The TlhIngan Sphere of Influence occupies the Ison Trade Corridor, a lightly populated minor trade route, in the Anoat Sector of the Outer Rim Territories. This route, that branches off from the Corellian Trade Spine, passes through five systems before reconnecting with the Spine. Along this corridor are, from Coreward to Rimward, the Varonat, Bespin, Hoth, Anoat and Ison systems.

Before the establishment of the TlhIngan Sphere of Influence, the Ison Trade Corridor was widely seen as an obscure dead end, and the systems in it largely devoid of potential. The corridor was also prone to pirate activity and ambushes.

The jumping-off points from the Corellian Trade Spine onto the Corridor are the planets Indellian (coreward) and Mataou (rimward). Mataou is a desert world on the edge of the Ivax Nebula. During the Galactic Civil War, it had a population of approximately 5,000. Snake milkers, healers, and biochemists in the main. These days it is a minor SoroSuub Corporation trade world. Indellian is a planet in the Indellian system. It is known for it's low gravity environment. The localised company SecuriCo is now a subsidiary of the SoroSuub Corporation.

All areas under TlhIngan control are illuminated with the iridescent and fluid light of Aqualish Bio-Light Panels. TlhIngan’s keep their life system temperature and humidity slightly higher than the human norm.

The Varonat system is a star system in the Anoat Sector of the Outer Rim, situated near the coreward end of the Ison Trade Corridor. At the heart of the system is a yellow sun. There is only one terrestrial planet in the system and it occupies the nearest stable orbit to the sun. Out beyond this lush world are three icy blue gas giants, hanging like exotic jewels in the velvety void of space. Each with a magnificent ring system and a handful of icy planetoids. At the edge of the systems is a fairly diffuse asteroid belt.

Seen from space, the terrestrial world of Varonat is a mottled green and orange sphere. It is a warm and mountainous jungle world with a few scattered lakes. It has a gravity of 0.95 G and an atmosphere fully breathable by humans. The rotational period is 26 standard hours and the orbital period is 500 standard days.

The system serves as a staging point and industrial centre for the TlhIngan Sphere of Influence, with extensive asteroid mines and some automated orbital shipyards – geared to repair and re-fitting. Noft has retooled the largest automated orbital shipyard and it currently produces 15 Skipray Blastboats per year.

System defences run to five Golan Space Defence Stations (Type I) in orbit above Varonat. The automated shipyards are defended by three Golan Space Defence Stations (Type II).

	Name
	Terrain
	Atmosphere
	Gravity
	Day
	Year

	Varonat
	Jungle
	Type I
	Standard
	26 Hours
	500 Days

	Hrothgar
	Gas Giant
	Type IV
	Heavy
	32 Hours
	1260 Days

	Unferth
	Gas Giant
	Type IV
	Heavy
	30 Hours
	1875 Days

	Higlac,
	Gas Giant
	Type IV
	Heavy
	36 Hours
	2790 Days

	Edgetho Reach
	Asteroid Belt
	Type IV
	Zero G
	Nil
	Nil


The Bespin system consists of an unremarkable orange-yellow star and four planetary bodies. The inner most orbits are occupied by two rocky planets, Miser and Orin. The third orbit consists of an asteroid belt, Velsor's Ring. Out in the far reaches of the system is the gas giant Bespin. Supporting its own orbital system with two substantial moons and dozens of minor moonlets. Rich in both gas and ore, the system serves as a major mining and resource centre for the TlhIngans.

Miser is the first planet in the Bespin system. Most of the metal that was used in the production of Cloud City came originated on this hot planet. Mining continues to this day. The hardy Trunsk, Whiphid, and Talz miners dwell within rugged domed facilities at the planetary poles.

Orin, the second planet in the system, is a volcanic world. The planet has an elliptical orbit, passing through the asteroids of the nearby Velsor's Ring twice during its year. Its blackened surface is rocked by frequent earthquakes and covered with rivers of glowing lava from erupting volcanoes. Orin's surface temperature is well above unprotected habitable extremes. The atmosphere is frequently choked with thick volcanic ash and soot.

The third orbit in the system is occupied by Velsor's Ring, a vast asteroid belt. It is believed to be the remains of an unstable gas giant. Composed of refractive frozen gases and liquids, it appears as a giant rainbow in space when viewed from certain angles. Trunsk, Whiphid, and Talz miners collect the frozen gases, which are used in the production of lasers, carbon freezing units, and tractor beam helix tubes on Bespin.

The planet Bespin is an enormous gas giant. Like most of its ilk, it has a solid core made of metallic elements, surrounded by layers of metallic gases. Most of the layers of gas are poisonous, and the pressure and temperature are far above what most sentient races can tolerate. But from approximately 150 to 180 kilometres down from space, there is a habitable layer known as the Bespin Life Zone. This layer has an oxygen atmosphere with temperature and pressure suitable for normal life. It is in this layer that Cloud City is located. Like most gas giants, Bespin has a number of moons – two notable and several dozen others being just icy moonlets. It has a 12 hour day, and completes a revolution around its sun about every 5,110 standard days.

Floating in the gas giant's skies are many different forms of airborne algae sacks. One kind, called 'pinks', are so plentiful they give the sky of Cloud City it’s distinctive streaming pastel hues. Yet another, called 'glowers', give the night areas of Bespin a distinct purplish glow.

Cloud City has 392 levels, in addition to a top-side surface-level concourse. The upper fifty levels hold various taverns, luxury hotels and rowdy casinos. The next fifty levels are TlhIngan apartments. Then come twenty levels of administrative offices. The next forty levels are the “Port Town”, an area which holds an infamous reputation. The sixty levels below the “Port Town” consist of general housing for Trunsk, Whiphid, and Talz miners. Then there are sixty levels of factories, ninety levels of gas refineries and then twenty-two levels of repulsorlift engines and tractor beam generators that kept the city afloat and in position.

With the coming of the TlhIngans, the upper levels of Cloud City have been transformed into the pleasure port of Plen Zha (“Trader’s Game”). The city as a whole is home to several million individuals — predominantly TlhIngans with major communities of Trunsk, Whiphid, and Talz.

Tibannopolis is the other major city on Bespin. Much like Cloud City, it is a tibanna gas mining facility that exists as a floating city in the clouds. Tibannopolis is an older city than Cloud City, and is primarily industrial. A rough and tumble place, it was in a very poor condition before the coming of the TlhIngans. The Trunsk, Whiphid, and Talz miners have taken to the place with a vengeance, replacing scavenged systems, reinforcing the endo-steel framework, straightening twisted support girders, improving damaged bulkheads and upgrading all the avionics.

There over a dozen smaller floating tibanna gas refineries in orbit too.

Cloud City and Tibannopolis are each defended by three Golan Space Defence Stations (Type I).

	Name
	Terrain
	Atmosphere
	Gravity
	Day
	Year

	Miser
	Barren
	Type II
	Light
	22 Hours
	180 Days

	Orin
	Volcanic
	Type III
	Light
	18 Hours
	300 Days

	Velsor's Ring
	Asteroid Belt
	Type IV
	Zero G
	Nil
	Nil

	Bespin
	Gas Giant
	Type I
	Standard
	12 Hours
	5110 Days


The Hoth system is a remote system along the Ison Trade Corridor. Beyond the blue-white primary star, the first orbital body of note is Shron. A small, volcanic world that is heavily mined by Trunsk, Whiphid, and Talz labourers. Next out from the primary star is Biosh. Little more than a barren ball of rock. Nushk, the third planet, is a cold ocean planet, but here it is methane not water that forms the chill seas. There are four small rocky moons in close orbit. Fourth comes Jhas, a gas giant with some twenty-four small moons. Fifth comes Ordaj, a gas giant with some seventeen moons. One of the moons, Ordaj Besh, once supported a pirate bolthole. Another moon, Hiroth Besh, is plagued by turbulent electrical storms. A vast lava plain near the southern pole is littered with the skeletons of crashed and decaying starships. Some suspect that Hiroth Besh is a captured rogue carbon planet.

The sixth planet is Hoth. An icy world with three rocky moons, frequently pelted by meteorites from the nearby asteroid belt. Native creatures include the predatory wampa and the herbivorous tauntaun. There are vast underground caverns containing large lichen fields, frost fungi and ice ferns on which the tauntauns feed. It was once the location of a significant Rebel Base.

Hoth currently serves as a staging port, with vast warehouses deep within the ice caverns. There is a new recruit training camp on the planet and Noft’s manufacturing centre for synthetics is safely tucked away in a remote icy canyon. Also hidden away on Hoth is Noft's sprawling and completely automated droid factory.

The three small moons serve as orbital weapons platforms for the TlhIngans. On each moon, the defences are centred around a V-150 anti-orbital ion cannon flanked by two batteries of Repulsor-Assisted Ground-to-Orbit Missile Launchers (RAGOC).

Out beyond the six planets is an asteroid belt. It is the result of two planets colliding billions of years ago. It is one of the most difficult navigating hazards known. Some of the asteroids are large enough to maintain a thin atmosphere, which allows crystal ferns to grow and can even support giant space slugs. The belt is rich in minerals and is heavily mined by sturdy Trunsk, Whiphid, and Talz labourers.

	Name
	Terrain
	Atmosphere
	Gravity
	Day
	Year

	Shron
	Volcanic
	Type II
	Light
	12 Hours
	90 Days

	Biosh
	Plateau
	Type II
	Light
	21 Hours
	135 Days

	Nushk
	Ocean
	Type III
	Heavy
	36 Hours
	195 Days

	Jhas
	Gas Giant
	Type IV
	Heavy
	29 Hours
	270 Days

	Ordaj
	Gas Giant
	Type IV
	Heavy
	31 Hours
	315 Days

	Hoth
	Glacier
	Type I
	Standard
	23 Hours
	526 Days

	Fek'lhr Reach
	Asteroid Belt
	Type IV
	Zero G
	Nil
	Nil


Located relatively close to the Hoth and Bespin systems, the Anoat system consists primarily of three inhospitable planets orbiting a red sun. Anoat is a barren and rocky world with a thin atmosphere. There are vast lichen fields and drying swamps in a few deep gullies. The atmosphere is slightly higher in argon and lower in oxygen than standard. There are trace amounts of lithium, beryllium, and sodium in the planetary crust. Deyer is a cool world dominated by wetlands, swamps, and shallow seas. It is notable for having almost no heavy metals in it’s planetary composition. Gentes is a cold tundra world with a significant axial tilt. It is orbited by the moon Belsus, which is a captured comet. A tiny planetoid composed of water ice, methane, ammonia hydrates, dust, and small rocky particles. Belsus is notable for having active cryo-geysers. Although now only marginally habitual, all the planets show signs of ancient terraforming.

This system is currently the TlhIngans major industrial centre and home to their major automated orbital capital shipyards. In addition, numerous captured and refitted Silviut Corporation orbital dockyards are scattered throughout the sparse asteroid belts that fringe the system.

A vast and rambling orbital construction yard drifts above watery Deyer in a high orbit. It is composed, in the main, of Sienar Systems starship repair bays, Carida space docks, and Golan space defense platforms.

Long ago, Anoat was the site of a great space battle between the Jedi Knights of the Old Republic and the Dark Lords of the Sith. Some of the power from that ancient conflict still lingers, rendering the Force fragmented and confusing for those able to tap into its power. All ‘Alter’ difficulties are increased by +5 and all ‘Sense’ difficulties are increased by +10.
Under Noft’s insightful initiatives, the Anoat shipyards turn out 9 Marauder Class Corvettes (Upgraded Variant), 15 IR-3F Patrol Ships (Add: x5 Hyperdrive), 3 Quasar Fire Bulk Cruisers, 6 Mining Survey Ships, and 12 Corellian OreSeekers per year. The starfighters employed for the Marauder fighter screens are composed of Droid Starfighters, a memorable design from the time of the Old Republic.

A Liberator Class Cruiser orbits Gentes. It has a dusky black lo-vis hull coating. It's fighter screen currently runs to three squadrons of twelve Droid Starfighters and three squadrons of twelve Advanced Droid Bombers.

	Name
	Terrain
	Atmosphere
	Gravity
	Day
	Year

	Anoat
	Desert
	Type II
	Light
	20 Hours
	165 Days

	Deyer
	Wetlands
	Type II
	Light
	22 Hours
	195 Days

	Gentes
	Plains
	Type II
	Light
	20 Hours
	225 Days

	Fek'Ihri Reach
	Asteroid Belt
	Type IV
	Zero G
	Nil
	Nil


The Ison system is a star system containing the Ison debris field. It is located at the end of the Ison Trade Corridor, on the opposite end to the Bespin system. The only sizeable bodies in the system are the small white star at its centre, an orbiting brown dwarf, and the watery world of Spira.

Spira orbits the Ison brown dwarf, and derives much of it’s infrared heating from it. Spira was once a pleasure world. It was captured from the Old Republic at the close of the Clone Wars and was enjoyed by the Imperial Elite, until it was abandoned just after the Battle of Yarvin. It remained uninhabited, with its facilities mothballed, for some ten years, until the TlhIngans claimed it as their new homeworld. It is a warm and humid world with extensive cloud cover.

The three vessels of the original TlhIngan expeditionary force are currently in orbit, running on impulse power with backup from a web of micro fusion reactors, thanks to Noft’s technical inventiveness. As such they serve as picket ships high above Spira and the first off-world posting of military service for new recruits.

Spira is a warm and temperate ocean world with a low axial tilt and subdued auroras painting the night skies. The gravity is slightly above standard. The day lasts 25 standard hours and there is no real yearly cycle, as the planet derives it light and heat from two sources. The nights on Spira are more of a diffuse twilight too. The planetary land masses are limited to a scattering of island chains and two large, almost continental, isles.

The first island has been transformed from a vast bayou into a riotous forest featuring flora and fauna from across the galaxy, with several species native to Qo’noS well represented. General Koord, acting upon Noft’s suggestion, has even had a huge grove of Myrkr trees transplanted from their homeworld, complete with Ysalamiri.

The southern cape of this island is also the point were two major ocean currents meet. The resulting confluence creates a seething mass of angry water, often cloaked by spectacular thunder storms.

The second of the two prominent islands is Ataria. A land of fertile rolling dales surrounded by beautiful beaches on the east side and spectacular sheer cliffs to the north and west.

Ataria is also home to the TlhIngan Empire’s seat of government. The Aspre Plunge is an ancient and impressive structure of stone and transparisteel, coated and super-sealed, set into the wall of a cliff on the northern side of the island. It is dozens of stories high, and drops right into the surf and down 100 meters into an under water ravine. Underwater windows provide panoramic views of the marine environment. The council chamber is a three-tiered room of immense proportions, spanning the entire width and breadth of the Aspre Plunge. The three tiers overlap, each forming a sort of balcony overlooking the tier below it. The walls, panelled in highly polished greel wood, glow with a warm vermilion lustre, and brass gleams from fixtures in the subdued lighting. A curving transparisteel window, some 30 meters across, forms the outer wall, and provides a stunning panoramic view of the coral reefs and the colourful fish that flit about in them. Flood lights and special filters in the window provide a well-lit scene, even at night. A small grove of ruggedly beautiful Myrkr trees grow to one side of the sweeping window, and provide a home for some half-dozen Ysalamiri.

Extending northwards and a little west from the roots of Ataria is the Shinkai Abyss. A fabulous undersea trench which runs more than 3,000 miles. A glittering paradise of crystal-encrusted walls, colourful fish, and lacy green seafern. It is also the spawning grounds of the Camray Eel, a long and snake-like marine predator. This creature is regarded as a delicacy by the TlhIngans, both for its full-flavoured blood and its fighting spirit combined with a deadly cunning.

	Name
	Terrain
	Atmosphere
	Gravity
	Day
	Year

	Debris Field
	Asteroid Belt
	Type IV
	Zero G
	Nil
	Nil

	Brown Dwarf
	Quasi–Star
	Type IV
	Heavy
	59 Hours
	630 Days

	Spira
	Ocean
	Type I
	Standard
	25 Hours
	Nil


~ Star Types ~

Varonat System

Yellow Star

Bespin System


Orange-Yellow Star

Hoth System



Blue-White Star

Anoat System


Red Star

Ison System



Small White Star with Orbiting Brown Dwarf Quasi-Star

~ Yearly Starship Construction ~

15 Skipray Blastboats

9 Marauder Class Corvettes (Upgraded Variant)

15 IR-3F Patrol Ships (Add: x5 Hyperdrive)

3 Quasar Fire Bulk Cruisers

6 Mining Survey Ships

12 Corellian OreSeekers

~ System and Wide Patrols ~

TlhIngans system patrols employ either two Skipray Blastboats and one IR-3F Patrol Ship or two IR-3F Patrol Ships and one Skipray Blastboat.
Their wide patrols employ three Marauder Corvettes.

There are always at least two system patrols and one wide patrol in each star system of the TlhIngan Sphere of Influence. These forces are in addition to the assigned and static defences of each star system.
TlhIngans Marauder Corvettes have twelve Capital Scale Double Turbolaser Cannons and three Capital Scale Tractor Beam Projectors. They also have two forward firing Starfighter Scale Hi-fex Proton Torpedo Launchers and twelve Starfighter Scale Automated Laser Cannons (MetaCorp Interceptor).
Marauder Corvettes carry one squadron of twelve Droid Starfighters. The TlhIngans tend to use their automated droid fighters like smart missiles and don't consider their loss of great importance.
~ Assigned and Static Defences ~

Varonat System:

Varonat

· Three Golan Space Defence Stations (Type I)

· One Hapes Nova Battlecruiser

Edgetho Shipyard

· Two Golan Space Defence Stations (Type I)

· Three Golan Space Defence Stations (Type II)

· One Hapes Nova Battlecruiser

Bespin System:

Velsor's Ring

· One Hapes Nova Battlecruiser

Bespin

· Six Golan Space Defence Stations (Type I)

· One Hapes Nova Battlecruiser

Hoth System:

Hoth

· Three Armoured Moons with V-150 Anti-Orbital Ion Cannons & RAGOC
· Nine Squadrons of Droid Starfighters (3 Per Moon)
· Nine Squadrons of Advanced Droid Bombers (3 Per Moon)
Fek'lhr Reach

· One Hapes Nova Battlecruiser

Anoat System:

Deyer Shipyards

· Seven Golan Space Defence Stations (Type I)

· Two Hapes Nova Battlecruisers

Gentes

· Liberator Class Cruiser
Fek'Ihri Reach

· Two Hapes Nova Battlecruisers

Ison System:

Spira

· I.K.C. Maht-H’a (Captain Nu’Daq) (Vor’cha Class Attack Cruiser)

· I.K.C. Pagh (Captain Kargan) (K’Vort Class Cruiser)

· I.K.C. K’ti’suka (Captain Klaa) (B'rel Class Scout)

· Two Hapes Nova Battlecruisers

Note: Each Hapes Nova Battlecruiser carries one squadron of Droid Starfighters, one squadron of Advanced Droid Bombers, and six Imperial Troop Pods. As is the convention throughout the galaxy, each TlhIngan squadron is comprised of twelve combat craft.
Note: The Liberator Class Cruiser in orbit high above Gentes has a dusky black lo-vis hull coating. In game terms, a lo-vis coating adds one level of difficulty to rolls for purely visual sightings. It carries three squadrons of Droid Starfighters and three squadrons of Advanced Droid Bombers.

~ Peoples of the TlhIngan Sphere of Influence ~

The TlhIngans employ Trunsk, Whiphid, and Talz labourers as miners and engineers throughout their Sphere of Influence. They have extensive ties with the SoroSuub Corporation and Sullustan traders are reasonably common throughout the TlhIngan Sphere of Influence. Various members of the more martial races can also be encountered throughout the Ison Trade Corridor.

Although the TlhIngans spurn the use of mechanicals and droids, they do tend to turn up in the various mining facilities throughout their Sphere of Influence. The most popular model is the WED Treadwell Repair Droid.

The TlhIngans also enjoy and import some of the more flavoursome cuisines and beverages from across the known galaxy. These run to Andoan Ale, Bothan Brandy, Brot-Rib, Cassandran Brandy, Corellian Spiced Ale, Gizer Ale, Gralish Liqueur, Jerked Bantha Meat, Jerked Dewback Meat, Neonan Red Cheese, Roba Steak, Roast Gornt, Savareen Brandy, Vasarian Brandy And Zeltronian Spiced Wine.

~ TlhIngan Minimum / Maximum Abilities ~

Dexterity:

2D+2
/

4D+2.

Knowledge:

1D

/

3D.

Mechanical:

2D

/

3D+2.

Perception:

2D

/

3D+1.

Strength:


3D

/

5D.

Technical:

1D

/

3D.

Special Abilities:

· Redundant Biology: If "mortally wounded" a TlhIngan can survive by making a Difficult Strength roll. A second such wound will kill them.

· Skill Bonus: At the time the character is created only, the character gets 2D for every 1D placed in the following skills: Melee Weapons, Melee Parry, Brawling.

Story Factors:

· Reputation: TlhIngans have a strong reputation for backing up their threats with violence. As a result they usually don't need too.

Move: 10 / 12

Size: 1.5-2.2 meters

*******
Noft’s first project with the TlhIngans was to bolster their numbers. He did this by initiating a major cloning project. Each TlhIngan was cloned 29 times with the resulting “offspring” being aged to late adolescence. During growth they were subjected to a direct brain stimulation educational package involving TlhIngan culture and history, capital ship procedures and personal combat. Each clone was also subjected to a series of recorded interviews with their “parent”. These recordings consisted of a series of spirited combat tales elicited by Noft.

Within 3 months the TlhIngan peoples grew from 800 to over 20,000.

A slightly later cloning effort involved growing a handful of TlhIngans using medical blood packs from the sickbays of the three vessels of the original TlhIngan expeditionary force as the genetic base. Thus Noft was able to add some much needed genetic diversity to the TlhIngans. Most notable among these clones were three copies of K'ratak, Captain of the IKC Amar.
~ TlhIngan Empire Synthetic ~

Synthetics are biomechanical androids, created by Noft. They are designed and programmed to integrate themselves seamlessly with TlhIngan culture. They don't eat or sleep, nor do they have sex. They are faster, stronger, and more reliable than any human. And they are 100% loyal to the TlhIngan Empire.

Powered internally by biomechanical components and fluids, synthetics are - from the outside - virtually indistinguishable from humans. They are dusky skinned with darkly handsome features and pointed beards. They are programmed with "pseudo-personalities", bringing the appearance of restrained emotion and self initiative into their otherwise stoic demeanours. Synthetics are mainly useful for their elevated technical capabilities, but are also respected for their additional speed, strength and agility. They all run well and have a movement score of 12.

Synthetics have a milky white substance that acts as their blood, and their "organs" are differently arranged than human organs and made from a whitish bioplastic. Like droids, they are nearly impossible to kill, and can be repaired from almost total destruction.

Synthetics wear a jerkin of silvery shimmersilk over black synthi-cloth shirt and pants with black synthi-leather boots and broad belt. They are armed with a Bryar pistol and vibroshiv.

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




Perception.................1D+2.

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



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

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


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

- Dodge....................6D.

- Melee Combat.............6D+2.

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

- Running..................6D.

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




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

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



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

- Languages................3D+1.



- Lifting..................7D+1.

- Planetary Systems........3D+1.



- Stamina..................6D+2.

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



Technical..................3D+2.

- Capital Ship Gunnery.....6D.




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

- Capital Ship Pilot.......5D.




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

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



- Droid Programming........5D.

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



- Droid Repair.............5D.

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



- Starship Weapon Repair...7D.

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

- Starfighter Piloting.....4D+2.

- Starship Gunnery.........5D+2.

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

Story Factors: TlhIngan Empire Servitude: Synthetics are programmed to serve the TlhIngan Empire, and do so without question. They are 100% loyal.

General Koord is a brilliant military strategist and was Imperial TlhIngan Diplomatic representative to the Paradise City settlement on planet Nimbus III. Koord had previously led a distinguished career in the TlhIngan Defence Force before he fell out of favour with the TlhIngan High Command. His military strategies are required reading at the UFP Academy. Shortly after the Sybok Affair he was drawn into the Star Wars Universe by the Worm Nova, along with the I.K.C. Maht-H’a (Captain Nu’Daq) (Vor’cha Class Attack Cruiser), I.K.C. Pagh (Captain Kargan) (K’Vort Class Cruiser), and I.K.C. K’ti’suka (Captain Klaa) (B'rel Class Scout).

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




Perception.................3D+1.

- Blaster..................6D.




- Command (TlhIngans)......12D.

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




- Gambling.................5D+1.

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




- Hide.....................5D+1.

- Grenade..................3D+2.



- Investigation............3D+2.

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



- Persuasion...............7D.

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




- Search...................6D+1.

- Missile Weapons..........3D+2.



- Sneak....................5D+2.

- Running..................5D+1.



- Willpower................15D.

Knowledge..................3D.




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

- Bureaucracy..............9D.




- Brawling.................6D+1.

- Business.................5D+2.



- Climbing/Jumping.........5D+2.

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




- Lifting..................6D.

- Languages................7D+2.



- Stamina..................6D+2.

- Law Enforcement..........5D+2.



- Swimming.................5D+1.

- Planetary Systems........8D+2.

- Scholar (TlhIngan Lore)..5D+2.

- Streetwise...............5D+2.

- Survival.................6D+2.

- Tactics..................11D+2.

- Value....................5D+2.

Mechanical.................3D+2.



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

- Astrogation..............9D+1.



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

- Capital Ship Piloting....9D+2.



- Capital Ship Repair......5D.

- Capital Ship Gunnery.....9D+1.



- Capital Weapon Repair....5D.

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



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

- Communications...........5D+2.



- First Aid................5D+1.

- Repulsorlift Ops.........6D+2.



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

- Sensors..................6D+2.



- Security.................7D.

Force Sensitive:

No.








Dark Side Points:

3.

Force Points:



3.








Character Points:

0.

Move:







10.

Old Style Mark III Hand Disruptor (TlhIngan Standard Issue, Disrupt Shot, Drain 2, Energy Damage 3D+1, Disintegrate Shot, Drain 6, Energy Damage 6D+2, Range 1-25/50/100, Ammo 25), 3 Power Clips, Belt Clip, 3 Merr-Sonn Fragmentation Grenades (Damage 5D/4D/3D/2D, Blast Radius 0-2/4/6/10, Range 3-7/20/40), d'k tahg (Damage 4D+2), Reinforced Black Leather Belt Sheath.

TlhIngan Uniform (Grey Scaled Leather Torso Armour with Brass Collar and Wide Black Belt with Large Brass Buckle, Black Cloth Tunic, Black Leather Wrist and Hand Guards, Tight Grey Cloth Pants, Armoured Bifurcated Black Leather Boots with Kicking Claws {Damage +2 Pips}, Adds 1D to Damage Resistance Against Physical & Energy Attacks, No Dexterity Penalty).

Black Utility Pouch, Comlink (Rugged T-Shaped Silvery Unit with Power Scanner Systems), Data Pad, Standard Security Systems Tool Kit, BioTech FastFlesh Medpac, Standard Medpac, Breath Mask, a good handful of Fringe and Corporate Sector Credits.

Pack of Dravian Hounds.

Dra III - A high-gravity world known for its dangerous native lifeforms and its sport hunting. The inhabitants of Dra III tend to be heavier and stronger due to the planet's higher gravity. The famous hunting beasts of Dra III include the vicious six-legged nashtahs (also called Dravian Hounds) that inhabit the planet's mountains. Nashtahs, the only animals from the planet to have yet been domesticated, are also the planet's most thoroughly studied animal, since the first contact team to escape from Dra III alive managed to kill several of the beasts and return with their bodies. The powerful (though somewhat outdated) Kell Mark II blaster is one notable planetary export.

Noft, a Shistavanen wolfman, is a criminal from way back. He has worked as a smuggler with Lexi Fernandin, cracked heads and smashed spines for Ploovo Two-For-One, hunted bounties for Jabba the Hutt, and looted ships with Niles Ferrier. Since those wild days he has changed his ways and now works as an irreverent troubleshooter and technical specialist for the TlhIngans. His cyber mods are the result of interrogation and enslavement by Boba Fett, during the Shadows of the Empire Affair. In his early days Noft was a tough and foul-mouthed brute, given to violence and brawling. He is still a hard little bastard, but has steadily developed a more hearty nature as master of his own fate.

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



Perception.................2D+2.

- Blaster..................5D+2.



- Bargain..................3D+1.

- Brawling Parry...........8D+2.



- Command..................5D+1.

- Dodge....................7D+2.



- Con......................5D+2.

- Grenade..................5D+1.



- Forgery..................4D+2.

- Melee Combat.............3D+2.



- Gambling.................3D+2.

- Melee Parry..............4D+1.



- Hide.....................4D+1.

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



- Investigation............6D+2.

- Running..................6D+2.



- Search...................7D+2.

- Vehicle Blasters.........3D+1.



- Sneak....................3D.





















- Willpower................7D+2.

Knowledge..................4D+1.



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

- Alien Species............8D+1.



- Brawling.................7D+1.

- Bureaucracy..............5D+2.



- Brawling (Martial Arts)..8D+2.

- Business.................5D+1.



- Climbing/Jumping.........9D+2.

- Cultures.................6D+2.



- Lifting..................10D.

- Intimidation.............7D+1.



- Stamina..................15D.

- Languages................7D+2.



- Swimming.................8D+1.

- Planetary Systems........8D+2.

- Scholar (Jedi Lore)......6D+1.

- Scholar (TlhIngan Lore)..7D+1.

- Streetwise...............11D.

- Survival.................7D.

- Value....................6D+2.

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




Technical..................3D+2.

- Archaic Ship Piloting....5D+2.



- Armour Repair............9D.

- Astrogation..............6D+2.



- Blaster Repair...........7D+2.

- Beast Riding.............4D+2.



- Capital Ship Repair......10D.

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



- Capital Weapon Repair....8D.

- Capital Ship Pilot.......4D.




- Computer Prog/Repair.....9D+2.

- Capital Ship Shields.....4D+1.



- Droid Programming........8D+1.

- Communications...........5D+2.



- Droid Repair.............8D+1.

- Ground Vehicle Ops.......3D+2.



- Firearms Repair..........5D+2.

- Hover Vehicle Ops........5D+2.



- First Aid................9D+1.

- Powersuit Ops............3D+2.



- Medicine.................8D+2.

- Repulsorlift Ops.........7D+2.



- Repulsorlift Repair......7D+2.

- Sensors..................6D+1.



- Security.................9D+2.

- Space Transports.........8D+2.



- Space Transport Design...9D+1.

- Starfighter Piloting.....5D.




- Space Transport Repair...12D.

- Starship Gunnery.........6D+1.



- Starfighter Design.......8D+2.

- Starship Shields.........8D+2.

 

- Starfighter Repair.......10D.

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



- Starship Weapon Repair...10D.

Force Sensitive:

No.








Dark Side Points:

2.

Force Points:



3.








Character Points:

0.

Move:
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Special ~ Shistavanens can run at high speed for long periods without getting tired, using two or four legs for the same ability. As expected of a species of hunters, they have a keen sense of smell, and excellent night vision. While not as unique as other species with a natural healing factor, the Shistavanens possess a minor healing ability which allows them to heal minor wounds quickly, and larger wounds within a matter of days.

Cyber ~ BioTech Borg Construct AJ^6 (Increases Computer Programming & Repair By 2D, Increases Knowledge and Technical Skills By 1D, 8D of Information Storage), Cyborg/Computer System Data-Link (Crozo Industrial Products At-Computer Link), Neuro-Saav Cyborg/Droid Interface (Reduces Droid Programming Difficulty By One Level), Blood Red Neuro-Saav Hi-Sense Enhanced Eyes (Search Bonus 2D+2), Two BioTech Neuro-Shock Hands (Damage 6D).

RLG Guardian Droid System.

Small Gorm-Worm (Venomous Reptile Insectoid).

Wrist Lasers (4D Damage, Range 0-2/-/-, Ammo 15, Forced Chamber Overload, Blast Radius 1-2/4/6, Damage 8D/5D/3D).

Magnaforce Security Shield (4D Character Scale Starship Shields, Uses Melee Parry).

Verpine Shatter Gun (6D Damage, Range 50-400/900/1.5km, Ammo 100) with 3 Mags and Cut-Away Hip Holster.

Merr-Sonn Quick 6 Blaster Pistol (3D+2 Damage, Range 3-10/30/120, Ammo 100) with 3 Power Packs and Cut-Away Hip Holster.

3 Merr-Sonn Standard Fragmentation Grenades (Blast Radius 0-2/4/6/10, Damage 5D/4D/3D/2D, Range 3-7/20/40).

3 Merr-Sonn Stun Grenades (Blast Radius 0-2/4/6/8, Damage 6D/5D/3D/2D, Range 0-8/16/25).

3 Merr-Sonn Glop Grenades (Blast Radius 0-1/3/5, Strength 6D/5D/3D, Range 3-7/30/60).

Quilted Black Ballistic Weave Vest (Provides +2D to Damage Resistance Against Physical Attacks, Provides +2 Pip to Damage Resistance Against Energy Attacks, No Dexterity Penalty), Cross-Over Black Synthi-Cloth Tunic, Black Snap-Lock Combat Belt, Short Dark Grey Synthi-Cloth Pants.

Wrist Chronometer with All Options.

Black Utility Webbing with 3 Trifle Pouches, Strong T’bac Cigars, Padded Synthi-Cloth Pouch, Chrome Lighter, Frosted Green Transparisteel Hip Flask with Ottegan Mead (Slightly Sweet Malted Beverage from the Ottega System), Worklight, Power Scanner, Standard Security Systems Tool Kit, Standard Vehicle Tool Kit, Blaster Repair Kit, Various Hydrospanners, Laser Welder, Fusion Cutter, Hull Putty, BioTech FastFlesh Medpac, Standard Medpac, Comlink (Rugged T-Shaped Silvery Unit with Power Scanner Systems), Cylindrical Pocket Comlink, Data Pad, Breath Mask, 900 Fringe Credits, 500 Corporate Sector Credits.

