no arganiza-
tion outside the Hapan Cluster has detailed information
about the capabilities of these craft. They are built
along the same lines as Miy'til fighters, but sacrifice
speed and maneuverability for a heavier weapons
load. Even so, they are Faster and more nimble than
1E hombers, and would come as an unpleasant sur-
prise to any fleet encountering them for the first time.

Craft: Hapes Consortium Miy'lil Assault Bomber; Class:
Starfighter; Cost: 200,000 {new): Size: Tiny (20 m
long); Initiative: +4 (+2 size, +2 crew): Crew: 2
(Mormal +2); Passengers: 0; Cargo Capacity: 400 ky:
Consumables: 2 days; Hyperdrive: 2 (hackup x12);
Maximum Speed: Ramming; Maneuver: +4 [+2 size,
+2 grew): Defense; 22 [+2 size, +10 armor]; Shield
Points: 60; Hull Points: 120; DR: 5.

Weapon: Laser cannons (2 fire-linked); Fire Arc:
Front: Attack Bonus: +6 [+2 size, +2 crew, +2 fire
control); Damage: 5d10x2; Range Maodifiers: PB +0,
5 -2, M/L n/a.

Weapon: Concussion missile tubes (2 fire-linked,
16 heavy concussion missiles each); Fire Are: Front;
Attack Bonus: +10 [+2 size, +2 crew, +6 fire con-
troll; Damage: 10d10%2 ; Range Maodifiers: PB +0,
5/MfL nfa.
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Phoenix Hawk Light Pinnace
The Phoenir Haowk-class light pinnace was one of
the first ships built by Kuat Systems Engineering. This
unusual ship was designed to allow a small group 1o
travel over long distances. Every effort was made (o
keep the ship affordable, so that its sales would nol
be Timited to the wealthy. Indeed, so many corners
were cut that the rich elite of the galaxy shawed no
interest in it

The Phoenix Hawk's quarters are cramped, its
amenities are almost nonexistent, and its appearance
is ungainly. It is, however, a decently armed and
armaored ship able to carmy up to six individuals on
lung trips into the less secure sectors of the galaxy.

The Phoenix Hawk was first released near the end
of the Old Republic. Sales were steady but low
throughout the Rise of the Empire era, but when
Kuat Systerns was absorbed back into Kuat Drive
Yards, the series was discontinued. The ship was fairly
commaon during the 01d Republic days, but faded
into obscurity during the Emperor's reign. It is virtu-
ally unknown by the time of The New Jedi Order.

Craft: Kual Systems Engineering S40K Phoenix
Hawk Light Pinrmace: Class: Starfighter; Cosl:
112,000 credits; Size: Tiny (19,2 m long):

Imibative: +4 [+2 size. +2 crew]; Crew: 1 ar 2
(Mormal +2); Passengers: 4; Cargo Capacity: 20
metric tons; Consumables: 2 months; Hyperdrive:
x2: Maximum Speed: Cruising; Maneuver: +4 [+2
size, +2 crew); Defense; 22 (+2 size, +10 armor):
Shield Points: 60: Hull Points: 150; DR: &

Weapon: Heavy blaster cannons {2 fire-linked};
Fire Arc: Turret: Attack Bonus: +6 (+2 size, +2 crew,
+2 fire control); Damage: 6d10=2; Range Modifiers:
PB +0, 5 -2, M/L. nja.

Weapon: Light ion cannons (2 fire-linked): Fire
Arc: Rear: Attack Bonus: +6 [+2 size, +2 crew, +2
fire controll; Damage: Special; Range Modifiers: PB
+0, 5 =2, M/L nfa,

Scimitar Assault Bomber

After the Empire's defeal at the Battle of Endor,
Imperial engineers developed the Scimitar assault
bamber. This dedicated bomber was designed to
combine the best features of the TIE bomber and TIE
interceptor, as well as features that had proven effec-
tive on Alliance starfighters.

The Scimitar is not technically a TIE fighter design,
but shares many features cammon with those ships,
Unlike TIE designs, the Scimitar mounts a powerful
set af shiclds for a starfighter. It has a powerful and




maneuverable set of engines and is capable of excel-
lent speed in atmospheric Might, bul does not have a
hyperdrive. 1ts two concussion missile tubes share a
single bay of sixteen missiles, and are backed up by a
pair of laser cannons.

The Scimitar proved very &ffective when it could
be deployed in large numbers, but the Imperial war
machine was badly damaged by the time it came
inta production;, and only a limited number of
Scimitars could be built, Because of their limited
numbers, Scimitars were almost always flown by
¢lite bomber pilots.

Craft; Sienar Fleel Systems Scimitar Assault Bomber,
Class; Starfighter; Cost: Not for sale (likely to be
valued at 120,000); Size: Tiny (13.8 m long};
Initiative: +8 [+2 size, +6 crew): Crew: 2 (Skilled
+6); Passengers: 0; Cargo Capacity: 200 kg;
Consumables: 2 days; Hyperdrive: None: Maximum
Speed: Ramming; Maneuver: +8 (+2 size, +6 crew];
Defense; 22 (+2 size, +10 armorl; Shield Points: 50,
Hull Points: 150; DR: 5.

Weapon: Small concussion missile launchers [2
fire-linked, 16 heavy missiles total); Fire Are: Front;
Attack Bonus: +16 [+2 size, +6 crew, +8 [ire control);
Damage: 9d10:<2; Range Modifiers: FB +0, S/M/L.
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Weapon: Light laser cannons (2 fire-linked): Fire
Arc: Front; Attack Bonus: +12 [+2 size, +6 crew, +4
fire control); Damage: 4d10x2; Range Modifiers: PB
b0, S =2, M/ L nfa.

Svelte-Class Imperial Shuttle

Druring the years after the fall of the Empire, the
Silbvuit Corporation designed a new shuttle to replace
the Tmperial Lambda. Using experience gained as a
subcontractor to the Lambda-class design, Silvuit set
out to design a universally superior craft, able to
carry small groups over long distances and act ina
suppart capacity during space battles,

The Swelte is a sleeker, smaller, faster craft than the
Lambda, mounting stronger shields and a hackup
hyperdrive, Although it's not as heavily armed as a
true starfighter, the maneuverability and powerful
lasers of the Svelte make il a dangerous target,
Because of its harsh lines and black finish, many
Imperial pilots refer to it as a “Vader-class” shuttle.

Craft; Silvuit Corporation Svelte-class Imperial Shuttle;
Class: Starfighter; Cost: Mot for sale (likely to be valued
at 280,000); Size: Tiny (17 m long); Initiative: +4 (+2
size, +2 crewl; Crew: b (2 pilots, 4 gunners; Normal
+2}: Passengers: 15; Cargo Capacity: 50 metric tons;
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Consumables: 2 months; Hyperdrive: %1 [backup x5);

Maximum Speed: Ramming: Maneover: +4 [+2 size,
+2 crew); Defense; 22 [+2 size, +10 armor); Shield
Points: 60; Hull Points: 140; DR: 5,

Weapan: Blaster cannons (2 sets of 2 fre-linked
canmons); Fire Arc: 1 set forward, 1 set rear: Attack
Bonus: +6 (+2 size, +2 crew, +2 fire control);
Damage: 5d10x2; Range Modifiers: PB 40, 5 -2,
M/L nfa.

Weapon: Laser cannons (2 sets of 2 fire-linked);
Fire Arc: Forward; Attack Bonus: +8 [+2 size, +2
crew, +4 fire control); Damage: 5d10x2; Range
Modifiers: PB +0, S -2, M/L n/a.

T-65ACUY H-Wing

The X-wing is one of the most trusted and respect-
ed starfighter designs ever created, But as new
fighters such as the A-9 Vigilance and E-wing are
introduced in the years after the Rebellion era,
aging X-wings are unable to keep up with the fast
pace of combat. Rather than scrap the most well
known design ever, Incom looked at the existing X-
wing design and tried to make improvements. The
result, the X-wing T-65AC4, is a competitive star-
fighter available hoth as an upgrade to existing
craft and in brand new fighters.

The Incom engineers took the best aspects of the
X-wing, stability and reliability, and enhanced them
as much as possible. The T-65AC4 can withstand
considerably more damage than older models, and
has more powerful weapons as well. It's improved
cockpit layout, more powerful engines and enhanced
sensor package make it even easier to fly, giving it's
pilol a +2 equipment bonus to all attack rolls and
Filot checks. 1t's weapons package is also improved,
using more powerful Taser cannons and fire-linking
the proton torpedo launchers. The new X-wing
remains popular with some of the best pilots in the
galaxy during The New Jedi Order era, and should be
considered a serious and dangerous craft.

Craft: Incom X-wing T-65AC4; Class: Starfighter;
Cost: 200,000 (new], 180,000 (used); Size: Tiny (12.5
m long); Initiative: +8 (+6 crew, +2 size): Crew: 1
{Highly skilled +6); Passengers: None; Cargo
Capacity: 150 kg; Consumables: 2 days; Hyperdrive;
®x1; Maximum Speed: Ramming; Maneuver: +10 [+2
size, +6 crew, +2 engine quality); Defense: 22 (+2
size, +10 armor); Shield Points: 50: Hull Points:
150; DR: 5.

Weapon: Heavy laser cannons (4 fire-linked): Fire
Arc: Front; Attack Bonus: +16 [+2 size, +4 crew, +8
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fire control, +2 cquipment bonus); Damage: 7d10=2;
Range maodifiers: PB +0, 5 -2, M/L n/a.

Weapon: Proton torpedo launcher (2 fire-linked, 4
heavy torpedoes each); Fire Arc: Front; Attack
Bonus: +14 (+2 size, +4 crew, +6 fire control, +2
equipment honus); Damage: 10d10x2; Range modi-
fiers: PR +0: 5/M/L n/a,

TIE Advanced %1
Sienar Systems made many pratotype TIE models in
the years just prior to and immediately after the Battle
of Yavin. One of the most successful of these was the
TIE Advanced %1, which for years was used by the
elite of the Fmpire, including Darth Vader himsell
Larger than a standard TIE, the x1 mounts maore
powerful engines, heavier blasters, a more durable
hull, bent solar wings (giving it @ lower prafile),
shield generators, and even a modest hyperdrive.
However, the x1 only carrdes fve days™ worth of sup-
plies, limiting the distance a pilot would want to
travel through hyperspace.

Craft: Sienar Fleet Systems TIE Advanced x1; Class:
Starfighter; Cost: Not available for sale (likely to be
valued at 96,000); Size: Diminutive (7.8 meters
long m lang); Initiative: +12 [+4 size, +8 crew);

TIE SDMEER

Crew: 1 [Expert +8); Passengers: None; Cargo
Capacity: 150 kg; Consumables: 5 days;
Hyperdrive: x4; Maximum Speed: Ramming;
Maneover: +12 [+4 size, +8 crew): Defense: 24 [+4
size, +10 armor); Shield Points: 40: Hull Points:
90; DR: 5.

Weapon: Heavy blaster cannons (2 fire-linked);
Fire Arc: Front: Attack Bonus: +16 (+4 size, +8
crew, +4 fire control); Damage: 6d 10x2; Range
Modifiers: PB -2, 5 -4, M/L n/a.

TIE Bomber

The TIE bomber is the Empire's assault bomber,
designed to make precision strikes against starships
and ground installations, rather than engaging
ather starfighters. The ship has a double-pod hull,
with one acling as the cockpit and the other as a
weapons bay, (A few TIE bombers were used as
shuttles, replacing the weapons bay with cargo
space and two passenger berths.) Although it is no
longer than a TIE interceptor, the bomber's width
and mass make it a Tiny ship, rather than a
Biminutive one. Most TIE bambers are armed with
sixteen concussion missiles, although other arsenals
are possible, The most commaonly used combina-
tions are: eight proton torpedoes; eight concussion
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TIE INTERCEPTOR

missiles and eight proton bombs; or eight missiles
and six orhital mines.

Craft: Sienar Fleet Systems TIE Bomber; Class:
Starfighter; Cost: 150,000 (new); Size: Tiny (7.8 m
long, mass); Initiative: +4 [+2 size, +2 crew); Crew:
I [(Normal +2); Passengers: None; Cargo Capacity:
15 metric tons (bomb bay); Consumables: 2 days;
Hyperdrive: Mone; Maximum Speed: Atfack:
Maneuver: +4 (+2 size, +2 crew]: Defense: 22 (+2
size, +10 armaor): Shicld Points: 0; Hull Points:
130; DR: 5.

Weapon: Point laser cannons [2 fire-linked); Fire
Arc: Front; Attack Bonus: +8 (+2 size, +2 crew, +4
fire contral); Damage: 3d10x2; Range Modiliers: PB
#0, S -2, ML n/a.

Weapon: Concussion missile launcher [16 heavy
missiles); Fire Arc: Front; Attack Bonus: +11 (+2
size, +2 crew, +7 fire control): Damage: 9d10 x2:
Range Modifiers: PB +0; 5/M/L nja.

TIE Interceptor

The TIE interceptor was designed specifically 1o
counteract the Rebel Alliance X-wing. To increase
speed and firepower, the designers at Sienar gave il
large engines, more powerful energy converters, and a

package of four fire-linked laser cannons, Although
put into preduction before the Battle of Yavin, these
fighters weren't in general use until just before the
Battle of Endor.

The TIE interceptor is actually faster and more
maneuverable than the X-wing, giving its pilot a +2
equipment bonus on attack rolls and Pilot checks.
However, its lack of shielding still puts it at a disad-
vantage in combat, Without a hyperdrive, its range is
limited to the ship or base where it is assigned.

Craft: Sienar Fleet Systems TIE Interceptor; Class:
Starfighter: Cost: 120,000 (new); Size: Diminutive
(6.6 m long): Initiative: +8 (+4 size, +4 crew); Crew:
1 {Skilled +4); Passengers: None; Cargo Capacity: 75
kg; Consumables: 2 days; Hyperdrive: None;
Maximum Speed: Ramming; Maneuver: +10 [+4
size, +4 crew, +2 engine quality): Defense: 24 [+4
size, +10 armaor); Shield Points: 0: Hull Points: 90;
DR: 5,

Weapon: Laser cannons (4 fire-linked): Fire Arc:
Front; Attack Bonus: +16 [+4 size, +4 crew, +6 fire
control, +2 equipment bonus); Damage: 6d10x2;
Range Modifiers: PB -2, 5 -4, M/L n/a.




Space (ransports include all ships larger than starfighters,
but no more than 100 meters long. Mosl luxury yachts,
hulk freighters, small freighters, fight transports, shuttles,
and blasthoats qualify as space transports. Ships of this
size are also popular among smuggalers, pirates, bounty
hunters, and outlaws as personal transports, although
these ships tend to be very heavily modified. Below is a
selection of some space transports from different eras,
including some that have been serateh-buill or heavily
madified for specific groups and individuals,

Action IV Bulk Freighter
The Action IV bulk freighter is a modest cargo hauler
built by the Corellian Engineering Corporation. 1t is

ASEAULT SHUTTLE amO ACTIOM v BULE FREIGHTEW

designed to operate in safe sectors of space or as
nart of well-escorted convoys. The Action [V can
carry a huge amount of cargo, bot it's designed to
carry vast amounts of similar materials or goods,
rather than mixed cargos requiring different types of
stowage facilities. This distinction sets bulk freighters
apart from the lines of light freighters manufactured
by the same company, such as the Y1-1300.
Although the Action TV is sold completely unarmed,
like most Corellian designs, it can be modifed exten-
sively to carry weapons or even other ships,

Craft: Corellian Engineering Corporation Action IV
Bulk Transporl: Class: Space transport; Cost:
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945,000 credits; Size: Medium-size (100 m long);
Initiative: +2 (+0 size, +2 crew); Crew: 8 (Normal
+2); Passengers: None; Cargo Capacity: 75,000
metric tons; Consumables: 3 months; Hyperdrive:
»3 (backup x7); Maximum Speed: Cruising;
Maneover: +27+0 size, +2 crew): Defense: 20 (+0
size, +10 armor); Shield Points: None; Hull Points:
&0; DR: 15,

Assault Shuttle

Assault shuttles are military transport vessels desigried
to move troops during space battles. Many camry
space-capable troops, while athers are designed to
act as planetary landing craft or hoarding ships.
Assault shuttles have some capital weapons, but
aren’t really designed to pose a threat to larger ships.
Their shields, however, are extremely powerful, Every
avaflable cubic meter within the ship is crammed with
shield generators, This drives up the cost of building
an assault shuttle, but also makes it possible for the
shuttle to survive a few direct hits from heavy capital
ship weapomns.

In most space operations, the shuttle damages a tar-
get ship with a few well-placed turbolaser blasts, then
uses a tractor beam to force the target ship to dock.
When carrying space-capable troops, the shuttle may
simply pull alongside a target ship and allow the troops
to jump across to their target. When making a ground
assault on a planet, the shuttle normally lands very
close to front-line fighting, depending on its shields to
protect il, 1t then unloads troops and small attack vehi-
cles, possibly remaining nearby to act as a fire-support
vehicle. This great versatility is the main justification for
these ships' high cost. Most big Tmperial capital ships
carry at least one assault shuttle.

Craft: Telgorn Corp Assault Shuttle; Class: Space
transport; Cost: Not available for sale {likely valued at
855,000); Size: Small (30 m long); Initiative: (+1
size, +2 crew); Crew: 5 (Narmal +2); Passengers: 40
(troops); Cargo Capacity: 5 metric tons;
Consumables: 1 week; Hyperdrive: x2 (hackup = 18);
Maximum Speed: Ramming; Mancuver: +3 [+1 size,
+2 crew]; Defense: 21 (+1 size, +10 armor); Shield
Points: 250; Hull Points: 150; DR: 10.

Weapon: Turbolaser cannons (4); Fire Arc: Turret;
Attack Bonus: +% [+1 size, +2 crew, +6 fire control);
Damage: 2d10x5; Range Maodifiers: PB +0, 5 +0, M
-2, L -4,

Weapon: Tractor beam projector; Fire Arc: Front;
Attack Bonus: +11 (+1 size, +2 crew, +8 fire control);
Damage: Special; Range Maodifiers: PB +0, 5 +0,
M/L n/a.

Weapon: Concussion missile launcher (15 missiles):
Fire Arc: Front; Attack Bonus: +7 [+1 size, +2 crew,

+4 fire control]; Damage: 8d10x2; Range Modifiers:
PB +0, S/M/L n/a.

Barloz Medium Freighter

The Barloz medium freighter was a respected and
papular ship during the height of the Old Republic,
When it was first produced, it was ane of the stur-
diest, largest, and cheapest freighters available,
demanstrating Lhe case of adaptability that made
later Corellian designs famous. Although its
weapans systems were woefully inadequate com-
pared to later trade ships, the Barloz soon became
popular with independent merchants, smugglers,
and even some planetary defense forces. The advent
of ¥T-series freighters overshadowed the Barloz
during the later years of the Old Republic, but it
remained a fairly common ship. Modified Baroz
freighters remain in service throughout the Rebellion
and New Republic eras.

Birthright is a modified Barloz medium freighter
owned by the Cilgris family of Duro traders.
Originally purchased by Thes Cilgris during the Rise
of the Empire era, it was later run by his son Yett
Cilgris in the Rebellion ¢ra and his nephew Naul Cilgris
turing The New Jedi Order era. Although the Cilgris
family generally claims to be more interested in prof-
its than good causes, they all have a weakness for
those fighting for justice and liberty, and might be
convinced to aid righteous characters in need. For
stalistics Tor any of the Cilgris pilots, use the 8th-
level generic freighter captain (from Chapter 5 of
this book).

Craft: Corellian Engineering Corporation Barloz
Medium-size Freighter; Class: Space transport; Cost:
120,000 {new); Size: Small (41 m long); Tnitiative:
+3 [+1 size, +2 crew); Crew: 2 (Normal +2);
Passengers: 4; Cargo Capacity: 120 metric tons;
Consumables: 2 months; Hyperdrive: x2 (backup
*12); Maximum Speed: Cruising; Maneuver: +3 [+1
size, +2 crew); Defense: 21 (+1 size, +10 armor);
Shield Points: 30; Hull Points: 180; DR: 10.

Weapon: Laser cannon; Fire Arc: Turret; Altack
Bonus: +5 (+1 size, +2 crew, +2 fire control);
Damage: 4d10x2; Range Modifiers: PB +0, 5 +0,
ML nfa.

Craft: Birthright (Modified Barloz Medium
Freighter); Class: Space transport; Cost: Not for
sale (likely to be valued at 311,500); Size: Small
{41 m long); Initiative: +3 [+1size, +2 crew®]:
Crew: 1; Passengers: 12; Cargo Capacity: 100
metric Lons; Consumables: 6 months; Hyperdrive:
#1.5 [backup %6); Maximum Speed: Ramming;
Maneuver: +16 [+1 size, +15 crew®); Defense: 21
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CITADEL CRUISER

[+1 size, +10 armor); Shield Poaints: 120: Hull
Points: 180; DR: 10.

Weapon: Escort quad laser cannons (3); Fire Arc: 1
turret, | partial turret [font, right), | partial turret
[front, left); Attack Bonus: +13 [+1 size, +4 fire con-
trol, +8 crew®); Damage: 5d10x2; Range Modifiers:
PB +0, S +0, M -2, L nja.

Weapon: Heavy fon cannon; Fire Arc: Rear; Attack
Bonus: +11 [+1 size, +2 fire control, +8 crew");
Damage: Special; Range Modifiers: PB +0, § 40, M
-2, L-4

*ivhan on Bif-fevel generic rmder pilots this ship, s inineifve mediffer molides
hix Dex modifier: it ranoover modiffer includes his Pifor skl modifier: and each
of its weopon's aifack Someses incudes his bose ranged atfock bans,

Citadel Cruiser
The Koensayr ILH-KK Citadel-class civilian cruiser was

a popular armed transport during the final years of
the Old Republic. It was specifically designed to allow
small but important groups, such as diplomatic par-
ties or wealthy business owners, to travel in relative
safety. Many owners modified their Citadels to pro-
vide higher levels of luxury, but the basic model was
simply a serviceable armed and armored transport.
The Citadels also turned out to be fairly popular with
less reputable graups, including mercenarics; pirates,
and smugglers,

Each Citadel has two external Aghter mountings
attached to its underside, allowing it to carry two
starships of Tiny or lesser size. The weapons of the
Citadel are largely defensive in nature, featuring two
sets of heavy ion cannons in turrets, a tractor beam,
and a single concussion missile tube.

Much of the same design philosophy tumed up
Tater in Y-wing Rghters, which were also manulac-
tured by Koensayr. By the Rebellion and New Jedi
Order eras, Citadels are no longer common luxury
vessels, but they are still used by groups unable to
afford maore mademn ships,

Craft: Koensayr ILH-KK Citadel Civilian Cruiser; Class:
Space transport; Cost: 205,000 credits; Size: Small
(36 m long): Initiative: +3 [+1 size, +2 crew); Crew:
1 or 2 (Normal +2); Passengers: 14; Cargo Capacity:
50 metric tons; Consumables: 6 months;
Hyperdrive: x2; Maximum Speed: Attack;
Maneuver: +3 (+1 size, +2 crew); Defense: 21 {+1
size, +10 armor); Shield Points: 60; Hull Points:
120; DR: 10,

Weapon: Heavy ion cannons (2 sets of 2 fire-
linked); Fire Arc: Turret; Attack Bonus: +5 (+1 size,
42 crew, +2 fire control); Damage: Special; Range
Modifiers: PB +0, 5 +0, M -2, L -4.
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DEATHRAWE

Weapon: Laser cannons (2 fre-linked); Fire Arc:
Front; Attack Bonus: +5 (+1 size, + 2crew, +2 fire
control); Damage: 5d10x2 ; Range Maodifiers: FB
+0, S +0, M/L n/a.

Weapon: Concussion missile tube (12 missiles);
Fire Arc: Froni; Attack Bonus: +5 [+1 size, +2 crew,
+2 fire control); Damage: 8d10:=2; Range Modifiers:
PB +0, S/M/L n/a.

Deathraven

Deathraven is the personal craft of Ermon Rell, 8 mer-
cenary pilot-for-hire. Kell was a Rebel pilot who
fought at the Battle of Endor. When he found the
mote orderly Mew Republic military was not to his
liking, he resigned his commission. During The New
Jedi Order era, Kell is a freelance pilol selling his skills
to the highest bidder. For Kell’s stats, use the 8th-
level fighter pilot (from Chapter 14 of the Star Wars
Roleplaying Game).

Kell's contacts within the New Republic got him
access Lo a few B-wing(E2s that were considered too
badly damaged to be worth repairing. With the help
of engineers at the Kuat Drive Yards, Kell merged the
damaged ships into a unique double-hulled B-wing
variant, with both bodies rotating around a central
expanded cockpit. In addition to coaxing increased

speed and stronger shields oul of the B-wing hulls,
Kell has mounted two additional ion cannons to his
ship, Too big to be considered a starfighter,
Deathraven has proven itself a formidable warship
able to outfight most starfighters and outrun most
larger ships. Although its cockpit is larger than a
standard B-wing/E2, it's still too cramped for long
vayages. Kell prefers shipping his vessel as cargo
when traveling long distances,

Craft: Dearliraven (Heavily Modified Slayn & Kaorpil
B-Wing/E2); Class: Space transport; Cost: Not for
sale (likely valued at 609,000]; Size: Small {32 m
long); Initiative: +8 (+1 size, +7 crew®); Crew: 1;
Passengers: 15 Cargo Capacity: 250 kg;
Consumables: 2 months: Hyperdrive: =1; Maximum
Specd: Ramming: Maneuver: +18 [+1 size, +17
crew' ]! Defense: 21 (+1 size, + 10 armor): Shicld
Points: 150; Hull Points: 150; DR: 10,

Weapon: Assaull laser cannon (4 fire-linked]; Fire
Arc: Front; Altack Bonus: +22 (41 size, +4 fire con-
trol, +17 crew®); Damage: 9d10x2; Range Modifiers:
PB +0, S +0, M/L. nfa.

Weapon: Proton torpedo launchers {4 fire-linked,
40 torpedoes total): Fire Are; Front; Attack
Bonus: +18 (41 size, +6 fire cantrol, +11 crew?);




—

Damage: 11d10 =2; Range Modifiers: PB +0;
SIMIL n/a,

Weapon: Light jon cannons (8 fire-linked]; Fire
Arc: Front; Attack Bonus: +18 [+ size, +6 fire
contral, +11 crew®); Damage: Special; Range
Maodifiers: PB +0; 5 +0, M/L nfa.

*When Erran Kell prloes thix ship, i mitiotve medifier moludes fis Dex modifior;
s manewver modifer ncludes s Aot skl modiffern, and eoch of iy weapon's
atfack fanusey ciades B boso ronged aitnck bonus

Firespray-31
The Firespray-31 was originally designed as a patrol
and law-enforcement craft. Built by Kuat Systems
Engineering, the Firespray-31 incorporated numerous
unusual features—including its “engines-down" land-
ing rig—resulting in a ship that effectively Mies
“standing up.” The ship did not need secondary land-
ing engines, allowing it to use all of its engine space
for primary thrust. The limited intemmal space of the
Firespray-31 made it difficult for even a small crew to
make long trips comfortably. This was doubtless one
of the reasons the Firespray-31 was never a popular
ship with enforcement agencies, After a Tew years,
KSE stopped producing them.

Aftermarket sales for the Firespray-31 were very brisk,
The ships were easily stripped down and modificd by

FIRERFRAY-3 |

individuals with particular needs, and soon became very
popular with scoundrels of all descriptions. The ship's
excellent speed was a plus for these buyers, and every-
thing else could be modified to fit their desires,

The most famous Firespray-31 is doubtless Slave {,
the personal vessel of bounty hunter Boba Fett. Slave
I has been heavily modified to Fett's specifications,
including a concealed turret with proton lorpedoes
and a tractor beam, a HoloNet transceiver, and exten-
sive intemal security systems, It also has an amazing
sensor mask, increasing the DC of any Computer Use
check 1o find Slave I with sensors by +8. For Boba
Felt's statistics, see Chapter 13 of the Star Wars
Roleplaying Game.

Craft: Kuat Systems Engineering Firespray-31 Patrol
and Attack Craft; Class: Space transport; Cost:
120,000; Size: Small {21.5 m long): Initiative: +5
+1 size, +4 crew); Crews | (Skilled +4); Passengers:
6; Cargo Capacity: 70 metric tons; Consumables: 1
month; Hyperdrive: %3 (backup x15); Maximum
Spred: Ramming; Maneuver: +5 [+1 size, +4 crew);
Defense: 21 (+1 size, +10 armor); Shield Points: 60:
Hull Paints: 150; DR: 10.

Weapon: Blaster cannons (2); Fire Arc: Turret;
Attack Bonus: +9 {+1 size, +4 crew, +4 lire control):
Damage: 5d10x2; Range Madifiers: PB +0, 5 +0,
M/L nfa.

Weapon: Tractor beam projector; Fire Arc: Front;
Attack Bonus: +7 (+1 size, +4 crew, +2 fire control];
Damage: Special; Range Modifiers: PB +0, 5 +0,
M/L nfa.

Craft: Slave I [Modified Kuat Systems Engineering
Firespray-31); Class: Space transport; Cost: Nat for
sale (likely to be valued at 726,500); Size: Small (21.5
m long): Initative: +4 (+1 size, +3 crew®); Crew: 1,
Passengers: & (prisoners); Cargo Capacity: 40 metric
tons; Consumables: 1 month; Hyperdrive: x1 (back-
up *8): Maximum Speed; Ramming: Maneuver:
+12 [+1 size, =11 crew”); Defense: 21 [+1 size, +10
armor]; Shield Paints: 30; Hull Paints: 150; DR: 10,

Weapon: Blaster cannons (2); Fire Are: Turret;
Attack Bonus: +15 {41 size, +6& five cantrol, +8
crew*); Damage: 5d 10x2; Range Modifiers: FB +0, 5
+0, M{L nfa.

Weapon: Small concussion missile Tauncher (8 mis-
siles): Fire Arc: Front: Attack Bonus: +15 [+1 size,
+6 fire control, +8 crew®); Damage: 8d10x2 ; Range
Muodifiers: PB +0, 5/M/L n/a.

Weapon: lon cannon; Fire Arc: Front; Attack
Bonus: +20 (+1 size, +4 fire control, +15 crew”);
Damage: Special; Range Modifiers: FB +0, 5 +0, M
-2, L nfa,
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Weapon: Tractor beam projector; Fire Arc: Turret;
Attack Bonus: +13 [41 size, +4 fire control, +8
crew®); Damage: Special; Range Modifiers: FB +0, S
+0, M/L nfa.

Weapon: Proton tarpedo tubes [4 proton tracking
beacons each); Fire Arc: Turret; Attack Bonus: +13
[+1 size, +4 fire control, +8 crew®); Damage: Special;
Range Modifiers: PB +0, S +0, M/L n/a.

*When Aabo Fett pilots s shup, s initiatie modiffer weludes s Deéx modifier,
Its mamewver madifier includes - fiis Pilot skill maodifar; and eoch of its weapon’s
eftpck bonuses ncludes Iy base ronged aifock bonu

Gallofree Medium Transport

The typical Gallofree medium transport is a hig
space transport with vast amounls of cargo space,
but very little in the way of armament. Ships of this
kind can be more important to military eperations
than warships, largely because of their ability to
carry thousands of troops, replacement parts, and
supplics with extensive escorts. Although slow, both
in hyperspace and realspace, these ships carry
enough materials to make them ideal resupply ves-
sels. Their owners and crews often modify them to
include better shield generators, weapons, or
engines. Some are converted to act as landing craft
ar hospital ships, but such changes are not normally
pbvious from the outside.

In the days of the Old Republic, ships of this type
would sometimes trade most of their cargo capacity
for weapons before going on antipirate missions. Tn
general, transports ships became too valuable during
the Galactic Civil War to be modified for comhat
roles of any kind,

After the Alliance wan the Battle of Endor, the
Galactic Civil War moved from a series of hil=and-=run
raids to @ more standard naval conflict against the
forces of the Empire. This war was extremely expensive
for both sides in terms of war resources, especially
high-tech weapons and combat systems. The need for
every possible piece of military paraphernalia made it
ccanomically feasible to salvage working components
from the ships left behind in old space battle zones.
Both the Alliance and the Empire put special salvage
ships ealled “junkers” into service, Independent mer-
chants also operated some, hoping to make a big
seore by finding an important piece of information
in a warking memaory core or salvaging functional
fighters from a destroyed shuttle bay. Although
numerous different craft were converted for this pur-
pose, some of the most commaon salvage ships were
modified Gallofree Yards transports. Mast salvage
ships employed a large number of specialized droids
on board to help scavenge valuable components from
junked starships.

DALLOFREE MEDIUM TRAMNGAOAT

Craft: Gallofree Yards Transport; Class: Space trans-
port; Cost: 350,000 (new), 125,000 {used); Size:
Medium-size (90 m lona); Initiative; +2 (+0 size, +2
crew]; Crew: 6 (Normal +2}: Passengers: 40; Cargo
Capacity: 19,000 metric tons; Consumables: 6
months: Hyperdrive: x4; Maximum Speed: Cruising;
Defense: 20 (+0 size, +10 armor); Shield Points: 90;
Hull Points: 200; DR: 15,

Weapon: Twin Laser Canmons (4 fire-linked}; Fire
Arc: Turret; Attack Bonus: +4 (+0 size, +2 crew, +2
fire control]: Damage: 4d10=2; Range Modifiers: PB
+0, § +0, M/L nfa.

Craft: Salvage Ship (Modified Gallofree Yards
Transport); Class: Space transport: Cosl: 685,000
[new) 150,000 (used); Size: Medium-size (90 m long);
Initiative: +2 [+0 size, +2 crew]: Crew: & [Normal
+2]; Passengers: 60; Cargo Capacity: 15,000 metric
tons; Consumables: 3 months; Hyperdrive: x3;
Maximum Speed: Attack; Maneuver: +2 [+0 size,
+2 crew); Defense: 20 (+0 size, +10 armor}; Shield
Points: 100; Hull Points: 300; DR: 15,

Weapon: Point laser cannons (4 fire-linked); Fire
Arc: Turret; Attack Bonus: +6 (+0 size, +2 crew, +4
fire control); Damage: 4d10x2; Range Modifiers: PB
+0, 5 +0, M/L nfa.
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Jade Sabre

Jade Sabre was Mara Jade Skywalker's personal
shuttle, built for her by her husband, Jedi Master
Luke Skywalker. It replaced her ariginal shuttle,
dade’s Fire, which was destroyed. Jade Sabre is a
sleek and swift craft with a graceful lish-head
design and a swept-back tail fin, It has twin ion
engines in flared side pods and wses an etheric rud-
der for enhanced maneuvering [granting it & total
+6 bonus on Pilat checks). Its internal facilities are
spacious and comfortable, but it still has militany-
grade hyperdrives and shield generators, along with
a small fighter bay able to hold an X-wing and
release it in flight, The primary weapons of Jade
Sabre are kept concealed in normal circumstances,
and only rise on their hidden turrets when combat
seems imminent, Unfortunately, Jode Sabre was
destroyed by the Yuuzhan Vong on the planet
Dantooine early in their invasion of the galaxy. For
stats on Mara Jade Skywalker, see Chapter |13 of the
Star Wars Roleplaying Game.

Craft: Jade Sabre; Class: Space transpori; Cost:
Mot for sale [likely to be valued at 1,675,500);
Size: Small (50 m long); Initiative: +3 [+1 size, +2

crew®): Crew: 1; Passengers: 15; Cargo Capacity:
100 metric tons; Consumables: 6 months:
Hyperdrive: | (backup »x4); Maximum Speed:
Ramming; Maneuver: +17 [+1 size, +2 engine
guality, +4 equipment bonus, +10 crew®); Defense:
21 {+1 size, +10 armor); Shield Points: 200: Hull
Points: 180; DR: 10,

Weapon: Quad laser cannons [4]; Fire Arc: Turret;
Attack Bonus: +23 [+ size, +6 fire contral, +2
equipment bonus, +14 crew™}; Damage: 6d 10w2;
Range Modifiers: PB +0, 5 +0, M/L n/a.

Weapon: Tractor beam projector; Fire Arc: Front;
Attack Bonus: 421 [+1 size, +4 fre control, +2
equipment bonus, +14 crew®); Damage: Special;
Range Modifiers: PB +0, S +0, M/L nfa.

"Wihen Moo dode pilods Hhis sl s anilfodive moiies
its manever modifer includes her Ailfar 60 modilier and eoch of its weapans
nttack banuses inclides Her base ranged atftack bantes

Royal Starships

During the days of the Old Republic, it was fairly
common far the richest and mast powerful individu:
als in the galaxy, especially those with noble or royal
tilles, to have personal starships that acted as signs
of prestige as much as forms of transportation. These
starships were treated as works of art, and were ofien
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ROYAL STARSHIM

handcrafted from custom designs by individuals from
the owner's homewaorld. Such craft were generally
between 50 and 100 meters long, with powerful
hyperdrives and just enough room for a few honored
guests, Weak shields were fairly standard, but
weapons were rare for such status vessels. Ships of
this type were often extremely expensive, After the
Empire came into power, il was very rare for anyone
Loy design or build them,

The Royal Starship of Naboo is a fairly typical
example of a royal starship. Commissioned by King
Veruna and later used by Queen Amidala, it was
meticulously crafted by the Theed Palace Space
Engineering Corps, The design featured components
from some of the most respected technological worlds
in the galaxy, including a Nubian 327 Hyperdrive. The
ship was designed for a crew of four and carried eight
astromech droids. Although capable of carmrying ten
passengers for three months, the Naboo Royal Starship
was intended as a ship for short jaunts. Thus, it Tacks
extensive sleeping facilities.

Craft: Theed Palace Space Vessel Engineering Corps
J=Type Royal Starship; Class: Space transport; Cost:
Not for sale {likely to be valued at 1,365,000): Size:
Medium-size (76 m long]: Initiative: +2 [+0 size; +2

crew); Crew: 4 (Normal +2); Passengers: 10; Cargo
Capacity: 4 metric tons; Consumables: 3 months;
Hyperdrive: x1/2; Maximum Speed: Cruising;
Maneuver: +2 (+0 size, +2 crew]: Defense: 20 (+0
size, + 10 armor); Shield Points: 90; Hull Points:
FB0; DR: 101

Skipray Blaestboat

The Skipray blasthoat was designed for the Empire
by Sienar Fleet Systems to fulfill a role as a patral
ship and unescorted small mission crafl. It works
equally well within and beyond atmospheres, and
carries enough supplies for mid-length missions. It
was the smallest vessel in the Imperial fleet to be
equipped with a hyperdrive, and was routinely
assigned entire space sectars to patral. The ship
never gained great popularity within the Meet,
although some are in use throughout The New Jedi
Order era. Sienar eventually dumped its remaining
madels on the apen market, where they quickly
became popular with local planetary militias, smug-
glers, and independent shipping companies.

- The Skipray is more heavily anned than most ships
its size, sporting capital-grade jon cannons and tur-
bolasers. It has some cargo capacity, and is often
used as an escort to merchant convays. To increase
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maneuverahility, the Skipray has two stabilizer fins
mounted to the rear of the ship by a rotating sleeve,
The fins are kept vertical for flight, but move to a
horizontal alignment when the ship lands.

Krakana's Clan was constructed from a
stripped-down Skipray blastboat by the bounty
hunter Trackant, a Mon Calamari bounty hunter
who tracked down Imperial war criminals during
The MNew Jedi Order era. For Irackant's statistics, use
the Bth-tevel generic bounty hunter in Chapter 14
of the Star Wars Roleplaving Game with the fol-
lowing changes: increase Inl to 15 and decrease
Con to 10. Add all other Mon Calamari species ahil-
ities, then modify wound points, vitality points, and
Intelligence-based skills to reflect the new statistics,
Remove the Quick Draw Feal and add Starship
Operation (space tramsport), Add the following
skills: Diplomacy +6, Knowledge [culture [Mon
Calamari]) +7.

In addition to altering Krakang's Claw's environ-
mental systems to provide a more moist atmosphere,
Trackant has made extensive modifications to the
ship. He has increased the automation so he can My
the ship alone and added a cell capable of holding
three captives. The consumables on board the ship
can suppart four creatures for six months, allowing

FEIPRAY BLABTHDOATE

Irackant to go on long missions, and he has upgraded
to a =1 hyperdrive. This has put loo greal a drain on
the shield system, which he has since downgraded.
Unable to acquire turholasers, lrackant has mounted
assault lasers and a full-sized proton torpedo launcher
on Krakana's Claw. The result is slightly less danger-
ous than a Skipray, but it’s still a capable ship able to
take him on long missions as he tracks down Tmperial
pesonnel wanted by the New Republic.

Craft: Sienar Fleet Systems Skipray Blastboat; Class:
Space transport; Cost: 624,000; Size: Small (25 m
long); Initiative: +5 (+1 size, +4 crew); Crew: 4
(Skilled +4]); Passengers: 0: Cargo Capacity: 20 mel-
ric tons; Consumables: | month; Hyperdrive: x2;
Maximum Speed: Ramming; Maneuver: +5 [+1 size,
+4 crew]: Defense:; 21 [+ size, +10 armor: Shield
Points: 200; Hull Points: 230; DR: 10,

Weapon: Turbolasers [2); Fire Arc: 1 battery in a
turret; Attack Bonus: +8 (+1 size, +4 crew, +2 fire
contral, +1 battery fire]: Damage: S5d10x5; Range
Modifiers: PB +0, 5 +0, M =2, L -4,

Weapon: Medium ion cannons [3 fre-linked); Fire
Arc: Front; Attack Bonus: +9 [+1 size, +4 crew, +4
fire controll; Damage: Special; Range Modifiers: PB
FO, S 40, M =2, Lonja.




Weapon: Small proton torpedo launcher (4 heavy
torpedoes): Fire Arc: Front; Attack Bonus: +7 [+1
size, +4 crew, +2 fire control); Damage: 10d10x2;
Range Modifiers: PB +0, 5/M [ L nfa.

Weapan: Small concussion missile launcher [8
heavy missiles)? Fire Arc: Front; Attack Bonus; +7
[+1 size, +4 crew, +2 fire controll; Damage: 9d10%2:
Range Modifiers: PB +0, $/M/L n/a.

Craft: Krakana's Claw [Madified Skipray Blastboal);
Class: Space transport; Cost: Not for sale (likely valued
at 367,000); Size: Small (25 m long); Initiative: +7
{+1 size, +6 crew™); Crew: 1; Passengers: 3 (prisomers);
Cargo Capacity: 20 metric tons; Consumables: 6
months: Hyperdrive: x1; Maximum Speed;
Ramming: Maneuver: +8 [+1 size, +7 crew™);
Defense: 21 (+1 size, + 10 armor); Shield Points:
160; Hull Points: 230: DR: 10,

Weapon: Assaull lasers (2 fire-linked); Fire Arc:
Turret: Attack Bonus: +9 [+1 size, +2 fire control, +6
crew”): Damage: 8d10x2: Range Maodifiers: PB +0, §
+0, M/L n/a.

Weapon: Medium ion cannons (3 fire-linked); Fire
Arc: Front; Attack Bonus: +11 (41 size, +4 fire con-
trel, +6 crew®); Damage; Special; Range Maodifiers:
PB +0,5 +0, M =2, L n/a.

HBTAR SHMUTTLE

Weapon: Proton torpedo launcher (16 heavy tomes
does): Fire Arc: Front; Attack Bonus: +9 [+1 size, 43
fire comtrol, +6 crew™); Damage: 10d10x2; Range
Maodifiers: PB +0, S/M/L n/a.

“When Irachant pilats this shyp, its iniotve modifier irclues his D modde B
mangwver modifer inclides his Pilar skill moditer; and ecch of its weapon’
atfock bormeses inchedes his bese renged atrack banus

Star Shuttle

The Star Shuttle is a Corellian starship designed to
carry @ large group safely across the galaxy. The
design was popular among diplomats and wealthy
individuals during the Rise of the Empire era hecause
of the ship’s great durability, along with its ability to
carry a group safely through dangerous sectors of
space. Important members of the Galactlic Senate
often traveled in Corellian Star Shuttles, and one was
assigned to the Chancellor for his private use. As
Falpatine’s bureaucracy placed an unbearable strin
on the Old Repulilic's finances, Star Shuttles were
gradually phased out by less glamorous (and more
adaptable] Star Cruisers,

The Star Shuttle is heavily armored, but generally
does nol carry weapons. Although capable of sup-
porting two hundred passengers, a diplomatic Star
Shuttle usually has a smaller number of guests
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VIBRE-CLABS ASRALULY CRUISER

assigned to larger staterooms. Its cargo capacity is
large enough to carry @ guest’s private vehicles, As o
result, numerous older Star Shuttles were used as
armored freighters during the Rebellion era, This
shuttle lacks the great versatility common in so many
Carellian designs, largely due to the amount of space
taken up by heavy armar plates,

Crafl: Corellian Star Shottle; Class: Space transport;
Cost: 2,650,000; Size: Medium-size [B0 m long);
Initiative: +2 (+0 size, +2 crew): Crew: 8 (Normal
+2): Passengers: 200; Cargo Capacity: 900 metric
tons; Consumables: 3 years; Hyperdrive: x1.5 (back-
up x12}; Maximum Speed: Cruising; Maneuver: -2
140 size, +2 crew, -4 additional armor); Delense; 25
(+0 size, +15 armorl; Shield Points: 200; Hull
Points: 300; DR: 20,

Uibre-Class Assault Cruiser

After the fall of the Emperor, the remaining Imperial
forces changed their battle tactics. No longer able
to depend on the resources of an entire galaxy, the
weakened Empire needed ways to make smaller
ships more useful to the cause of the war as a
whale, One of the mosl effective strategies involved
large commerce raiders. Since these ships were
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smaller than traditional warships, they were capable
of hurting the New Republic—and aiding the
Empire—by hitting New Republic supply convays.
I'he Silvuit Corporation built the first ships of this
new class of “assault cruisers.”

The Vibre-class space transport s a sleek, beetle-
shaped starship well suited to its role. Significantly
smaller than even a Corellian corvelte, while packing
less firepower than most warships, the Vibre manages
to make up for many of its shortcomings with clever
design. 1t has a sensor mask, allowing it to get much
closer Lo its target than most capital ships. 1t mounts
its heaviest weapons in a turret, allowing it to maxi-
mize its firepower into any arc needed. And it
depends on heavy fon cannons to disable ships too
large for it to destray.

The primary mission of a Vibre-class ship is com-
merce raiding. Once it has disabled or driven off any
escort ships, it uses its two tractor beams to draw in
vulnerable cargo ships, Once they have been drawn
next to its hull, it blasts a hole in the target's hull,
allowing its compliment of spacetroopers to board.
After the crew of the cargo ship has been subdued,
an Imperial crew pilots the captured vessel back Lo
Imperial space.



Craft: Silvuit Corporation Vibre-class Assault Cruiser;
Class: Space transpart; Cost: Not for sale (likely to be
valued at 2,259,000); Size: Medium-size (100 m
long); Initiative: +4 (+0 size, +4 crew); Crew: 45
(Skilled +4); Passengers: 60 (spacetroopers); Cargo
Capacity: 500 metric tons; Consumables: 5 months;
Hyperdrive: =1 (backup =15); Maximum Speed:
Attack; Maneuver: +4 (+0 size, +4 crew); Defense:
20 {+0 size, +10 armor); Shield Points: 140; Hull
Points: 300; DR: 15,

Weapon: Light turbolasers [4]; Fire Arc: Turret;
Attack Bonus: +6 (+0 size, +4 crew, +2 fire control):
Damage: 4d10x5; Range Modifiers: PB +0, S +0, M
=2, L -4,

Weapon: Tractor bearm projector (2); Fire Are: |
right, 1 left; Attack Bonus: +8 (+0 size, +4 crew, +4
fire control); Damage: Special; Range Modiliers:
PB/S +0, M/L nfa.

Weapon: Heavy ion cannans (4): Fire Arc: 2 front,
1 right, 1 lefi; Attack Bonus: +8 (+0 size, +4 crew,
+4 fire control); Damage: Special; Range Modifiers:
PB +0, 5 +0, M +0, L -2.

Woeapon: Sensor mask; Fire Arc: nfa; Attack
Bonus: nfa; Damage: Special (+6 1o DC of all
Compuler Use checks to find ship with sensors);
Range Modifiers: n/a.

¥YT-2400

The Corellian YT-2400 is a more modern version of
the venerable YT-1300. Unlike many ships that
attempted to capilalize on the mass success of the
1300, the YT-2400 does not use updated technology
to improve on the same hasic design. Instead, the
2400 vses maslt of the same parts as the YT-1300
[and many other Corellian designs), but puts them
in a streamlined and somewhat more compact
frame. As a result, the YT-2400 is very appealing
for independent freighter captains, affering most of
the good features of the ¥YT-1300 in a more
maneuverable design, ane that's casily operated by
a single pilot,

Like most Corellian ships, the YT-2400 is easily
madified to suit an individual owner's needs,
Unlike the YT-1300, this ship comes with strong
shields as standard cquipment and has weapon
hardpoints built in. (The ¥7T-2400 has a total of
thirteen weapon emplacement points built inta its
design, although it only uses six of them in its
stock configuration, leaving seven free for easy
modification.) Despite ils size, the YT-2400 can
carry more cargo than the YT-1300. Tndividual
modifications sometimes replace some of this space
with concealed smuggler space, additional
weapons, or more powerful ion engines, In an
effort to appeal to smugglers amd blockade runners,

12400

the YT-2400 has an escape pod situated adjacent
Lo the cockpit and a secand one in the main
saucer, gquaranteeing that its caplain and crew can
evacuale very quickly,

Craft: Corellian Engineering Corpormtion YT-2400;
Class: Space transport; Cost: 130,000 (new),
32,000 (used]; Size: Small {21 m long); Initiative:
+1 {+1 size); Crew: 1; Passengers: 6; Cargo
Capacity: 150 metric tons; Consumables: 2
months; Hyperdrive: =2 {backup =12); Maximum
Speed: Attack; Maneuver: +1 (+1 size); Defense:
21 [+1 size, + 10 armor); Shield Points: 60; Hull
Paints: 120; DR: 10,

Weapon: Laser cannon; Fire Arc: Turret; Attack
Bonus: +3 (+1 size, +2 fire control); Damage:
4d10x2; Range Modifiers: PB +0, S 40, M/L n/a.
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CHAPTER EIGHT

CAPITAL S

Capital ships include all vessels mare than 100 meters
long that aren’t space stations. Mast front-line war
ships are capital class vessels, as are some large trans-
ports and luxury liners. Even the cheapest capital ship
is likely 1o cost more credits than an average citizen
of the Srar Wars universe will see in a lifetime. The
mosl expensive ones can tax the resources of a small
world, A selection of capital ships of all sizes is
included below, including notes on some of the more
exceptional or noteworthy ships.

Bothan Assault Cruiser
The Bothan assault cruiser was designed by the Bothans
early In the New Jedi Academy era, after peace had been
established between the New Republic and the Imperial
Remnant and before the invasion of the Yuuzhan Vong.
Because they were first built during a time of relative
calm, many people saw them as an unnecessary wasle
of resources better spent rehuilding worlds damaged
during the Galactic Civil War, Others were concermed
that the ships represented Bothan plans for military
aggression, possibly even a move against human-held
worlds such as Corellia. Onee the Yuuzhan Vong invad-
ed, however, the ships were used in the defense of the
Core Worlds, and quickly proved their worth as warships.
The assaull cruisers are designed as front-line vessels
along the lines of the Old Republic’s Victory 11 Star
Destrayers. They are somewhat smaller than old Viclory
IT's and have a leaner, less angular appearance, They are
fully modem wvessels, taking full advantage of advanced
ion engines and hyperdrives to create a fast and mangu-
verahle capital ship while mounted heavy shield genera-
tors and thick structural reinforcements, The assault
cruisers also carry two fighter bays amidships, with dual
launch and recovery pads (one on either side of the
hull), capable of supporting four squadrons of fighters.

Craft: Bothan Assault Cruiser; Class: Capital; Cost:
Not for sale (likely to be valued at 97,000,000); Size:
Gargantuan (850 m long); Initiative: +0 (-4 size, +4
crew )3 Crews 1,240 (Skilled +4); Passengers: 250
[traaps and pilots); Cargo Capacity: 5,000 metric
tons; Consumables: 2 years; Hyperdrive: x«1 [backup

Fit

%8]; Maximum Speed: Cruising; Maneuver: +0 (-4
size, +4 crew); Defense: 16 (-4 size, +10 armaor);
Shield Points: 450; Hull Points: 6%0; DR: 25.

Weapon: Turbolasers [20); Fire Are: 8 frant, 4 left,
4 right, 4 rear; Attack Bonus: +6 (-4 size, +4 crew,
+6 fire control); Damage: 7d10x5; Range Modifiers:
PB -6, 5 -4, M -2, L +0.

Weapon: Heavy double turbolaser canmons [24);
Fire arc: | battery front, 2 batteries right, 2 hatteries
lelt, 1 battery rear; Attack Bonus: +9 (-4 size, +4
crew, +6 fire control, +3 battery firel; Damage:
4d 10x5; Range modifiers: PB -6, S -4, M -2, L +0.

Weapon: lon canmons (10); Fire Arc: 4 front, 3
left, 3 right; Attack Bonus: +4 (-4 size, +4 crew, +4
fire control); Damage: Special; Range Modifiers: PR
-6, 5 -4, M =2, L n/a.

Weapon: Proton torpedo launchers [20 launchers, 16
torpedoes each); Fire Arc: 10 front, 5 left, 5 right;
Attack Bonus: +4 (-4 size, +4 crew, +4 fire control);
Damage: 9d10x2; Range Modifiers: PR +0, $/M/L nfa.

Weapon: Tractor beam projectars [4); Fire Arc: |
fromt, 1 left, 1 right, 1 rear; Attack Bonus: +0 (-4
size, +2 crew, +2 fire controll; Damage: Special;
Range Madifiers: FB -6, 5 -4, M/L n/a,

Carrack Light Cruiser
Carrack light cruisers were designed in the last years
of the Old Republic as cheap replacements for more
expensive capital ships. They were later put into
linperial use as support and escort ships. The car-
rack’s design featured extensive internal bracing and
numercus bulkheads, making them resilient ships.
Mumerous documented cases reported crews found
alive in the remains of a destroyed carrack days after
a battle. Because these extensive bulkheads took up a
greal deal of space, most carracks did not have inter-
nal hangar space, Instead, most were adapted to
carry up to four Diminulive ships on external racks.
The weapons mix al a carrack includes enough
turbolasers to take on larger ships, as well as point-
defense guns to protect it from starfighter attacks.
Although ne match for a Star Destroyer or an MCBO, a
carrack is more than enough ta protect convoys from
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pirates or Rebel commerce miders, Carracks were also
frequently used by the Empire as patrols for less dan-
gerous sectors of space, personal transports for plane-
tary governors and moffs, and antifighter escorts for
larger capital ships. Carracks are outdated by the time
of The New Jedi Order era, but some still sce use in
the Imperial Remnant and poor planetary Meets.

Windsinger was one ol the most famous Carracks
during the Rise of the Empire era. Although its cap-
tain and mission changed on a reqular basis, Wind
singer always managed to have the highest possible
crew rating (Expert +8). This resulted in a long and
respectable career for the light ¢ruiser in missions
against planietary revaolts, pirate fleets, and rogue mili-
tary officers, Windsinger disappeared shortly before
the Clone Wars, but several rumors and myths claim
the ship continued to show up lor several decades,
saving passengers from wrecked starships and attack-
ing pirates (and Imperial ships) without waming.
These myths have never been confirmed.

Craft: Damorian Manufacturing's Carrack-class Light
Cruiser; Class: Capital; Cost: Not .+ uilable for sale (like-
ly valued al 19,148,000); Size: Huge (350 meters lang);
Initiative: +0 [-2 size, +2 crew); Crew: 1,092 [Normal
+2]; Passengers: 142 (troops); Cargo Capacity: 3,500

metric tons; Consumables: 1 year: Hyperdrive: x|
[backup =12); Maximum Speed: Cruising; Maneuver:
+0 (-2 size, +2 crew); Defense: 18 (-2 size, +10
armor); Shield Points: 260; Hull Points: 500: DR: 20,

Weapon: Turbolasers (12); Fire Arc: 1 battery
front. 1 battery right, 1 battery 1efl, 1 baltery rear;
Attack Bonus: +4 (-2 size, +2 crew, +2 fire control,
+2 ballery fire]; Damage: 7d10x5; Range Modifiers:
PB -4, 5-2, M +0, L +0.

Weapan: Point laser cannons (20, point defense);
Fire Arc: | battery front, 1 battery right, 1 battery
left, 1| battery rear; Attack Bonus: +12 (+0 size, +2
crew, +6 fire control, +4 batlery fire); Damage:

2 10x2; Range Modifiers: PB +0, S/M/L n/a.
Weapon: Tractor beams [5); Fire Arc: 1 front, 2
right, 2 left; Attack Bonus: +4 [-2 size, +2 crow, +4
fire control); Damage: Special; Range Modifiers: PB

-4, S -2, MfL nfa.

Corellian Gunship

Most Corellian designs are modular in nature and
casily reconfigured for combat, commerce, or leisure,
The Corellian gunship is an exception to that rule,
Similar in size and cost 1o the Corellian eorvette, the
gunship is a dedicated combat vessel designed for
patrol, escort, and screening aclions against fighters




and armed transports, The gunship is also capabie of
taking part in actions against heavier ships, although
it 5 less effective in that rale.

Unlike muost capital size ships, the Corellian gunship
has a separate gunner for each weapon systerm, When
experienced gunners work Logether, they provide a
deadly barrage of directed laser-fire against incoming
fighters. The point-defense gquad laser cannons are par-
ticularly adept at destroying starfighters at clase range.

Craft: Corellian Engineering Corporation Gunship:
Class: Capital; Cost: 4,800,000; Size: Large (120
meters long); Inidative: +1 |=1 size, +2 crew); Crew:
91 (Normal +2); Passengers: None; Cargo Capacity:
300 metric tans; Consumables: 8 months; Hyperdrive:

%2 |backup ®16}; Maximum Speed: Attack; Maneuver:

¢1 (=1 size, +2 crew]; Defense: 19 [-1 size, +10
armar): Shield Points: 230; Hull Points: 460: DR; 20.

Weapon: Heavy double turbolaser cannons (8);
Fire Arc: 2 front, 3 left, 3 right; Attack Bonus: +7
(-1 size, +2 crew, +6 fire control); Damage: 4d10x5;
Range Modifiers: PB -2, 5 +0, M +0, L. =2,

Weapon: Quad laser cannons [6 point defense];
Fire Arc: 3 left, 3 right; Attack Bonus: +7 (-7 size,
+2 crew, +6 fire control); Damage: 5410 x2: Range
Modifiers: PB +0, S/M/L n/a.

OORELLIAN EUMHSHIP

Weapon: Assault concussion missile tubes (4, 30
missiles each): Fire Arc: 1 battery front, 1 battery
rear: Attack Bonus: +8 (-1 size, +2 crew, +6 fre
control, +1 battery fire); Damage: 9d 10x5; Range
Madifiers; PB -2, 5 +0, M +0, L -2,

Corellian Space Cruiser
When the Old Republic began to fall on hard economic
times, it was forced to cut back on some of the extrav-
agances that had marked the height of the Republic’s
power. Instead of using ships built more for beauty than
function, the Republic found itself needing a few com-
pact, versatile vessels that were not only cost-effective to
build and maintain, but could also be adapted to many
different Functions. To meet this need, the Corellian
Engineering Comoration designed the Space Cruiser,
which quickly became a commaon sight across the galaxy.
The Corellian Space Cruiser was designed to be
durahle and sturdy, a safe transport for diplomats and
couriers. It was usually mare heavily armored than
most ships its size, but retained a high degree of speed
and mability. Space Cruisers sold to civilians were gen
erally used as transports for the wealthy and personal
pleasure craft, rather than cargo ships. They camied twao
escape pods for safety, and had numerous staterooms
to make space travel more comfortable, Those pressed
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into Republic service were always painted bright red to
indicate their diplomatic service. All Space Cruisers were
built without armament of any kind.

The most versatile feature of the Space Cruiser is the
salon pod, located in the lower portion of the front of
the ship. The pdd can casily be replaced at a shipyard.
In the days of the Republic, pods served as Iving quar-
ters for different species, secure counsel chambers,
cargo space, or even one-fighter docking bays. The
salon pod was alse useable as a large life pod, taking
the entire crew (o safety, Since Corellian Engineering
discontinued construction of these ships during the
rise ol the Empire, most Space Cruisers found during
the Rebellion era or later have converted the salon pod
into permanent cargo or Weapons space.

Dead Reckoning is a modified Space Cruiser owned
by Rifl Taranu, a Human smuggler with Alliance sympa-
thies during the Rebellion era, Taranu stripped out
mast of the luxury accommaodations for additional
cargo space, installed double turbolaser turrets above
and below, and converted the salon pod to more cargo
space and a set of concussion missile launchers. Taranu
made several runs for the Alliance, smuggling weapons
and agents across the fringe worlds. After the Empire
fefl, he turmed back to pure smuggling for profit, Use
the 4th-level generic spacer for Taranu's statistics,

OORCLLIANM BRADE CRUIEER

Craft: Corellian Engineering Corporation Space Cruiser:
Class: Capital; Cost: 1,250,000; Size: Large (115 m
longl; Initiative: +3 [-1 size, +4 crew]; Crew: B
[Skilled +4); Passengers: 16; Cargo Capacity: 1,000
metric tons; Consumables: 6 months; Hyperdrive:
2 Maximum Speed: Attack; Maneuver: +3 [-1 size,
+4 crew]: Defense: 19 (-1 size, +10 armar); Shield
Points: 200; Hull Points: 480: DR: 20.

Craft: Dead Reckoning Modified Corellian Engineering
Corporation Space Cruiser): Class: Capital; Cost: Not
for sale [likely to be valued at 1,673,000); Size: Large
(115 m long}; Initiative: +3 (=1 size, +4 crew]; Crew: 6
(Skilled +4); Passengers: 8; Cargo Capacity: 1,000
metric tons; Consumables: 6 months; Hyperdrive: =2
(backup x12}; Maximum Speed: Altack; Maneuver: +3
(-1 size, +4 crew): Defense: 19 (-1 size, +10 armiorn):
Shield Points: 250; Hull Points: 480; DR: 20.

Weapon: Double turbolaser cannons (2); Fire Arc:
Partial turret (frant, right, left); Attack Bonus: 7 =1
size, +4 crew, +4 fire control]; Damage: 5d 10x2;
Range Modifiers: PB -2, 5+0, M +0, L -2.

Weapon: Small concussion missile launchers (2, 8
missiles each); Fire Are: Front: Attack Bonus: +7 (-1
size, +4 crew, +4 fire control); Damage: 8d10x2;
Range Modifiers: PB -2; 5/M/L nfa.
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Defender Star Destroyer

Defender-class Star Destrovers are the New Republic's
most powerful warships, designed 1o be the ultimate
Star Destroyers, They're a good deal smaller than classic
Imperial Star Destroyers, but pack as much firepower
as an Imperial 1. Defender Star Destrovers are also far
more nimble than most big capital ships, using a sys-
tem af lateral vents to increase the ship's maneuver-
ahility, Although their structural design is significantly
different from an Imperial Star Destrayer, thoy're some
times mistaken for Imperial ships when seen from a
distance, mostly because of their strong angular lines,

In theory, a Defender can destroy any one big capital
ship, two to four mid-sized capital ships, or a whole flect
of small capital ships, Defenders are designed to operate
without escorl ships, although each one can hold a mix
of sixty starfighters and shuttles for scouting and close
support work, In practice, the few Defender Star Destroy-
ers the New Republic has are considered too precious to
risk in pitched battles. They're often kept near the Core
Worlds to act as patrol ships and in defense fleets.

The first Defender completed was Obi-Wan, a ship
named after one of the Rebellion's heroes. The com-
mander of Obi-Wan 15 Captain Whyrmyk, a female
Wookice. For Whyrmyk's statistics, use the 8th-lewel
generic mercenary from the Star Wars Roleplaving

Geame, Replace the Blind-Fight feat with Starship
Operations (capital ships), increase her Str to 17, and
change her Int to 12, Remove the Demolitions skill.
Add Diplomacy +5, Knowledge (Scholar [military tac-
tics]) + 10, and Spot +1,

Cralt: Republic Engineering Corporation Defender-class
Star Destroyer; Class: Capital; Cost: Not for sale (likely
to be valued al 168,528,000); Size: Colossal (1,040 m
fong]; Initialive: -2 (-8 size, +6 crew]; Crew: 7,034
[Highly Skilled +6); Passengers: 1,600 [troops); Cargo
Capacity: 15,000 metric tons; Consumables: & manths;
Hyperdrive: x1 (backup »10); Maximum Speed:
Cruising; Maneuver: +2 (-8 size, +6 crew, +4 mancu-
wrint_“[ R}‘\'[rm]: Defense: 12 {j? gire. + 10 i”'”-UT]]
Shield Points: 500; Hull Points: 700; DR: 30.

Weapon: Heavy turbolasers [40): Fire Arc: 2 hatteries
front, 2 batteries right, 2 batteries lefl, 2 balleries rear;
Attack Bonus: +6 (-8B size, +6 crew, +4 fire control,
+4 battery firel; Damage: 10d10x5; Range
Modifiers: PB -6 , 5 -4, M =2, L +0.

Weapon: Turbolasers (40); Fire Arc: 2 batteries
front, 2 batteries right, 2 batieries lefl, 2 batieries
rear; Attack Bonus: +6 (-8 size, +6 crew, +4 fire
contral, +4 battery fire); Damage: 7d 10x5; Range
Modifiers: PB -6, S -4, M -2, L +0.

CARITAL SHIPS |
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Weapon: Ton cannons (20]; Fire Are: 1 batlery
front, 1 battery lefi, 1 battery right, 1 battery rear;
Attack Bonus: +8 (-8 size, +6 crew, +6 lire contral,
+4 battery fire); Damage: Special; Range Modifiers:
PB -6, S -4, M -2, L n/a.

Weapon: Tractor beam projectors [8); Fire Are: 3
front, 2 right, 2 left, 1 rear; Attack Bonus: +4 (-8
size, +b crew, +6 fire control); Damage: Special;
Range Modifiers: PB -6. 5 -4, M/L n/a.

Weapon: Assaull concussion missile tubes (8, 30
missiles each); Fire Arc: 2 batteries in turrets; Attack
Bonus: +7 (-8 size, +6 crew, +6 firc contral, +3 bat-

tery fire); Damage: 9d10x5; Range Modifiers: PB -6,

S5-d4, M -2, L+

Dreadnaught

I'he Dreadnaughi-class heavy cruiser was one of
the largest starships of the latler years of the Old
Republic. The ships were slow and bulky, weakly
shielded, and lightly armed when compared to later
designs, such as the Star Destroyers that replaced
them. They had huge crews that, when coupled
with their slow hyperdrives, necessitated vast stor-
age spaces for supplies during long missions.
Despite all these limitations, Dreadnaughts were
more than capable of defeating most pirate and

outlaw ships. For decades, they served as the back-
bornie of Old Republic Meets.

Many Dreadnaughts were modified or retrofitted for
specilic missions by the Old Republic, One group of
Dreadnaughts, the Katana Fleet, was lost when it
Jumped into hyperspace with all its ships connected
by slave cireuits. A particularly famous Dreadnaught,
Leviathan, served as an Old Republic antipirate ship,
Its Tight turbo quadlasers were reconfigured as point
defense weapons, and its expanded hangar space
could deploy sixty fighters. The Senate sent Leviathan
to patrol merchant routes, investigate commerce irreg-
ularities, and enforce Old Republic trade law. Toward
the end of the Old Republic, the Senate lacked con-
sensus on where Leviathan should be sent, and il
often had no official mission other than patrolling for
pirates, Its commander, Caprain Trence Vosh, was an
Alderaanian Human male. For Caplain Vosh's statis-
tics, use the 8th-level generic military officer from
Chapter 14 af the Star Wars Roleplaying Game.

As Victory and Victory I Star Destrovers replaced
Dreadnaughts, the design seemed fated to obscurity.
Some were scrapped, while others were sold o plane-
tary and business fleets for local patrol work, When the
Empire came Tnto power and began constructing pow-
erful Tmperial Star Destroyers, Dreadnaughts were all
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but forgotten. Those remaining in service acted as TIE
cartiers and were used to maintain Imperial presence in
pacified star systems. However, as the conflict between
the Empire and the Rebel Alliance intensified, every
remaining capital ship became important, no matter
how old. Even in the years after the Battle of Endor, a
sizable number of Dreadnaughts could mean victory
for either the Alliance or the Imperial Remnant.

By the time of The New Jedi Order era, Dreadnaughts
are fairly rare. Those that do exist are almost universally
alder than their crews, and most will have at least one
flaw. (See Chapter 11 of the Star Wars Roleplaving
Game for more information on starship flaws.)

Craft: Rendili StarDrive’s Dreadnaught Heavy Cruiser;
Class: Capital; Cost: Naot for sale {likely to be valued
at 35,555,000); Size: Gargantuan (600 m long);
Initiative: +0 (-4 size, +4 crew); Crew: 16,210
{Skilled +4]); Passengers: 31,000 (troops); Cargo
Capacity: 9,000 metric tons; Consumables: 2 years:
Hyperdrive: x2 (backup x18); Maximum Speed:
Cruising; Maneuver: -2 (-4 size, +4 crew, -2 engine
quality); Defense: 16 (-4 size, + 10 armor); Shield
Points: 230; Hull Points: 560; DR: 25,

Weapon: Turbolasers (10); Fire Arc: 1 battery
frant, 1 battery rear; Attack Bonus: +6 (-4 size, +4
crew, +2 fire control, +4 battery fire}; Damage:
7d10:5; Range Modifiers: PB -6, 5 -4, M -2, L +0.

Weapon: Light turbo quadlasers; Fire Are: 6 front,
7 right, 7 left; Attack Bonus: +4 (=4 size, +4 crew,
+4 fire control); Damage: 4d10x5 ; Range Maodifiers:
PB -6, 5 -4, M -2, L +0,

Weapon: Turbolaser Cannans (10}; Fire Are: 5
right, 5 left; Attack Bonus: +6 (-4 size, +4 crew, +6
fire control); Damage: 2d10x5 ; Range Modifiers:
FB -6, 5 -4, M -2, L +0,

Hapan Battle Dragon

The Hapan Battle Dragon i the capital ship that farms
the backbone of the Hapan Consortium’s military, These
ships are relatively small for capital ships. They're built
an hulls with a double-saucer shape very different from
the streamlined forms common in most other capital
ship designs. They mount forty turbolasers and forty ion
cannons in rotary rings, giving them a 360-degree arc
of fire, However, the lurbolasers are putdated and slow,
able to fire only once every three rounds. Battle Dragons
are also armed with pulse mass generator tubes,

The slow firing rate of a Battle Dragon’s mam weapans,
coupled with the relatively low accuracy of those weap-
ons, encourage Hapan tacticians to concentrate their en-
tire fleet’s firepower on just a few ships at a time (gener-
ally no more than four). Although such tactics require a
large number of ships to be effective, all evidence sug-
gests the Hapan have plenty of Battle Dragons o spare.

Craft: Olanjii/Charubah Battle Dragon; Class: Capital;
Cost: Not for sale (likely to be valued at 66,470,000);
Size: Gargantuan (500 m diameter]; Initiative: +0 (-4
size, +4 crew); Crew: 12,190 (Skilled +4); Passengers:
500 (troops); Cargo Capacity: 6,000 metric tons;
Consumables: 1 year; Hyperdrive: 2 (backup x14);
Maximum Speed: Attack; Maneuver: +0 (-4 size, +4
crew); Defense: 16 (-4 size, +10 armor): Shield
Points: 300; Hull Points: 760; DR: 25.

Weapon: Hapan turbolaser® (40); Fire Arc: 8 bat-
teries (turret): Attack Bonus: +6 (-4 size, +4 crew,
+2 fire control, +4 hattery fire); Damage: 7d10x5;
Range Modifiers: PB -6, S =4, M -2, L +0.

Weapon: Heavy ion cannaons (40); Fire Arc: 8 bat-
teries (turret); Attack Bonus: +8 (-4 size, +4 crew,
+4 fire control, +4 hattery fire); Damage: Special;
Range Modifiers: PB -6, 5 -4, M =2, 1. +0.

Weapon: Heavy ion cannons (2 sets of 3 fire-
linked); Fire Arc: Turret; Attack Bonus: +2 (-4 size,
+4 crew, +2 fire control); Damage: Special; Range
Modifiers: PB -6, 5 -4, M -2, L +0.

Weapon: Mass pulse generator tubes (4, 4 mines
each): Fire Arc: Special; Attack Bonus: nfa; Damage:
Special; Range Modifiers: n/a.

"Hopan furbelosers can anfy fire ance evary 3 romds.

Hapan Mova Battle Cruiser
Because of the limitations of the Hapan Battle Dragon,
the Hapes Consortium decided to design another ship
capable of acting as a large-scale support ship. The
resull was the Nova Battle Cruiser. These  starships were
built at an unknown shipyard within the Hapes cluster.
Novas have a more traditional design than the Battle
Dragon, and include numerous innovations that are be-
lieved to be stolen from SoroSuub, Kuat Drive Yards, and
Man Calamari stardocks, Novas are relatively short-range
ships, designed to repel major invasions rather than
undertaking long-range patrols. The craft's main defense
depends an twenly-five Hapan turbolasers, but it alse
carries ten front-mounted point-defense laser cannons
for use against starfighters attacking the Battle Cruiser or
Battle Dragon it is protecting. The Nova camies up to
twelve Miy'til starfighters and ten Hapan assault bombers.
Novas are also equipped with hackup shield generators,
allowing them to recover quickly from shart conflicts,

Craft: Hapan Nova-class Battle Cruiser; Class: Capilal;
Cost: Not for sale (likely to be valued at 19,721,000);
Size: Huge {400 m long); Initiative: +2 (-2 size, +4
crew]: Crew: 1,790 [Skilled +4); Passengers: 600
(troops and support personnel); Cargo Capacity: 600
metric tons; Consumables: 1 month; Hyperdrive: x1.5
(backup x12); Maximum Speed: Attack: Maneuver: +2
(-2 size, +4 crew): Defense: 18 (-2 size, +10 armor);
Shicld Points: 2007; Hull Points: 500; DR: 30,
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Weapon: Hapan turbolasers®™ (25); Fire Arc: 1 bat-
tery front, 1 battery right, 1 battery left, 1 battery
rear, | hallery turret; Attack Bonus: +8 (-2 size, +4
crew, +2 fire control, +4 battery fire); Damage:
7d10x5; Range Modifiers; PB -4, 5 =2, M +0, L +{1

Weapon: Heavy laser cannons [10 point-defense);
Fire Arc: Fronl; Attack Bonus: +6 (-2 size. +4 crew,
+4 fire control); Damage: 5d10x¢2; Range Modiliers:
PB +0, S/M/L n/a,

Weapon: lon cannons; Fire Arc: Front; Attack
Bonus: +8 (-2 size, +4 crew, +6 fire control]; Damage:
Special; Range Modifiers: PB -4, 5 -2, M +0, L n/a.
ok shield generators restore shiald points of dowlie the nomnmal rele per e,

**Hopayr turbolpsers con aniy fre once every 3 rounds

Imperial Escort Carrier
Because warships have limited space, and most
Imperial fighters lack hyperdrives, it was necessary to
build ships to carry additional fighters for large fleet
actions. The KDY Imperial Escort Carier was designed
to carry shuttles through hyperspace, augment the star-
fighter strength of a feet, and support Imperial gar-
nsons. Because escort carriers were not given the armor
or weapons needed ta survive ship-to-ship combal
themselves, they typically stay clear of space battles.

An escorl carrier can carry a wide variety of fighters

and shuttles. For support missions, the escort usually
carries sixty TIE fAghters, including at least twelve TIE
interceptors. If more shuttles are carried, as few as
twelve TIE fighters might be aboard.

After the fall of the Empire, KDY discontinued
canstruction of escort carriers. By then, Republic
forces had begun using hyperdrive-equipped fighters
antd had no need for escort carriers, By the time of
The MNew Jedi Order, there are few escort carriers in
operation, and most of those have been converted
Lo act as armed freighters,

One of the few exceptions was an escort carrier that
fell into the hands of a Rodian pirate named Coorsha,
who immediately renamed it Coorsha’s Cross. With a
ragtag squadron of Howlrunners, Z7-95%, and Cloak-
Shape lighters, Coorsha raided areas of space near the
Kathol sector. During the early stages of the Yuuzhon
Vong invasion, Coorsha may have acted as a Yuuzhon
Vong agent or allied himself with the New Republic. For
Coorsha's stats, use the Bth-level generic bounty hunier
from Chapter 14 of the Star Wars Roleplaying Game.

Craft: Kuat Drive Yards Imperial Escort Carrier; Class:
Capital; Cost: Not for sale (likely to be valued at
9,775,000); Size; Huge (500 m long); Initiative: +2 (-2
size, +4 crew): Crew: 3,505 [Skilled +4); Passengers:
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800 [pilots and troops); Cargo Capacity: 1,500 metric
tons; Consumables: 9 months; Hyperdrive: x1 (hackup
®12]; Maximum Speed: Attack; Maneuver: +2 (-2
size, +4 crew); Defense: 18 (-2 size, 410 armor):
Shield Points: 200; Hull Points: 480 DR: 20.

Weapom: Twin laser cannons (10, point defense):
Fire Arc: 2 front, 3 right, 3 left, 2 rear; Altack Bonus:
#8 (-2 size, +4 crew, +6 fire control); Damage:
2d10x2; Range Modifiers: PB «0. S/M/L n/a.

Imperial Il Star Destroyer

fimperial H-class Star Destroyers are upgraded ver-
sions of the standard Imperial-class ships, Featuring
increased hull strength and a much heavier weapans
load. Unfortunately, the power requirements for the
massive number of weapons crammed into an
Imperial U resull in weaker shields.

I'he Empire saw this as an acceptable tradeoff,
assuming that the !mperial fl-class ships would be
able to destroy any threat they encountered one-on-
one before suffering any serious damage. The accuracy
of this theory was never truly tested, since Imperial 11
ships saw little action until the breakup of the Empire
fellowing the Battle of Endor, and they were generally
outnumbered in those later conflicts, By the time of
The New Jedi Order era, few Tmperial 11 ships are still

active, and those that are often face overwhelming
odds no ship could survive. Still, if a fleet with
enough Imperial 1l ships could be put together, it
would represent a force to be reckoned with through-
out the galaxy.

The Imperial 11 is ane of the most powerful capital
ships ever built. A single Imperial l-class ship in a
system is generally enough to pacify its entire popu-
lation. Like the original Imperial-class ships, Imperial
s can carry a host of smaller ships and vehicles if
patrols of ground troops are necessary. A typical
ground force includes thirty-six TIEs of various types,
twenty AT-ATs, and thirty AT-STs,

The first Tmperial 1l Star Destroyer constructed was
Empire, commanded by Admiral Feyet Kiez. Empire
was almost as feared a starship as Evecutor, and actu-
ally saw a fair amount of service during the middle and
later years of the Rebellion era. The ship's primary
objectives included capturing Alliance comvoys and
medical ships. As a prototype, Empire managed to
maount far more power and shicld generators than later
Imperial Us. (It could muster 500 shield points instead
of the standard 250.) 1ts crew was handpicked to he
amony the finest the Empire had to offer, giving them
a crew quality of +8. For Admiral Kiez's statistics, use
the generic 12th-level naval officer,

EAPITAL SHIPS




Craft: Kual Drive Yards Imperial II Star Destroyer; Class:

Capital; Cost: Not for sale (likely to be valued a1
145,670,000); Size: Colossal (1,600 m long); Tnitiative:
-4 (-8 size, +4 crew]: Crew: 37,105 (Skilled +4);
Passengers: 9,700 (troops): Cargo Capacity: 36,000
metric tons; Consumables: 6 years; Hyperdrive: x|
(backup =8]; Maximum Speed: Cruising; Mancuver:
~4 [-fi size, +4 crew): Defense: 12 |-8 size, 10
armor); Shield Points: 250; Hull Points: 730; DR: 30.

Weapon: Heavy turbolasers (50); Fire Arc: 4 bat-
teries frant, 3 hatteries right, 3 batteries left; Attack
Bomus: +8 (-8 size, +4 crew, +8 fire control, +4 bat-
tery firel; Damage: 10d10x5; Range Modifiers: PB
-6, 5 -4, M -2, L +0.

Weapon: Turbolasers (50); Fire Arc: 4 batteries
front, 2 batteries right, 2 batteries lefi, 2 batteries
rear; Attack Bonus: +8 (-8 size, +4 crew, +8 fine
control, +4 battery firel; Damage: 7d 10x5 ; Range
Modifiers: PB -6, 5 -4, M -2, L +0.

Weapon: Heavy fon cannons [20); Fire Are: 2 bat-
teries front, 1 battery right, 1 hattery left; Attack
Bonus: +8 (-8 size, +4 crew, +8 fire control, +4
bonus fire]; Damage: Special; Range Moditiers: PB
-6, 5 -4, M -2, L +0.

Weapan: Tractor beam projectors (10); Fire Arc: 6
front, 2 right, 2 left; Attack Bonus: +4 (-8 size, +4
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crew, +8 fire control); Damage: Special: Range
Modifiers: PB -6, 5 -4, M/L n/a.

Iimperial Star Galleon
As the Rebellion expanded, rebels repeatedly hijacked
and destroyed Imperial freighters, forcing the Empire Lo
endure almost continual supply prablems. Carge con-
voys required the use of numerous frefghters, along
with several escort ships to protect themn, Mol only were
freighters becoming rarer, but it was difficull for the
Empire to assign enough escort ships without Teaving
critical shipyards and core plancts unprotected. In an
effort to alleviate these problerms, the Empire began
construction of the unusual Star Galleon capital ships
Star Galleons are heavily armored bulk [ransports,
similar to ships used by large merchant guilds in the
days toward the end of the Old Republic. They have
the wvast cargo capacity needed to supply a navy
spread across an entire galaxy while mounting
enough armor and weapons to protect themsebves,
eliminating the need for escort ships. This improve-
ment has made the expensive ships practical by
reducing the total number of ships a convoy requires.
Additionally, Star Galleons are difficulf to seize
with boarding actions. Each ship carries as many as
three hundred troops and has numerous fortified
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positions within the ship's hallways. The cargo sec-
tion of a Star Galleon is in the center of the ship, It
can be jettisoned for later recovery if the ship falls
nto enemy hands or is about 1o be destroyed.
Although Star Galleons have many weaknesses,
including poor maneuverability and their lack of rear-
firing weapons, they proved a useful addition to the
Imperial Neet. Many remain in use by different fac-
lions during The New Jedi Order era,

Craft: Kuat Drive Yards Impenial Star Galleon: Class:
Capital; Cost: Not for sale (likely to be valued at
17,503,500); Size: Huge (300 m long); Initiative: +0
(-2 size, +2 crew); Crew: 150 (Normal +2);
Passengers: 300 {troops); Cargo Capacity: 100,000
melric tons; Consumables: & months; Hyperdrive:
2 [backup =15); Maximum Speed: Cruising:
Maneuver: -2 (-2 size, +2 crew, -2 engine quality);
Defense: 18 (-2 size, +10 armor): Shield Points:
2005 Hull Points; 560; DR: 20.

Weapon: Light turbolasers (10); Fire Are: 1 battery
left, 1 battery right; Attack Bonus: +10 (=2 size, +2
crew, +6 fire control, +4 battery fire); Damage:
4d105; Range Modifiers: PB -4, 5 -2, M 40, L +0,

Weapon: Concussion missile launcher (16 missiles);
Fire Arc: Front; Attack Bonus: +8 (-2 size, +2 crew,
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+8 fire control); Damage: 9d10%2; Range Modifiers:
PB -4, 5/M/L. nfa.

Immobilizer 418
nierdictor-class cruisers were first built by the Empire

to take advantage of the development of gravity well
projector technology. The most successful Interdictor
ship design was the Immobilizer 418, a capital class
ship huilt on a Vindicator-class heavy cruiser hull,
Built by Sienar Fleet Systems, these ships used many of
the same designs and components as Star Destrovers.

The original, standard Vindicators were armed with
a8 lypical mix of tractor beams, ion cannons, and tur-
holasers, making them effective heavy cruisers, These
ships were often used when full Star Destroyer
squadrons were not available and lighter ships would
not suffice. Most were specifically designed to func-
tion without suppart craft and carry up to a full
wing of TIE fighters. Many of these heavy cruisers
eventually found their way into planetary defense
forces and a few large pirate fleets.

Interdictors look a great deal like smaller Star
Destroyers. They are easily distinguished from Vindi-
cators by the massive, spherical gravity well prajectors
they camy—these give all Interdictor designs a distine-
tive appearance. Inferdictor-class cruisers rarely act



dlone. They're often deployed as part of a Meet sent to
cut off escape routes of enemy fleets or ambush ship-
ping along known routes, Each Immaobilizer 418 ship is
generally given at least two escorl ships to prodect i,
and often carries two squads of TIE interceptlars.

In an effort th reduce the Interdictor’s dependence
on escart ships, a few Interdictor Star Destroyers have
heen huilt, These ships are identical to Tmperial Star
Destroyers, except that they replace over half their nor-
mal weaponry (thirty turbolasers, thirty ion cannons,
and eight tractor beam projectors) with four gravity
well projectors, In general, Interdictors have tumed out
to be so effective that they have remained in extensive
use well inta The New Jedi Order era, with some in the
hands of the New Republic,

The first Vindicator-class heavy cruiser that wasn't
converted to act as an Interdictor was Savrip, which
patrolied Mid Rim worlds during the height of the
Empire. Sawrrip was eventually captured by Alliance
commandos and renamed Malator. The ship then
served as an armed diplomatic vessel for the Rebel
Alliance, flying from planet to planet in the Outer Rim
while attempting to find support for the Rebel Alliance,

Craft: Sienar Fleel Systems Immaobilizer 418 Croiser;
Class: Capital; Cost: Mot Tor sale (likely 1o be valued
at 52,240,000); Size: Gargantuan (600 m Tong);
Initiative: —2 (-4 size, +2 crew); Crew: 2,807
(Mormal +2}; Passengers: 80 (troops); Cargo
Capacity: 5,500 metric tons; Consumables: 1.2 years;
Hyperdrive: %2 [backup x8); Maximum Speed:
Attack; Maneuver: -2 (-4 size, +2 crew); Defense:
16.[-4 size, +10 armor); Shield Points: 300: Hull
Points: 500; DR: 25.

Weapon: Light turbo quadlasers (20): Fire Arc: 2
batteries front, 1 battery right, 1 battery left; Attack
Bonus: +6 (-4 size, +2 crew, +4 fire control, +4
battery fire); Damage: 4d1025; Range Modifiers: PB
-6, 5 -4, M -2, L +0.

Weapon: Gravity well projectors (4); Fire Arc:
Special; Attack Bonus: Special; Damage: Special;
Range Modifiers: Special.

Craft: Sienar Fleet Systems Vindicator Heavy Cruiser;
Class: Capital; Cost: Not for sale (likely Lo be valued at
43,000,000); Size: Gargantuan (600 m lang);
Initiative: -2 (-4 size, +2 crew); Crew: 2,551 [Normal
+2); Passengers: 400 (troops); Cargo Capacity: 8,000
metric tons; Consumables: 1.5 years; Hyperdrive: x2
(backup =81; Maximum Speed: Attack: Maneuver: -2
(-4 size, +2 crew); Defense: 16 (-4 size, + 10 armaor);
Shield Points: 300: Hull Points: 600; DR: 25,
Weapan: Light turbolasers {25); Fire Arc: 2 batter-
ies frant, 1 battery right, 1 battery left, 1 battery
rear; Attack Bonus: +8 (-4 size, +2 crew, +6 fire

control, +4 battery fire); Damage: 4d10x5; Range
Maodifiers: PB -6, S -4, M -2, L +0,

Weapon: Light turbo guadlasers (20); Fire Arc: 2
batteries front, | battery right, 1 battery left, | bat-
tery rear; Attack Bonus: +5 [-4 size, +2 crew, +4 fire
contral, +3 battery fire); Damage: 4d10x5; Range
Modifiers: PB -6, 5 -4, M -2, L +0.

Weapon: Lasers (10, point defense]; Fire Arc: 2
front, 3 right, 3 left, 2 rear; Attack Bonus: +10 (+0
size, +2 crew, +8 fire control]; Damage: 4d10x2;
Range Modifiers: PB +0, 5/ M/L n/a.

Weapon: Light ion cannons (20, point defense);
Fire Are: 2 batteries front, 1 battery right, 1 battery
left, 1 battery rear; Attack Bonus: +5 (-4 size, +2
crew, +4 fire control, +3 battery fire); Damage:
Special; Range Modifiers: PB +0, S/M/L nfa.

Weapon: Tractor beam projectors (3); Fire Arc: |
front, | right, 1 left; Attack Bonus: +0 [-4 size, +2
crew, +2 fire control}; Damage: Special; Range
Maodifiers: PB -6, 5 -4, M/L n/a.

Lancer Frigate
Following the Battle of Yavin, the Tmperial Naval Com-
mand conceived Lancer-class ships as antifighter frigates
that could serve as escorts for larger ships. Although as
big as a light cruiser, the Lancer-class ship was specifi-
cally designed to take on smaller ships at short ranges.
Although it does this well, the expected series of fighter
raids on Tmperial craft never accurmed om a large scale.
Lancers are too slow to seek out fighters to engage,
so they primarily work as screening vessels stationed on
the outer perimeter of a fleel. Unfortunately, their lack
of long-range antiship weapons makes them casy tar-
gets Tor ather capital ships when placed on the outer
shell of a formation. Additionally, the firing system ol
early models often broke down, causing more than hall
the ship's guns to malfunction an any given day. After
these flaws were fixed, naval tacticians found some
deqree af success by placing individual Lancers with
small groups of other capital ships, allowing them to
acl as antifighter escorts. In general, the Lancer frigate
secms o be a failed experiment in space tactics.

Craft: Kuat Drive Yard's Lancer-class Frigate; Class:
Capital; Cost: Not available for sale [likely valued at
4,760,000); Size: Large (250 m long); Initiative: + |
(=1 size, +2 crew]; Crew: 850 (Normal +2};
Passengers: 40 (troops); Cargo: 300 metric tons;
Consumables: 1 week; Hyperdrive: «2 [backup x15];
Maximum Speed: Altack; Maneuver: +1 (-1 size, +2
crew); Defense: 19 (-1 size, +10 armor); Shield
Points: 250; Hull Points: 400; DR: 20,

Weapon: Escort quad laser canmons (20, point
defense); Fire Arc: | battery front, 1 battery right, |
battery left, 1 battery rear; Attack Bonus: +13 (-1 size,
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+2 crew, +8 fire control, +4 hattery fire); Damage:
4d102: Range Modifiers: PB +0, S/M/L nfa.

Marauder Corvette

The Marauder-class corvelle was designed during the
waning days of the Old Republic by Republic Sienar
Systemns, the company that would eventually become
Stenar Fect Systems. The ship was desigred as &
patrol ship and escort, a role for which it is very well
suited. Unfortunately, bureaucratic red tape and the
general inefficiency of the Old Republic prevented
this ship from being accepted by the Republic Fleet.
Sienar managed to sell a few to planetary defense
forces, but eventually sold production rights to the
Corporate Sector Authority. The ships continue to see
use even during The New Jedi Order era, Some have
fallen into the hands ol pirates and brigands.

A Marauder corvette is na match for a serious war-
ship, but it serves well in antipirate operations, 1t ¢an
also act as an escort for Victory 11 Star Destroyers and
similar older warships. The Marauder is often coupled
with ships armed with gravity well projectors so it can
snag ships with its accurate tractor beams, capturing
them without doing any damage. A Marauder has roor
to carry twelve fighters, eighty troops with assault gear
and small vehicles, and a few small landing shuttles.

Craft: Sienar Republic Systems Marauder Convette;
Class: Capital; Cost: 2,398,000; Size: Large (195 m
long); Initiative: +1 (-] size, +2 crewl; Crew: 177
(Normal +2); Passengers: 40 (troops); Cargo Capacity:

300 metric tons; Consumables: 3 months; Hyperdrive:

%2+ Maximum Speed: Attack; Maneuver: +1 {-] size,
+7 crew): Defense: 19 (-1 size, +10 armor); Shield
Ruirets: 200; Rul) Points: 300; DR: 20,

Weapon: Heavy double turbolaser cannons (8); Fire
Arc: 2 frant, 2 right, 2 left, 2 rear; Attack Bonus: +7
(=1 size, +2 crew, +6 [ire control); Damage: 4d10x5;
Range Modifiers: PB -2, 5 +0, M +0, L -2

Weapon: Tractor beam projectors (3); Fire Are: 2
front, 1 rear: Attack Bonus: +9 (=1 size, +2 crew, +4
fire control); Damage: Special; Range Modifiers: PB
-2.5 40, M/L. n/a.

Mon Calamari MC90 Star Cruiser
The MC90 is the first Targe Mon Calamari starship
design built specifically as a military vessel, rather
than as a converted cargo ship or luxury liner. Built
shortly after the fall of the Empire, these massive
ships have vasl improvements over the old MC80s,
taking their place among the mast powerful capital
ships in the galaxy during The New Jedi Order era.
Unfortunately, MC90s are extremely expensive and
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time-consuming to build. The Alliance navy is reluc-
tant to risk these ships in a conflict where victory is
not assured. They are generally kept clase to the Core
Worlds, where they can protect the heart of the
galaxy from invasion,

Craft: Mon Calamari MC90 Star Cruiser; Class:
Capital; Cost: Not available for sale (likely valued at
131,800,000]; Size: Colossal (1,255 meters long);
Initiative: +6 (-8 size, +2 crew); Crew: Minimum
1,350, maximum 6,465 (Normal +2]; Passengers:
1,700 (troaps); Cargo Capacity: 30,000 metric tons;
Consumahbles: 2 years; Hyperdrive: x1 (backup x9);
Maximum Speed: Cruising; Maneuver: -6 (-8 size,
+2 crew); Defense: 12 (-8 size, +10 armor); Shield
Points: 600; Hull Points: 700; DR: 30.

Weapon: Light turholasers (75); Fire Arc: 6 batter-
ies front, 3 batteries left, 3 batteres right, 3 hatteries
rear; Attack Bonus: +4 (=B size, +2Z crew, +6 [ire
control, +4 battery fire); Damage: 4d 10=x5; Range
Maodifiers: PB -6, S -4, M =2, L +0.

Weapon: Heavy ion cannons (35); Fire Arc: 2 bat-
teries front, 2 batteries left, 2 batleries right, 1 bat-
tery rear; Attack Bonus: +4 (=8 size, <2 crew, +6 fire
control, +4 battery fire); Damage: Special: Range
Modifiers: PB -6, $ -4, M =2, L +0,

Weapon: Tractor beam projectors (8); Fire Are: 5
fromt, 1 left, 1 right, 1 back; Attack Bonus: -2 (-8
size, +2 crew, +4 fire controll; Damage: Special;
Range Modifiers: PB -6, 5 -4, M/L n/fa.

Weapon: Proton torpedo tubes (b, 16 missiles
each); Fire Arc: Front; Attack Bonus: +2 (-8 size, +2
crew, +8 fire control); Damage: 9d 10x2; Range
Muodifiers: PB -6: S/M/L n/a.

System Patrol Craft

System patrol craft are minor capital ships between 100
and 250 meters long designed to operate in one partic-
ular star system. Typical missions far system patral craft
include chasing smugglers, fighting pirates, and scout-
ing systems during wartime while acting as an early
waning system. Although ships that are obsoleéte or
darmaged {and not worth fully repaidng) sometimes acl
as system patrol ships, most cralt acting in these roles
are specially designed for them,

A typical systern patrol craft has no hyperdrive, as
it mever leaves its home system. Because it must
successtully engage and defeat enemy ships before
they can escape into hyperspace, a patrol ship often
has very powerful engines with extensive maneuvering
systema. Its shields are on par with many larger capital
ships, but its hull is typically unable Lo sustain as
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much damage once the shields are gone. Most patrol
ships have only a few weapons, designed to overpower
armed freighters and fighters rather than other capital
ships. Patrol craft have holds just big enough to store
confiscated goods, Most of their patrols last for a few
months, but few patrol craft make additional
allowances for the comfort of their crew.

Mot surprisingly, patrol craft make excellent pirate
ships as well. Many patrol craft defeated by pirates in

combat are modified to hold a hyperdrive and find

their way inta illegal fleets. Freefack is one such ship,
captured from an Old Republic world shartly before
the Rise of the Empire era. With expanded cargo
space and a hyperdrive (at the cost of many of the
ship’s shield gencrators), Freejack became the flag-
ship of Frei Aveen. Aycen was a female Corellian
pirate captain who ran a fleet of CloakShape fighters
and modified small transpores.

For Aycen's statistics, use the th-level generic
pirate with the following changes: Lower her Sir and
Con to 10, increase Wis to 12 and Chr to 16, adjust
skills hased on the changed statistics, and change the
Starship Operation (space transport) feat to Starship
Operation (capital ship).

Frei Aycen didn't like the corruption of the Old
Republic, but was more a thief than a killer. She might
be convinced to help characters who work for the
Republic if they are on a genuinely important mission.

Craft: Republic Sienar Systems IPV System Patrol
Craft; Class: Capital; Cost: 3,342,000: Size: Large

1120 m long); Initiatives +1 (-1 size, +2 crew): Crew:

|2 [Normal +2); Passengers: 10 (troops or prisaners);
Cargo Capacity: 200 metric tons; Consumables: 3
months: Hyperdrive: None; Maximum Speed:
Altack: Maneuver: +5 (-1 size, +2 crew, +4 maneu-
veting syslems); Defense: 19 {1 size, +10 armor):
Shield Points; 250; Hull Points: 330: DR: 20.

Weapon: Light turbolasers (4); Fire Are: 2 in full
lurret, 1 in partial turret (front, right), 1 in partial
turret [frant, left]; Attack Bomus: +5 (-1 size, +2
crew, +4 fire control); Damage: 4d10x5; Range
Modifiers: PB -2, 5 +0, M +0, 1. -2,

Craft: Fregjack (Modified System Patrol Craft): Class:
Capital; Cost: Not for sale (likely valued at 3,350,000):
Size: Large (120 m long); Initiative: +5 (-1 size, +6
crewl; Crew: 12 (Highly skilled +6); Passengers: 20;
Cargo Capacity: 400 metric tons; Consumables: 9
months; Hyperdrive: =1.5; Maximum Speed: Attack:
Maneuver: +9 (-1 size, +6 crew, +4 maneuvering sys-
tems); Defense; 19 (-1 size, +10 armor): Shield
Points: 200 Hull Points: 330; DR: 20,

Weapon: Light turbolasers {4); Fire Are: 2 in full
turret, 1 in partial turret (front, right), 1 in partial

lurret [front, left); Attack Bonus; +9 (-1 size, +6
crew, +4 fire control): Damage: 4d 10x5; Range
Modifiers: PB -2, S +0, M +0, 1 -2,

Weapon: Tractor beam projector; Fire Are: Front:
Attack Bonus: +11 [-1 size, +6 crew, +6 fire control):
Damage: Special; Range Modifiers: PB -2, S +0,
M/IL nfa.

Victory Star Destroyer

The Victory-class Star Destroyer was an early model Star
Destroyer designed near the end of the Clone Wars,
When first introduced, il was considered the ultimate
combat starship. Victory Star Destroyers remained in
service until larger fmperial-class ships came into pro-
duction and replaced them. A second dlass of the older
ship, the Victory Il was also designed, but it could not
compete with more modern starships. Increasingly,
Victory lls were assigned o planetary defense and patrol
niissions. For a briel time, it seemed as though all of
the Victory Star Destroyers would be decommissionedl,

But circumstances changed, saving the ships fram
inactive status. The Corporate Sector Authority
bought s large number of the ships for its own sectar
navy. The Rebellion became increasingly bold, requir-
ing the Imperial Navy to keep every available ship in
service. Even afler the Battle of Endor, the remaining
Imperial tacticians made good use of these aging
ships, many of which were older than their crews. By
The New Jedi Order era, most Victory ships have been
destroyed or scrapped, but those that remain are still
potent warships, more than capable of engaging
small capital ships and posing a respectable threat
even for a fully modem ship of the line.

The original Victory-class ship was designed ta ful-
fill three types of missions: planetary defense, plane-
lary assault, and ship-to-ship combat, However, the
original design had serious weaknesses in ship-to-ship
engagements, especially its extremely slow speed in
open space and poor maneuverability. (The Victory Star
Destrayer bestows a -4 penaity on all Pilot checks.)
Additionally, it was extremely expensive ta build, and
its main armaments (eighty assault concussion missiles
in twenty launchers| were very costly to reload, These
flaws eventually resulted in the more balanced hattle-
ship design of the Victory 11, Both Victory designs have
the same advantage over newer ships: they can enter
the upper atmosphere of a planet, a tactic more recent
Star Destroyer designs can’t safely manage.

Craft: Rendili StarDrive's Victory Star Destrover;
Class: Capital; Cost: Not for sale (likely valued at
57,000,000); Size: Gargantuan (200 m long);
Initiative: -2 [-4 size, +2 crew): Crew: 5,200
(Normal +2); Passengers: 2,040 (traops); Cargo
Capacity: 8,100 metric tons; Consumables: 4 vears;
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Hyperdrive: %1 [backup x15); Maximum Speed:
Cruising; Maneuver: —6 (-4 size, +2 crew, -4 engine
guality]: Defense: 16 (-4 size, +10 armor); Shield
Points: 330; Hull Points: 400: DR; 25,

Weapon: Light turbo quadlasers (10); Fire Arc: 1
battery right, 1 battery left; Attack Bonus: +10 (-4
size, 42 crew, +8 fire control, +4 battery fire); Damage:
4d10 x5; Range Modifiers: PB -6, S =4, M =2, L +0.

Weapon: Heavy double turbolaser cannans [20);
Fire Arc: 2 battery front, 1 battery right, | battery
left; Attack Bonus: +8 (-4 size, +2 crew, +6 fire con-
trol, +4 battery fire); Damage: 4d 10x5; Range
Modifiers: PB -6; S -4, M -2, L +0.

Weapon: Assault concussion missile tubes (20, 4
missiles each); Fire Are: 6 front, 5 right, 5 left, 5
rear; Attack Bonus: +2 (-4 size, +2 crew, +4 fire
control); Damage: 11d10x5; Range Modifiers: PB
-6; 5 -4, M-2, L +0.

Weapon: Tractor Beam Projector (10); Fire Arc: 1
batteries front, 1 battery right, 1 battery left; Attack
Bonus: +7 (-4 size, +2 crew, +8 fire control, +1
battery fire); Damage: Special; Range Modifiers: PB
-GS =4, M/L n/4.

Craft: Rendili StarDrive’s Victory 1T Star Destroyer;
Class: Capital; Cost: Not for sale [likely valued at

50,000,000); Size: Gargantuan {900 m long];
Initiative: -2 [-4 size, +2 crew); Crew: 6,107
{Normal +2); Passengers: 1,600 (troops); Cargo
Capacity: 8,100 metric tons; Consumables: 4 years;
Hyperdrive: =1 [backup =15); Maximum Speed:
Cruising; Maneuver: -2 (-4 size, +2 crew]; Defense:
16 (=4 size, + 10 armaor); Shield Points: 300; Hull
Points: 460; DR: 25.

Weapon: Turbolasers (20} Fire Arc: 2 batteries front,
| battery right, 1 battery left; Attack Bonus: +4 (-4
size, +2 crew, +2 fire control, +4 hattery fire}; Damage:
Fd10 x5; Range Modifiers: PB -4, 5 -2, M/L +0.

Weapon: Heavy double turbolaser cannons (20];
Fire Arc: 2 batteries front, 1 battery rght, 1 hattery
left; Attack Bonus: +8 (-4 size, +2 crew, +6 fire con-
trol, +4 battery fire]: Damage: 44010x5; Range
Modifiers: PB -6; 5 -4, M -2, L +0.

Weapon: Heavy jon cannons {10); Fire Arc: 2
front, 3 right, 3 left, 2 rear; Attack Bonus: +6 (-4
size, +2 crew, +8 fire control); Damage: Special;
Range Modifiers: PB -6, 5 -4, M =2, L +0.

Weapon: Tractor Beam Projectar (10); Fire Are: 3
batteries front, | battery right, 1 battery Telt; Altack
Bonus: +3 (-4 size, +2 crew, +4 fire control, +1 bat-
tery fire]; Damage: Special; Range Modifiers: PB -6,
S -4, M/L nfa.




CHAPTER NINE

GPHCE STRATIONS

Space stations are generally stationary space installa-
tions that include orbital bases, free-foating ship-
yards, deep-space constructs, and numerous small
artificial planetary satellites. While many space stations
have engines capable of maintaining their orbits, anly
a very few are actually fully mobile—that is, able 1o
travel through realspace and hyperspace, Typical
examples of space stations are presented below.

Executor

Erecutor was the first Super-class Star Destroyer to
be completed, heginning service shortly after the
Battle of Yavin, |t served as Darth Vader's personal

Magship. a spacegoing headquarters from which he

EXECUTOR

‘ted search-and-destroy operations, battles
against Rebel fleets, and planelary assaults, Aside
from the short-lived Death Stars, Execufor was the
most feared Tmperial vessel until its destruction dur-
ing the Battle of Endor. The Super-class Star
Destrovers were the ultimate warships, representing
the new philosaphics of the Imperial Nawvy.

Eight times the Tength of an Imperial-class Star
Destrover, a Super Star Destroyer is so large that it
qualifics as a space station despite its starshiplike
appearance. It is too massive to be affected by jon
cannons smaller than planetary defense quns. Over a
thousand weapon systems give a Super Star Desiroyer
the firepower of a small fleet. The ship generally carries




up to two hundred smaller vessels, including Lambda-
class shuttles, landing craft, and up to twelve
squadrons of TIE fighters, interceptors, and bombers,

Before their ship’s destruction at the Battle of
Enduor, the crew of Execuror included more than a
quarter-million 'of the Empire’s best and most highly
trained officers and specialists. For planetary assaults,
Executor was generally equipped with twenty-five AT-
ATs, fifty AT-5Ts, an entire carps ol stormtroopers,
and three complete mobile garrisons ready for ground
deployment, Other Super-class Star Destroyers had
slightly different configurations of weapons, erew, and
troops, depending on the circumstances of their con-
struction and their intended missions.

Craft: Executor (Kuat Drive Yards Super-class Star
Destroyer] Class: Space Station; Cost: Not available
for sale (estimated construction cost 1,143,350,000):
Size: Colossal (Huge space station, 8,000 meters);
Initiative: -4 (=B size, +4 crew); Crew: 280,734
{Skilled +4); Passengers: 38,000 (troops); Cargo:
250,000 metric tons; Consumables: & years;
Hyperdrive: x2 {backup x10); Maximum Speed:
Cruising; Maneuver: -4 (-8 size, +4 crew):; Defense:
12 (-8 size, +10 armor); Shicld Points: 800; Hull
Points: 1,000: DR: 35,

Weapon: Turbolasers [250); Fire Arc: 20 batteries
frant, 15 batteries right, 15 batteries left; Attack
Bonus: +2 [-8 size, +4 crew, +2 fire control, +4
battery fire); Damage: 7d10x5; Range Modifiers: PB
-6, 5 -4, M -2, L +0,

Weapon: Heavy turbolasers (250]; Fire Arc: 20
batteries front, 10 batteries right, 10 balleries left, 10
batteries rear; Attack Bonus: +8 (=8 size, +4 crew,
+8 Nite contral, +4 ballery firel; Damage: 104 10x5:
Range Modifiers: PB -6, § -4, M -2, L +0.

Weapon: Assault concussion missiles tubes (250,
30 missiles each); Fire Arc: 10 batteries front, 15
batteries left, 15 batteries right, 10 batterics rear;
Aftack Bonus: +2 [-8 size, +4 crew, +2 fire control,
+4 battery fire); Damage: 9d10x5; Range Modifiers:
PB -6, 5-4, M -2, L. nfa,

Weapon: Heavy ion cannons {250); Fire Are: 20
batteries front, 10 batteries right, 10 batteres left, 10
batteries rear; Attack Bonus: +8 [-8 size, +4 crew,
+8 fire control, +4 battery fire); Damage: Special;
Range Modifiers: PB -6, S -4, M =2, L +0,

Weapon: Tractor beams (40); Fire Arc: 20 front, 10
right, 10 left, 10 rear; Attack Bonus: +4 (-8 size, +4
crew, +8 fire contral); Damage: Special; Range
Modifiers: PB -6, 5 -4, M/L nfa.

Golan Space Defense Stations
The Golan Space Defense Stations are amang the
mast ¢ffective planetary defense stations ever built.

They are all designed as planetary defense installa-
tions to be placed in orbit around valuable worids,
They are the first line of defense for many worlds and
are manned by dedicated personnel who know they
may be the first casualties in an attack on their world,
The adhantages of stationary defense stations ane
numerous, including cost and a dedicated presence—
after all, a planetary station can’t be called away 1o
deal with problems elsewhere in the galaxy.

The Golan Space Defense SpaceGun was originally
designed during the days of the Old Republic. 1t can
be found defending many worlds in every era. As more
powerful ships were built, such as Star Destroyets, it
becarmne clear that the SpaceGun was underpowered.
The Golan 1l SpaceGun stations were buill as more
powerful defenses. By the Battle of Endor, they were
commaonplace. When even those seemed inadequate to
stop a dedicated fleet of capital ships, the extremely
powerful Galan NovaGun stations were built, One of
the most striking class of stations ever built, the
NovaGuns are larger than Imperial-class Star
Destroyers and arguably earmy more firepower,

Craft: Golan Space Defense SpaceGun; Class:
Station; Cost: 26,191,000; Size: Colossal (1,231 m
long): Initiative: —4 (-8 size, +4 crew)]: Crew: 325
(Skilled +4]; Passengers: 40 (troops); Cargo
Capacity: 5.000 metric tons; Consumables: 3
months; Hyperdrive: None; Maximum Speed: n/a;
Maneuver: nfa; Defense: 12 (-8 size, +10 armor];
Shield Points: 200; Hull Points: 400; DR: 30.
Weapon: Turbolasers (28): Fire Arc: Turret; Attack

Bonus: +0 (-8 size, +4 crew, +4 fire control); Damage:

4d10=5; Range Modifiers: PB -6, 5 —4, M -2, L +0.

Weapon: Proton torpedo launchers (5, paint defense,
16 torpedoes cach); Fire Are: Turret; Attack Bomus: +8
(+0 size, +4 crew, +4 fire control); Damage: 9d 102 ;
Range Modificrs: PR +0, S/M/L n/a.

Weapon: Tractor beam projectors (6); Fire Arc:
Turrel; Attack Bonus: 0 (-8 size, +4 crew, +4 fire
control); Damage: Special; Range Modifiers: PB -6,
S -4, M/L nfa.

Craft: Golan 1T Space Defense SpaceGun; Class:
Space station; Cost: 28,988,600; Size: Colossal
(2,158 m long): Initiative: -4 (-8 size, +4 crew):
Crew: 699 (Skilled +4); Passengers: 80 (troops);
Cargo Capaeity: 10.000 metric tons; Consumables: 1
moenths: Hyperdrive: None; Maximum Speed: nfa;
Maneuver: nfa; Defense: 12 (-8 size, +10 armor);
Shicld Points: 260: Hull Points: 400; DR: 30,

Weapon: Turbolasers {35]; Fire Are: Turret; Attack
Bonus: +0 (-8 size, +4 crew, +4 fire control):
Damage: 5d 10x5; Range Modifiers: PB -6, S -4, M
-2, L+
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Weapon: Proton toarpedo launchers (10, painl
defense, tomedoes each); Fire Arey Turret; Attack

Bonus: +8 (+0 size, +4 crew, +4 fire control]); Damage:

9102 ; Range Modifiers: PB +0, S/M/L n/a.
Weapon: Tractor beam projectors [B); Fire Arc:
Turret; Attack Bonus: +4 (-8 size, +4 crew, +8 fire
control); Damage: Special; Range Modifiers: PB -6,

S -4, MfL nfa.

Craft; Golan Space Defense NovaGun; Class: Space
station; Cost: 39,435,000 Size: Colossal (2,600 m
long); Initiative: =2 (-8 size, +6 crew }; Crew: 1108
(Skilled, +6); Passengers: 100 (troops); Cargo
Capacity: 15.000 metric tons; Consumables: 3
manths; Hyperdrive: None; Maximum Speed: n/a;
Maneuver: n/a: Defense: 12 (-8 size, +10 armor):
Shield Points: 400: Hull Points: 560; DR: 30.

Weapon: Turbolasers (50); Fire Arc: 10 batteries in
turrets: Attack Bonus: +8 [-8 size, +6 crew, +6 lire
control, +4 battery fire]; Damage: 5d10x5; Range
Maodifiers: PB -6, S -4, M -2, L +0.

Weapon: Protan torpedo launchers (24, poinl
defense, torpedoes cach); Fire Are: Turret; Altack
Bonus: 10 [+ size, +6 crew, +4 fire contral);
Damage: 9d10x2 ; Range Modifiers: PB <0, §f
ML nfa.

Weapon: Tractor beam projectors; Fire Arc:
Turret: Attack Bonus: +6 (=8 size, +6 crew, +8 fre

control]: Damage: Special: Range Modifiers: PB -6,

5 -4, M/L n/a.

Skyhook

A skyhook is a common type of geosynchronous orbital
irislallation that's actually anchored to the ground by a
long umbilical tether. A skyhook provides cargo lift and
personnel transport from a planet’s surface, The ability
to ride a lift up the umbilical makes moving bebween a
skvhook and the planet it's tethered to quick and casy,
Mot all waorlds use skyhooks, but they are Fairly com-
maon in the Core Worlds: The skies of Coruscant teem
wilh them. Although fragile in appearance, skyhooks
are carcfully designed and extremely safe. Shield gener-
alars protect the station itself and its planetary tether.
Static antennae gather and disperse static electricity
created by the tether and repulsors keep them in place,
even during severe weather,

Meost skyhooks are cargo or repair facilities that take
advantage ol easy transport of parts and goods to a
planet’s surface, although a trip alang the tether can
take up to two hours. Some are space stations where
luxury liners dock, preventing rich passengers from
having to take unpleasant and cramped shuttle rides.
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Labs and research Facilitics are sometimes housed in
skyhooks for security or safety reasons. A select Tew
skyhooks are actually private residences, serving as the
ultimate top floor for the galaxy’s wealthy and clite.

Craft: Core Warlds Engineering Skyhook Platform;
Class: Space station; Cost: 25,000,000; Size: Colossal
(1,200 m long); Initiative: —6 (-8 size, +2 crew):
Crew: 1,000 (Mormal +2]; Passengers: 1,000; Cargo
Capacity: 50,000 metric tons; Consumables: &
manths; Hyperdrive: None; Maximum Speed: n/a;
Maneuver: n/a; Defense: 12 [-8 size, +10 armor):
Shield Points: 600: Hull Points: 100; DR: 30,

StarForge Station

StarForge Station is a “shadowport,” a starport that
exists outside the laws of any planctary or galactic gov-
emment. Built on a massive planctoid in the StarForge
Mebula, StarForge Station s a port of call for Rebels,
pirates, mercenaries, outlaws, and bounty hunters, No
ane knows exactly when StarForge was built, since it
evalved from a secret smuggler's base to a fully self-
sufficent space station. StarForge Station certainly saw
heavy traffic during the Rise of the Empire era, and the
political pressures of the Galactic Civil War funneled
millions of credits through its shipyard.

By the time of The New Jedi Order, StarForge has
become a somewhat run-down locale, its black mar-
ket resources no longer needed by the New Republic.
However, with the invasion of the Youzhan Vong,
StarForge may once again become a thriving home of
illegal commerce.

The crowning jewel of StarForge station is its ship-
yard. Although small by the standards of legitimate
shipyards (twenty-five slips, construction multiple =1},
the StarForge shipyard is a fully functional black
market facility, able to make illegal modifications to
freighters and small capital ships in a professional
environment. The services ol the StarForge shipyard are
expensive [double all construction and modification
costs], but they are also reliable and trusted through-
oul the underworld, A few new ships are constructed
at StarForge every year. Most of them are “knock-off”
designs identical to other shipbuilders™ designs—in
many cases, complete with papers claiming an origin
within another shipyard. The StarForge shipyard also
burys ships with no questions asked, wsually for 10% of
their estimated value. Local engineers can change the
identilying marks and signals of a wanted ship (20,000
credils and two weeks for a complete new identity).

StarForge Station has survived despite several
outright effarts to destroy it. Although lightly




armed and armored for a space station, Star Forge
always has several Skipray blastboats and a few
small capital ships (usually Corellian ships) nearby.
1t is located in the vast StarForge Nebula, a section
of space filled with thick gases thatl limit the effec-
liveness of sensors (conferring a* =5 penalty to all
Computer Use checks to operate sensors within the
nebula). 1t is a mobile base, able to make short
hyperspace jumps to safety when found by Imperial
scouting ships.

Although neither of these facts would have saved
StarForge from a dedicated Imperal feet with hun-
tdreds of scout ships and a few Interdictors, StarForge
was just useful enough to the Empire to preveni such
an effort from beimg made. 1t not only allowed maoffs
and other Imperial notables to get their own personal
vessels modified without alerting their superiors, but
also served as a safe harbor Tor Imperials to recruit
less than legal assistance,

StarForge is run by an administrator, usually one
elected by the Coundl of Tenants. For maost of the
Rebellion era, the administrator was Crost Lib'evay, a
Bothan ex-spy. (For Lib’eyay's statistics, use the 8th-
level generic smuggler with the following changes:
+2 Dex, =2 Con, -2 Wis; adjust Dex, Con and Wis
based skills accordingly; add +2 species bonus on

TORPIFEDO SMHMEARE

Gather Information and Sense Motive.] It's unclear
who the administrator is by the time of The New Jedi
Urder era, since fewer peaple are allowed to speak to
the administratar directly.

Craft: StarForge Station; Class: Space station; Cost:
Estimaled construction cost 429,480,000; Size;
Calossal (Huge space station, 6,000 m longl;
Initiative: -6 (-8 size, +2 crew); Crew: 1,850 (Normal
+2]; Passengers: 10,000 (4,000 tenants, 6,000 visi-
lors); Cargo Capacity: 25,000,000 metric tons;
Consumables: Unlimited; Hyperdrive: x6; Maximum
Speed: Docking: Maneuver: —10 (-8 size, +2 crew, -4
engine ruality); Defense: 12 (-8 size, +10 armor);
Shield Points: 400; Hull Points: 1,500; DR; 35,

Weapon: Heavy turbolasers (50); Fire Arc: 10 fromt,
10 right, 10 left, 10 rear, 10 turet; Attack Bonus: +2
[-B size, +2 crew, +8 fire control); Damage: 10d 10x5;
Range Modifiers: PB -6, 5 -4, M =2, L. +0,

Torpedo Sphere

The Torpedo Sphere was a specially siege vessel
designed by the Empire to penetrate and destroy
planetary defense shields. Throughout the Rebellion
era, no more than six Torpedo Spheres were in sery-
ice at any one fime, due 1o the greal expense
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required 1o build and maintain the stations, along
with their single purpose of planetary assault.
Because they were huge maobile stations of nearly
spherical shape, many Rebels referred to them as
“pocket Death Stars.” In actuality, while the Rrepower
of a Torpede Sphere was considerable, it was not
nearly enough Lo actually destroy a planet,

The primary armament of a Torpedo Sphere is a
massive collection of five hundred protom tarpedao
tubes arranged in a single cluster and designed Lo
fire together. Because a station the size of a Torpedo
Sphere cannat fire-link weapons, this collection of
torpedo tubes must be carefully coordinated by over
a hundred technicians, a process Lhat can take hours.
Because of this, the tubes cannot be fired together al
anything more mobile than a planet. Although il
would be possible to take some fire-links of7 the nor-
mal weapon control system and fire normally at star-
ship-sized targets, only fifty tubes could be managed
at a time in this manner. The carelul maintenance of
these tarpedo lubes does allow them to fire up 1o
medium range, however,

When making a planetary assaull, the Torpedo
Sphere must frst analyze the planetary defense shields
for weak peints. Once these have heen found, the
Sphere coordinates ils proton torpedoes Lo fire in uni-

s0m al a wesk point. The station follows this barrage
with turbolaser blasts to knock out the planetary
defense generators. Although this is a simple process in
theory, planetary defense shields are rarely knocked
down for more than a few scconds, IF the first turbo-
laser barrage does nol destroy the planet’s shield gen-
erators, the entire process must start all over again,

Craft: Loronar's Torpedo Sphere; Class: Space
Station; Cost: Not for sale [construction cost
327,830,000); Size: Colossal (Large space station,
1,900 m long]; Initiative: =4 (-8 size, 4 crew): Crew:
63,275 [Skilled +4); Passengers: 8,540 (troops); Cargo
Capacity: 3.8 million metric tons; Consumables: 4
years; Hyperdrive: <3 (hackup <18]); Maximum Speed:
Cruising; Maneuver: -# (-8 size, +4 crew, —4 engine
qualityl: Defense: 12 (=8 size, +10 armor): Shield
Points: 200; Hull Points: 1,000; DR: 30.

Weapon: Heawvy turbolasers (10); Fire Ares Fronl;
Attack Bonus: -2 (-8 size, +4 crew, +2 fire control):
Damage: 10d10x5; Range Modifiers: PB -6, S -4, M
-2, L +0.

Weapon: Prolon torpedo tubes (5000; Fire Arc;
Front; Attack Bonus: +0 [-8 size, +4 crew, +4 fire
control]; Damage: 9d10x2 ; Range Modiliers: PB -6,
5 -4, M =2, Ln/a.
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Starship Control Sheet
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Don't worry, she'll hold together....

Pull off daring maneuvers in deadly space battles. Tear across hyperspace on urgent
! = ~ missions. Starships allow heroes to find action and adventure throughout the galaxy as

they travel from the Deep Core to the Outer Rim and beyond. They're also the means

by which villains spread fear, crime, and control to the countless systems in between.

From starfighters and freighters to shuttles and capital ships, these vessels are a vital

part of every Star Wars campaign, ;

-

Complete rules for building or modifying any size i  Advice and ideas for handling space combat that i
starship—create signature crafts as deadly as the allow for more advanced battles, as well as more
heroes and villains whao pilot them streamlined encounters

@  Statistics for an entire fleet of new ang Expanded =  Modular deck plans that provide maternial to create I
Universe starships, including personalized cratft, such a vast number of unique ships
as the Executor and Jade Sabre @  Mew feats, skills, and prestige classes

To use this accessory, a Gamemaster also needs the Star Wars Roleplaying Game,
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