Darth Naradai

Type: Medium Humanoid (Human Dark Jedi, Level 5)

Hit Dice: 5d4 (14 hp)

Initiative: +2

Speed: 30

AC: 16 (+4 Cha, +2 Dex)

Touch AC: 16

Attacks: Lightsaber +8/+3

Damage: 3d4+2

Face/Reach: 5x5, 5 Feet

Special Attacks: Jedi Spells

Special Qualities: None

Saves: Fort +1, Ref +5, Will +3

Abilities: Str 9, Dex 15, Con 11, Int 10, Wis 10, Cha 18

Skills: Concentration +6, Diplomacy +6, Intimidate +10, Knowledge (Planetary) +4, Move Silently +7

Feats: Craft Lightsaber, Force Sensitivity, Lightsaber Block, Lightsaber Proficiency, Summon Object, Weapon Finesse (Lightsaber)

Challenge Rating: 5
Alignment: Neutral Evil

Equipment

Lightsaber (Red)

Darth Naradai speaks Common.

Dark Jedi Spells (5/3/2/1) (25 Spell Points)
0) Flare, Ghost Sound, Inflict Minor Wounds, Mage Hand, Open/Close

1) Charm Person, Jump, True Strike

2) Scare, Levitate

3) Suggestion

Appearance/Biography: The past of Darth Naradai, servant of the Emperor, is clouded. The few rumors that dare to survive claim an abusive childhood on an out-flung planet, giving her a deep mistrust of all whom she meets. This is not apparent at a glance, however, as the Sith appears calm and even kindly, a natural leader. Her cold anger lies within, hidden from most, only showing in bursts of uncontrolled rage. Those who do not know the diminutive young woman are often deceived by her warm beauty, sometimes leading them up to a harsh fall from grace, as Naradai has been known to be as unforgiving as those she serves.

XP (As of 3:00 PM, 3/23/03): 10,150
Colonel Hal Naebon

Type: Medium Humanoid (Human Fighter, Level 5)

Hit Dice: 5d12+5 (43 hp)

Initiative: +7

Speed: 30

AC: 17 (+4 Armor, +3 Dex)

Touch AC: 13

Attacks: Blaster Rifle +11

Damage: 1d10 (19-20 Crit)

Face/Reach: 5x5, 5 Feet

Special Attacks: None

Special Qualities: Imperial Rank

Saves: Fort +5, Ref +4, Will +1

Abilities: Str 12, Dex 16, Con 12, Int 12, Wis 10, Cha 12

Skills: Device Operation +9, Knowledge (Planetary) +9, Knowledge (Racial) +9, Spot +4, Listen +4, Ride +3

Feats: Alertness, Endurance Reserve, Improved Initiative, Iron Might, Weapon Expertise (Blaster Rifle), Weapon Focus (Blaster Rifle)

Challenge Rating: 5
Alignment: Lawful Neutral

Equipment:

Blaster Rifle

Electrobinoculars

Extra Rifle Ammo Pack

Light Blaster

Plastoid Armor

3,000 Credits

Hal speaks Common and Bothan.

Appearance: Typically wearing the standard Plastoid Armour as worn by all Stormtroopers, with his helmet off he looks as unremarkable to people as his armor does to other troopers.
Biography: A veteran Stormtrooper of the Imperial Army, Hal has fought in several ground assaults as well as boarding operations against the Rebellion over the course of his career. An exemplary record has resulted in his promotion to Colonel. His new post is on board the Imperial Star Destroyer Subjugator.

XP (As of 3:00 PM, 3/23/03): 16,150
Commander Lebban

Type: Small Humanoid (Dug Fighter/Pilot 4/1)

Hit Dice: 4d12+4 + 1d6+1 (42 hp)

Initiative: +4

Speed: 20

AC: 18 (+5 Armor, +2 Dex, +1 Size), 15 Without Armor

Touch AC: 13, 15 Without Armor  
Attacks: Medium Blaster +8

Damage: 1d8 
Face/Reach: 5x5, 5 Feet 
Special Attacks: None 
Special Qualities: None

Saves: Fortitude +5, Reflex +5, Will -1

Abilities: Str 12, Dex 18, Con 12, Int 14, Wis 10, Cha 7

Skills: Climb +4, Combat Piloting (TIEs), Create/Modify (Ships) +5, Jump +4, Repair (Ships) +5, Swim +4

Feats: Basic Training, Combat Reflexes, Pilot Focus (TIEs)

Challenge Rating: 5

Alignment: Neutral Evil

Equipment

Combat Armor

Medium Blaster

Ship Repair Tools (x2)

5 Extra Ammo Packs (Medium Blaster)

Lebban’s TIE Fighter

HP: 12

AC: 30 (At Extremely Fast Speed)

Attacks: 4 (Dual Cannon)

Hit: +4/-1/-6/-11 (At Extremely Fast Speed)

Damage: 1d8

Max Speed: Extremely Fast
Lebban speaks Common, Dug, and two other languages.

Appearance: Lebban stands barely 1m tall, small even for Dugs. He has a slightly dark brown skin with big hazel eyes. He is often seen in combat armor. 

Biography: With the loss of popularity of Pod Racing during the Empire, Lebban made the choice to join the Empire as a TIE Pilot. Mocked at first by a majority of human colleagues. His good reflexes got him out of many battles from which others didn't come back. With this, he started making a name for himself, and more importantly gaining respect of other pilots. Still, there's very few that actually trust him.

XP (As of 3:00 PM, 3/23/03): 10,200
RB1-H11

Type: Medium Construct (Droid Fighter, Level 5)

Hit Dice: 5d10+3 (35 hp)

Initiative: +4 
Speed: 20, 30 Flying

AC: 14 (+4 Dex) 
Touch AC: 14

Attacks: Vibro-Blade +7, Light Blaster +9, Light Repeating Blaster Rifle +9/+6/+3/+0

Damage:  Vibro-Blade 2d4+2, Light Blaster 1d6, LRB 1d10

Face/Reach: 5x5, 5 Feet

Special Attacks:  
Special Qualities: Construct Traits, Darkvision, Flight

Saves: Fort +4, Ref +5, Will +1

Abilities: Str 14, Dex 18, Con -, Int 13, Wis -, Cha 8

Skills:

Feats: Astro-Track, Improved Initiative, Point-Blank Shot, Precise Shot, Rapid Shot, Toughness

Challenge Rating: 5

Alignment: Lawful Neutral

Equipment

RB1-H11 speaks Common and R2 Droid.

Construct Traits (Ex): RB1-H11 is immune to mind-influencing effects (charms, compulsions, phantasms, patterns, and morale effects) and to poison, sleep, paralysis, stunning, disease, death effects, and necromantic effects. Furthermore, RB1-H11 is not subject to critical hits, subdual damage, ability damage, ability drain, or energy drain. RB1-H11 is immune to anything that requires a Fortitude save (unless the effect also works on objects). RB1-H11 is not at risk of death from massive damage, but when reduced to 0 hit points or less, RB1-H11 is immediately destroyed. Since it was never alive, RB1-H11 cannot be raised or resurrected.

RB1-H11 does not heal naturally; it must be repaired. Often, RB1-H11 will be able to repair itself, but not always, especially if it has taken damage to its CPU or has been damaged in an area that its limbs cannot reach.

Darkvision (Ex): RB1-H11 has darkvision to a range of 60 feet.

Flight (Ex): RB1-H11 can levitate off the ground to an altitude of five feet, and can move at a speed of 30 while flying.

Appearance: This droid resembles a R2 unit in body shape. However, the two appendages are hands. It usually floats a little less than a meter above ground, though he could lower himself to a few mere inches, mainly to stay eye-to-eye with shorter superiors (some don’t like looking up to their robot servant).

Biography: Built in the latter days of the clone wars, this robot was a semi-successful experiment made by the same company that produced R2-D2. It was built in a way that it could move freely in both swampy and dry regions.


Soon the Republican army bought it and used it as against the separatists, for they often considered a droid their own unit, allowing RB1 many free shots and occasionally even capturing some important leaders.
One day, however, a collision with a larger comet destroyed the bridge of the star cruiser that had RB1 aboard, and the ship crashed on an asteroid. When the rescue team arrived, only a handful of those on the ship had survived, luckily including RB1-H11. However, the droid needed extensive repairs. Fiercely loyal to his masters, the RB1 remains on the Imperial side.

XP (As of 3:00 PM, 3/23/03): 10,000
Retix

Type: Medium Humanoid (Ziir’Wek Rogue, Level 5)

Hit Dice: 5d6+5 (25 hp)

Initiative: +5

Speed: 30

AC: 17 (+5 Dex, +2 Armor)

Touch AC: 15

Attacks: Blaster Rifle +8

Damage: 1d10

Face/Reach: 5x5, 5 Feet

Special Attacks: None

Special Qualities: Blindness, Evasion, Low-Light Vision, Never Flat-Footed

Saves: Fort +2, Ref +9, Will +1

Abilities: Str 12, Dex 20, Con 12, Int 14, Wis 10, Cha 7

Skills: Appraise +2, Balance +5, Bluff –2, Climb +0, Craft +2, Computer Slicing +11, Concentration +1, Decipher Script +11, Device Operation +11, Disguise –2, Escape Artist +4, Forgery +2, Gambling +0, Gather Information –2, Handle Animal –2, Heal +0, Hide +14, Innuendo –2, Intimidate –2, Listen +0, Move Silently +12, Open Lock +12, Perform –2, Radio Communications +6, Ride +4, Search +11, Sense Motive +2, Spot +12, Swim +0, Tumble +4, Use Rope +5, Wilderness Lore +0

Feats: Dodge, Far-Shot

Challenge Rating: 5
Alignment: Neutral Evil

Equipment

Blaster Rifle

Electrobinoculars

Extra Ammo x5 (Blaster Rifle)

Protective Goggles

Survival Gear

Silent Reaper
Type: Starfighter
HP: 15
SP: 4
AP: 0
Base attacks: 4 (2 Cannons)/2 (Ion Cannon) 
Damage: 1d10/1d6
Max Speed: Extremely Fast
Hyperdrive: +
Crew: 1 + 3 Passengers 
Price: 83,000

Retix speaks Common, Trandoshan, and Ziir’Wek.

Low-Light Vision (Ex): Retix has Low-Light vision to a range of 60 feet.

Blindness (Ex): Retix is badly adapted to the open sky and suffers from blindness at daytime (50% miss rate, -4 dodge modifier to AC) in any world that has at least one sun. Any Nightstalker exposed to an immediate source of extremely bright light at close range (i.e. an explosion) must take a reflex save to look away (DC 24) or become blind for 10d6 minutes. Any Nightstalker finding himself blinded in this way must also roll a will save (DC 18) or be panicked for 2d6 rounds, and will attempt to back away from everything he bumps into. To counter these effects, any beginning Nightstalker player may add a pair of specially made light protection goggles (price: 2000 credits) to his backpack. These goggles protect any Nightstalker against the 'normal' blindness and provides a +6 bonus to saves against 'bright light' blindness, but any other humanoid without darkvision that tries to don them will find itself blinded as long as the goggles are on. These goggles are specially made by a rare mix of metals that only Nightstalker forges can effectively replicate, thus making it impossible to attain outside of the Ziir system. Note that Nightstalkers are not plagued by blindness at night, on dark planets, inside in dimmer light or in space.

Appearance: Retix is a 6'7'' tall Ziir'Wek. He has a dark gray skin (which is common for his race) with reddish-gray, pupil-less eyes. His hair color is a light gray. Retix wears a black environmental suit as armor and uses the same dark, eye-covering goggles as most Nightstalker operatives that deal with lit-up planets use. He is fond of using a black veil to cover his mouth, thus making it impossible to read his lips. 

Biography: Retix is a cold-blooded assassin through and through. After being banished from his home world due to his selfish and greedy nature, which led to troubles with the authority, he was captured by the empire in the outside world and given an ultimatum: Either put his skills under the empire's control, or get shot for being a potential Ziir'Wek spy. He soon found himself working with assassins of minor annoyances to the empire and infiltrating minor rebel compounds with threats of prizes on his head should he fail. After many years of forced labor and with much internal backstabbing between him and other alien hireling thugs to the empire (which led to the unexplainable deaths of at least 7 alien-raced smugglers, infiltrators and bounty hunters which was in position to threaten his further promotion), he finally managed to be stamped as 'appropriate' to serve in an higher-ranking job. In his case, it became serving as a counter-spy that would intercept enemy spy messages and then locate and terminate either the source of the signals or the receiver. The empire even went so far as to grant him a ship, which is something that rarely happens to alien life forms. To this day, he has successfully assassinated over 20 rebel and Ziir’Wek spies and has also been used in other similar missions against rebels and rebel sympathizers. Although heavily discriminated for being alien, Retix has so far shown remarkable restraint in dealing with the fact that he is considered an inferior in the empire's eyes and probably never will get access to higher-ranking infiltrator- and assassination missions. 


Despite this, his violent and cold nature has made him a 'favorite' of lower-ranking Sith, who consider him an amusing study tool in addition to being a competent assassin, and thus often find himself in employ of them. While not specifically charming or dashing, he usually has the skills to get the job done, subtly and quickly and with a minimal of fuzz. He specializes in the use of ranged weapons and covert infiltration, calling open close combat a barbarian's game and better left to those who wish to die screaming as they run straight into blaster fire. Retix serves the empire loyally, but deepest inside he claims allegiance only to himself and his own interests.

XP (As of 3:00 PM, 3/23/03): 10,000
Retn’ir

Type: Small Humanoid (Jawa Rogue/Technician, 4/1) 

Hit Dice: 5d6 (21 hp)

Initiative: +2

Speed: 20

AC: 15 (+2 Dex, +1 Size, +2 Armor)

Touch AC: 12

Attacks: Light Blaster +6

Damage: 1d6 (Crit 20)

Face/Reach: 5x5, 5 Feet

Special Attacks: None

Special Qualities: Darkvision, Imperial Connections, Jawa Traits

Saves: Fort +2, Ref +6, Will +3

Abilities: Str 9, Dex 15, Con 10, Int 19, Wis 15, Cha 8

Skills: Appraise +9, Combat Piloting +2, Computer Slicing +18, Craft +12, Create/Modify +18, Device Operation +14, Forgery +8, Gambling +6, Open Lock +5, Pick Pocket +5, Hide +5, Search +8, Radio Communications +16, Repair +18, Ride +9, Sense Motive +6, Speak Language +2

Feats: Skill Focus (Computer Slicing), Technical Focus (Create/Modify), Technical Focus (Repair)

Challenge Rating: 5

Alignment: Neutral Evil

Equipment:

Decoder Bolt

Light Blaster

Ship Repair Tools

Survival Gear

7,500 Credits

Esechin Hawk

Type: Starfighter
HP: 14
SP: 9
AP: 1
Max Speed: Fast
Hyperdrive: +
Crew: 7 (1 Pilot + 6 Passengers)
R2 Unit: +
Cost: 85,000

Retn’ir speaks Jawa, Common, Ewok, Dug, Trandoshan, Huttese, R2 Droid, and Shyriiwok.

Darkvision (Ex): Retn’ir has darkvision to a range of 60 feet.

Imperial Connections (Ex): Retn’ir is an ally of the Empire.

Jawa Recognition (Ex): Retn’ir receives a +8 bonus to Spot checks vs. other jawas.

Poison/Disease Resistance (Ex): Retn’ir gets a +2 bonus to saving throws vs. poison and disease.

XP (As of 3:00 PM, 3/23/03): 10,000

Rocskka

Type: Medium Humanoid (Trandoshan Fighter, Level 5)

Hit Dice: 5d12+5 (43 hp)

Initiative: +3

Speed: 30

AC: 16 (+3 Armor, +3 Dex)

Touch AC: 13

Attacks: Medium Blaster +8

Damage: 1d8

Face/Reach: 5x5, 5 Feet

Special Attacks: None

Special Qualities: Trandoshan Traits

Saves: Fort +5, Ref +4, Will +0

Abilities: Str 12, Dex 16, Con 12, Int 13, Wis 8, Cha 12

Skills: Climb +2, Gather Information +6 Intimidate +13, Jump +2, Move Silently +7, Swim +2, Wilderness Lore +1

Feats: Basic Training, Expertise, Lightning Reflexes, Point-Blank Shot, Rapid Shot, 

Challenge Rating: 5
Alignment: Neutral Evil

Equipment

Extra Ammo, Medium Blaster x5

Medium Blaster

Plastoid Armor

Rocskka speaks Common and Trandoshan.

Hatred of Wookiees (Ex): Rocskka receives a +1 bonus to hit wookiees.

Regeneration (Ex): Rocskka recovers 4 hit points per day (1 + Con bonus + Racial bonus).

Appearance: Rocskka is just under two meters tall, with dark green skin, and extremely rare dark green eyes. His three fingered hands do not hinder his use of his blaster, although he was forced to file one of his claws to a shorter length lest it hinder the firing of his weapon.

Biography: Rocskka is a vicious being, like most of his race. Upon learning various arts of hunting and combat, he slew every male member from his clutch of eggs in order to prove his genetic superiority. He joined the Imperial forces because it provided him with further military training; it had nothing to do with ideology. Joining also allowed him the opportunity to earn Jagganath points from his deity: the Scorekeeper. With each mission he performs successfully, he gains points, which raise his standing in society, giving him a fierce determination when it comes to finishing his job.

XP (As of 3:00 PM, 3/23/03): 10,000
