CI The Confederacy of the Imperialist: Gotthelm Division

CI Army (1465): Thug 4; Init 0; Defense 11 (+1 class); Spd 10m; VP/WP 15/15; Atk +6 melee (1d6+3 baton) or +5 ranged (4d6 or DC 18 blaster rifle); SV Fort +5, Ref +1, Will +1; FP 0; DSP 0; Rep +1; Str 14, Dex 11, Con 12, Int 8, Wis 10, Cha 9.

Equipment: Blaster Rifle, baton.

Skills: Intimidate +5.

Feats: Armor proficiencies (light), Toughness, Weapon group proficiencies, (blaster pistols, simple)

CI Army Officer (74): Thug 6; Init 0; Defense 13 ; Spd 10m; VP/WP 25/15; Atk +7 melee (1d6+3 baton) or +7 ranged (3d6 or DC 15 blaster pistol); SV Fort +5, Ref +1, Will +1; FP 0; DSP 0; Rep +1; Str 14, Dex 11, Con 12, Int 8, Wis 10, Cha 9.

Equipment: Blaster Pistol, baton, Comlink, Macrobinoculars

Skills: Intimidate +5.

Feats: Armor proficiencies (light), Toughness, Weapon group proficiencies, (blaster pistols, simple)

CI Navy (280): Human Scout 2; Init +2 (Dex); Defense 14 (+2 Dex, +2 Class) Spd 10m; VP/WP 9/10; Atk +0 melee (1d3-1 unarmed) or +3 ranged (2d6 hold-out blaster) ; SQ Trailblazing; SV Fort +2, Ref +4, Will +4; FP 1, DSP 0; Rep +0; Str 8, Dex 15, Con 10, Int 13m Wis 14, Cha 12. Challenge Code A.

Equipment: Flight Suit

Skills: Astrogate +5, Bluff +3, Climb +3, Hide +6, Listen +7, Pilot +6, Spot +7, Survival +6, Swim +3

Feats: Alertness, Starship Operation (starfighter), Track, Weapon Group Proficiency (blaster pistols, blaster rifles, simple weapons).

CI Navy Officer (14): Human; Init +4 (Dex); Defense 16 Spd 10m; VP/WP 15/10; Atk +0 melee (1d3-1 unarmed) or +3 ranged (2d6 hold-out blaster) ; SQ Trailblazing; SV Fort +2, Ref +4, Will +4; FP 1, DSP 0; Rep +0; Str 8, Dex 15, Con 10, Int 13m Wis 14, Cha 12. Challenge Code A.

Equipment: Flight Suit

Skills: Astrogate +5, Bluff +3, Climb +3, Hide +6, Listen +7, Pilot +13, Spot +7, Survival +6, Swim +3

Feats: Alertness, Starship Operation (starfighter), Track, Weapon Group Proficiency (blaster pistols, blaster rifles, simple weapons).

Dnalkowe Warrior Army (3125): Male Human (Dnalkowe) Soldier 4: Init +4 (Improved Initiative); Defense 14 (+4 class); Spd 10m; VP/WP 30/17; Atk +8 melee (1d6+7 Welilissit Blade) or +4 ranged; SQ Primitive; SV Fort +6, Ref +1, Will +1; FP 0; DSP 0; Rep +1, Str 16, Dex 11, Con 14, Int 10, Wis 10, Cha 11.
Equipment: Paint and Tattoos corresponding to the Warrior’s tribe, Welilissit Blade
Skills: Craft (Welilissit Blade) +7, Intimidate +7, Knowledge (Dnalkowe Tribes) +7, Knowledge (Welilissit Blades) +7, Speak Tribal Language*, Treat Injury +7.
Feats: Armor Proficiency (Light), Improved Initiative, Power Attack, Quickness, Sunder, Toughness, Weapon Focus (Welilissit Blade), Weapon Group Proficiencies (Primitive, Simple).
Dnalkowe Warrior Officer (157): Male Human (Dnalkowe) Soldier 4: Init +4 (Improved Initiative); Defense 14 (+4 class); Spd 10m; VP/WP 30/17; Atk +8 melee (1d6+7 Welilissit Blade) or +4 ranged; SQ Primitive; SV Fort +6, Ref +1, Will +1; FP 0; DSP 0; Rep +1, Str 16, Dex 11, Con 14, Int 10, Wis 10, Cha 11.
Equipment: Paint and Tattoos corresponding to the Warrior’s tribe, Welilissit Blade
Skills: Craft (Welilissit Blade) +7, Intimidate +7, Knowledge (Dnalkowe Tribes) +7, Knowledge (Welilissit Blades) +7, Speak Tribal Language*, Treat Injury +7.
Feats: Armor Proficiency (Light), Improved Initiative, Power Attack, Quickness, Sunder, Toughness, Weapon Focus (Welilissit Blade), Weapon Group Proficiencies (Primitive, Simple).

Huáng Dían Army (20000): Thug 4; Init 0; Defense 11 (+1 class); Spd 10m; VP/WP 15/15; Atk +6 melee (1d6+3 baton) or +5 ranged (4d6+1 C23 Slugshooter Rifle); SV Fort +5, Ref +1, Will +1; FP 0; DSP 0; Rep +1; Str 14, Dex 11, Con 12, Int 8, Wis 10, Cha 9.

Equipment: Charn Firearms C23 Slugshooter Automatic Rifle, baton.

Skills: Intimidate +5.

Feats: Armor proficiencies (light), Toughness, Weapon group proficiencies, (slugthrowers, simple)

Huáng Dían Army Officer (1000): Thug 6; Init 0; Defense 13 ; Spd 10m; VP/WP 25/15; Atk +7 melee (1d6+3 baton) or +7 ranged (3d6 67G Slugthrower Pistol); SV Fort +5, Ref +1, Will +1; FP 0; DSP 0; Rep +1; Str 14, Dex 11, Con 12, Int 8, Wis 10, Cha 9.

Equipment: Charn Firearms 67G Slugshooter Pistol, baton, Comlink, Macrobinoculars

Skills: Intimidate +5.

Feats: Armor proficiencies (light), Toughness, Weapon group proficiencies, (slugthrowers, simple)

