BRIDNE MURCADA
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For some, the art of unarmed combat is just a hobby, but for Bridne Murcada it was her whole life. For years she was a chief drill instructor, teaching unarmed combat and stealth to green Imperial soldiers, but she was dismissed when a jealous colleague revealed that she was not teaching strictly by the book, despite the effectiveness of her methods. She joined the Rebels and found that among them she could put her abilities to the best use. 
BRIDNE MURCADA

Rebel Ursi

Home Planet: Lysenda 232

AF: 3

EF: 6

Intelligence: 4

Leadership: 0/0

Diplomacy: 0

Navigation: 3

Special Talents:

Ninja: Receives three bonus draws for the Assassination mission, if she is mission leader.

Stealthy: Adds two to the hiding value of the character group she is with.



ONESTE WOADA
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“Do not take away the most precious gift one has from another... Killing is the resort of the foolish, or the cruel.” Woada’s words influenced many in the Empire, including some Imperial soldiers. As Woada realized the falseness behind the state religion, his sermons began to have a strong anti-Imperial sentiment. He was a troublemaker anyway, so he was repressed as a matter of course. He fled and joined the Rebel cause to help end the suffering of the people.
ONESTE WOADA

Rebel Henone

Home Planet: Horon 431

AF: 0

EF: 6

Intelligence: 3

Leadership: 0/0

Diplomacy: 3

Navigation: 1

Special Talents:

Preacher of Peace: The character group he is with may ignore all irate local events.

Preacher of Life: A character group he is with cannot be assigned an assassination mission.



YARRO LATAC
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An article in an obscure scientific journal noted that “despite many technological advances today, the Empire has not come close to the level of knowledge of the ancients.” This simple sentence cost Master Technician Latac to lose his job and be hounded by Imperial persecution. It did not take long for him to offer his services to the rebellion. 
YARRO LATAC

Rebel Theshian 

Home Planet: Rhexia 441

AF: 2

EF: 6

Intelligence: 3

Leadership: 1/0

Diplomacy: 0

Navigation: 4

Special Talents:

Master Technician: Automatically repairs all damaged or inoperative items stacked with him during an interphase.

Cybernetic Expert: His character group may ignore all “creature attacks” events involving robots. 



TOURAG
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The Traders had traditionally been a free people, and even the Empire did not tax them strongly. However, a suspicion that they were providing transportation for Rebel agents and supplies caused the Imperial Navy to begin clamping down on them and confiscating their ships. Tourag, who in fact had aided a few Rebels (but only for profit) became a man with a price on his head, so he had to embrace the cause like it or not. It turns out he came to like it, and became one of the best commanders.
TOURAG

Rebel Rhone

Home Planet: Diomas 152

AF: 3

EF: 6

Intelligence: 2

Leadership: 1/1

Diplomacy: 2

Navigation: 4

Special Talents:

Contacts: His mission group gets two bonus dice rolls for Subvert Troops missions, even if he is not the leader.

Merchant: Gets two bonus dice rolls for the Scavenge for Possessions mission, if he is the mission leader.



RAN JAYMA
[image: image5.png]



It was quite a long time before Ran Jayma, the notorious space pirate, was allowed to take the Rebel Oath. But gradually the Rebel leaders came to realize that even a pirate could tell right from wrong and see that the Empire needed to be destroyed. In addition to his newly found idealism, Jayma was being practical; his business had become unprofitable under the Empire’s “I want it all” policy.
RAN JAYMA

Rebel Piorad  

Home Planet: Ownex 141

AF: 4

EF: 10

Intelligence: 2

Leadership: 1/0

Diplomacy: 0

Navigation: 5

Special Talents:

Killer: Receives three bonus dice rolls for the Assassination mission if he is mission leader.

Pirate: Receives three bonus draws for the Steal Enemy Resources mission if he is the leader.



DRAKIR GREBB
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The Calmas are a passive race, but when one of them gets angry it can be years before he will cool down and forgive. When the Empire looked the other way while the Calmas were hunted for the supposedly aphrodisiac secretion of a musk gland, Drakir Grebb, Prince of Suti, went personally to Orlog to protest. He barely escaped with his life, and he vowed that the Empire would never oppress his people again.
DRAKIR GREBB

Prince of Suti

Rebel Calma

Home Planet: Suti 322

AF: 3

EF: 8

Intelligence: 3

Leadership: 1/0

Diplomacy: 1

Navigation: 2

Special Talents:

Imperturbable: Ignores the effects of stun hits. If stun lasers target him, the hits are still apportioned normally, but then all stun hits are discarded.

Cave Dweller: All of his attributes (except endurance) are increased in one while in subterranean environs.



PROFESSOR MAREG
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There are few experts in the science of galactography, and Mareg is one of them. A man of many talents, he is also an expert botanist, zoologist, librarian, geologist, physicist and tailor. There was little about the Empire that he ignored, and he came to despise it. The Rebels, anxious to make use of his knowledge, convinced him to join the cause, promising him the rectorship of any university he desired when they won. 
PROFESSOR MAREG

Rebel Illias  

Home Planet: Cercis 433

AF: 3

EF: 8

Intelligence: 4

Leadership: 0/0

Diplomacy: 0

Navigation: 2

Special Talents:

Naturalist: The character group he is with may ignore all “creature attacks” random events except those involving robots.

Galactographer: May reveal planet secret while in orbit during an Interphase.



LY MANTOK
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An Imperial Sub-Commander is not supposed to have outside business concerns, but this is a rarely enforced policy. Mantok was a partner in the company producing the army’s laser rifles. Rival Sub-Commander Telmen got wind of the deal and sabotaged 10,000 rifles, then came to Barca with the whole story. When Mantok was dismissed and subject to a court-martial, he defected to the Rebels out of spite, but soon became an ardent supporter of the cause.
LY MANTOK

Rebel Saurian 

Home Planet: Jura 151

AF: 5

EF: 8

Intelligence: 4

Leadership: 3/2

Diplomacy: 1

Navigation: 5

Special Talents:

Prestige: Gets three bonus dice rolls for the Subvert Troops mission, if he is the mission leader.

Demolition Expert: Gets two bonus dice rolls for the Sabotage mission, if he is the mission leader.



SCOTT RUBEL
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Action! Adventure! Danger! The imagination of the young Scott Rubel had traveled the length and breadth of the universe, blazing his way to glory. As soon as he came of age he joined the Rebel cause, becoming an excellent soldier in every respect and above all a superb pilot. He was soon picked out to go on special missions.
SCOTT RUBEL

Rebel Rhone 

Home Planet: Adrax 523

AF: 3

EF: 8

Intelligence: 1

Leadership: 1/0

Diplomacy: 0

Navigation: 5

Special Talents:

Do or Die: May increase his AF to 6 during Character Combat, but then every enemy firing at him gets +1 AF.

Daredevil Pilot: Gets two bonus dice rolls for the Spaceship Quest mission.



KOGUS
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Since the time of the Concordance a special body of troops, the Kayn Royal Guards, have faithfully protected the ruling family and palace of Adare. Although new members are occasionally admitted, most of the posts are handed down from father to son. When the Queen of Adare had to go to exile, the Guards were dissolved, but they vowed to reunite as soon as she returned. Kogus had guarded Zina Adora since she was a child, and he refused to leave her. 

Rayner Derban is one of the few who dare get past him to visit Zina.
KOGUS

Rebel Kayn

Home Planet: Niconi 551

AF: 5

EF: 10

Intelligence: 2

Leadership: 0/0

Diplomacy: 0

Navigation: 3

Special Talents:

Loyal: Increase all ratings (except endurance) by one while he is stacked with Zina Adora.

Alert: No creature may enjoy surprise against the group that he is with.



RAYNER DERBAN
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Derban was Most Senior of the Knights under Maxtross II. As such, he saw firsthand the oppression of the people, and began to go out in a mask to undo some of the injustices. Redjac suspected that Derban was the Masked Knight, but Maxtross would hear none of it. When Coreguya inherited the throne, he named Redjac to lead the Order. Derban disappeared before action could be taken against him. Some claim to see the Masked Knight’s stance in him, but he will say nothing of his past. 
RAYNER DERBAN

Rebel Rhone 

Home Planet: Orlog 162

AF: 5

EF: 10

Intelligence: 4

Leadership: 4/1

Diplomacy: 3

Navigation: 4

Special Talents:

Special Knightly Training: Gets two bonus dice rolls for the Sabotage mission, if he is the mission leader.

First Knight: If he has the Energy Sword possession, his AF is increased by two and opponents have their AF lowered by one. May recruit Vrialta.



VUDOT VODOT
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The powerful oratory and the piercing, some say hypnotic, eyes of Vudot Vodot made him very influential on Akubera, which he represented as planetary senator, and throughout the Empire. But the Imperial views on many matters did not match Vodot’s, and he was framed in a political scandal. Vodot did not particularly hate the Empire, but if they thought he was an enemy, well, they’d get one! 
VUDOT VODOT

Rebel Suvan

Home Planet: Akubera 342

AF: 1

EF: 4

Intelligence: 4

Leadership: 2/0

Diplomacy: 4

Navigation: 0

Special Talents:

Politician: Gets three bonus dice rolls for the Coup mission, if he is the mission leader.

Influential: Gets two bonus dice rolls for the Summon Sovereign mission.



ODENE HOBAR
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Odel Hobar, king of Heliax, could not believe what had happened to his son Odene. He sends him off to get a good look at the Empire, and he comes back talking this nonsense about rebellion! Furious, Odel excommunicated Odene, and the young prince fled Heliax to do what he felt as a duty(fighting against the evil Empire.
ODENE HOBAR

Prince of Heliax

Rebel Leonid  

Home Planet: Heliax 412

AF: 3

EF: 8

Intelligence: 3

Leadership: 2/1

Diplomacy: 2

Navigation: 2

Special Talents:

Lion-like Stealth: The character group he is with may achieve surprise (5.3.d) against enemy soldier patrols on a d6 roll of 1-3. 

Filial loyalty: A character group he is with cannot be assigned an assassination mission against Odel Hobar.



ZINA ADORA
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Zina Adora was in the rebellion conspiracy from the very start. The Queen of Adare was substituted by a Viceroy-governor when she became suspect. Ignoring the Emperor’s summons (which most certainly meant prison or death) she fled her home planet and openly joined the Rebel cause. Her intention was to regain her throne; but lately she has been considering abdication to be with Rayner Derban, because he doesn’t like the idea of being a prince consort.
ZINA ADORA

Queen of Adare

Rebel Rhone

Home Planet: Adare 142

AF: 1

EF: 4

Intelligence: 3

Leadership: 2/0

Diplomacy: 2

Navigation: 1

Special Talents:

Lovely: Gives the mission group she is with two bonus dice rolls for the Gather Information mission, even if she is not the mission leader.

Noblesse Oblige: Gets two bonus dice rolls for the Summon Sovereign mission if she is the mission leader.



SIDIR GANANG
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“Sidir Ganang and the Ganang Gang” was one of the most popular shows on Bajukai and it was presented on holovision on many planets throughout the Empire. Sidir Ganang posters, dolls, books, movies and such made him a millionaire. However, some minor Imperial functionary censured the show because he considered that it had pro-Rebel content, and his fortune was confiscated. Ganang had merely portrayed galactic warriors on holovision; now he actually became one, although he sometimes feels that too much is expected from him.
SIDIR GANANG

Rebel Segunden  

Home Planet: Bajukai 122
AF: 3

EF: 6

Intelligence: 3

Leadership: 0/0

Diplomacy: 1

Navigation: 3

Special Talents:

Famous (That’s Good): Gives the character mission group he is with a bonus dice roll for missions B, C, D, E, and I, even if he is not the mission leader. His group also gets a +1 drm for recruitment die rolls.
Famous (That’s Bad): The character group he is with must subtract one from its hiding value.



ADAM STARLIGHT
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Like most people, Adam never thought much about the Empire, he just lived his life the best he could. But he could not ignore the slaying of his parents when Imperial secret police agents looking for the Starlink family tortured the Starlights by mistake. His desire for vengeance burns strongly, even if he is otherwise an open and agreeable young man. Starlight has a great inner strength and courage that gives him faith in his ability to reach a goal despite any odds.
ADAM STARLIGHT

Rebel Rhone

Home Planet: Liomax 161

AF: 3

EF: 8

Intelligence: 2
Leadership: 1/1
Diplomacy: 0
Navigation: 4
Special Talents:

Inner Strength: Gets three bonus dice rolls for the Spaceship Quest mission.

Rage: His AF is increased in two if fighting Imperial player characters.



FRUN SENTEL
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Frun Sentel is one of the original inner circle of the rebellion conspiracy, and also the first royal personage to formally come out in public an openly state his support for the Rebel cause. He had counted on the support of his people, but underestimated the power of the pro-Imperial press. He had to flee Xan to avoid being lynched. Now he is dedicated to gradually convincing the Xanthons, as well as other races, of the justice of the cause.
FRUN SENTEL

Prince of Xan 

Rebel Xanthon  

Home Planet: Xan 513

AF: 5

EF: 10

Intelligence: 1

Leadership: 1/0

Diplomacy: 1

Navigation: 3

Special Talents:

Heat Denizen: Increase all his ratings (except endurance) by one if he is in a fire environs.

Rebel Boss: Gets four bonus dice rolls for the Start Rebel Camp mission, if he is mission leader.



DOCTOR SONTAG
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Dr. Sontag was head of the Imperial Social Security Hospital of the capital city on Orlog, a physician of immense prestige. He was invited to participate in the monstrous experiments that Imperial “doctors” were carrying out in the secret Laboratory Planet. Horrified, he pretended to be interested, but at the first opportunity he fled Orlog and joined the rebellion.
DOCTOR SONTAG

Rebel Rhone

Home Planet: Orlog 162

AF: 2

EF: 4

Intelligence: 4

Leadership: 1/0

Diplomacy: 3

Navigation: 0

Special Talents:

Physician: May heal all other characters stacked with him during an interphase.

Researcher: Gets two bonus dice rolls for the Gather Information mission if he is the mission leader.



BOCCANEGRA
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The Piorad Space Vikings, as they used to call themselves, used to explore the areas of the galaxy outside the borders of the Empire, bringing back treasures from strange places. Unfortunately, the Vikings did not pay a high enough percentage of their riches to the Imperial coffers. They were branded as pirates and most of them were executed. Only Boccanegra could slip through the Imperial fingers.
BOCCANEGRA

Rebel Piorad  

Home Planet: Ayod 451 

AF: 5

EF: 10

Intelligence: 2

Leadership: 2/1

Diplomacy: 0

Navigation: 4

Special Talents:

Stealthy: Adds one to the hiding value of the character group he is with.

Plunderer: Receives three bonus draws for the Steal Enemy Resources mission if he is the leader.



AGAN RAFA
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For centuries the Empire had hired the Pronoxian mercenaries to do the dirty work of establishing beachheads on unknown planets. However, the Imperial army decided that they were too great a security risk and gave them severance. Fighting was the only job Agan Rafa knew, and if the Empire did not want him, he would find someone who would.
AGAN RAFA

Rebel Rhone

Home Planet: Pronox 231

AF: 5

EF: 12

Intelligence: 1

Leadership: 2/0

Diplomacy: 0

Navigation: 3

Special Talents:

Connections: Gives the mission group he is with two bonus dice rolls for the Gather Information mission, even if he is not the mission leader.

Mercenary: Gets three bonus dice rolls for the Assassination mission if he is the mission leader.



REBEL SOLDIER
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Any player that has lost one or more player characters may “flesh out” his groups by recruiting armed escorts. Soldiers are NPC’s. They occupy seats in spaceships and fight in character combat. They are not counted as “other characters” in missions that give bonus dice rolls for extra characters going along in the mission. If wounded, they remain with the group and may be healed(they do not break off like system-opponent soldiers.
REBEL SOLDIER

AF: Variable

EF: Variable

Intelligence: 1

Leadership: 0/0

Diplomacy: 0

Navigation: 0



REBEL SOLDIER
[image: image22.png]4




Any player that has lost one or more player characters may “flesh out” his groups by recruiting armed escorts. Soldiers are NPC’s. They occupy seats in spaceships and fight in character combat. They are not counted as “other characters” in missions that give bonus dice rolls for extra characters going along in the mission. If wounded, they remain with the group and may be healed(they do not break off like system-opponent soldiers.
REBEL SOLDIER

AF: Variable

EF: Variable

Intelligence: 1

Leadership: 0/0

Diplomacy: 0

Navigation: 0



REBEL SOLDIER
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Any player that has lost one or more player characters may “flesh out” his groups by recruiting armed escorts. Soldiers are NPC’s. They occupy seats in spaceships and fight in character combat. They are not counted as “other characters” in missions that give bonus dice rolls for extra characters going along in the mission. If wounded, they remain with the group and may be healed(they do not break off like system-opponent soldiers.
REBEL SOLDIER

AF: Variable

EF: Variable

Intelligence: 1

Leadership: 0/0

Diplomacy: 0

Navigation: 0



REBEL SOLDIER
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Any player that has lost one or more player characters may “flesh out” his groups by recruiting armed escorts. Soldiers are NPC’s. They occupy seats in spaceships and fight in character combat. They are not counted as “other characters” in missions that give bonus dice rolls for extra characters going along in the mission. If wounded, they remain with the group and may be healed(they do not break off like system-opponent soldiers.
REBEL SOLDIER

AF: Variable

EF: Variable

Intelligence: 1

Leadership: 0/0

Diplomacy: 0

Navigation: 0












