In the Adumari nation of Cartann, the blastsword is a weapon used by skilled warriors as a means of settling a dispute. The weapon itself resembles a typical vibroblade, like the traditional rapier weapon used by Outer Rim pirates. It has a curved metal guard above the hilt of the sword, protecting the bearer's hand from the weapon's energy. The blade becomes sharp a few centimeters above the guard, but the real deadliness of the weapon is in its tip. When powered up, the weapon, a small flared nozzle, will fire off the equivalent of a blaster bolt when it comes into contact with a solid surface. In the words of Wes Janson, "It's like a blaster you have to hit someone with." Blastswords are seen as elegant dueling weapons, used in Cartann high society. The use of the blastsword is a sport, a type of fencing with various styles of use, from "vulgar" gutterfighting involving fists and feet as well as the sword, to the high-society elegant style.

	Adumari Blastsword - d20 Stats

	Cost: 500 
Damage: 3d6 (blaster bolt)/2d4 (blade) 
Critical: 19-20 
Range Increment: 2 meters 
Weight: 2 kg 
Stun Damage/Fort DC: - 
Type: Slashing/Energy 
Size: Medium 
Group: Exotic 
Notes: In order to fire the blaster bolt, the weapon must strike a solid object first. If the object struck and the target of the blaster bolt are not the same, it requires multiple attacks.


Coronet Medcenter
The Coronet Medcenter is the best medical facility on Corellia, even rivaling the legendary hospitals on Rhinnal for patient care. Han Solo, worried that his wife's legs might require amputation following the severe injuries inflicted on her by Yuuzhan Vong warriors, admitted Leia to the Coronet complex under an assumed name. Leia showed signs of healing while in a therapeutic coma, but Roxi Barl and her hired thugs arrived to finish the job that Warmaster Tsavong Lah had started. Following the altercation, Governor-General Thrackan Sal-Solo kicked the Solos off Corellia for good.

Leia stayed in the Coronet Medcenter's isolation ward, found on the top floor of the complex's Recuperation building. The floor can only be reached through a secure turbolift, and, upon exiting the lift, all visitors must undergo chemical and radiation decontamination before being allowed to pass through the decon airlock. Hundreds of rooms line the corridors of the isolation ward, watched over by MD droids at monitoring stations positioned at corridor intersections. Each room can be sealed by entering the appropriate quarantine code at the right monitoring station.

Patients in need of more urgent care can be found in the isolation ward's bacta tank parlors, floating in transparisteel silos filled with the translucent healing fluid. Repulsor chairs and cybernetic exercise braces also help rehabilitate injured pSince the advent of the blaster, marksmen of all affiliations have yearned for a more silent weapon when stealth matters as much as power. The chief problem with silencing a blaster pistol is the fact that charged tibanna gas creates an aural discharge when traveling at high speeds, causing blaster bolts to "whine" as they speed through the air. Though great advancements were made in dampening the sound of a pocket of tibanna gas being energized, most blasters continue to produce good amounts of noise when the trigger is pulled, and their ammunition alerts nearby targets with the bolt streaks by. This has made any kind of subtlety impossible when employing a blaster weapon, and research continued to yield failure until just after the resurgence of the Empire following Palpatine's "rebirth." 

Imperial engineers had discovered a process by which tibanna gas could be rendered invisible by allowing light to pass through the bolt rather than being bent, thus creating the coloration most shots generated. This research led, eventually, to the creation of the Xerrol Nightstinger blaster rifle, but simultaneously research was being performed that yielded different, but equally useful, results. By combining tibanna gas will several high-density gaseous chemicals, the "whine" of charged blaster fire could be reduced to a muted hiss. The discovery was disregarded at the time, as it was of little use when the actual energizing of the tibanna gas in the blaster's chamber still created a solid thud and sharp peal of noise. While research on the invisible bolt received more funding, the "hissing" bolt was filed away and left alone. 


When the New Republic expanded and took over the research center, technicians from several major corporations were brought in and allowed to bid for the research documents in order to fund the ongoing war effort against the Empire. BlasTech, a reliable manufacturer of blaster weapons for countless years, stepped in and purchased the chemical formula for the muted tibanna gas. After a short period of research, Greff-Timms Industrial was contracted to produce miniaturized sound sponges to be used on a new silenced blaster weapon. The result, the BlasTech/Greff-Timms Suppressed Heavy Blaster, was a surprising success, but shortly after the New Republic realized the potential of the weapon for sedition and terrorism, they issued an order for the companies to cease production of the model at once. Only a hundred or so of the weapons were ever sold on the open market, but rumor has it that New Republic SpecForce unit quartermasters received several of the silenced blaster pistols before they became a rarity. 

The blaster pistol operates much like a standard sidearm, but is slightly bulkier than the widely-used DL-44. A small sound sponge is mounted on the side of the blaster, hard-wired to the power cell and drawing upon it for energy when a shot is fired. The weapon employs a special power pack intended for use with the muted tibanna gas, and is incompatible with standard replacement packs. Due to the draw the sound sponge places on the power cell, and the high density of the tibanna gas, the weapon can only fire three shots on a single power pack. Since the weapons were outlawed, the ability to procure replacement packs is extremely limited, but at least one black-marked weapons dealer has the ability to produce them. atients.

	Suppressed Heavy Blaster - d20 Stats

	Cost: 5,400 (powerpack: 700) 
Damage: 3d6 
Critical: 20 
Range Increment: 10 meters 
Weight: 3.6 kg 
Stun Damage/Fort DC: 1d6/13 
Type: Energy 
Size: Small 
Group: Blaster Pistols 
Notes: When the blaster is fired, any Listen checks to hear the weapon's discharge suffer a -13 penalty.


	

	


Coronet Medcenter Bacta Tank
Due to an under-the-table arrangement with the Xucphra Corporation on Thyferra, the Coronet Medcenter boasts some of the highest-quality bacta found anywhere in the Core. Patients at the Coronet Medcenter recover much faster than do those in lesser facilities. Of course, the Coronet doctors charge much more for their treatments, which has sparked a string of hospital thefts and created a black market for premium bacta.

Cost: 200,000 (for full tank), 2,700 (for 12 hours of treatment); Weight: 500kg; Capacity: 300 liters; Vitality Points Restored: 5 per hour; Wound Points Restored: 2 per hour.
*1 liter Coronet bacta = 180 credits, 2kg.
Bacta Tank (Typical)
Cost: 100,000 (for full tank), 1,500 (for 12 hours of treatment); Weight: 500kg; Capacity: 300 liters; Vitality Points Restored: 3 per hour; Wound Points Restored: 1 per hour.
*1 liter typical bacta = 100 credits, 2kg.
Portable Bacta Tank (Typical)
"Transport, not treatment" is the principle behind the small, coffin-sized bacta tanks used to move critically injured people between full-service medical facilities. Intended only for short-term use - the fluid in the tanks must be drained and cleaned every twelve hours - portable bacta tanks are often seen aboard infirmary speeders and other rapid-response vehicles. The tank floats on a repulsorlift carriage and can plug into a medical station via data umbilicals. At Thrackan Sal-Solo's request, the tank that bore Eelysa away from Corellia was filled with generic bacta, not the premium Coronet strain.

Cost: 100,000; Weight: 170kg; Capacity: 100 liters; Vitality Points Restored: 1 per hour; Wound Points Restored: 0.25 per hour.

Repulsor Chair
Floating repulsor chairs are used in medcenters to transport patients to and from the operating theater. Outside of the hospital environment, repulsor chairs are occasionally seen among those who have damaged their legs and cannot accept cybernetic limb replacements. General Veers of the Imperial Army required permanent use of a repulsor chair following the injuries he sustained in the Battle of Hoth, while Leia Organa Solo needed only the temporary loan of a chair until her wounded legs could heal.

A typical repulsor chair is controlled via a touchpad on the armrest. Most have magnoclamps on the bottom to secure the chair to the hospital floor (or to anchor it to a starship's deck during transit).

Craft: Go-Corp Accron repulsor chair; Class: Speeder (ground); Crew: 1; Size: Medium (1.1 meters long); Initiative +0; Passengers: None; Maneuver: +0; Cargo Capacity: none; Defense: 10*; Ground Speed: 5m; Shield Points: 0; Max Velocity: 25 km/h; Hull Points: 10 (DR 2); Cost: 4,000 (new), 1,500 (used).
Weapon: None.
*A repulsor chair provides one-quarter cover to its pilot.

Cybernetic Exercise Braces
Used by physical therapists to get patients' arms and legs working again, cybernetic exercise braces are powered exoskeletons. A full bracing rig fits around the legs, arms, and torso and supports the wearer in a standing position. The movement of the brace's armature is controlled by the wearer's own muscle movements and can be switched to settings of varying responsiveness. Half-braces are used by those with only upper- or lower-body injuries; Leia Organa Solo used a lower-body cybernetic brace on the Cinnabar Moon to rehabilitate her injured legs.

Cybernetic exercise braces are found in medcenters and medical supply stores, where they can be purchased and used as an unorthodox substitute for powered armor. A healthy wearer of functional cybernetic braces receives a +2 equipment bonus to Strength if she also possesses the Powered Armor Proficiency feat. If the braces aren't powered or are damaged in such a way as to hamper their mobility, the wearer suffers a -2 penalty to Strength and Dexterity.

Type: Genetech G&B Cybernetic Exercise Braces; Cost: 3,500; Damage Reduction: 4; Maximum Dex Bonus: +0; Armor Check Penalty: -5; Speed (10 m): 8; Speed (6 m): 4; Weight: 15 kg

This is a half-meter long tubular weapon designed to deliver antipersonnel micro-grenades. It is very popular in Rebel SpecForces Heavy Weapons Specialist squads. This weapon is illegal except for military and law enforcement personnel. 

The MGL-1 requires a magazine to function. After thirty shots, the magazine must be replaced.
A unique "sniper" model of the Tenloss-made disruptor rifles, this weapon is highly illegal and deadly. A special order for these weapons was placed by the Rodian crimelord Reelo Baruk to arm his minions on the mean streets of Nar Shaddaa. The Tenloss Cartel provided the weapons at an exhorbitant price, and has been known to provide similar contracts to other major leaders. The rifle, like most disruptors, is very distructive and actually disintigrates the target by separating their molecules. The Tenloss disruptor rifles are highly illegal and possession of such a weapon is enough to get a being incarcerated for a very long time; in the Corporate Sector, some criminals have been put to death for crimes related to the Tenloss DFT-3.
	Tenloss DFT-3 Disruptor Rifle - d20 Stats

	Cost: 4,300 
Damage: 3d6 (with 1 round of charge: 6d6) 
Critical: 19-20 
Range Increment: 10 meters (with scope: 30 meters) 
Weight: 2.5 kg 
Stun Fort DC: - 
Type: Energy 
Size: Medium 
Group: Energy


	


The Disruptor rifle is a highly illegal weapon, due to the fact of its sheer destructive force. On some systems, even possessing one calls for the death penalty. Like most disruptors, this model is influenced more by crude overdoses in size rather than technological advances. This design causes the short range and limited ammunition capacity, even though one crazed Rodian pirate was known to add an e-web barrel and generator during a particular little known firefight. Most military personnel never carry such a brutish weapon due to the aforementioned flaws as well as the slow cooling and recharge times that plague such weapons. This model is one of many produced by the infamous syndication known as Tenloss.

	Tenloss DVX-9 Disruptor Rifle - d20 Stats

	Model: Tenloss DVX-9 Disruptor Rifle 
Cost: 7,000 credits 
Damage: 8d6 
Critical: 18-20 
Range Increment: 10 meters 
Weight: 5 kg. 
Type: Energy 
Size: Medium 
Group: Blaster Rifles 
Game Notes: If the damage inflicted by the weapon exceeds the opponent's number of wound points, then the target has been completely vaporized, leaving no trace of him/her. 
   May not be used as multifire or autofire weapon.


	Grenade Launcher, Locris Syndicates Model MGL-1 - d20 Stats

	Weapon: Locris Syndicates Model MGL-1 
Cost: 2,500 (1,000 for magazine) 
Damage: 3d6+1 
Critical: n/a 
Range: 30 meters (4 meters) * 
Weight: 5 kg (including 3.5 kg for micro-grenade magazine) 
Type: Slashing 
Multifire/Autofire: n/a 
Size: Medium 
Group: Heavy weapons 
Notes: This weapon makes attacks as a grenadelike weapon. Also, it has a fire-control system that functions as a targeting scope (rating 2). 

* Six increments maximum range.


	


This Grenade Mortar is used by the Security Police (Espo) of the Corporate Sector Authority. A shipment of these weapons was captured by the Rebel Alliance, and subsequently the weapon has grown in popularity among SpecForce Heavy Weapons Specialists. Although it includes a small repulsorlift to assist in movement (treat its weight as one-half normal when pushing or dragging), the grenade mortar must be stationary to fire. It requires a full-round action to clamp down the mortar for firing. The Espo Grenade Mortar is also capable of multifire and autofire in addition to single attacks, making an excellent source of suppressing fire. 

The Espo Grenade Mortar is illegal except for military and law enforcement personnel. It holds a total of 100 grenades. Loading a grenade into the magazine is a move-equivalent action, so it takes 50 rounds (five minutes) to reload an empty mortar.
	Grenade Mortar, Merr-Sonn MM-s3 - d20 Stats

	Weapon: Merr-Sonn MM-s3 Grenade Mortar 
Cost: 3,500 credits 
Damage: 4d6+1 (for frag grenade) 
Critical: n/a 
Range Increment: 160 meters (4 meters)* 
Weight: 70 kg 
Stun Damage: DC 15/12 (for stun grenade) 
Type: Slashing (frag grenade) or Energy (stun grenade) 
Multifire/Autofire: M/A 
Size: Large 
Group: Heavy Weapons 
Special: This weapon uses the grenadelike weapon attack rules. 

* Six increments maximum range. 

	MPA-910 "SteelWraith" Medium Personal Armor - d20 Stats

	Model: IMS' MPA-910 "SteelWraith" Medium Personal Armor 
Type: Personal camouflaged armor 
Scale: Character 
Cost: NAFS 
Weight: 15 kg 
Availability: 3, R 
Game Notes: 
-Armor: Def +5, Max Dex +3, AC Penalty -3 (except on Hide), Spd(10m) 8, Spd(8m) 4 
-Camo Field: Hide +6. 
-Vibroblade: 2D6 Slashing damage, Medium size, retracts into right gauntlet.


For untold millennia, the first and only objective armor had was to protect what it covered. This sufficed for many, many years, until better weapons (such as blasters) began rendering most armor useless. Even today, most armor is still largely ineffective against blaster weapons. Thus, the focus was turned to other fields, including armor camouflage systems. That's where IMS stepped in. 

The MPA-910 "SteelWraith" Medium Personal Armor set is a standard set of composite armor, similar to that worn by Imperial stormtroopers. The SteelWraith is durasteel gray, however, and contains a camo field generator that can adjust the armor's coloration to resemble that of the surrounding environment. It can also be set to flat black, mirrored, or transparent (essentially making the user nearly invisible). These systems are not state-of-the-art, but previous-generation models that have been miniaturized to allow for user comfort. The SteelWraith also comes standard with a vibroblade that retracts into the right gauntlet. 

Tactical Deployment: SteelWraiths are currently in a small-area production phase. They can be found primarily in trouble spots in the Outer Rim Territories and Mid Rim worlds.
	Nova-Tech Armor - d20 Stats

	Armor: Nova-Tech Powersuit 
Class: Powered 
Cost: 15,000 
Damage Reduction: 6 
Max Dex Bonus: +0 
Armor Check Penalty: -6 
Speed (10m): 6m 
Speed (6m): 2m 
Weight: 60 kg 
Weapons: 
- Light Blaster Cannon (+2 equipment bonus to attack rolls): Damage: 3d8, Critical: 19-20, Range Increment: 40 meters, Type: Energy 

* Wearer is considered proficient with armor-mounted weapons if he has Armor Proficiency (Powered) feat


A basic powersuit, the Nova-Tech design is popular everywhere: it has a good price for a solid set of armor and weapons to boot. Though marketed as "protection against asteroids," the blaster cannon is often used for illegal applications. The Nova-Tech Powersuit has the following features: 

· Life Support: 10 days of life support in vacuum or other hostile environment 

· Cold Resistance: +6 equipment bonus on Fortitude saves to resist the effects of cold environments 

· Thrusters: Allows maximum speed of Docking in space

Merr-Sonn's RPS-18 rocket launcher is an older model marketed to independent forces such as planetary militia and mercenary units, but they are also found in the hands of Rebel SpecForces Heavy Weapons Specialists. This weapon is illegal except for military and law enforcement personnel. 

The RPS-18 holds four rockets in an internal magazine (cost: 200) or twenty rockets in an external magazine (cost: 1,000)

	Rocket Launcher, Merr-Sonn RPS-18 - d20 Stats

	Weapon: Merr-Sonn Model RPS-18 Rocket Launcher 
Cost: 1,500 
Damage: 5d6+2 
Critical: n/a 
Range Increment: 50 meters (2 meters) 
Weight: 12 kg (or 20 kg with external magazine) 
Type: Energy 
Multifire/Autofire: n/a 
Size: Large 
Group: Heavy weapons 
Notes: This weapon is fired as a grenadelike weapon attack.


