Tom’s Empire

13579,900,765,753,600,100 credits
People:

Tom Skysprinter

(101) J9-Theif Droids

(101) J9-Pilot Droids

(10) J9-Solo Droids

JDF BBI Droids

Battle Droids

Judlo Humma

Craft:

The Corvette

Intimidator

(65 Million) Marauder Corvettes

Fish Gutz II
THE ARMADA
THE INVASION FORCE

Cargo

3mt (9) R2 Astromech Droids

9mt foodstuffs

6mt Droid Parts

3mt Strategic Ore/Gems

3mt Pharmaceuticals
5mt (1) Landspeeder

6mt (4800) vibrodaggers

3mt (2400) holorecorders

3mt (3) speeder bikes

3mt sundries

3mt (90) medium armor

3mt Precious Ore/Gems

3mt Industrial Ore

3mt Luxury goods

3mt Computer Parts

600mt Planet Ore

The Tetzenorial Armada

Each Fleet contains the following

1 Mothership, 10 Gunships, 100 Starfighters, 100 Battle Droids, 43001 BBI Droids
(100) The Tetzenorial Mothership: Craft: Tetzenorial Class Capital Ship; Class: Capital; Cost 87,390,000 credits; Size: Colossal (2000m long); Crew: 1001 (Normal +2); Passengers 1500; Hyperdrive: 2x, Backup Hyperdrive x12; Maximum Speed: Cruising; Defense: 12 (-8 size, +10 armor); Shield Points/Hull Points: 550/600; DR: 30. Initiative: -6 (-8 size, +2 crew); Maneuver: -10 (-8 size, +2 crew, -4 engine quality).

Weapon: Turbolaser (15); Fire Arc: 5 front, 3 right, 3 left, 4 rear; Attack Bonus +0 (-8 size, +2 crew, +6 fire control); Damage: 7d10x5; Range Modifiers PB +0, S +0, M +0, L +0.

Weapon: Tractor Beam Projector; Fire Arc: Front; Attack Bonus +0 (-8 size, +2 crew, +6 Fire Control); Damage: Special; Range Modifiers: PB +0, S+0, M/L N/a.
(1000) The Tetzenorial Gunship: Craft: Tetzenorial Class Gunship; Class: Space Transport; Cost: 167,000 credits; Size: Medium (100m); Crew: 5 (Normal +2); Passengers 27; Hyperdrive: none; Maximum Speed: Attack; Defense: 20 (+10 armor); Shield Points/Hull Points: 150/360; DR: 15. Initiative: +2 (+2 crew); Maneuver: +2 (+2 crew).

Weapon: Quad Laser Cannon (4): Fire Arc: Full Turret; Attack Bonus +6 (+2 crew, +6 Fire Control); Damage: 6d10x2; Range Modifiers: PB +0, S+0, M/L n/a.

Weapon: Concussion Missile Launcher (10, 16 missiles each): Fire Arc: 4 front, 2 right, 2 left, 2 rear; Damage: 9d10x2; Missile Quality: Marginal (+5).
(10000) The Tetzenorial Starfighter: Craft: Tetzenorial Class Starfighter; Class: Starfighter; Cost 135,000 credits; Size: Diminutive (9m); Crew: 1 (Skilled +4); Passengers: 0; Hyperdrive: none; Maximum Speed: Ramming; Defense: 24 (+4 size, +10 armor); Shield Points/Hull Points: 60/90; DR: 5. Initiative: +8 (+4size, +4 crew); Maneuver: +10 (+4 size, +4 crew, +2 engine quality).

Weapon: Assault Laser Cannon; Fire Arc: Front; Attack Bonus +10 (+4 size, +4 crew, +2 fire control); Damage: 7d10x2; Range Modifiers PB +0, S +0, M/L n/a.

Weapon: Proton Torpedo Launcher (2, 16 missiles each); Fire Arc: Front; Damage: 10d10x2; Range Modifiers: PB +0, S/M/L N/a. Missile Quality: Marginal (+5)

(4300100) JDF Droid Brain Binary Interface: JDF Series Brain-Binary Interface (BBI) Hovering CPU droid, Expert 1; Init +0; Def 12 (+2 size); Spd (Hover) 10m; VP/WP -/6 SV Fort -2, Ref +0, Will +2, SZ T; Rep 0; Str 4, Dex 10, Con 6, Int 16, Wis 10, Cha 6.
Equipment: Computer Interface, Comlink, Vocabulator, Repulsorlift Unit
Skills: Astrogate 4 ranks (+7), Computer Use 4 ranks (+7), Disable Device 4 ranks (+7), Knowledge (Technology) 4 ranks (+7), Move Silently 4 ranks (+4), Pilot 4 ranks (+4), Speak Basic, Speak Binary.
Unspent Skill Points: 16 (1 unused language)
Feats: Ambidexterity
Cost: 3,000 credits
(10000) Baktoid Combat Automata B2 Series: Walking Battle Droid, Soldier 1; Init +0; Defense 12 (+2 Class); DR 3; Spd 10m; VP/WP 10/10; Atk +2 melee (1d4+1, hand) or +2 ranged (3d8/19-20, blaster rifle); SV Fort +2, Ref +0, Will -1; SZ M; Rep +0; Str 12, Dex 10, Con 10, Int 8, Wis 8, Cha 6.

Equipment: Blaster Rifle, light armor, vocabulator, remote processor (5000km range).

Skills: Intimidate 4 ranks (+2), Jump 2 ranks (+3), Spot 2 ranks (+2).

Feats: Ambidexterity, AP (Light), Weapon Focus (Blaster Rifles), WGP (Blaster Pistols, Blaster Rifles, Heavy Weapons, Simple Weapons, Vibro Weapons).

Cost 3,300 credits.
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Each of the Tetzenorial Troop Transports has 1000000 battle droids in the cargo hold.

(30204) Tetzenorial Troop Transport: Craft: Tetzenorial Troop Transport; Class: Medium Transport; Cost 4.1 million credits; Size: Medium (99.9m); Crew: 5 (Normal +2); Passengers 4; Cargo Capacity: 100000mt; Consumables: 1 week; Hyperdrive: 2x, Backup Hyperdrive x12; Maximum Speed: Attack; Defense: 20 (+10 armor); Shield Points/Hull Points: 120/360; DR: 30. Initiative: +2 (+2 crew); Maneuver: +2 (+2 crew).

Weapon: Concussion Missile Launcher (15, 16 each); Fire Arc: 6 front, 3 right, 3 left, 3 rear; Damage: 9d10x2; Range Modifiers: PB +0 S/M/L N/A; Missile Quality: Amazing (+20).

(30185246900) Baktoid Combat Automata B2 Series: Walking Battle Droid, Soldier 1; Init +0; Defense 12 (+2 Class); DR 3; Spd 10m; VP/WP 10/10; Atk +2 melee (1d4+1, hand) or +2 ranged (3d8/19-20, blaster rifle); SV Fort +2, Ref +0, Will -1; SZ M; Rep +0; Str 12, Dex 10, Con 10, Int 8, Wis 8, Cha 6.

Equipment: Blaster Rifle, light armor, vocabulator, remote processor (5000km range).

Skills: Intimidate 4 ranks (+2), Jump 2 ranks (+3), Spot 2 ranks (+2).

Feats: Ambidexterity, AP (Light), Weapon Focus (Blaster Rifles), WGP (Blaster Pistols, Blaster Rifles, Heavy Weapons, Simple Weapons, Vibro Weapons).

Cost 3,300 credits.

J9-Theif Droid: J9 Series Labor Droid, Expert 1; Init +1 (dex); Def 11 (+0 class, +1 dex), Spd 8m, VP/WP

-/12; Atk +0 Melee (1d6-2 hand) or +1 ranged; SV Fort +1, Ref +1, Will +2; Rep +0, Str 10, Dex 12, Con 12, Int 16, Wis 10, Cha 9.

Equipment: Translator Unit (DC 5) audiorecorder unit, comlink, vocabulator, Ship jacking kit

Skills: Computer Use +9, Diplomacy +2, Knowledge (Alien Species) +4, Knowledge (World Lore) +4, Speak Basic, Speak Binary, Disable Device +18, Forgery +5.

Feats: Ambidexterity, Skill Emphasis (diplomacy) Weapon group proficiencies (blaster pistols, simple).

J9-Pilot Droid: J9 Series Labor Droid, Expert 1; Init +1 (dex); Def 11 (+0 class, +1 dex), Spd 8m, VP/WP -/12; Atk +0 Melee (1d6-2 hand) or +1 ranged; SV Fort +1, Ref +1, Will +2; Rep +0, Str 10, Dex 12, Con 12, Int 16, Wis 10, Cha 9.

Equipment: Translator Unit (DC 5) audiorecorder unit, comlink, vocabulator, Security Kit

Skills: Computer Use +4, Diplomacy +2, Knowledge (Alien Species) +4, Knowledge (World Lore) +4, Speak Basic, Speak Binary, Pilot +10, Appraise +5, Bluff +5.

Feats: Ambidexterity, Skill Emphasis (diplomacy) Weapon group proficiencies (blaster pistols, simple).

J9-Solo Droid: J9 Series Labor Droid, Expert 1; Init +1 (dex); Def 11 (+0 class, +1 dex), Spd 8m, VP/WP -/12; Atk +0 Melee (1d6-2 hand) or +1 ranged; SV Fort +1, Ref +1, Will +2; Rep +0, Str 10, Dex 12, Con 12, Int 16, Wis 10, Cha 9.

Equipment: Translator Unit (DC 5) audiorecorder unit, comlink, vocabulator, Security Kit

Skills: Computer Use +6, Diplomacy +2, Knowledge (Alien Species) +2, Knowledge (World Lore) +2, Speak Basic, Speak Binary, Pilot +10, Appraise +4, Disable Device +8

Feats: Ambidexterity, Skill Emphasis (diplomacy) Weapon group proficiencies (blaster pistols, simple).

ARMY

Army (720): Thug 4; Init 0; Defense 11 (+1 class); Spd 10m; VP/WP 15/15; Atk +6 melee (1d6+1 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)

Army Officer (36): Thug 6; Init 0; Defense 13 ; Spd 10m; VP/WP 25/15; Atk +7 melee (1d6+1 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)

Intimidator: Craft: Solo-Class Combat Freighter Class: Space Transport Size: Medium-size (96.5 m long) Hyperdrive: x 2 Passengers: 10 (cargo bay full) 100 (cargo bay empty) Cargo Capacity: 22,000 metric tons Consumables: 1 year Cost: 600,000 credits; Maximum Speed in Space: Cruising (4 squares per action, cargo bay full) or Attack (5 squares per action, cargo bay empty) Atmospheric Speed: 800 km/h Crew: 6 (skilled +4) Initiative: +4 (+0 size, +4 crew) Maneuver: +4 (+0 size, +10 crew) Defense: 30 (+0 size, +20 armor) Shield Points: 200 (DR 20) Hull Points: 250 (DR 25) 

Weapon: Dual turbolaser cannons (6); Fire Arc: turret (3 port, 3 starboard); Attack Bonus: +14 (+0 size, +4 crew, +10 fire control); Damage: 5d10 x 2; Range Modifiers: PB -2, S/M +0, L -2.
Weapon: Concussion missile launchers (2) (6 missiles each); Fire Arc: 1 front, 1 rear; Damage: 8d10 x 2; Missile Quality: Ordinary (+10).

All Crew and Gunners are JDF BBI Droids

Marauder Corvette: Craft: Sienar Republic Systems Marauder Corvette; Class: Capital; Cost: 2,398,000 credits); Size: Large (195m long); Initiative +1 (-1 size, +2 crew); Crew 177 (Normal +2); Passengers: 40; Cargo Capacity: 300mt; Consumables: 3 months; Hyperdrive: x2; Maximum Speed: Attack; Maneuver: +1; Defense: 19; Shield Points: 200; Hull Points: 300; DR: 20.

Weapon: Heavy Turbolaser Cannons (8); Fire Arc: 2 front, 2 left, 2 right, 2 rear; Attack Bonus: +7 (-1 size, +2 crew, +6 fire control); Damage 4d10x5; Range Modifiers: PB –2, S +0, M +0, L –2.

Weapon: Tractor Beam Projectors (3); Fire Arc: 2 front, 1 rear; Attack Bonus: +9 (-1 size, +2 crew, +8 fire control); Damage: Special; Range Modifiers: PB –2, S +0, M/L N/A.

Fish Gutz II: Craft: Modified Mon Calamari Speedboat; Class: Starfighter; Cost: 1.33 million credits); Size: Fine (5.1m long); Initiative +12 (+8 size, +4 crew); Crew 1 (Skilled +4); Passengers: 0; Cargo Capacity: 65kg; Consumables: 1 day; Hyperdrive: x0.5; Maximum Speed: Ramming (14 squares per action); Maneuver: +16 (+8 size, +4 crew, +4 engine quality) ; Defense: 28 (+10 armor, +8 size); Shield Points: 0; Hull Points: 120; DR: 15.

Judlo Humma: Male Human Soldier 8; Init +5 (+5 Dex); Defense 21 (+6 Class, +5 Dex); Spd. 10m, VP/WP 79/25; Atk +13/8 ranged or +9/9/4 ranged (7d6 T-415), +11 melee; SV Fort 6 Ref 7 Will 2; SZ M; FP 5; DSP 2; Rep 2; Str 16 Dex 20 Con 10 Int 10 Wis 10 Cha 10.
Equipment: T-415 Blaster, (Paycheck 35000 per adventure) 2 mil credits

Skills: Computer Use +4, Demolition +11, Intimidate +11, Pilot +12, Profession (Assassin) +11, Repair +11.
Feats: AP Light, Weapon GP’s (vibro, pistols, rifles, simple, heavy) Toughness x5

Notes: The T-415 can only shoot 5 shots per power pack

