Delgath Sabador is a native human of Lan Barell. He is lean and smoothly muscled youth with golden blond waist-length hair and luminous grey eyes. He is elaborately courteous, unfailingly cheerful, and basically nuts. He constantly comes up with complicated, hare-brained schemes, which invariably land all concerned in some wild misadventure. He does however adhere to the Jedi Code.

As a youth, Delgath read all about the exploits of the great Jedi Knights - so much so that he didn’t quite realise they no longer existed. He learned of the atrocities of the Empire and of Darth Vader, and decided to leave his comfortable existence in the administrative holdings and venture forth into the galaxy on a great quest to restore the Jedi.

A Quote: “Always do right. This will gratify some people and astonish the rest.”

Dexterity..................2D+2.



Perception.................2D+2.
- Dodge....................4D+2.



- Command..................5D.

- Lightsaber...............9D.




- Hide.....................3D+2.

- Melee Combat.............3D.




- Investigation............3D+1.

- Melee Parry..............3D.




- Persuasion...............4D+1.

- Running..................4D+1.



- Search...................5D.





















- Sneak....................4D.





















- Willpower................4D.

Knowledge..................3D+2.



Strength...................3D.

- Alien Species............5D.




- Climb/Jump...............3D+1.

- Cultures.................4D.




- Stamina..................3D+1.

- Intimidation.............6D.

- Languages................6D.

- Scholar (Jedi Lore)......5D.

- Survival.................4D+1.

Mechanical.................2D+1.



Technical..................2D+1.

- Astrogation..............3D+1.



- First Aid................11D.

- Beast Riding.............4D.




- Lightsaber Repair........6D+1.

- Communications...........3D. 
 



- Space Transport Repair...4D.

- Sensors..................3D. 




- Starfighter Repair.......4D+1.

- Space Transports.........6D+1.

- Space Transports (*).....8D+1.

- Starfighter Piloting.....6D.

- Starship Gunnery.........3D+1.

- Starship Shields.........3D+1.

* MRX-BR Pacifier.

Force Sensitive:

Yes.







Dark Side Points:

0.

Force Points:



9.








Character Points:

7.

Move:







10.

Cyber ~ BioTech Neuro-Shock Right Hand (Damage 5D).

Control....................12D+1.

Control Mastery ~ Absorb/Dissipate Energy, Accelerate Healing, Control Disease, Control Pain, Detoxify Poison, Emptiness, Enhance Attribute, Force of Will, Hibernation Trance, Instinctive Astrogation Control, Reduce Injury, Remain Conscious, Resist Stun, Short Term Memory Enhancement.

Sense......................13D.

Sense Mastery ~ Combat Sense, Danger Sense, Instinctive Astrogation, Life Detection, Life Sense, Magnify Senses, Postcognition, Receptive Telepathy, Sense Force, Sense Path, Shift Sense.

Alter......................10D.

Alter Mastery ~ Telekinesis.

Special ~ Farseeing (Control and Sense), Lightsaber Combat (Control and Sense), Projective Telepathy (Control and Sense), Accelerate Another’s Healing (Control and Alter), Control Another’s Disease (Control and Alter), Control Another’s Pain (Control and Alter), Detoxify Poison in Another (Control and Alter), Place in Hibernation Trance (Control and Alter), Return Another to Consciousness (Control and Alter), Transfer Force (Control and Alter), Dim Other’s Senses (Sense and Alter), Affect Mind (Control and Sense and Alter), Enhanced Co-ordination (Control and Sense and Alter), Force Harmony (Control and Sense and Alter).

Silvery Lightsaber (Delgath Sabador Crafted, Metallic Silver Blade, Variable Length of 0m to 2.32m, Triple Adegan Crystal System).

Hooded Black Synthi-Cloth Cloak, Quilted Black Ballistic Weave Vest (Adds 1D to Damage Resistance Against Physical Attacks, Adds 1 Pip to Damage Resistance Against Energy Attacks, No Dexterity Penalty), Sleeveless Blue-Black Kashyyyk Linen Jacket, Cross-Over Blue-Black Kashyyyk Linen Tunic, Soft Black Leather Belt, Black Kashyyyk Linen Pants, Soft Black Leather Boots.

500 Alliance Credits.

Black Utility Belt with 3 Trifle Pouches, Cylindrical Pocket Comlink, Data Pad, Lightsaber Repair Kit, Rebel Alliance Standard Field Issue Survival Kit, Emergency Thermal Cape, Emergency Space Suit (Silvery Metallic Outer Skin with Solid Foam Life Support Shroud, 12 - 16 Hour Duration, Cigarette Pack Size).

Quetzal is a lean and tough man with close cropped honey blonde hair, weather tanned features, a sweeping moustache, and icy blue eyes. A faded vibro-shiv scar cuts across his left cheek and clouds his eye. Quetzal is a slightly world weary hero of the people with a heart of gold.

In the days of the Old Republic he was an aspiring Jedi. But he failed. The Dark Side called him and Quetzal turned to drink to ward off the call. He spent many years sunk in an alcoholic fog. During the initial stages of the Cloud City conflict, Luke Skywalker and Chewbacca pulled him out of the gutter and gave him one last chance.

Dexterity..................2D+1.



Perception.................2D+1.
- Dodge....................5D+2.



- Con......................5D+1.

- Lightsaber...............5D+1.



- Persuasion...............3D.

- Running..................3D+1.



- Search...................3D+1.





















- Sneak....................4D+1.

Knowledge..................2D.




Strength...................2D+2.

- Alien Species............3D+1.



- Brawling.................4D.

- Cultures.................3D+2.



- Climb/Jump...............4D+2.

- Languages................5D.




- Stamina..................5D+1.

Mechanical.................2D+2.



Technical..................3D.

- Space Transports.........4D+2.



- First Aid................6D.
- Starfighter Piloting.....3D+1. 



- Lightsaber Repair........4D.

- Starship Gunnery.........4D+1. 



- Space Transport Repair...4D.
- Starship Shields.........5D.

Force Sensitive:

Yes.







Dark Side Points:

0.

Force Points:



2.








Character Points:

0.

Move:
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Control....................3D+1.

Control Mastery ~ Absorb/Dissipate Energy, Accelerate Healing, Control Disease, Control Pain, Force of Will, Reduce Injury, Remain Conscious, Resist Stun.

Sense......................4D+1.

Sense Mastery ~ Instinctive Astrogation, Life Detection, Life Sense, Magnify Senses, Receptive Telepathy, Sense Force, Sense Path, Shift Sense.

Alter......................3D.

Alter Mastery ~ Telekinesis.

Special ~ Lightsaber Combat (Control and Sense), Control Another’s Pain (Control and Alter), Dim Other’s Senses (Sense and Alter).

Golden Lightsaber (Quetzal Crafted, Fiery Yellow-Orange Blade, 1.1m Blade, Single Adegan Crystal System).

Hooded Yellow-Orange Shimmer Silk Cloak, Sleeveless Pale Grey Lan Barell Silk Jacket, Cross-Over Pale Grey Lan Barell Silk Tunic, Soft Grey Leather Belt, Pale Grey Lan Barell Silk Pants, Soft Grey Leather Boots.

250 Alliance Credits.

Black Utility Belt with 3 Trifle Pouches, Cylindrical Pocket Comlink, Data Pad, Lightsaber Repair Kit, Rebel Alliance Standard Field Issue Survival Kit, Emergency Thermal Cape, Emergency Space Suit (Silvery Metallic Outer Skin with Solid Foam Life Support Shroud, 12 - 16 Hour Duration, Cigarette Pack Size).

Cassandra is a tall and beautiful woman with pleasing features, pale yellow skin tones and wavy shoulder-length black hair. She has fiery hazel eyes, with just a hint of almond shaping to them, that dance with mystical highlights. Her voice is usually light and musical, but can assume the bark of command in an instant.

Cassandra is a clone of a Dark Jedi from the Clone Wars. She was created by Marska as a tool to eliminate Luke Skywalker. The mission was a failure and Skywalker turned Cassandra from the Dark Side. Since that time she has unfailingly aided the Rebel Alliance as a Jedi Knight, displaying a genuine warmth of character and a wry wit.

Dexterity..................2D.




Perception.................3D.
- Blaster..................3D+2.



- Con......................6D.

- Brawling Parry...........6D.




- Investigation............7D+1.

- Dodge....................5D.




- Persuasion...............3D+2.

- Lightsaber...............2D+2.



- Search...................6D+2.





















- Sneak....................6D+2

Knowledge..................4D.




Strength...................2D.

- Cultures.................5D.




- Brawling.................4D+1.

- Intimidation.............6D+2.

- Streetwise...............6D.

Mechanical.................2D.




Technical..................2D.

- Starfighter Piloting.....2D+2.



- Lightsaber Repair........2D+1.

- Starship Gunnery.........2D+1.



- Security.................6D+2.

- Starship Shields.........2D+1.

Force Sensitive:

Yes.







Dark Side Points:

0.

Force Points:



2.








Character Points:

1.

Move:
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Control....................4D+1.

Control Mastery ~ Accelerate Healing, Control Disease, Control Pain, Detoxify Poison, Force of Will, Reduce Injury, Resist Stun.

Sense......................3D+1.

Sense Mastery ~ Instinctive Astrogation, Life Detection, Life Sense, Magnify Senses, Receptive Telepathy, Sense Force, Sense Path.

Alter......................5D+1.

Alter Mastery ~ Injure/Kill, Telekinesis.

Special ~ Lightsaber Combat (Control and Sense), Control Another’s Disease (Control and Alter), Control Another’s Pain (Control and Alter), Inflict Pain (Control and Alter), Transfer Force (Control and Alter), Dim Other’s Senses (Sense and Alter), Telekinetic Kill (Control and Sense and Alter).

Obi-Wan Kenobi’s Lightsaber (Damage 5D, 1.1m Blade, Fiery Blue-White).

Hooded Midnight Blue Shimmer Silk Cloak, Sleeveless Black Lan Barell Silk Jacket, Cross-Over Black Lan Barell Silk Tunic, Soft Black Leather Belt, Black Lan Barell Silk Pants, Soft Black Leather Boots.

250 Alliance Credits.

Black Utility Belt with 3 Trifle Pouches, Cylindrical Pocket Comlink, Data Pad, Lightsaber Repair Kit, Rebel Alliance Standard Field Issue Survival Kit, Emergency Thermal Cape, Emergency Space Suit (Silvery Metallic Outer Skin with Solid Foam Life Support Shroud, 12 - 16 Hour Duration, Cigarette Pack Size).

Chukha-Trok is an ewok of the forests of Endor, a squat and thickset fellow, some 1.1m tall, with mottled brown fur covering his rugged earthy brown hide. Fiery brown eyes and a tuft beard dominate his strong featured face.

Chukha-Trok learned his culinary arts as an indentured chef in the slave pits of Loovria. He picked up his language skills while smuggling food to the alien gladiators. It was during this time that he befriended Omze and Broadside. Chukha-Trok eventually escaped, by hiding in a cargo of vohis mould, and has been wandering the galaxy ever since. He lives on the fringe of the illegal cargo trade, sometimes smuggling and sometimes just cutting deals.

Chukha-Trok received his initial training in the ways of the Force from Glovan Thule, the hermit of Gelgelar and once an apprenticed Jedi Knight.

Dexterity..................4D.




Perception.................4D.
- Brawling Parry...........5D+2.



- Gambling.................5D+2.

- Dodge....................5D+2.



- Hide.....................6D+2.

- Melee Combat.............5D+1.



- Investigation............5D+1.

- Melee Parry..............5D+2.



- Persuasion...............5D.

- Thrown Weapons...........5D+2.



- Search...................6D+2.





















- Sneak....................6D+2.





















- Willpower................6D+2.

Knowledge..................2D+1.



Strength...................2D+1.

- Alien Species............3D+2.



- Brawling.................4D.

- Culinary Arts............11D.




- Climb/Jump...............4D.

- Cultures.................3D+2. 



- Stamina..................3D+1.

- Languages................4D+2.



- Swimming.................4D.

- Streetwise...............4D.

- Survival.................4D.






Mechanical.................3D.




Technical..................2D+1.

- Astrogation..............4D.




- Computer Prog/Repair.....3D+1.

- Beast Riding.............4D+1.



- First Aid................3D+2.

- Communications...........4D+2.



- Primitive Construction...3D+2.

- Sensors..................4D+2. 





- Starship Shields.........4D+2.

Force Sensitive:

Yes.







Dark Side Points:

0.

Force Points:



3.








Character Points:

2.

Move:
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Sense......................1D+1.

Sense Mastery ~ Life Detection, Life Sense, Receptive Telepathy, Sense Force.

Quilted Black Ballistic Weave Vest (Adds 1D to Damage Resistance Against Physical Attacks, Adds 1 Pip to Damage Resistance Against Energy Attacks, No Dexterity Penalty), Blood Red Silk Brocade Sash, Black Synthi-Leather Breech Cloth.

250 Alliance Credits.

Black Utility Belt with 3 Trifle Pouches, Cylindrical Pocket Comlink, Data Pad, Lightsaber Repair Kit, Rebel Alliance Standard Field Issue Survival Kit, Emergency Thermal Cape, Emergency Space Suit (Silvery Metallic Outer Skin with Solid Foam Life Support Shroud, 12 - 16 Hour Duration, Cigarette Pack Size).

~ Another Chance ~

Craft:








Modified Alderaan War Frigate

Type:









War Frigate

Scale:








Capital

Length:








250 Meters

Skill:








Capital Piloting: Alderaan War Frigate

Owner:








The Second Outbound Flight Project

Engineer:







Barrdesh

Crew:









750 Droids

Passengers:






195

Cargo Capacity:




6000 Metric Tons, 2500 Cubic Meters

Consumables:





2 Years

Hyperdrive Multiplier:
x2

Hyperdrive Backup:


x12

Nay Computer:





Yes

Manoeuvrability:



2D+2

Space:








9

Atmosphere:






400, 1150kmh

Hull:









6D

Shields:







2D+2 (Capital Scale) / 3D (Death Star Scale).

Rig:









Nil

Fuel Cells:






7 / 500

Fuel Converters:



Nil

Sensors:


Passive
–
30 / 1D


Scan

-
60 / 2D


Search
–
80 / 3D


Focus

-
03 / 4D

Weapons:

* 10 Quad Turbo Laser Batteries (Original Installation):

- Scale




Capital

- Fire Arc


5 Port & 5 Starboard

- Crew




1 (Gunners)

- Skill




Capital Ship Gunnery

- Fire Control
4D

- Space Range

3-15/35/75

- Atmo Range

300m-1.5km/3.5km/7.5km

- Damage



5D

* 4 Medium Ion Cannons (Original Installation):

- Scale




Capital

- Fire Arc


2 Port & 2 Starboard

- Crew




1 (Gunners)

- Skill




Capital Ship Gunnery

- Fire Control
3D

- Space Range

1-10/25/50

- Atmo Range

100m-1km/2.5km/5km

- Damage



4D Ionisation

* 2 Laser Cannons (Alpha Kentrum Salvage):

- Scale




Capital

- Fire Arc


Forward

- Crew




1 (Gunners)

- Skill




Capital Ship Gunnery

- Fire Control
2D

- Space Range

3-15/35/75

- Atmo Range

300m-1.5km/3.5km/7.5km

- Damage



2D

Like other Alderaan War Frigates, Another Chance was built to serve the Alderaan Fleet during the Clone Wars. It was one of the more powerful war ships of its time, and the pride of the Alderaan Fleet. When the Council of Elders agreed to turn the planet into a pacifist world and ban weapons, many felt that destroying ships like Another Chance was the same as killing soldiers once the war was over. The ship served Alderaan and the Republic faithfully, and the Elders tried to find a way to spare the heroic vessel.

It was finally decided that Another Chance should serve its planet one last time. In the wake of the Clone Wars and in the almost hysterical outcry for peace, the Council of Elders secretly decided to have the War Frigate refitted to serve as a depository for ALderaan’s weapons. So the vessel was filled with instruments of defence and destruction, its systems were rewired so that droids alone could handle the ship, and its nav computers were programmed with an unending series of hyperjump co-ordinates. Without fanfare, the vessel was sent off into hyperspace, where it was to remain until Alderaan again needed to put aside the robes of peace and take up the tools of war.

After the destruction of Alderaan, the vessel was salvaged by Delgath Sabador and Baardesh during the recovery of the Jedi Holocron. It was then refitted yet again and employed as the flag ship of the second Outbound Flight Project. It crashed on Aurora and was repaired by Baardesh, with whatever was to hand.

Upon encountering the planet Orellon II and its inhabitants, the Kentra, Another Chance was partially rebuilt with salvage from the Alpha Kentrum, crashed flagship of the first Outbound Flight Project.

Much of the Another Chance’s circuitry is jury-rigged and most of the hardware has undergone drastic custom modification so that it will interlock at all. Conventional engineering philosophy dictates that components that don’t fit or were not designed to operate under makeshift conditions should simply be replaced with a more practical alternative. Unfortunately, with limited time and spare parts in short supply, Baardesh has had to made do. The Another Chance is fully operation - but the results of Baardesh’s emergency engineering aren’t pretty.

As crew and droids run up and down the corridors they must constantly dodge cables, pipes, and conduits criss-crossing the floor and jutting out of the ceiling. Fluidics vapour drifts from numerous wall panels, lubricant drips onto the floor of the Hyperdrive and Astrogation Monitoring Centre, and water pools underneath the floor gratings on the Bridge.

Baardesh continues to be unrelentingly pragmatic: aesthetics are of no concern when they hinder the ship’s operation. Baardesh and his droids string wires across hallways, place pipes along the walls, and leave power couplings, jumpers, cables and interfaces in full view - where they are easy to access. The ship is unsightly, but the techs can get at critical components in a hurry, which is probably more important when an Imperial cruiser is bearing down on the Another Chance.

The very nature of the Another Chance’s mission calls for conserving power. The storage bays and other non-vital areas are sealed off to conserve life support. The quarters cabins and crew rooms are permanently at half the standard lighting level, while the corridors utilise only every other lighting panel, casting crossed shadows across the walls and lending an eerie mood to the larger rooms. Some of the cross-corridor junctions use green floor-lighting or blue soft-light to conserve power.

Some parts of the ship have had the heating ducts closed off to preserve what little heat there is. In particular, the computer rooms and service bays are frosty enough to see one’s own breath, and the food storage bins actually generate a layer of frost across the surface of the containers. The warmest part of the ship is the engineering section, which often gets so hot that Baardesh is black with sweat.

Another Chance — Level One:

Bridge - A standard capital ship bridge, complete with astrogation droid interface sockets and manual override controls. Several additional systems have been installed here, by Baardesh, to handle various gunnery and hanger bay control functions which have been slaved to the bridge. Water pools underneath the floor gratings, the result of a reoccurring cooling vent fault.

Weapons Control — Once this room was the command station for the large number of weapons batteries located throughout the ship. When the vessel was refitted, many of these batteries were removed. Only those on levels one and two remained. Baardesh has retained these weapon systems and installed two laser cannons salvaged from the Alpha Kentrum, slung over the Secondary Bridge. He has slaved all of the control systems currently here to the Bridge. Heating levels are at a minimum.

Escape Pods – These four bays hold a total of ten Corellian Engineering Corporation Escape Pods. Baardesh is currently considering adapting two to act as basic planetary shuttles. Safety features will not allow the pods to launch while the ship is in hyperspace. Heating levels are at a minimum.

Gunnery Stations - Each of the ten existing standard gunnery stations features a quad turbolaser battery. There are also four medium ion cannons mounted at the rear of level one and two laser cannons slung over the Secondary Bridge. All gunnery systems can be controlled remotely from the Bridge. Heating levels are at a minimum.

Officer Galley - Food processing units and tables are situated in this room. The galley is in fully working order. In an attempt to increase the comfort of the organic crew, Baardesh has installed several fusion lanterns in the room, along with an Aqualish Bio-Light Panel (A lm tall, lm wide, 2m long rectangular tank with photo-chemical reactive plankton in a controlled liquid environment. A constantly varying gas mix causes the tiny creatures to produce an ever changing array of picturesque fluid patterns). The ship’s only fully functioning head and cleansing station is located adjacent to this area.

Officer Quarters - Small, partitioned sleeping areas for the ship’ officers make up these quarters. Currently these are the only quarters on the ship that are provided with an acceptable level of life support.

Turbolifts — Elevators connecting the various decks are accessed through the turbolifts. Heating levels are at a minimum.

Sensor Suite — This station was where the sensor operators worked when Another Chance was a War Frigate. As the primary sensors were destroyed in the crash on Aurora, Baardesh has replaced almost everything with salvage from the Alpha Kentrum. Due to certain incompatibilities with Another Chance’s navigation systems, he has hardwired an Industrial Automation TTS-15 Education and Tutorial Droid into the sensors as an interpreter. Heating levels are at a minimum.

Computer Control - All of the automatic systems installed aboard Another Chance are controlled by this powerful droid brain and computer mainframe. Baardesh has written some basic shadowing software to link this system into the hardwired droid in the Sensor Suite, thus providing a crude backup of the main computer. Heating levels are at a minimum.

Shields and Screens Control - This station was where the shields and screens operators worked when Another Chance was a War Frigate. Baardesh has slaved all of the systems located here to the Bridge. Heating levels are at a minimum.

Emergency Gear - This area contains the Another Chance’s meagre supplies for planetary exploration and emergency conditions. It includes such things as breath masks, bottled water, concentrated food stocks, power cells, syntherope, glow rods, tool kits, fire suppressant cylinders, and the like. Heating levels are at a minimum.

Sick Bay - While the sick bay is still fully stocked, including two bacta tanks and twenty medpacs, the medical droids were destroyed in the crash on Aurora. Baardesh managed to recover a Medtech Industries FX-7 Medical Assistant Droid on Orellon II however.

Another Chance — Level Two:

Computer Centre — Computer work stations from which the ship's crew can access the main computer for their own personal research are found in this room. The work stations are not powerful enough to manipulate the main computer from here, no matter how skilled the operative may be. Heating levels are at a minimum.

Droid Storage - This room is full of power chargers for use by the significant droid population of the ship. Whenever a droid needs to be recharged, it comes to this facility to power up. Some even come here to briefly close down their systems for some internal self-cleansing. Heating levels are at a minimum.

Marines’ Quarters - Every capital war ship of the era had a group of marines assigned to it to keep order and to defend the ship from boarding parties. This area was where they were quartered aboard Another Chance. While the beds, lockers, and foot chests are still here, there is no sign of recent occupation. Heating levels are at a minimum.

Maintenance Facility — Maintenance monitors alert the crew to any problems throughout the ship, including break downs, excessive component wear, and the like. As there are no crew members available for the monitors to alert, the information is routed to computer control, which can dispatch droids to deal with the situation. All the monitors are lit up showing massive amounts of “damage” throughout the ship. Heating levels are at a minimum.

Secondary Bridge - All of the controls and equipment found on the main bridge have been duplicated here, aside for Baardesh’s additional system mods. The secondary bridge is used in cases of emergency, equipment failure, or after the main bridge has been knocked out by enemy fire. At any time several P2 droids are to be found here. Plugged in and accessing the ship’s systems.

Lifts to Hangar Bay - These turbolifts provide access to the hangar bay. Heating levels are at a minimum.

Pilots’ Ready Room - This station was where the pilots prepared for a mission before going to the hangar and their waiting ships. There is a mission briefing podium and holoprojector, dozens of chairs, and dozens of flight suits hanging from the walls. Beside the suits are pilot survival kits. Each kit includes portable environment units that provide breathable atmosphere to the flight suits via a connecting hose, food and water rations, and survival gear such as a sleeping bag, syntherope, flares, and the like. Heating levels are at a minimum.

Galley - The crew’s galley is not stocked, although there are the standard food processing units and tables here. Nothing looks like it has been used in years. Heating levels are at a minimum.

Rec Room — The crew’s rec room features holochess tables, a holovid projector, three data book readers, and a sabacc table. Towards the back of the room is an Imperial Command Combat Simulator. A fusion lantern hangs over the sabacc table.

Crew Quarters - A typical crew barracks, featuring lots closely placed beds, matching lockers, and storage chests. There is no sign of recent occupation. Heating levels are at a minimum.

Hyperdrive and Astrogation Monitoring - This area features the ship’s powerful nav computers, astrogation calculation stations, and hyperdrive monitoring stations. The room is in full working order, although lubricant drips onto the floor from several fluidic vent faults in the ceiling.

Engineering Control — This control centre overlooks the engineering section of the ship, showing the massive engines and shield generators through its phototropic transparisteel viewing wall. The manoeuvre and hyperdrive engines can be controlled from this steamy station. Baardesh has setup an additional power system in this room to help smooth out the rather erratic power flow from the ship’s main power cells. Suspended from the ceiling, in a rugged framework of impact plastic, are 500 old X-Wing Starfighter fuel cells, linked directly into the main power systems of Another Chance.

Hanger Control - This is the control tower for the hangar bay, but it has been disconnected due to damage resulting from the crash on Aurora. However, two monitors still operate, cycling through various views of the hangar bay. Heating levels are at a minimum.

Auxiliary Weapons Control — Once this room was the backup command station for the large number of weapons batteries located around the ship. When the vessel was remodelled, many of these batteries were removed. Only those on levels one and two remain. Baardesh has yet to link the two laser cannons salvaged from the Alpha Kentrum and slung over the Secondary Bridge to the systems here. Heating levels are at a minimum.

Pilots’ Quarters - Small, partitioned sleeping areas for the ship’s starfighter pilots make up these quarters. There are no signs of recent occupation. Heating levels are at a minimum.

Auxiliary Systems - Auxiliary systems was once an important station on the ship, as every system had a backup here. But long years of disuse, not to mention the crash on Aurora, has eroded these systems. Baardesh plans to bring this station back online, one day. Heating levels are at a minimum.

Another Chance - Hangar Bay:

This area provides both storage and maintenance facilities for the fighters and support ships of Another Chance. The cavernous bay can hold a squadron of fighters (12 ships) and three support ships or light freighters. Currently there is no automated hanger control, pilots must undertake all activities on manual. In addition to the hyperdrive pods for AAC1 & AAC3, this area holds a Med Runner (Sorosuub Sprint-Class Rescue Craft), five C-73 Tracker Starfighters, three CloakShape Fighters with Manoeuvring Fin, two Gauntlet Starfighters, three B-Wing Starfighters, two T-Wing Starfigters, and a rugged old Y-Wing LongProbe. Baardesh has modified the Y-Wing cockpit layout to better agree with his large frame.
Another Chance - Multi-level Armoury:

This vast series of chambers is dark and echoing. Each chamber holds dozens of food storage bins, each dedicated to a particular foodstuff. In order to save power and help preserve the various foodstuffs all life support systems have been shut down. All access points are locked and sealed, accessed via a four digit pass code or voice command by Baardesh.

Another Chance - Engine Section:

The huge engine section actually contains a number of different engines. There are four sublight ion engines from the original installation for travelling through realspace, one hyperdrive engine, and a hyperdrive backup. The dual ion engines and lateral thrusters salvaged from the Alpha Kentrum have been reinstalled here, literally wrapped around the other four ion engines. Two lines of massive shield generators line the walls, some from the original installation and some from the Alpha Kentrum salvage. Multi-levels of scaffolding and catwalks encase the engines, providing maintenance access to the huge machines.

Amid the usual assortment of shield generators and power systems is a separate device, formed from a varied assortment of interlocking crystals. These colourful jewels, interlaced with silvery metallic filaments, constantly pulse and shimmer with unknown energies. This artefact is a product of ancient Jedi alchemy. Powered from the normal ship systems, it provides 3D of Death Star Scale Shields on One Fire Arc. Maintaining the system requires a Jedi, or at the very least a Force Sensitive, engineer. It was recovered from the ruined cargo hold of the Alpha Kentrum on Aurora. It’s origins are shrouded in mystery. It was not part of the First Outbound Flight inventory.

The extensive hull damage that resulted from the crash onto Aurora was greatest here in engineering. Baardesh has been forced to create a jigsaw of old hull plates and phototropic transparisteel. Due to this unique hull construction, shafts of starlight cast diffuse shadows throughout the room.

Another Chance - Power Cells:

Seven huge power cells provide energy to Another Chance. Normally five are online, with two set aside as a reserve and for emergencies. Currently however, all seven are online. All seven were damaged in the crash on Aurora, and, although repaired by Baardesh, they are rather erratic in their power output.

~ Organic Crew ~

Jedi Cadre (Delgath Sabador, Quetzal, Cassandra, Chukha-Trok).

Baardesh (Kashyyyk Wookie, Engineer).
Rebel Special Forces (Squad of 12 Wilderness Fighters).

Jungle Folk (3 Kentra Soldiers).

Spotted Folk (3 Kentra Soldiers).

Striped Folk (3 Kentra Soldiers).

Tan Folk (3 Kentra Soldiers).

~ Droid Crew ~

· K-M2 (Spaceport Control Droid).

· R2-D66 (Astromech Droid).

· Industrial Automation TTS-15 Education & Tutorial Droid (Sensor Suite)

· Cybot Galactica GY-I Series Information Analysis Droid (7).

· Medtech Industries FX-7 Medical Assistant Droid (1).

· TelBrin GHT Medevac Droid (15).

· Roche J9 Series Worker Drone (100).

· Roche Hatchling Zero-G Maintenance Droid (50).

· Veril Line Systems S9 Series Heavy Power Droid (200).

· Industrial Automaton ASP-7 Labour Droid (200).

· Industrial Automaton P2 Astromech Droid Prototype (200).

· Industrial Automaton PG-5 Gunnery Droid Prototype (16).

· Arakyd BT-16 Perimeter Security Droid (3).

· Les Tech M38 Explorer Droid (3).

· Arakyd Industries Viper Probe Droid (AAC1 & AAC3) (2).

~ Rebel Special Forces (SpecFor) Wilderness Fighters ~
Quote: “We may well be ‘snake eaters’, but at least we don’t starve!”

Dexterity..................3D.




Perception.................2D+2.
- Blaster..................4D.




- Command..................3D+2.

- Blaster (Rifle)..........5D.




- Hide.....................4D+2.

- Brawling Parry...........4D.




- Hide (Camouflage)........5D+2.

- Dodge....................4D.




- Search...................3D+2.

- Grenade..................4D.




- Search (Tracking)........4D+2.

- Melee Combat.............4D.




- Sneak....................3D+2.

- Melee Parry..............4D.




- Sneak (Alpine)...........4D+2.

- Missile Weapons..........3D+1.



- Sneak (Arctic)...........4D+2.

- Vehicle Blasters.........4D.

Knowledge..................2D+2.



Strength...................2D+2.

- Tactics..................3D.




- Brawling.................4D.

- Tactics (Squads).........4D.




- Climb/Jump...............3D.

- Tactics (Alpine).........4D.




- Stamina..................3D+2.

- Survival.................4D.




- Swimming.................3D+2.

- Survival.(Alpine)........6D.

- Survival.(Arctic)........6D.

Mechanical.................2D.




Technical..................2D.

- Beast Riding.............3D+2.



- Blaster Repair...........3D.

- Hover Vehicle Ops........3D.




- Demolition...............4D.

- Repulsorlift Ops.........4D.




- First Aid................3D.

- Starfighter Piloting.....2D+2.

Force Sensitive:

No.








Dark Side Points:

0.

Force Points:
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X-5 Blaster Rifle (Damage 5D, Range 3-40/140/380, Ammo 100), 3 Power Packs, Vibro-Dagger (Damage 4D+2), Combat Knife (Damage 3D+2), Two BlasTech Engineers Whistler Grenades (Damage 7D/6D/5D/4D, Blast Radius 0-2/4/6/10, Range 3-5/10/15), Camouflage Poncho (Reversible, Green Taiga Camouflage, Snow Camouflage Sticks N' Limbs), Sky Blue Camouflage Blast Helmet, Snow Goggles, Sky Blue Camouflage Bullet Proof Vest, Smokey Branch Camouflage Fatigues (Field Jacket, Military Harness, Shirt, Pants), Synthi-Leather Gloves and Boots. Long Johns of polyfibe fabric can be added for extra warmth.

Rugged Backpack, Durasteel Machete, Two Shaped Charges (Merr-Sonn Munitions Pre-shaped Detonite Charge), Pack of Flex-5 Detonite Tape (Merr-Sonn Munitions Compound Flex-5 Detonite Tape), Blaster Repair Kit, Cylindrical Pocket Comlink, Macrobinoculars, Data Pad, 50 Rebel Alliance Credits, Rebel Alliance Standard Field Issue Survival Kit, Firesteel.

~ Kentra Soldiers ~
Quote: “We are followers of the Way of Tandre. Sword (warfare), Plow (agriculture) and Spirit (moral integrity). There can be no honour without balance. And no life without honour.”

Dexterity..................4D.




Perception.................2D+1.
- Acrobatics...............5D.




- Command..................3D+1.

- Bows.....................5D.




- Hide.....................3D+2.

- Brawling Parry...........5D+1.



- Search...................3D+2.

- Dodge....................5D.




- Sneak....................3D+2.

- Melee Combat.............5D+1.

- Melee Parry..............5D.

- Thrown Weapons...........5D.

Knowledge..................2D.




Strength...................4D.

- Agriculture..............3D+1.



- Brawling.................5D+2.

- Intimidation.............3D+1.



- Climb/Jump...............5D.

- Survival.................5D+2.



- Stamina..................5D.

- Tactics..................3D+1.



- Swimming.................5D.

Mechanical.................1D+1.



Technical..................1D+1.





















- Bow Repair...............3D+1.





















- Melee Weapon Repair......3D+2.

Force Sensitive:
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0.
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9 / 14 (Ground / Air).

Volcanic Glass Spear (Damage 5D+2), Iron Broad Sword (Damage 6D), Iron Knife (Damage 5D), Iron Reinforced Leather Armour (Torso and Upper Legs, +3 Pips to Strength Against Damage, Ineffective Against Energy Attacks, No Dexterity Penalty).

In many ways, Kay-Emtoo (K-M2) represents Another Chance in microcosm.

Originally he was badly damaged in an explosion on Aurora. He was repaired and resumed his normal duties. Later he was shot with a repeating blaster on Orellon II. Baardesh has managed to get valiant old Kay-Emtoo working again, but the droid is now a jigsaw of salvaged parts and repairs.

Kay-Emtoo was originally a space port administration droid. A humanoid droid with a barrelled torso and cowled head, his environment hardened casing had an overall matte silvery grey finish.

Now only Kay-Emtoo’s original head remains. His torso combines elements from his original frame and those of a LOM protocol droid. His right arm is from a 2-1B surgical droid, ending in a three claw-fingered hand. His left arm is from an LE series manifest droid. His legs come from an SE4 servant droid. A layer of environmental protection film coats his entire form and lends him a deep burnished coppery hue.

Kay-Emtoo is loyal to Baardesh and the Second Outbound Flight, in that order. He believes that the Rebel Alliance is the best hope for the galaxy.

Kay-Emtoo is very organised. He performs his shipboard duties with great skill and care, but is very cognisant of his position in the hierarchy, so he does not overstep his boundaries. He is surprisingly compassionate, and his companions fear that Kay-Emtoo would willingly sacrifice himself to save an endangered friend.

Many years ago, Kay-Emtoo was acquired by the Rebel Alliance in the Outer Rim. He was modified as an experiment in using droids to penetrate the Galactic Empire at key points. Kay-Emtoo was equipped with specially implanted and concealed back-up power cells and memory storage units. Thus he was able to survive Imperial memory wipes and reprogramming. Kay-Emtoo could even override the hindrances of a restraining bolt.

The Rebel Alliance made certain that the new and improved Kay-Emtoo found his way to an out-of-the-way Imperial base so any malfunctions would not jeopardise major missions.

Displaying tremendous ability to do his duty, thanks in part to programming by the Rebel Alliance’s best people, Kay-Emtoo rose to take over spaceport control on Travnin.

After the collapse of Imperial central authority, Kay-Emtoo was, quite literally, picked up by Baardesh as the Second Outbound Flight passed through Travnin and disrupted the Imperial remnant there.

These days, Kay-Emtoo acts as the droid supervisor for the Second Outbound Flight. He assists Baardesh as needed and monitors ship security too.

Quote: “The Star Destroyer is incapable of hyperspace travel and the shields on its port side are not functioning due to a timing flaw in the sub-light drives. If we are to attack at all, we must do so now.”

Dexterity..................1D+2.



Perception.................3D+1.
- Dodge....................5D.




- Command..................4D+1.





















- Command (Droids).........6D+1.





















- Investigation............6D.





















- Search...................5D.





















- Willpower................5D+2.

Knowledge..................3D+2.




Strength.................2D+1.

- Alien Species............6D.




- Lifting..................5D+2.

- Business.................8D+1.

- Cultures.................5D+1.

- Languages................5D+2.

- Law Enforcement..........8D+2.

- Planetary Systems........5D+2.

Mechanical.................2D+2.



Technical..................1D+1.

- Astrogation..............5D.




- Capital Ship Repair......2D+2.

- Capital Ship Piloting....3D+1.



- Capital Weapon Repair....2D+1.

- Capital Ship Shields.....3D+2.



- Computer Prog/Repair.....3D+1.

- Communications...........7D+1.



- Droid Prog...............3D.

- Sensors..................5D+1.



- Droid Repair.............3D.





















- Security.................5D.
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Special: Broadband Receiver Antenna, Imperial Standard Comlink, Sensor Package (Carbanti Motion Sensor, Veril Passive Sonar, Fabritech Seismic Sensor, Roche Olfactory Sensor, Veril Infrared Receptor, Torplex Microwave Sensor, Veril X-Ray Scanner, Veril Spectrometer, +1D Search and +1D Security), Ultra-Fine Manipulation Arm (Retractable, Housed in Chest, +1D on Technical Skills), Two Fine Manipulation Arms (Retractable, Housed in Upper Thighs, +1D on Repair Skills), TranLang III Communications Module (+3D Languages), Arjan Vocabulator, Integral Armour (+2D Strength Against Physical and Energy Attacks).

Note: Kay-Emtoo can apply his Willpower skill against memory wipes, reprogramming attempts, and even restraining bolts. This resistance is very subtle and most technicians will not notice it.

R2-D66 was initially activated on Terrapin in the Maroty System, a few years before the Battle of Yavin. It was here, on this highly volcanic planet, that the Rebel Alliance located a Starfighter Base. The Indigo Squadron was docked here for several years. The base commander was Major Mason Aragon.

R2-D66 was used as a Y-Wing Starfighter co-pilot and general ground crew. It was while on Terrapin that his data retrieval capabilities where expanded.

After the Battle of Hoth, R2-D66 was assigned to the Second Outbound Flight, along with a Y-Wing LongProbe, to give Baardesh some additional freedom of movement.

The little droid was quite literally smashed almost flat during the crash on Aurora. These fragments were shelved for a few weeks, until Baardesh had a chance to rebuild R2-D66 on Orellon II.

The wookie engineer couldn’t fix the droid’s wheeled legs, so he replaced them with treads from another shattered droid. He has also tinkered with various internal systems.

Quote: Beep Beep Ooop Vee Beep (“Flying through hyperspace is not like re-routing a simple servo, it requires calculations of the most serious and complex form.”).

Dexterity..................2D.




Perception.................2D.
- Blaster..................4D.




- Investigation............4D+2.





















- Search...................4D+2.





















- Willpower................3D+2.

Knowledge..................2D.





Strength.................2D.

- Alien Species............4D+1.



- Lifting..................4D.

- Languages................3D+2.

- Planetary Systems........7D.

Mechanical.................3D.




Technical..................3D.

- Astrogation..............8D.




- Blaster Repair...........5D.

- Communications...........5D.




- Computer Prog/Repair.....7D.

- Sensors..................5D.




- Repulsorlift Repair......5D.

- Space Transports.........6D.




- Starfighter Repair.......8D.

- Starfighter Piloting.....6D.




- Starship Weapon Repair...5D.

- Starship Shields.........4D+1.

Force Sensitive:

No.








Dark Side Points:

0.

Force Points:



2.
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3 or 1.

Special: High Frequency Binary Comlink, Extendible I/O Computer Jack, Scomp-Link (Adds +1D to Computer Programming & Repair Rolls – Requires Direct Hardware Link to Computer System), Cybot Galactica Data-Sifter Software Package (Adds +1D to Computer Programming & Repair Involving Data Searches), Enhanced Photoreceptor (Human Range, Polarised Light, Infrared, Ultra-Violet), Extendible Video Sensor (0.3 Meter Long, 360-Degree Rotation), Video Display Screen, Holographic Projector/Recorder, Retractable Heavy Grasper Arm (Adds +1D to Lifting), Retractable Fine Manipulation Arm (Adds +1D on Repair Skills), Detachable Treadwell Locomotion Unit (Move 3), Repulsorlift Unit (Hovers, Flight Ceiling 6 Meters, Move 1), Acoustic Signaller, Fire Extinguisher, Laser Welder (5D Damage, 0.5 Meter Range), Buzzsaw (5D Damage), Retractable Light Blaster System (4D Stun Damage, Range 0-10/20/40 Meters), Armoured Hull (+1D Strength for Resisting Damage).

Gear: R2-D66 carries a maintenance harness while abroad Another Chance. This provides Baardesh with handy access to his most often used tools.

· Gotal Electromagnetic Scanner - This device detects electromagnetic fields. A Moderate Sensors check reveals the number and mass/size of fields within 100m, while a Difficult Sensors check will allow scanning beyond walls.

· PX-7 Heat Sensor - A directional scanning device with a 100m range.

· Fusion Cutter - High-powered construction tool with a variable damage of 3D-6D.

· Universal Toolkit (Old Republic).

· Electronics Tool Kit (Imperial).

· Standard Security Tool Kit (Rebel Alliance).

· Demolition Kit (Imperial).

· Glowrod.

Baardesh is a Kashyyyk Wookie, broad and powerful, a mountain of muscle. He stands, some two meters tall with an apelike face, vivid blue eyes, and thick reddish brown fur. He can be a ferocious opponent, when there is the need, and has bound his honour and life to the aims of the Rebel Alliance.

A Quote: “Arrruhh graagh roooarrgh ur roo.” (Translation: “I knew it couldn’t be this easy.”).

Dexterity..................3D+2.



Perception.................2D+1.
- Blaster..................5D+2.



- Command..................4D+1.

- Brawling Parry...........7D+2.



- Investigation............4D+1.

- Dodge....................5D+2.



- Gambling.................2D+2.

- Melee Combat.............5D+2.



- Search...................5D+2.

- Melee Parry..............6D+2.



- Willpower................6D+2.

- Running..................6D+1.

- Thrown Weapons...........6D+2.

Knowledge..................2D.




Strength...................6D.

- Alien Species............3D+1.



- Brawling.................8D+1.

- Cultures.................3D+2.



- Climb/Jump...............7D+2.

- Languages................3D.




- Lifting..................9D+1.

- Planetary Systems........3D+2.



- Stamina..................11D.

- Streetwise...............3D+1.



- Swimming.................8D.

- Survival.................3D.

Mechanical.................2D+2.



Technical..................3D+1.

- Astrogation..............3D+2.



- Capital Ship Repair......7D.

- Capital Ship Gunnery.....6D+1.



- Capital Ship Design......4D+2.

- Capital Ship Piloting....3D+1.



- Capital Weapon Repair....4D+2.

- Capital Ship Shields.....7D+2. 



- Computer Prog/Repair.....4D+2.

- Communications...........4D+2. 



- Demolition...............5D+1.

- Ground Vehicle Ops.......4D+1.



- Droid Prog...............5D+2.

- Hover Vehicle Ops........4D+1.



- Droid Repair.............6D+1.

- Repulsorlift Ops.........4D.




- Ground Vehicle Repair....4D+1.

- Sensors..................4D+2.



- Hover Vehicle Repair.....4D+2.

- Space Transports.........3D+1.



- Repulsorlift Repair......5D.

- Starfighter Piloting.....5D+2.



- Security.................6D+1.

- Starship Gunnery.........3D+2.



- Space Transport Repair...4D+1.

- Starship Shields.........5D.




- Starfighter Repair.......6D.

- Swoop Ops................3D+2.



- Starship Weapon Repair...5D+2.

Force Sensitive:

Yes.







Dark Side Points:

0.

Force Points:



2.








Character Points:

2.

Move:
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Special: Berserker Rage (Strength +2D, -2D on All Non-Strength Checks, Moderate Check on 1D+1 to Calm Down with Enemies Present, Easy Check on 2D+1 to Calm Down After All Enemies Defeated), Climbing Claws (All Climbing Checks at +2D), Reputation (Fierce Savage and Short Temper), Enslaved (Imperial Labourers with Bounty), Language (Unable to Speak Basic), Code of Honour (Wookies do not betray their species and they do not betray or abandon their friends. The Wookie Code of Honour is a stringent as it is ancient).

BlasTech StarSlasher Blaster Carbine with Integral Scope (Damage 5D, Range 3-25/50/250, Ammo 100, Reduce Long Range Shots to Medium Range), Synthi-Leather Shoulder Sling, 3 Power Packs, Custom Vibroaxe (Damage 9D+1), Rugged Synthi-Leather Bandoleer.

Wrist Chronometer (Standard Unit with Thermo Sensor, Gravity Sensor, Atmosphere Sensor, Comlink, Droid Linkup - K-M2 & R2-D66).

250 Alliance Credits, 250 Imperial Credits, Crystalline Vertex (250 Credit Value), 187 Peggats, Pouch of Tiny Shoroni Sapphires (5300 Credit Value).

Utility Belt with 3 Trifle Pouches, Multitool, Blaster Repair Kit, BioTech FastFlesh Medpac, Cylindrical Pocket Comlink, Data Pad, Datapad Stylus (Molecular Stiletto), 2 Pairs of Cylindrical Data Probes (Concussion Sticks), Neuro-Saav Model TT4 Holorecording Macrobinoculars, Rebel Alliance Standard Field Issue Survival Kit, Emergency Thermal Cape, Emergency Space Suit (Silvery Metallic Outer Skin with Solid Foam Life Support Shroud, 12 - 16 Hour Duration, Cigarette Pack Size).

