~ High Colonel Marska Djard Yularen ~
High Colonel Marska Djard Yularen of the Imperial Security Bureau, only daugter of Admiral Wullf Yularen, is a lithe and athletic young human woman with sinfully good looks, waist-length raven-hued hair and lightly tanned skin tones. Her eyes are a dark and liquid green with icy blue highlights. There is a wild energy of life and adventure about her. Marska is tough, cool, confident, and always knows what she’s about.

Her years of training and field experience have made Marska cold and ruthless, a dark James Bond, the ice queen of espionage. She is a highly competent troubleshooter and special operative for the Galactic Empire. She is an influential officer of the Imperial Security Bureau (ISB) and the Imperial Office of Criminal Investigations (IOCI), assigned to Investigations as a free agent. Marska has a reputation for carrying out especially clandestine and problematic missions.

A Quote: “Good doesn’t always triumph.”

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




Perception.................3D+2.
- Blaster..................8D.




- Command..................8D+2.

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




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

- Dodge....................8D.




- Hide.....................5D.
- Lightsaber...............9D.




- Investigation............6D+1.
- Melee Combat.............6D. 




- Persuasion...............5D+1.
- Melee Parry..............9D.




- Search...................5D+2.
- Running..................8D.




- Sneak....................7D+1.
Knowledge..................3D+1.



Strength...................3D+2.

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




- Brawling.................5D.

- Bureaucracy..............6D+1.



- Brawling (K'tara)........7D.

- Business.................6D+2.



- Climb/Jump...............5D+2.

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



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

- Intimidation.............7D.




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

- Languages................5D+1.

- Law Enforcement..........6D+1.

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

- Streetwise...............7D+1.

- Survival.................5D+1.

- Tactics..................6D+2.

- Torture. ................5D+2.

- Value....................3D+2.

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

Mechanical.................3D+1.



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

- Astrogation..............6D+1.



- Blaster Repair...........3D+2.

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




- Computer Prog/Repair.....5D+1.

- Repulsorlift Ops.........5D.




- First Aid................7D+2.

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




- Lightsaber Repair........7D+2.

- Space Transports.........5D+2.



- Medicine.................6D+1.

- Starfighter Piloting.....8D+1.



- Security.................7D+1.

- Starship Gunnery.........6D.




- Starfighter Repair.......3D+2.

- Starship Shields.........5D+2.



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

- Swoop Operation..........6D+2.



- Swoop Repair.............5D.

Force Sensitive:

Yes.







Dark Side Points:

8.

Force Points:



5.








Character Points:

1.

Move:







10.

Control....................10D+2.

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

Sense......................9D+1.

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

Alter......................11D+2.

Alter Mastery ~ Injure/Kill, Telekinesis.

Special ~ Farseeing (Control and Sense), Lightsaber Combat (Control and Sense), Projective Telepathy (Control and Sense), Control Another’s Pain (Control and Alter), Feed on Dark Side (Control and Alter), Inflict Pain (Control and Alter), Transfer Force (Control and Alter), Dim Other’s Senses (Sense and Alter), Affect Mind (Control and Sense and Alter), Doppleganger (Control and Sense and Alter), Enhanced Co-Ordination (Control and Sense and Alter).

Chrome Lightsabre (Marska Crafted, Fiery Bronze Blade, Variable Length of 0.38m to 1.82m, Triple Synthetic Crystal System), Bryar Blaster Pistol (Damage 5D+2, Range 3-10/30/50, Ammo 25), Belt Slide Holster and Two Spare Power Packs, Rodian Razor-Stick (Damage 5D+1 + Bleeding).

Hooded Frosty White Shimmer Silk Cloak, Sleeveless Ivory White Lan Barell Silk Jacket, Cross-Over Ivory White Lan Barell Silk Tunic, Dusky White Synthi-Leather Gloves, Dusky White Ballistic Mesh Utility Belt with Four Trifle Pouches, Ivory White Lan Barell Silk Pants, Dusky White Synthi-Leather Boots.

Marska wears a beautiful and priceless body stocking that appears as a rippling liquid crystal snow under her clothing that is formed of Void Spider Silk (Supple Armour, STR+3D+1 Physical, STR+2D+1 Energy).

H-47 Wrist Sensor, Wrist Activator (Autopilot Droid Brain), Ehbling Micropick (Archaic Amulet), Hush-98 Comlink, Data Pad, Standard Medpac, Lightsaber Repair Kit, Ornate Pouch of Micro-Droid Assisted Grooming Tools (Leonore Luxury Liners Incorporated), 750 Imperial Credits.

Although not a sensualist, Marska does enjoy luxury and uses Nlorna flower perfume, which has a sweet fragrance with a hint of spice, Kedran lipsmear, and Glower make-up from Cloud City as an eye shadow. She likes spas with Rbollean petal-oil, zero-gee saunas, and vortex pools.

H-47 WRIST SENSOR

A rare and almost artistic device, the H-47 Wrist Sensor was developed as a means of locating life forms or signs of civilization in remote areas, but it's uses are almost infinite.
The H-47 is capable of identifying any life form within 20 metres, as well as approximate identification within 100 metres, it can locate life forms within 10 km.
It also locates advanced technology (large metallic structures, power sources, and the like) within 50 km, but can focus on finding specific types of technology (such as blasters) within 100 metres.

These are often used in starports, court rooms, banks, and so on.

When it is in passive mode, and it identifies what it is looking for, 3 seconds of consecutive beeps will notify the user that it has found it.
Among the most important, and useful, things to note about the H-47 is that it is as large as the average wrist chronometer, and has a function that allows it to be disguised as such.

Cost:






1,000 Credits

Availability:


3,F

Operation:
Sensors:


Passive: 200m/1D*


Scan: 10km/3D


Search: 20km/2D+1


Focus: 50m/5D

* If this is set to a specific thing (such as blasters or Jawas) the skill is increase to 2D.

Easy roll to locate life forms, difficult to identify. The H-47 can work on it's own, but as such must remain in passive mode, and will only have 1D skill (if it is looking for something specific this is increased to 2D) but one can also operate it manually - adding the H-47's skill dice to those of the user.

Technology Location and Identification Chart:

Size (Cubic Cm)
Difficulty to Locate
Difficulty to Identify

1
Heroic
Heroic

10
Very Difficult
Heroic

100
Difficult
Heroic

1000
Moderate
Very Difficult

10000
Easy
Difficult

100000
Very Easy
Moderate
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EHBLING MICROPICK

Model:

Handmade Ehbling Micropick

Skill:

Security

Weight:

115 Grams

Cost:


3,500 Credits

As with many artefacts of Ehbling technology, the micropick is based on a relatively ancient design, which is improved and refined by the individual Ehbling craftsmen making them. Typically Ehbling, and highly illegal, the micropick crams a number of intrusion devices into a tiny, innocuous looking package, usually disguised as an amulet of some sort, or as a blaster's power pack.

The micropick is equipped with a long and thin vibroblade, useful for cutting through bonds and locks of all types, and very small laser torch, for those situations where a little light and noise won't be noticed, or where the requirements of speed outweighs the need for stealth. It also contains a Perminion display, a device that allows a skilled used to track the twists and turns of the wiring within the computerized locks, and space for a single use computer spike, to allow for an inelegant and more traceable solution to that problem. Finally, it contains a set of small blades, primitive lockpicks, and small vials of metal eating acids, for those times where an old fashioned approach is called for.

Each and every one of the devices in the micropick is illegal throughout known space, and possession of one of these items is a multiple felony in Imperial space, and a multiple misdemeanour within the New Republic. For this reason, many micropicks are equipped with a self destruct switch, which atomises the contents of the case before melting the micropick's container into little more than a plastic odour and a whiff of greasy smoke.
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~ Ranphyx Shadow ~

Craft:








SoroSuub Luxury 2800 Yacht.

Type:









Private Space Yacht.

Scale:








Starfighter.

Length:








37 Metres.

Skill:








Space Transports: SoroSuub 2800.

Owner:








Marska of ISB.

Engineer:







Trell'Yar.

Crew:









1.

Passengers:






8.

Cargo Capacity:




25 Metric Tons.

Consumables:





1 Month.

Hyperdrive Multiplier:
x1.

Hyperdrive Backup:


x5.

Nav Computer:





Yes.

Manoeuvrability:



2D.

Space:








10 or 2.

Atmosphere:






4150 1200kph.

Hull:









3D+2.

Shields:







3D.

Rig:









CD-12a Autopilot Droid Brain.

Fuel Cells:






Standard.

Fuel Converters:



Standard.

Sensors:







Passive 
-

30 / 1D.













Scan


-

60 / 2D.













Search

-

90 / 3D.













Focus


-

06 / 4D.

Special: Sensor Mask (3D Capital Scale), Sensor Baffling (1D), Lo-Vis Hull Coating (Dusky Aqua Grey), Baffled Drive (Rendili StarDrive Whisper Thrust with Dual Tanks), Comm Jammer, Copycat Pod, Starship Camouflage Net (Self-Deploying), Standard Identity Transponder, ID Overlay (Festive Wanderer, Holo-Papers & ID Profile, Forged, Rating 25, Computer Supported), ID Overlay (Jolly Drifter, Holo-Papers & ID Profile, Forged, Rating 25, Computer Supported). As the Festive Wanderer, streaming crimson banners fly from the observation deck. These steamers are sky blue as the Jolly Drifter.
Micro Fusion Reactor (3), Dispersal Canister, Universal Power Adaptor, Universal Computer Interface, Unitech Patch, Portable Survival Pod, Med Unit, Customized Medical Backpack, Holomatic Dejarik Set, B’shingh, Imperial Command Combat Simulator, Sun Room (Tanglewoods of Bellassa with Bio-Plastic Flora), Refresher Booth (2 - Marska’s Cabin & Crew Lounge), Repulsor Lounge Floater (2 - Marska’s Cabin & Crew Lounge), Monofilament Screen Guards (Marska’s Cabin and Dark Side Study).
Dark Side Adept Study (Meditation Chamber, Religious Retreat, Scriptorium, Holocron [Kadann, Jedi Knight, Dark Side Adept, Supreme Prophet of the Dark Side], Journal of Dhar Bullwin, Book of Shadows [Gethzerion], Wild Power [Mother Talzin], Various Lesser Nightsisters Tomes, Sacred Scrolls of the Chosen of Vahl, Teachings of the Four Sages of Dwartii, Writings of the Voss Mystics, Tomes of the Sorcerers of Tund, The Book of Sith [Darth Sidious], Sith Translation Talisman).
Weapons:

* F-9 Heavy Ion Cannon:

- Scale





Starfighter.

- Fire Arc



Top Turret.

- Crew





1 (Pilot or Co-Pilot).

- Skill





Starship Gunnery.

- Fire Control

4D.

- Space Range


1-3/7/36.

- Atmo Range


100-300m/700m/3.6km.

- Damage




4D (Ionization).

* 2 Heavy Laser Cannons (Fire-Linked):

- Scale





Starfighter.

- Fire Arc



Forward.

- Crew





1 (Pilot or Co-Pilot).

- Skill





Starship Gunnery.

- Fire Control

2D.

- Space Range


1-3/12/25.

- Atmo Range


100-300m/1.2km/2.5m.

- Damage




6D.

* Automated Laser Cannons (8):

- Scale





Starfighter.

- Fire Arc



Underslung (2 Forward, 2 Port, 2 Starboard, 2 Aft).

- Crew





Nil.

- Skill





Nil.

- Fire Control

6D.

- Space Range


1-3/5/15.

- Atmo Range


100-300m/500m/1.5km.

- Damage




3D.

* Automated Cygnus Spaceworks Quadlaser Cannon:

- Scale





Starfighter.
- Fire Arc



Aft.

- Crew





Nil.

- Skill





Nil.

- Fire Control

2D.

- Space Range


1-3/12/25.

- Atmo Range


100-300m/1.2km/2.5km.

- Damage




6D.

* Chain Gun:

- Scale





Walker.

- Fire Arc



Underslung Turret.

- Crew





1 (Gunner).

- Skill





Missile Weapons.

- Fire Control

4D.

- Space Range


1/3/7.

- Atmo Range


100m/300m/700m.

- Damage




4D+2/3D+2/2D+2.
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The Luxury 2800 was a luxury yacht produced by the SoroSuub Corporation.

The successor to the 1550-LEX space yacht, and the predecessor to the Luxury 3000, the Luxury 2800 was sleeker, smaller, and more streamlined than the Luxury 3000. The 2800 was built on a very similar spaceframe, utilizing a sleek hull with many opaque windows, as well as the dual drive pod system that would be a signature quality of the later Luxury classes. Being a luxury yacht, the ship was well furnished with many luxury amenities and custom high-priced options for the amusement of passengers.

Due to its smaller size and powerful drive systems, the Luxury 2800 had very good sublight speed, and was faster than both its predecessor and successor. It was also relatively modifiable, being able to support upgraded shield generators, enhanced sensors, a reinforced hull, hidden compartments, and even a handful of concealed weapons without noticeable impact on the ship's performance.
*******

It is said that Marska can call upon various forms of mundane and dark side assistance including - COMPNOR Resources, ISB Personnel, Security Police Forces (Espos), Various Mercenary Groups, Klatooinan Roustabouts, Dark Trooper Droids (Phase Two), Sith Undead, Void Spiders of the Arachnid Nebula, and Shredder Bats whenever needed.
In public, she is usually accompanied by Beewa Queas (Young Armchair Historian, Bonadan Human, Originally Minor Corporate Bureaucrat, Floater Vehicles Department), Mutoids (3), and Jörvi (Shistavanen Minder).
Although Marska pilots her own space yacht and makes use of Trell'Yar as engineer, she has aboard for routine navigation tasks and maintenance two M-3PO Military Protocol Droids, both with additional piloting and starship repair programming (All at 4D).
~ Theatrical Wardrobe ~

Just in case the need should arise, Marska has had the entire costume resources from a small failed fine arts theatre on Aargau, Garden of Butterflies Thespian Endeavours, carefully sorted, packed, and stored aboard her space yacht.
She almost never utilises anything from here, and Jörvi and the Mutoids are likewise disinclined. Beewa however enjoys costumes and can often be found here during his off-duty hours with his Robo-Valet. Thus he always has a ready collection of stylish tailored and ever changing costumes on hand.
Here one can find various colourful head-wraps, flowing robes, sweeping cloaks, embroidered caftans, lacy shawls, brocaded jackets, ornate tunics, pants, sashes, gloves, boots, and the like. All of the countless articles are of interesting yet non-specific styling.

The fabrics and related materials used in the costumes here are relatively generic yet not cheap and include synth-hide, chromasheath, shimmersilk, synthsilk, veda cloth, syncloth, synthatex, synthcloth, synfleece, synthfur, polyplast, and plastisynth. There are also various wigs and extensive stores of theatrical make-up. There are even assortments of bathing togs and similar leisure garments.

Costume jewellery here runs to fancy and ornamental gemstones, nothing fake and no paste replicas, set in Beyrllius Copper and Bronzium. All of these gemstones are quite colourful, striking, and scintillate under any lighting conditions.

Aside from the generic costumes, there are selections highlighting Alderaanian Attire, Corellian Clothing, Tapani Sector Noble House Garments, and Coruscant Carnival Week Ensembles. There are various Core World Military Uniforms and oddly even Jedi-&-Sith Apparel too.

None of this is of cause real, it is all theatrical illusion and distraction. The collection treads a fine line between the luxurious and the gaudy.

Since its inception, Beewa has been steadily adding to the collection, picking up various intriguing items from each and every world he has visited. Not only does he collect finished articles of clothing, but also rolls of fabric, various interesting embellishments, and unusual costume jewellery.

He has also started a small collection of semi-traditional clothing designed by Arkanians, Biths, Bothans, Ithorians, Geonosians, Kaminoans, Umbarans, and Woostoids for discerning human customers.
Recently, Beewa has acquired a substantial collection of designer pieces from Coruscant Fashions of Cinnagar on Empress Teta. Coruscant Fashions is an exclusive fashion house that features the latest in clothing styles from the Core Worlds. As part of a shared trade deal, Beewa also acquired various promotional items from Helempor's Exotic Jewellery of Cloud City.
~ Supporters ~
Beewa Queas: Young Bonadan Human Armchair Historian.

Historian Beewa Queas is a tall and spare man with a medium brown tuff beard of classical elegance and pale brown eyes who keeps himself completely bald through the use of depil cream. He likes to scent himself with Algoraspice cologne. Beewa keeps himself fit through daily swimming and aqua-aerobics. Marska always calls him ‘Historian’, while Jörvi addresses him as ‘Historian Beewa’ (The doughty Shistavanen always addresses Marska as ‘Ma'am’). His droids all call him ‘Master Queas’.
Stats: 3D - 4D - 2D+2 - 3D+2 - 2D+2 - 2D: Move @ 10.

Accounting 7D, Alien Species 4D+2, Bureaucracy 5D, Business 6D+1, Business (Corporate Sector Authority) 8D+1, Cultures 4D+2, Economics 4D+2, Languages 5D, Military History 7D, Planetary Systems 5D+2, Scholar (Archaic Library Systems) 6D+1, Tactics 4D+2, Value 5D, Communications 3D, Hover Vehicle Ops 4D+2, Repulsorlift Ops 4D+1, Sensors 3D, Investigation 4D, Investigation (Military Records) 10D, Persuasion 5D+2, Search 4D, Climb/Jump 3D+1, Stamina 3D+1, Swimming 5D, Computer Programming & Repair 5D, Droid Programming 2D+2, Droid Repair 2D+2, First Aid 4D, Hover Vehicle Repair 2D+1, Repulsorlift Repair 2D+1.
Visual Wrist Com, Pocket Secretary, Versatex Survival Suit (Spare Dye Concentrate Capsules and Optional Armour), Synthleather Pouch of Manual Grooming Tools (Galaxy Tours), First Aid Kit (Galaxy Tours), LeisureMech Enterprises BD-3000 Luxury Attendant Droid (2), Cybot Galactica 434-FPC Personal Chef Droid (1), Cybot Galactica Sartoriflex Robo-Valet (1), Medtech Industries FX-6 Medical Assistant Droid (Add: Comp Ops 4D) (1).
Jörvi: Shistavanen Minder (Redoubtable & Resilient).

Stats: 5D - 2D+2 - 1D+1 - 5D - 3D+2 - 1D+1: Move @ 13.
Blasters 8D+2, Brawling Parry 6D+2, Dodge 7D, Grenades 6D+2, Missile Weapons 6D+1, Running 7D+1, Vehicle Blasters 6D+1, Alien Races 4D+2, Cultures 4D+1, Streetwise 8D, Survival 3D+2, Tactics 3D+1, Willpower 5D, Starfighter Piloting 5D+2, Starship Gunnery 3D+2, Bargain 6D+1, Con 7D, Investigation 6D, Persuasion 6D, Search 8D, Sneak 6D+2, Brawling 5D+2, Brawling (Hijkata) 8D+2, Climb/Jump 5D+2, Stamina 6D+2, Swimming 5D, Demolitions 4D+1, Computer Programming & Repair 2D+2, Security 4D+1.

RLG Guardian Droid System with Liquid Crystal Camouflage Shells (Stealth +3D), MiniMag PTL Missile Launcher (Fully Loaded), Caelli-Merced Series III Blaster Pistol, BlasTech DY-225 Heavy Blaster Pistol, Vibro-Shiv, Smoke Grenade (2), C-10 Stun Grenade (3), Ion Grenade (2), C-22 Fragmentation Grenade (3), C-16 Fragmentation Grenade (2), Blood Red Lashaa Silk Sleeveless Cross-Over Tunic, Combat Jumpsuit, Utility Belt, Medpac, FastFlesh Medpac, Bacta Geltab (Pack of Six), Roamer-6 Breath Mask, 3-Mal Personal Comlink, Hush-98 Comlink, Datapad, Spacer’s Tape, Plastoid Tape, Multitool, Macrofuser, Igniter Stick, XP-21 Groomer, Ultrasound Cleaner, Trillium Soap, Pack of Spicy Ithorian Cigarra.
~ Mutoids ~
Mutoids are highly resilient technologically modified human beings created to serve the Galactic Empire. They are all tall and lean with blandly handsome features and flaxen hair. Oddly, over 90% are female.

The invasive medical process involves the wiping away of all previous memories, effectively obliterating the old individual. The subject's mind is then rebuilt completely so that their only desire is service to the Galactic Empire. The subject also undergoes a high level of bionic reconstruction giving them enhanced strength and endurance. They become impassive and unemotional as a result of these cumulative procedures.

For efficiencies sake, rather than eating and drinking, Mutoids draw nutrition directly from blood serum. This is either taken from a flask inserted into a receptacle within their modified sternum or drawn directly from an outside source via a hypodermic needle mounted in the right wrist. Because of this, normal humans tend to refer to them as 'vampires'. For their part, Mutoids refer to normal humans as 'unmodified'.

Mutoids are something between an obedient human and very adaptive droid.
Use: Typical Imperial Security Officer (Truce at Bakura Sourcebook).
Add: Modified Physiology (High Efficiency Biology), NanoOptical Upgrade, NanoAuditory Rebuild, Speed Grafts (Move @ 12), Toughened Skin (Physical +2 Pips & Energy +1 Pip), Cardio-Muscular Package (Strength +2D), Vampire Mods.
Kit: Blast-Dampening Armour, SoroSuub Firelance Blaster Rifle, SoroSuub Kylan-3 Heavy Blaster Pistol, Power Sword (Imperial Dungeoneers), Impact Grenade (3), C-10 Stun Grenade (1), Ion Grenade (1).
~ Space Support ~

While in space, Jörvi accompanies Marska in a Modified CloakShape Fighter (Add: Shields 1D+2, Over-&-Behind Cockpit Turreted W-34T Turbolaser, Aft F-4 Medium Ion Cannon, Y-Wing Longprobe Sensor Suite, Extended Y-Wing Scout Consumables Package) with Manoeuvring Fin and Hyperdrive Sled (Add: SoroSuub Griffyn-XTG Lightspeed Unit with Hyperdrive x1, Trilon Backup x6, Improved Astromech Socket, R1 Astromech Droid). In the small cargo locker is an Armoured Flight Suit, Starship Tool Kit, Tech Scanner, Medpac, Universal Computer Interface, Unitech Patch, and Universal Power Adaptor.
R1-5-0-2 (R1 Astromech Droid (CloakShape Co-Pilot).
Stats: 1D - 1D - 2D+1 - 1D - 2D - 3D: Move @ 5.

Law Enforcement 1D+1, Planetary Systems 3D, Streetwise 1D+1, Archaic Starship Piloting 4D+1, Astrogation 5D, Communications 4D, Sensors 5D+2, Space Transports 3D+2, Starfighter Piloting 5D+2, Starship Gunnery 4D, Starship Shields 7D, Search 1D+1, Communications Repair 3D+1, Computer Programming/Repair 4D, Droid Programming 3D+1, Droid Repair 3D+1, Security 4D, Space Transport Repair 5D+1, Starﬁghter Repair 4D+2, Starship Weapon Repair 3D+2.
Six Medium Arms (Varied Tools) (Retractable), Folding Laser Welder (6D Damage with 0.3 Metre Range), Dremel System (Retractable), Fire Extinguisher, S-Comp Link (Universal Access Plug with +1D Computer Programming/Repair), Visual-&-Audio Sensors (Human Range), Infrared Vision, Energy Scanner (Fabritech), Geological Scanner (Fabritech), Acoustic Signaller (Droid Languages Only) (Cybot Galactica), Internal Comlink, Small Storage Area (Holds 10 Kilograms, Caelli-Merced Series III Blaster Pistol, 3-Mal Personal Comlink, Roamer-6 Breath Mask, Medpac, FastFlesh Medpac, Bacta Geltab Pack), Vacuum Hardened, Internal Gyro Stabilizer (Dexterity +1D in Zero G), Cold Gas Thrusters (Limited Zero G Manoeuvring), Wheeled Locomotion (Low-Impact & Silent), Treads (Retractable, All-Terrain, Move 9).
Trell'Yar is responsible for the modifications to the CloakShape Fighter and he acquired a suitable droid for use as co-pilot. He spent a pleasant day tinkering with the old mechanical and the result is surprisingly effective. He added some commonly available off-the-shelf parts and other components from junked droids while leaving the existing systems intact.

R1-5-0-2 is a wild, daring, and quite deadly individual who thrives on danger. Nothing is too risky or impossible. He tends to be reactionary, cruel, and often strikes with deadly force. R1-5-0-2 also likes cat and mouse games, just so long as he is the cat.
