	Freerunner - d20 Stats

	Craft: Modified KAAC Freerunner 
Class: Ground (Speeder) 
Cost: 27,000 (new), 14,000 (used) 
Size: Gargantuan (14.6 m long) 
Initiative: +0 (-4 size, +4 crew) 
Maneuver: +0 (-4 size, +4 crew) 
Crew: Skilled +4 (2 pilots, 3 gunners) 
Passengers: 0 
Cargo Capacity: 250 kg 
Speed: 110 m 
Max. speed: 300 km/h 
Altitude: up to 2 m 
Defense: 16 (+10 armor, -4 size) 
Shield Points: 15 (DR 5) 
Hull Points: 45 (DR 5) 
Weapon: Anti-Vehicle Laser Cannon (2 fire-linked) 
          Fire Arc: Turret 
          Attack Bonus: +0 (-4 size, +2 crew, +2 fire control*) 
          Damage: 5d8 
          Range: 200 m 
Weapon: Anti-Infantry Blasters (2)*** 
          Fire Arc: 1 turret (front, left, right), 1 turret (rear, left, right) 
          Attack Bonus: +2 (-4 size, +2 crew, +4 fire control **) 
          Damage: 4d8 
          Range: 150 m 

* May be controlled by the pilot or co-pilot, but fire control drops from +2 to +0. 

** May be controlled by the pilot or co-pilot, but fire control drops from +4 to +2. 

*** The Anti-Infantry Blasters only fire in multifire (-4 penalty) and autofire (-6 penalty) modes, the same as a repeating blaster. 


A fairly recent design, the Kelliak Arms and Armor Company (KAAC) created the Freerunner but failed to sell it to the Imperial military shortly after the fall of the Old Republic. Most such vehicles ended up sold to smaller arms dealers and (secretly) the Rebel Alliance. They are intended to function as light combat vehicles, Rebels are often forced to use them as if they were light repulsortanks (a role for which they have neither the weapons nor survivability). Several modified versions of the Freerunner exist, most notably the Freerunner APC.
Cinnabar Moon Cloud Car
Craft: Bespin Motors Storm IV (Modified); Class: Air (Speeder); Cost: 22,500 (new); Size: Huge (7 meters); Crew: 1; Passengers: 2; Cargo Capacity: 10 kilograms; Speed: 350m (max. speed 1,000 km/h); Altitude: 100 kilometers; Defense: 11 (-2 size, +3 armor); Hull Points: 30 (DR 5).
Weapons: None.

The Hex Bomber is designed to act as a field deployment unit for the hex missiles used by the Sabaoth Mercenaries. The bombers, while serving the same function as the Hex Deployer, often are used to either overwhelm a target with missile barrage, or to slip into areas where the Deployer cannot go. While possessing no other weapons besides the hex missiles, these ships have a good track record when used despite initial setbacks against Adi Gallia and her allies. The ship carries 6 hex missiles at a time, but is relatively vulnerable having no other armament. Once their payload is spent, the hex bombers typically either return to a Hex Deployer to reload, or regroup and return to a Sabaoth Destroyer to land.
	Hex Bomber - d20 Stats

	Sabaoth Mercenaries Hex Bomber: Craft: Hex Bomber; Class: Starfighter; Cost: ; Size: Tiny (12m length); Initiative: +6 (+4 crew, +2 size); Crew: 2 (Skilled +4); Passengers: 1 technician; Cargo Capacity: 140 kilograms; Consumables: 1 Day; Hyperdrive: None; Maximum Speed: Attack (Average, 6 squares/action); Atmospheric Speed: 950 km/h (16 squares/action); Maneuvers: +6 (+2 size, +4 crew); Defense: 22 (+2 size, +10 armor); Hull Points: 90; Shield Points: 30; DR: 5. 
      Weapon: Hex Missile; Fire Arc: 1 Front; Attack Bonus: +6 (+4 crew, +2 fire control); Damage: 8d10x2; Range: PB +0, S +2, M/L N/A 


The AAMT is a specialized anti-air defensive weapon designed to be moble enough to cover large areas of occupied space. Originally designed to protect various assets of the Trade Federation and its subsidiary companies, the AAMT (Anti-Air Mobile Tank) is most commonly used in assault or defense groups with several other types of support vehicles. The tank boasts no weapons other than the twin anti-air cannons, which have the range and targeting ability to take down everything from a starfighter to a dropship, both of which are primary targets of the AAMT. While defending against pirate raids or, in the case of the invasion of Naboo, against local starfighter defense corps, the AAMT has shown an impressive track record but lacks its own defenses against ground assault, making it only particularly useful when surrounded by other vehicles that are capable of defending against non-air attacks.
	AAMT - d20 Stats

	Craft: AAMT; Class: Ground (Speeder); Cost: 68.00 kCr; Size: Gargantuan (11.6m length); Initiative: -2 (+2 crew, -4 size); Crew: Normal +2 (2); Passengers: 0; Cargo Capacity: 400 kilograms; Speed: 60m (max. speed 180 km/h); Altitude: Up to 10 m; Maneuvers: -4 (-4 size, +2 crew, -2 engine quality); Defense: 16 (-4 size, +10 armor); Hull Points: 60; DR: 5. 
      Weapon: Anti-Air Cannons (2 fire-linked); Fire Arc: 2 Turret; Attack Bonus: +2 (-4 size, +2 crew, +4 fire control); Damage: 4d10x2; Range: 150m.


The Advanced Droid Starfighter is only a slight improvement over the first model. Replacing the energy torpedos are actual proton torpedos, and the laser cannon count has been doubled. Additionally, the fighter is slightly faster than the previous droid starfighter, and has increased in size slightly. The starfighter is also still controlled by the droid control ship, but some have had independant droid brains installed as the Clone Wars approach.
	Advanced Droid Starfighter - d20 Stats

	Advanced Droid Starfighter: Craft Xi Char Cathedral Factory Droid Starfighter: ; Class: Starfighter; Cost: 60.00 kCr; Size: Fine (4.3m length); Initiative: +12 (+4 crew, +8 size); Crew: (Skilled +4); Passengers: 0; Cargo Capacity: None; Consumables: None; Hyperdrive: None; Maximum Speed: Ramming (Good, 10 squares/action); Atmospheric Speed: 1,180 km/h (19 squares/action); Maneuvers: +12 (+8 size, +4 crew); Defense: 28 (+8 size, +10 armor); Hull Points: 120; Shield Points: 0; DR: 5. 
      Weapon: Laser Cannon (4 fire-linked); Fire Arc: 4 Front; Attack Bonus: +18 (+8 size, +4 crew, +6 fire control); Damage: 6d10x2; Range Modifiers: PB +0, S -2, M/L N/A. 
      Weapon: Proton Torpedo Launcher (1); Fire Arc: Front; Attack Bonus: +12 (+8 size, +4 crew); Damage: 9d10x2; Range Modifiers: PB +0, S/M/L N/A.


	Mercenary Fighter - d20 Stats

	Craft: Kuat Systems Engineering's Custom Mercenary Starfighter; Class: Starfighter; Cost: Not Available for Sale(estimated construction cost 107,000); Size: Tiny (16m length); Initiative: +6 (+4 crew, +2 size); Crew: 1(Skilled +4); Passengers: 0; Cargo Capacity: 100 kg; Consumables: 2 Weeks; Hyperdrive: x2 (backup x10); Maximum Speed: Ramming (Average, 9); Atmospheric Speed: 1,150 kmh (19 squares/action) Maneuvers: +8 (+2 size, +4 crew, +2 engine quality); Defense: 22 (+2 size, +10 armor); Hull Points: 130; Shield Points: 40*; DR: 5. 
      Weapon: Laser Cannon (2 fire-linked); Fire Arc: 2 Front; Attack Bonus: +11 (+2 size, +4 crew, +3 fire control, +2 equipment bonus); Damage: 5d10x2; Range Modifiers: PB +0, S -2, M/L N/A. 
      Weapon: Concussion Missile Launcher (10 carried); Fire Arc: Front; Attack Bonus: +14 (+2 size, +4 crew, +6 fire control, +2 equipment bonus); Damage: 8d10x2; Range Modifiers: PB +0, S -2, M/L N/A. 
      * The Mercenary Fighter has multiple banks of shield generators. As a result, it recovers shield points at twice the normal rate.


Comissioned for design by the Trade Federation, the Mercenary Starfighter was partial payment in the deal that brought a group of mercenaries against the Queen of Naboo. The leader of the mercenary group helped design the starfighter himself, which was in turn built and given to him as a gesture of good faith between the Trade Federation and the mercenaries. While not as fast as some contemporary starfighters, the ship is almost a match for many of the standard starfighters during the Rebellion. Its concussion missile launchers are equipped with an advanced sensor package that rival all other contemporary weapons systems, and a set of backup shield generators, rare on any starfighter, allow the starfighter to take a good deal of punishment before becoming critically disabled. The starship was commissioned for construction some two years before the Battle of Naboo, and was reportedly in the mercenary's possession for at least a year before it was destroyed by Naboo fighter pilot Rhys Dallows.
	Nebula Front Repulsortank - d20 Stats

	Craft: Nebula Front Antipersonnel Tank 
Class: Ground (Tank) 
Cost: 41,000 
Size: Huge (13.1 meters long, 4.5 meters tall) 
Crew: 3 (Skilled +4); gunners: 9 
Passengers: 10 
Cargo Capacity: 800 kilograms 
Speed: 60 m; max speed 180 kph 
Defense: 13 (-2 Size, +5 Armor) 
Hull Points: 180 
DR: 5 
Weapons: 
    Blaster Cannons x2 
       Fire Arc: Front 
       Attack Bonus: +5 (-2 size, +3 fire control, +4 crew) 
       Damage: 5d8 
       Range: 20 m 
    Heavy Repeating Blaster Cannons x7 
       Fire Arc: Front (2), Right (2), Left (2), Rear (1) 
       Attack Bonus: +4 (+4 crew) 
       Damage: 6d8 
       Range: 80 m 


The Nebula Front holds the planet Asmeru lightly, but their armament does consist of some fairly well-crafted vehicles in addition to their normal armament. Apparently crafted by the same company that created the Tikiar starfighters, these repulsor-powered land patrols are more like armored skiffs than true tanks. Though posessing some weapons of enough power to damage other vehicles, their decks are lined with several character-scale repeating blasters mounted to the side railing of the craft, for use in quelling resistance afoot. Their hulls are shaped in bestial forms, resembling giant ocean-bound creatures of massive predators, an intimidating sight to those on the ground. Some observers present on Asmeru commented that the tanks strongly resembled prototypes being constructed by Baktoid Armor Workshop, but these reports are unconfirmed.
	Nesst-class Light Freighter - d20 Stats

	Craft: SoroSuub Nesst-class Light Freighter 
Class: Transport 
Cost: 30,000 
Size: Small (29 m) 
Initiative: +3 (+1 size, +2 crew) 
Crew: Normal +2 (1 or 2 crew) 
Passengers: 4 
Cargo Capacity: 150 tons 
Consumables: 1 month 
Hyperdrive: x1 (backup x9) 
Maximum Speed in Space: Attack ( 8 squares/action) 
Atmospheric Speed: 800 km/h (13 squares/action) 
Maneuver: +3 (+1 size, +2 crew) 
Defense: 21 (+10 armor, +1 size) 
Shield Points: 40 (DR 10) 
Hull Points: 110 (DR 10)


The Nesst-class light freighter was put into production several years before the Battle of Yavin, and it is designed to be incapable of mounting weapons without overhauling the power core (add +5 to the DC of any attempts to add weapons to the Nesst-class).
	Raven's Claw - d20 Stats

	Raven's Claw: Craft: Corellian Engineering Corporation's CRF-156T Fast Carrier; Class: Space transport; Cost: Not Available for Sale (estimated construction cost 1.65 mCr); Size: Small (26m length); Initiative: +5 (+2 Dex, +2 bonus, +1 size); Crew: 1 (Unique, See Jan Ors); Passengers: 2; Cargo Capacity: 10 Metric tons; Consumables: 3 Months; Hyperdrive: x0.5 (backup x6); Maximum Speed: Ramming (13 squares); Atmosphere Speed (20 squares, 1,180 kph) Maneuvers: +14 (+1 size, +10 crew, +3 engine quality); Defense: 23 (+2 Dex, +1 size, +10 armor); Hull Points: 100; Shield Points: 120; DR: 10. 
      Weapon: Laser Cannon (4 fire-linked); Fire Arc: 4 Front; Attack Bonus: +18/+13 (+1 size, +10/+5 crew, +4 fire control, +3 equipment bonus); Damage: 5d10x2; Range Modifiers: PB +0, S -2, M/L N/A. 
      Weapon: Proton Torpedo Launcher (2); Fire Arc: Front; Attack Bonus: +18/+13 (+1 size, +10/+5 crew, +4 fire control, +3 equipment bonus); Damage: 9d10x2; Range Modifiers: PB +0, S/M/L N/A.


The Raven's Claw is the chosen ship of the mercenary team Kyle Katarn and Jan Ors following the destruction of their first ship, the Mouldy Crow. Upon completing their mission to the Valley of the Jedi, the New Republic granted them enough compensation that they were able to purchase a new model Corellian courier vessel, a descendent of the same model as the original Mouldy Crow. In addition to a sleeker design and larger weapons armament, the ship is one of the fastest in the galaxy, rivaling Han Solo's Falcon in pure sublight speed and zipping through hyperspace at a considerable clip. The ship boasts a pair of military-grade proton torpedo launchers, as well as a set of lasers that would cause any attacker to flinch. Additionally, Mon Mothma personally authorized the placement of a Holonet transciever on the vessel in order to more quickly communicate with her most trusted freelance mercenaries.
	Rebel Heavy Attack Tank - d20 Stats

	Craft: Yutrane-Tackata Heavy Attack Tank T3-B 
Class: Ground (Tank) 
Cost: 45,000 
Size: Huge (8.1 meters long, 6.1 meters tall) 
Crew: 4 (Skilled +4) 
Passengers: 0 
Cargo Capacity: 380 kilograms 
Speed: 30 m; max speed 90 kph 
Defense: 13 (-2 Size, +5 Armor) 
Shield Points: 60 
Hull Points: 50 
DR: 5 
Weapons: 
    Twin Blaster Cannon 
       Fire Arc: Front 
       Attack Bonus: +5 (-2 size, +3 fire control, +4 crew) 
       Damage: 5d8 
       Range: 20 m 
    Surface to Surface Missile Launcher x3 (5 missiles/launcher) 
       Fire Arc: Front 
       Attack Bonus: +7 (-2 size, +5 fire control, +4 crew) 
       Damage: 4d10x2 
       Range: 500 m 
    Proton Missile Launcher (8 torpedos) 
       Fire Arc: Front 
       Attack Bonus: +7 (-2 size, +5 fire control, +4 crew) 
       Damage: 9d10 
       Range: 300 m 


Designed for ground assaults in the early days of the Alliance, this Heavy Attack Tank is a slow but powerful vehicle which provides decent cover, a combination of sturdy hull and moderate shields. Its weapons compliment is no small matter, either, though not the most powerful in the Rebel Military. Though limited in production and use (all-out frontal assaults were not the forte of the Alliance), when the tide turned in the Galactic Civil War, this vehicle was implemented in campaigns to take back Imperial-controlled worlds.

	Rebel Hovertank - d20 Stats

	Craft: Yutrane-Tackata Republic Anti-Air Hovertank 
Class: Ground (speeder) 
Cost: 35,000 
Size: Huge (8.6 meters long, 5.7 meters tall) 
Crew: 4 (Skilled +4) 
Passengers: 0 
Cargo Capacity: 380 kilograms 
Speed: 30 m; max speed 90 kph 
Altitude: Up to 5 Meters 
Defense: 13 (-2 Size, +5 Armor) 
Hull Points: 35 
DR: 5 
Weapons: 
    Twin Blaster Cannon 
       Fire Arc: Turret 
       Attack Bonus: +5 (-2 size, +3 fire control, +4 crew) 
       Damage: 5d8 
       Range: 100 m 
    Heavy Proton Missile Launcher x3 
       Fire Arc: Front 
       Attack Bonus: +7 (-2 size, +5 fire control, +4 crew) 
       Damage: 6d10x2 
       Range: 300 m


	


Though the Rebel Hovertank is shredded when in ground-to-ground combat, no strike force entering an area where strafing runs by aircraft are a possibility should be without one. Equipped with an incredibly destructive payload of heavy torpedoes, whose launchers have anti-air tracking fire control units, these hovertanks pack a deadly punch against any air opposition. Additionally, their weapons have been used as "bunker busters," though the base's defenses have to be worn down enough to pose no threat to the relatively poorly armored hovertank.
	Republic Repulsortank - d20 Stats

	Craft: TX-130S Assault Repulsortank; Class: Ground (Speeder); Cost: Not Available for Sale; Size: Huge (9.4m length); Initiative: +2 (+4 crew, -2 size); Crew: Skilled +4 (1); Passengers: 1 (gunner); Cargo Capacity: 300 kilograms; Speed: 60m (max. speed 180 km/h, 3 squares/action); Altitude: Up to 10 m; Maneuvers: +2 (-2 size, +4 crew); Defense: 18 (-2 size, +10 armor); Hull Points: 70 (DR 5). 
      Weapon: Medium Laser Cannon(2); Fire Arc: 2 Front; Attack Bonus: +4 (-2 size, +4 crew, +2 fire control); Damage: 5d10; Range: 20m. 
      Weapon: Concussion Missile Launcher Launcher (2); Fire Arc: 2 Front; Attack Bonus: +4 (-2 size, +4 crew, +2 fire control); Damage: 9d10; Range: 300m. 
      * The Republic Repulsortank provides full cover to its passengers.


The Republic Repulsortank is one of the new weapons designed by Rothana Heavy Engineering to be used by the Clone Army. Smaller, quicker, and less cumbersome than the AT-TE, the Republic Repulsortank has the ability to get into areas that other vehicles can't. Additionally, they are known to serve as mobile command vehicles for the leaders of the various battle groups, ferrying the officers from one location to another when the LAAT/c is an impractical choice. The vehicle is armed well enough to be able to defend itself, and its missiles provide a decidedly powerful punch, but it is not nearly as heavily armed as some of the various ground vehicles used throughout the Clone War.

Reti's personal transport is cobbled together from old starship parts he has salvaged from across the galaxy. Quite a talented mechanic, Reti was able to craft the ship and make it fly from no discernible blueprints. The ship doesn't truly match any configuration popular in the galaxy, but seems to draw influence from several existing designs. The ship is relatively small for a transport, but has a surprising cargo capacity due to reduced engine size and a smaller power core purchased illegally from a disgruntled Republic Sienar Systems employee. Despite this miniaturization, the ship boasts a moderate weapons suite, salvaged from parts used in starships manufacted during the Stark Hyperspace conflict. The ship is occasionally unreliable, but for the most part it serves Reti well.

	Reti's Transport - d20 Stats

	Craft: Reti's Transport; Class: Space transport; Cost: Not Available for Sale; Size: Tiny (20.7m height); Initiative: +2 (+0 crew); Crew: 1 (Unique, see Reti); Passengers: 2; Cargo Capacity: 35 metric tons; Consumables: 2 Weeks; Hyperdrive: x2 (backup x10); Maximum Speed: Attack (5 squares); Maneuvers: +2 (+2 size); Defense: 22 (+2 size, +10 armor); Hull Points: 130; Shield Points: 60; DR: 10. 
      Weapon: Laser Cannon (2 fire-linked); Fire Arc: 2 Front; Attack Bonus: +6 (+2 size, +4 fire control); Damage: 5d10x2; Range Modifiers: PB +0, S -2, M/L N/A. 
      Weapon: Ion Cannon; Fire Arc: 2 Front; Attack Bonus: +6 (+2 size, +4 fire control); Damage: Special; Range Modifiers: PB -2, S/M +0, L N/A. 
      Weapon: Tractor Beam Projector; Fire Arc: 1 Turret; Attack Bonus: +10 (+2 size, +8 fire control); Damage: Special; Range Modifiers: PB -6, S -4, M/L N/A.


	

	Shadow Droid - d20 Stats

	Original D20 conversion by Qwerty with revision by Nazgul. 

Craft: Sienar Fleet Systems' Shadow Droid; Class: Starfighter; Cost: Not available for sale; Size: Fine (4.2m length); Initiative: +8 (+8 size); Crew: 1 (Unique, see Shadow Droid Pilot); Cargo Capacity: None; Consumables: 3 Days; Hyperdrive: None; Maximum Speed: Ramming (Excellent, 13 squares/action); Atmospheric Speed: 1300 km/h (21 squares/action); Maneuvers: +11 (+8 size, +3 engine quality); Defense: 28 (+8 size, +10 armor); Hull Points: 120 (DR 5); Shield Points: 100 (DR 5). 
    Weapon: Laser Cannon [Twin] (1); Fire Arc: Front; Attack Bonus: +15 or +11/+11 (+8 size, +4 fire control, +3 equipment bonus); Damage: 2d10x2; Range Modifiers: PB +0, S -2, M/L N/A. 
    Weapon: Laser Cannon (2); Fire Arc: Any; Attack Bonus: +13 (+8 size, +2 fire control, +3 equipment bonus); Damage: 4d10x2; Range Modifiers: PB +0, S -2, M/L N/A. 
    Weapon: Ion Cannon [Light] (2, 1 fire-linked in sets of 2); Fire Arc: Front; Attack Bonus: +15 (+8 size, +4 fire control, +3 equipment bonus); Damage: 4d10x2; Range Modifiers: PB +0, S -2, M/L N/A. 
    Weapon: Concussion Missile Launcher [Small] (1); Fire Arc: Front; Damage: 8d10x2; Missile Quality: Ordinary (+10) 

Shadow Droid Pilot: Force Adept 3/Soldier 4/Starfighter Ace 2; Init +7 (+3 Dex, +4 Bonus); Def 22 (+3 Dex, +9 Class); Spd 0m; VP/WP 67/15; Atk +10/+5 ranged (by weapon); SQ Familiarity +1, Starfighter Defense; SV Fort +8, Ref +9, Will +8; SZ M; FP: 1; DSP: 3; Rep: +2; Str 10, Dex 16, Con 10, Int 12, Wis 14, Cha 11. 
    Equipment: Tactical Processor 
    Skills: Astrogate +15, Computer Use +13, Knowledge (Tactics) +11, Pilot +17, Read/Write Basic, Sense Motive +8, Speak Basic, Spot +8 
    Force Skills: Enhance Ability +6, Enhance Senses +8, Farseeing +8, See Force +8, Telepathy +8 
    Feats: Alertness, Dodge, Force-Sensitive, Improved Initiative, Spacer, Starship Dodge (starfighter), Starship Operation (starfighter), Starship Point Blank Shot (starfighter), Weapon Focus (Concussion Missile Launcher, Laser Cannon), Weapons Group Proficiency (blaster pistols, heavy weapons, primitive weapons, simple weapons) 
    Force Feats: Alter, Sense 


After initial tests of the TIE/D droid fighter, the Emperor wanted efforts put forth to further advance the original concept of the TIE/D’s. Umak Leth came up with a way of using the brains of fallen Imperial Aces to pilot a far more powerful fighter craft loaded with weapons and special countermeasures. The droids were also equipped with advanced communications equipment that allowed them to exchange information digitally with other Shadow Droids and their command ship, providing them with unprecedented combat coordination. Once the first few Shadow Droids where produced, the Emperor decided to add a personal touch and infused the pilots with the Dark Side to further increase their skill and effectiveness.   
    The fighters themselves look like an oversized Imperial guardsman helmet with a cylindrical wing on either side. Two smaller pylons extend down from the chin. A small laser turret is mounted on the top of each wing, as are large laser cannons at the tips of the wings, and a 4 tube concussion missile launcher on the right wing. The two smaller pylons mount linked Ion Cannons. The whole fighter is a glossy black due to a special coating of sensor masking material. A long red slit serves as the optical sensor for the cyborg pilot, with several smaller red ports on the upper right surface of the main body providing sensor input. 
    In the few battles these fighters have taken part in, they have performed admirably, frequently defeating several times their number of opponents. Due to the resources necessary to produce these fighters, however, not many have been fielded, nor are many more expected to be produced. After the final defeat of the Emperor, almost all of the Shadow Droids where destroyed in combat with New Republic forces, or Imperial warlords. Anyone that can feasibly get their hands on one of these droids will end up with a very dangerous weapon indeed.
	Sharp Spiral, The - d20 Stats

	The Sharp Spiral: Craft: SoroSuub's Cutlass 9; Class: Starfighter; Cost: 138.00 kCr; Size: Diminutive (7.2m length); Initiative: +5 (+1 Dex, +4 size); Crew: 1 (Unique, see Saesee Tiin); Passengers: 0; Cargo Capacity: 45 kilograms; Consumables: 2 Weeks; Hyperdrive: x1.5; Maximum Speed: Ramming (10 squares/action); Atmospheric Speed: 1,200 kph (20 squares/move); Maneuvers: +22 (+4 size, +16 crew, +2 engine quality); Defense: 25 (+1 Dex, +4 size, +10 armor); Hull Points: 80; Shield Points: 50; DR: 5. 
      Weapon: Laser Cannon (4 fire-linked); Fire Arc: Front; Attack Bonus: +22/+17/+12 (+4 size, +12/+7/+2 crew, +4 fire control, +2 equipment bonus); Damage: 6d10x2; Range Modifiers: PB +0, S -2, M/L N/A.


The personal starfighter of Saesee Tiin, the Jedi Council's most adept starfighter pilot, the Sharp Spiral is a brand-new Sorosuub Cutlass-9 starfighter designed to fit Tiin's own personal style of piloting. In addition to accomodating him physically, the starfighter boasts equipment and components specifically chosen by the Jedi Master in order to more accurately tailor the starfighter to his needs. The ship is very maneuverable for its time, manufactured just at the leading edge of the Clone Wars, and boasts a weapons array that is not to be taken lightly. Master Tiin uses the starfighter not only as a means of conveyance, but also to train his pupils and other Jedi in the basics of starfighter combat in the space above Coruscant. The starfighter is impressive, sleek, and intimidating, and while the Jedi officially endorse the Aethersprite from Kuat Systems Engineering, Master Tiin's choice of the Cutlass-9 class starfighter has created greater demand for Sorosuub to manufacture more.
	Skyhawk Interceptor - d20 Stats

	Craft: Kuat Drive Yards Skyhawk Starfighter 
Class: Starfighter 
Cost: 110,000 (new) 
Size: Tiny (11.4 meters) 
Crew: 1 (Normal +2) 
Passengers: 0 
Cargo Capacity: 105 kilograms 
Consumables: 2 weeks 
Hyperdrive Multiplier: x2 
Maximum Speed: Ramming 
Defense: 22 (+2 Size, +10 Armor) 
Shield Points: 30 
Hull Points: 90 
Damage Reduction: 5 
Weapons: 
    2 Laser Cannons (fire linked) 
       Fire Arc: Front 
       Attack Bonus: +6 (+2 size, +2 crew, +2 fire control) 
       Damage: 4d10x2 
       Range Modifiers: PB +0, S +0, M/L n/a 
    2 Proton Torpedo Launchers 
       Fire Arc: Front 
       Attack Bonus: +6 (+2 size, +2 crew, +2 fire control) 
       Damage: 7d10x2 
       Range Modifiers: PB +0, S +0, M -2, L n/a


Late in the days of the Old Republic, personal starfighters with military-scale weapons were almost unheard of. Civilians had no need of such protection, however as with any culture there will always be those who would prefer that their safety rest in their own hands. Kuat Drive Yards, still a public starfighter producer, began selling these personal fighters amidst much controversy from governmental officials. Civilian fighters with military-grade weapons didn't sit well with the Republic Senate, and so after only a short production run these fighters were pulled from the market. However certain high-ranking officials managed to procure such ships for their own personal use, and the occasional fighter missed the official recall.
During the Empire's reign, much effort was put into the research and development of new weapons to be used against both the Rebellion and subjugated planets. Out of such projects arose ships such as the fairly common TIE Advanced and Interceptor, as well as more unconventional craft such as the TIE Defender and Assault Gunboats. Sienar Fleet Systems produced a special capital ship capable of acting as a mobile research facility for such projects, allowing them to field test their prototype starfighters while observing them firsthand. This was a great boon to the development of more powerful starfighters, as it not only drastically cut down on the lag between Research and Development and the results of experimental tests, but also allowed the Empire to do live-fire testing against their enemies and gauge their actual combat effectiveness. These mobile research carriers were relatively uncommon, however; usually, only one or two existed at any one time, with a lifespan of several years meaning that there were merely a few dozen of these capital ships in existence. 

When Raith Sienar and his R&D staff set about creating this labratory/weapon, they made sure to give the ship enough firepower and defenses so as not to become an easy target for enemy capital ships; after all, all would be for naught if the ship's experiments and records were destroyed. Fortunately, the ship also boasts a powerful holocomm transciever which allows them to send their data back to Lianna to be backed up at regular intervals. With their extensive resources (and, thanks to the relatively small number of the craft created), Sienar was able to put a decent number of turbolaser batteries and point defense weapons on the ship, freeing up the experimental TIEs for whatever function they are intended to serve. Additionally, the ship boasts four massive docking bays arrayed throughout the ship, allowing for quick launch and recovery of the experimental vessels. The ship could disgorge several squadrons of TIEs in less than a minute, giving the ship strong armament and an edge in reaction time. 

As the Empire waned and the New Republic rose, only a handful of these research vessels survived. However, the Imperial Remnant is known to have at least two of these vessels. One ship, the Zaarin's Shield, was actually converted from its original research function into a mobile manufacturing plant for TIE Defenders. Due to the massive resources involved in constructing the Defenders, the ship mostly acts as an escort carrier, or, when making a delivery, a cargo vessel to store the Defenders in.

	Starfighter Research Carrier - d20 Stats

	Craft: Starfighter Research Carrier; Class: Capital ship; Cost: Not Available for Sale; Size: Gargantuan (651m length); Initiative: +0 (+4 crew, -4 size); Crew: 3,560; Passengers: 12,000 (starfighter research & support crew), 3,000 (troops); Cargo Capacity: 6000 metric tons; Consumables: 1 Year; Hyperdrive: x2 (backup x10); Maximum Speed: Crusing (4 spaces); Maneuvers: -2 (-4 size, +4 crew, -2 engine quality); Defense: 16 (-4 size, +10 armor); Hull Points: 500; Shield Points: 200; DR: 25. 
      Weapon: Medium Turbolaser Battery; Fire Arc: 4 Batteries Front, 5 Batteries Left, 4 Batteries Back, 5 Batteries Right; Attack Bonus: +6 (-4 size, +4 crew, +2 fire control, +4 battery fire); Damage: 5d10x5; Range Modifiers: PB -2, S/M +0, L -2. 
      Weapon: Point Defense Laser Cannon; Fire Arc: 10 Front, 5 Left, 5 Back, 5 Right; Attack Bonus: +8 (+4 crew, +4 fire control); Damage: 4d10x2; Range Modifiers: PB +0, S -2, M/L N/A. 
      Weapon: Tractor Beam Projector; Fire Arc: 8 Front, 1 Left, 1 Right; Attack Bonus: +8 (-4 size, +4 crew, +8 fire control); Damage: Special; Range Modifiers: PB -6, S -4, M/L N/A. 
      Notes: Carries two squadrons of TIE fighters (of varying standard configurations), 56 TIEs (of varying experimental configurations), plus 30 larger starfighters and shuttles(such as Lambda-class shuttles, Assault Gunboats, Skipray Blastboats, etc.). When functioning as a shipyard: 50 slips; construction multiple 1.25.


	


If a Jedi draws his lightsaber, he must be prepared to take a life. When a Sith Lord named Darth Gadrel drew the Darksaber, he was prepared to take billions. 

Lord Vader's flagship, the Executor, never matched it in splendor. The half-finished Eclipse was a display of excess. The Vengeance was just a poor player in a galaxy-wide game of destruction. The Darksaber was a capital ship designed by the most talented engineers the Empire had to offer, overseen by a man who knew the weaknesses of superweapons by inspired by possibly the greatest military leaders of the last 5000 years. What began as a half-blinded project intended to improve upon a flawed design became a masterfully crafted superweapon with the practicality of a command ship. 

Following his turn to the Dark Side, Luke Skywalker's first major order of business was to stop the early construction of the Death Star II. However, the time and money already invested in the station made it a waste to simply cancel the project. Skywalker and Lord Vader contacted Raith Sienar, one of the most talented starfighter designers in the galaxy and one of the men responsible for the creation of the first Death Star. Their plan was simple: take the currently existing Death Star II plans and meld them with the Super Star Destroyer design. Sienar got to work, and within weeks he had traveled to the Maw Installation to meet with Tol Sivron and Bevel Lemelisk to discuss the best way to go about the project. With Sienar's starship design expertise combined with the experienced minds of Lemelisk and Sivron, the first blueprints of the station were ready for their new masters' approval within weeks. Details were still left to be hammered out, but the newest design met with immediate approval and construction began on the project within the month. 

The ship itself was based on the Super Star Destroyer design, but was altered greatly to accomodate the massive power generators needed to fire a superlaser of that magnitude. The dagger-shaped design remained, however the main power generators were housed in the center of the ship, marked by a narrow rise in the midsection of the ship in a similar fashion as the cockpit on a starfighter; in fact, when completed, the ship's design was remnant of a massive, jagged A-Wing due to the center ridge. Inside, the main power generator was housed in a cavernous chamber designed to absorb and vent the incredible heat of the core without exposing it to outside assault. Additionally, when the superlaser is not in use, the main reactor serves as the primary power core for all ship systems. Backup generators, located at the ship's vital systems, allow the warship to continue in combat while still firing the superlaser. A specialized shield generator leeches power from the main reactor to protect the superlaser's firing module, protecting the vulnerable weapon during use. 

The superlaser itself was placed on the front-center portion of the ship's bow, slightly elevated from the ship's hull. The superlaser's focusing lenses were placed on what appeared to be a single large cannon jutting up from the hull, on a modular platform with advanced movement mechanisms to allow for greater firing range. Additionally, the focusing lenses themselves were made more numerous; the number of lenses was doubled, meaning the focus of the beam could be adjusted more easily, offering still more control of the weapon's path. The combination of the highly-mobile firing platform and increased focusing lenses gave the superlaser nearly the range of a turret gun; within a few short moments, the weapon could be aimed and fired along the front, right, left, and upper-dorsal firing arcs. This, way, if a capital ship maneuvered to bombard the Darksaber from above, or either side, the superlaser could be re-aimed within the span of time it took the main reactor to recharge. 

One of the most important innovations in the design of the Darksaber is that the command crew is not in the top-mounted decks like on most Star Destroyers. While the bridge portions are still in place in that module, Darth Gadrel, Darth Vader, and a core command crew is in a chamber deep in the heart of the ship. The bridge itself controls the majority of ship functions, however for the safety of the commanders all orders are relayed from the bowels of the ship. In the case of emergency on the bridge, the command chamber is able to function as a secondary bridge. However, the majority of the tactical decisions are made in the command chamber as the ship's sensors and bridge crew relay tactical information down to the command chamber. In the chamber, a holographic projector gives the commanders a three dimensional representation of the battle, and technical readouts are displayed on viewscreens around the room. While this limits the actual visual capacity of the command crew, the tactical readouts and sophisticated sensor data give enough information to allow the commanders to make informed decisions. In the few small cases where the command crew is needed on the main bridge, there is a direct turbolift shaft which is sealed and heavily shielded that can quickly transfer crew members between the command chamber and the bridge. 

Another unique aspect of the bridge is that it is shielded on the front and back with quantam molecular armor. The viewport areas and the most vulnerable areas of the bridge are quantam molecularly bonded to prevent any damage to the bridge crew. The command chamber is similarly bonded, however to a much smaller degree. In any case where the command chamber could be damaged, chances are the ship would have been beyond saving, and emergency escape pods were placed beneath the floor to allow for the safe escape of the command crew while the ship was breaking apart. Of course, this was a last resort, as the rest of the ship was designed to be nearly indestructable. While the ship's hull integrity is not that much greater than any other starship of its size, the ship's weapon placement was designed to deter intense starfighter assault while the superlaser repels capital ships with extreme prejudice. With a nearly invincible bridge, powerful anti-capital ship weaponry, a hidden command crew, and a weapon compliment that can intimidate even the most determined of opponents. 

Upon completion, the Darksaber was taken on its first test run against a target both Luke Skywalker and Darth Vader were anxious about visiting. Looming over the planet of Dagobah, the Darksaber met with no opposition, visibly at least. The truth is that Lord Vader and his son and apprentice were engaged in a fierce duel with Master Yoda over the span of thousands of miles, the Light Side of the Force vs. the Dark Side. The crew of the Darksaber waited nervoulsly for several minutes while their masters stood stock still, seming to strain without ever moving a muscle. Finally, Skywalker was able to relay the order to fire down to the commander on the gunnery deck, and in the flash of an eye the full might of the Darksaber's superlaser ripped apart the swamp planet in a matter of moments. Master Yoda, the last true Jedi Master in the galaxy, perished among the shattered remains of his sanctuary planet thanks to the betrayal by Luke Skywalker. It was fortunate that Leia Organa had already completed her training in the time it took for the Darksaber to be constructed, but the loss of a powerful servant of the Light Side was a great blow to the galaxy. 

The next several years saw great successes for the Darksaber. The rebellious planet of Kashyyyk was eliminated in the pursuit of Jedi Knight Leia Organa, which killed much of the spirit of any who thought to rise up against the Empire. In the years to come, the Darksaber was used to wipe out the major portions of the Rebel fleet that remained around the galaxy. Along with the new Death Squadron, which was headed up by the Darksaber and filled out with several Star Destroyers and Interdictor Cruisers, the Empire used its new, more versatile superweapon to crush any opposition. Within a short amount of time, the Rebellion was no more and the galaxy could offer up no more opposition to the Imperial war machine. 

After initial tests of the Darksaber proved successful, Darth Gadrel and Darth Vader commissioned 3 decoy vessels in the same style as the Darksaber. These ships lacked a main reactor and a superlaser, cutting the majority of the development cost drastically. The bridge and the command chamber were not reinforced with the quantam molecular armor, but the rest of the ship was designed as per the specifications of the Darksaber. These decoys were spread throughout the galaxy not only to act as intimidating presences who used fear to keep their sectors in line, but also to help draw away any direct attacks on the command ship. These decoys, known among the Imperial Navy as the Darkstar, Deathsaber, and Despoiler, were commanded by Admiral Daala, Admiral Drommel, and Grand Admiral Grunger respectively. 

When the Yuuzhan Vong invaded, the Darksaber became a major target, as it was one of the few weapons the Empire had to throw against the alien invaders and their strange biotechnology. It met with much success, and was one of the principle weapons which brought the war to a standstill in the middle of the Yuuzhan Vong invasion. As the situation became more dire, construction began inside the Maw of three more functional superlasers. As the Despoiler was being refitted with a superlaser, the Vong discovered the facility and brought the full might of their invasion force down on the researchers. The Despoiler had reached roughly 80% completion, and managed to make a break for it as the invaders decimated the facility. The last two superlasers produced were destroyed along with the major advancements the Maw had made in that time, and the Despoiler barely escaped destruction with an incomplete superlaser mounted to the hull. With the destruction of the original Darksaber at the hands of Chewbacca, Master Organa, and the Liberators, Darth Gadrel assumed command of the Despoiler and made it his new command ship, seeing it through to completion, and bringing its full might to bear against the recently-victorious Vong invasion force...
	The Darth Gadrel Saga Technical Journal: The Darksaber - d20 Stats

	Craft: Custom Super Star Destroyer 
Class: Capital 
Cost: Not Available for Sale 
Size: Colossal (17,600 Meters) 
Crew: 579,950 (Skilled +4) 
Passengers: 20,000 (troops) 
Cargo Capacity: 60,000 Metric Tons 
Consumables: 4 years 
Hyperdrive Multiplier: x1 (backup x10) 
Maximum Speed: Cruising 
Defense: 12 (-8 Size, +10 Armor) 
Shield Points: 1300 
Hull Points: 1260 
Damage Reduction: 20 (100 for bridge and command chamber)* 
Weapons: 
    300 Turbolaser Batteries 
       Fire Arc: 100 batteries front, 75 batteries left, 75 batteries right, 50 batteries back 
       Attack Bonus: +2 (-8 size, +4 crew, +2 fire control, +4 battery fire) 
       Damage: 7d10x5 
       Range Modifiers: PB -6, S -4, M -2, L +0 
    300 Heavy Turbolaser Batteries 
       Fire Arc: 100 batteries front, 75 batteries left, 75 batteries right, 50 batteries back 
       Attack Bonus: +2 (-8 size, +4 crew, +2 fire control, +4 battery fire) 
       Damage: 10d10x5 
       Range Modifiers: PB -6, S -4, M -2, L +0 
    1200 Concussion Missile Tubes 
       Fire Arc: 100 batteries front, 75 batteries left, 75 batteries right, 50 batteries back 
       Attack Bonus: +2 (-8 size, +4 crew, +2 fire control, +4 battery fire) 
       Damage: 9d10x2 
       Range Modifiers: PB -6, S -4, M/L +0 
    300 Ion Cannon Batteries 
       Fire Arc: 100 batteries front, 75 batteries left, 75 batteries right, 50 batteries back 
       Attack Bonus: +3 (-8 size, +4 crew, +3 fire control, +4 battery fire) 
       Damage: Special 
       Range Modifiers: PB -6, S -4, M -2, L n/a 
    190 Tractor Beam Projectors 
       Fire Arc: 60 front/left, 35 left, 60 front/right, 35 right, 45 rear 
       Attack Bonus: +4 (-8 size, +4 crew, +8 fire control) 
       Damage: Special 
       Range Modifiers: PB -6, S -4, M/L n/a 
    Superlaser 
       Fire Arc: Turret (front, right, left, and dorsal arcs only) 
       Attack Bonus: -4 (-8 size, +4 crew) 
       Damage: 2d10x10 to 16d10x10** 
       Range Modifiers: PB -6, S -4, M/L +0 
       Hull: 100 
       Shields: 500 
       DR: 20 

*Quantam molecularly bonded armor has a resiliency of 5 times the normal amount. 

**The Darksaber's superlaser can recharge at a rate of 2d10x10 damage per minute. It may fire at any time during that recharge, dealing an amount of damage equal to the current recharge.

	The Vengeance - d20 Stats

	Craft: The Vengeance 
Class: Capital 
Cost: Not Available for Sale 
Size: Colossal (10.1 km) 
Crew: 71,500 (Skilled +4) 
Passengers: 15,000 
Cargo Capacity: 100,000 Metric Tons 
Consumables: 3 years 
Hyperdrive Multiplier: x2 
Maximum Speed: Cruising 
Defense: 17 (-8 Size, +15 Armor) 
Shield Points: 600 
Hull Points: 1200 
Damage Reduction: 50 
Weapons: 
    Turbolaser Batteries (90) 
      Fire Arc: Front (20), Left (30), Right (30), Rear (10) 
      Attack Bonus: +8 (-8 size, +4 crew, +8 fire control, +4 battery fire) 
      Damage: 4d10x5 
      Range Modifiers: PB -6, S -4, M -2, L+0 
    Heavy Turbolaser Batteries (200) 
      Fire Arc: Front (30), Left (75), Right (75), Rear (20) 
      Attack Bonus: +6 (-8 size, +4 crew, +6 fire control, +4 battery fire) 
      Damage: 7d10x5 
      Range Modifiers: PB -6, S -4, M -2, L+0 
    Point Defense Cannons (500) 
      Fire Arc: Dorsal (250), Ventral (250) 
      Attack Bonus: +6 (+0 size, +4 crew, +2 fire control) 
      Damage: 5d10x2 
      Range Modifiers: PB +0, S +0, M/L n/a 
    Ion Cannon Batteries (60) 
      Fire Arc: Front (10), Left (20), Right (20), Rear (10) 
      Attack Bonus: +6 (-8 size, +4 crew, +6 fire control, +4 battery fire) 
      Damage: Special 
      Range Modifiers: PB -6, S -4, M -2, L+0 
    Concussion Missile Launchers (50) 
      Fire Arc: Front (5), Left (20), Right (20), Rear (50) 
      Attack Bonus: +8 (-8 size, +4 crew, +8 fire control, +4 battery fire) 
      Damage: 8d10x5 
      Range Modifiers: PB -6, S -4, M -2, L+0 
    Tractor Beam Projectors (30) 
      Fire Arc: Front (5), Left (10), Right (10), Rear (5) 
      Attack Bonus: +5 (-8 size, +4 crew, +5 fire control, +4 battery fire) 
      Damage: 4d10x5 
      Range Modifiers: PB -6, S -4, M -2, L+0


The Vengeance is a custom-designed Super Star Destroyer commanded by the Dark Jedi Jerec in the time after the Battle of Endor. The ship is of an unknown configuration, and is something of an oddity in the Imperial Navy. The ship is shorter and more narrow than the Executor and its class of of ships, however it boasts a stronger hull and a point-defense weapons system. Its dagger-shaped hull is covered with a thick secondary layer of armor, and less energy is given to shield output. Jerec used this ship in his quest for the Valley of the Jedi, and it is unknown what happened to it after his death, though some speculate that it may be still roaming the Imperial Remnant or Unknown Regions, commanded by one of Jerec's senior officers.

After the battle of Yavin and the destruction of the Death Star, the Rebel Alliance proved that they were a serious threat to the Empire. The Empire forced to take that threat seriously, responded with new technology and weapons such as the Dark Trooper project and the TIE Phantom. The TIE Phantom research, under the direction of Admiral Sarn, was conducted in the Dreighton Nebula. The Nebula, the site of a major battle in the Old Republic was rumored to be haunted and the source of ships mysteriously disappearing. This provided perfect cover for development of a top secret stealth starfighter. 

The TIE Phantom packs slightly above normal firepower for a starfighter of it's class. However the main improvement of the ship was a cloaking device. With the stealth shield in place, short and long range detectability of the ship was almost non-existent. Should the Phantom have gone into wide production, the Empire would certainly have had the upper hand. Sigma Squadron, the first wave of these deadly TIE fighters, came within 12 hours of launch before the construction facility on Imdaar Alpha was destroyed, along with the Empire's stockpile of the ship. Admiral Sarn's command ship, the Super Star Destroyer Terror was also eliminated along with the base. The admiral was retired from active duty personally by Lord Vader. The Rebel strike team, commanded by Ru Murleen captured one of the precious vessels, but the fighter was destroyed at a rebel base due to Imperial security fail-safe measures.

	TIE Phantom (V-38 Prototype TIE) - d20 Stats

	Craft: Sienar Fleet Systems V-38 Phantom 
Class: Starfighter 
Cost: Not Available for Sale 
Size: Diminutive (8.1 meters) 
Crew: 1 (Expert +8) 
Passengers: 0 
Cargo Capacity: 50 kilograms 
Consumables: 3 days 
Maximum Speed: Ramming 
Defense: 24 (+4 Size, +10 Armor) 
Shield Points: 0 
Hull Points: 60 
Damage Reduction: 5 
Weapons: 
    Laser Cannons x3 (fire-linked) 
       Fire Arc: Front 
       Attack Bonus: +15 (+4 size, +8 crew, +3 fire control) 
       Damage: 6d10x2 
       Range Modifiers: PB +0, S +0, M/L n/a 
Special: When cloaked, the ship gains a +20 equipment bonus to defense, but suffers a -20 to all attack rolls and skill checks involving visual and sensor input.


The Trade Federation Advanced Droid Bomber was an experimental craft under stress test during the Battle of Naboo. While the Trade Federation had been using dedicated Droid Bombers throughout the campaign, they relied too heavily on the droid starfighter design and were too slow and ungainly for the sometimes-needed high-speed bombing runs. The Trade Federation engineers working with Xi Char began designing a new bomber specially engineered to perform high-speed bombing runs and assault missions. 

The Advanced Droid Bomber is sleeker and more streamlined than the standard droid bomber, and has many other modifications. While constructed with a moderate amount of hull integrity, the Advanced Droid Bombers do not posess shields. Additionally, they no longer boast such a varied armament of weapons, instead relying solely on a payload of heavy proton missiles which serve a dual purpose as ground assault weapons, as well as anti-capital ship devices. While speedier and more maneuverable than the droid bomber, both varieties of ships were retained by the Trade Federation and used depending on which ship the mission parameters called for.

	Trade Federation Advanced Droid Bomber - d20 Stats

	Craft: Xi Char Cathedral Factory Advanced Droid Bomber 
Class: Starfighter 
Cost: 80,000 for four; 5,000 for control unit 
Size: Fine (3.9 meters) 
Crew: 0 (Skilled +Craft: Xi Char Cathedral Factory Advanced Droid Bomber 
Class: Starfighter 
Cost: 80,000 for four; 5,000 for control unit 
Size: Fine (3.9 meters) 
Crew: 0 (Skilled +4) 
Passengers: 0 
Cargo Capacity: 60 kilograms 
Maximum Speed: Ramming 
Defense: 28 (+8 Size, +10 Armor) 
Shield Points: 0 
Hull Points: 110 
Damage Reduction: 5 
Weapons: 
    Heavy Proton Missile Launchers x2 (Fire Linked) (16 carried) 
       Fire Arc: Front 
       Attack Bonus: +14 (+8 size, +4 crew, +2 fire control) 
       Damage: 10d10x2 
       Range Modifiers: PB -2, S/M/L n/a 4) 


The Trade Federation, once granted increased permission from the Galactic Republic to arm and defend their own convoys, began outfitting not only the massive HKD transports that would become the mainstay of the Trade Federation fleet, but also began outfitting smaller freighters with light weaponry. The Armed Freighter uses only light weaponry but stores surprises for unsuspecting attackers, and is usually escorted by more heavily armed ships. These ships are just an example of how an unarmed shipping fleet can quickly become a dangerous enemy with the addition of only a few simple weapons.

	Trade Federation Armed Freighter - d20 Stats

	Craft: Trade Federation Armed Freighter; Class: Capital ship; Cost: 230,000; Size: Huge (390m length); Initiative: +0 (+2 crew, -2 size); Crew: 40; Passengers: 50; Cargo Capacity: 30,000 metric tons; Consumables: 4 Months; Hyperdrive: x3 (backup x12); Maximum Speed: Cruising (4 squares); Maneuvers: -1 (-2 size, +2 crew, -1 engine quality); Defense: 8 (-2 size); Hull Points: 300; Shield Points: 130; DR: 20. 
      Weapon: 2 Double Laser Cannons; Fire Arc: 2 Front; Attack Bonus: +3 (-2 size, +2 crew, +3 fire control); Damage: 5d10x2; Range Modifiers: PB +0, S -2, M/L N/A. 
      Weapon: 2 Quad Laser Cannons; Fire Arc: 1 Left, 1 Right; Attack Bonus: +3 (-2 size, +2 crew, +3 fire control); Damage: 4d10x2; Range Modifiers: PB -2, S +0, M/L N/A.


The SDAV is the aquatic verstion of the STAP speeder platforms that the Battle Droids use to travel quickly over the surface of the planet. They hold a single battle droid with the piloting module, and generate thrust from a single turbine engine mounted in the rear. They are fast and maneuverable, and though they do not bear powerful weapons they are excellent scouts and patrol vehicles. Their folding-fin design allows them to move speedily when folded into the main body, or gives them an increased firing angle when extended. These craft were employed by the Trade Federation in hunting down the Gungans as they fled from Otoh Gunga. While partially successful, the droid pilots still suffered from the inability to think for themselves, and the amphibious Gungans were able to avoid the majority of them.

	Trade Federation SDAV - d20 Stats

	Craft: Baktoid Armor Workshops Single Droid Aquatic Vehicle 
Class: Water (Submersible) 
Cost: 10,000 
Size: Large (4.1 meters) 
Crew: 4 (Skilled +4) 
Passengers: 0 
Cargo Capacity: 10 kilograms 
Speed: 61 m; max speed 175 kph 
Defense: 14 (-1 Size, +5 Armor) 
Hull Points: 60 
DR: 5 
Weapons: 
    Laser Cannons x3 
       Fire Arc: Front 
       Attack Bonus: +5 (-1 size, +2 fire control, +4 crew) 
       Damage: 3d8 
       Range: 50 m 


Created by Trang Robotics to function as excersize and training devices, Dueling Droids could be fitted with a variety of weaponry and software packages to suit the owner's personal needs. Though such violent forms of training were often frowned upon by the civilized culture of the Old Republic, Trang Robotics sold enough of these droids to warrant a second production run with upgraded design and enhanced droid brains.   The standard dueling droid comes with a behavioral inhibitor that prevents it from delivering a death-blow once its opponent has been defeated. Many owners, such as the infamous Sith Lord Darth Maul, were known to remove these inhibitors to provide a more deadly form of entertainment. Much like the Gladiator and Assasin droids that would follow in the dark times of the Empire, Dueling Droids were created with the sole purpose of combat in mind. They were shipped from the factory with software packages that included several martial arts forms, weapons training, and lightning-quick reflexes. Their durasteel chassis were plated with magnetically-sealed armor, reflecting laser blasts and forcing opponents to engage them in hand-to-hand combat. Dueling Droids, while lacking in serious sentience, were often modified to serve as security guards while not helping train their owners. Additionally, some gamblers found the sport of droid combat attractive, and many such droids were adapted for droid vs. droid gladiatorial combat. One famous droid dueling arena, in the remote Minos Cluster, was closed by Republic officials following the deaths of several spectators. It was later reopened by a local Moff in the days of the Empire to bring in money skimmed off the top of gambling operations.

	Wrist Lasers, Koromondain PDS, Inc. Model RLW-77 - d20 Stats

	Weapon: Koromondain PDS, Inc. Model RLW-77 
Cost: 2,000 (armor attachment version) 
- 1,000 (personal defense version) 
Damage: 3d6 
Critical: 20 
Range: maximum of 2 meters 
Weight: - 
Type: Energy 
Multifire/Autofire: n/a 
Size: Tiny 
Group: Exotic* 

* If using the armor-mounted version, the wielder is considered proficient if he has either Armor Proficiency (Powered) or Exotic Weapon Proficiency (Wrist Lasers).


These compact laser weapons are capable of inflicting serious damage at extremely close range. They are ideal for those tight spots when a conventional weapon is out of reach (such as when grappling with an opponent). In extreme situations, a forced chamber overload can be used to detonate the wrist lasers (hopefully taking the opposition with them). If overloaded, it inflicts 5d6 damage in the 2-meter-by-2-meter square in which it detonates and 3d6 damage in a 4 meter radius. All targets in the burst radius may make a Reflex save, DC 15, for half damage. 

The Koromondia RLW-77 comes in two models: one for use an an armor attachment (can be attached with a Repair check, DC 10, and 10 minutes of work), and on designed for use by unarmed individuals. Typically the armor attachment is available through law-enforcement equipment dealers, while the "personal weapon" configuration is marketed to wealthy individuals who fear abduction. 

Wrist lasers require a special power pack to function. After 15 shots, it must be replaced (new power packs cost 100 credits each). The armor attachment version has unlimited ammo (and requires no power packs) if mounted on powered armor.

The mainstay of the Yuuzhan Vong fleet, they are outsized by Star Cruisers and the new Mediator-class battle cruisers. However, they are no less potent in battle. With a strong hull and nearly 100 weapons, salts (the quickchat designation) are able to defeat Imperator-class Star Destroyers in a short time. They also have a strong complement of dovin basals so that they may absorb many incoming shots quickly. Certain assault cruisers also have a sophisticated command imaging system which runs through ship sensors. By donning a cognition hood, a commander can see the battle from multiple perspectives, view damage reports, and even sift through the memories of anyone on-board.

	Yuuzhan Vong Assault Cruiser - d20 Stats

	Yuuzhan Vong Assault Cruiser 
Craft: Custom Engineered Yuuzhan Vong Assault Cruiser 
Class: Capital 
Cost: NAFS 
Size: Colossal (1,070m long) 
Crew: minimum 1,891, maximum 3,921 (Normal +2) 
Passengers: 15,000 (troops) 
Cargo Capacity: 40,000 metric tons 
Consumables: 2 years 
Hyperdrive: x4* 
Maximum Speed: Cruising 
Defense: 12 (-8 size, +10 armor) 
Shield Points (dovin basal): 300 
Hull Points: 530 
DR: 30 
Weapon: 6 Heavy Plasma Batteries 
    Fire Arc: 2 front, 1 left, 1 right, 2 back 
    Attack Bonus: +4 (-8 size, +2 crew, +6 fire control, +4 battery fire) 
    Damage: 6d10x5 
    Range Modifiers: PB -6, S -4, M/L n/a 
Weapon: 8 Plasma Batteries 
    Fire Arc: 3 front, 2 left, 2 right, 1 back 
    Attack Bonus: +4 (-8 size, +2 crew, +6 fire control, +4 battery fire) 
    Damage: 4d10x5 
    Range Modifiers: PB -6, S -4, M -2, L +0 
Weapon: Molten missile launcher batteries (7) 
    Fire Arc: 2 front, 2 left, 2 right, 1 back 
    Attack Bonus: +1 (-8 size, +2 crew, +4 fire control, +3 battery fire) 
    Damage: 7d10x5/5d10x5/3d10x5/1d10x5 (damage is caused each consecutive round for 4 rounds, damage decreasing each time) 
    Range Modifiers: PB -6, S/M/L n/a 
*Warships use their dovin basals to travel faster than light. Though they do not travel through hyperspace, Yuuzhan Vong ships can somehow transcend the lightspeed barrier and keep their occupants safe. They have an equivalent hyperspace speed of x4. Also, instead of a navicomputer, the dovin basals use ship sensors to know about the environment and star system layouts around them.


