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Disclaimer: Project Coordinator: R. Jason Kidd Introduction A
long, long, time ago, in a galaxy far, far, away…

The Emperor has been dead for a little over 25 years, Grand
Admiral Thrawn for 20 years. The forces of the Galactic republic
are in a truce with the Empire, a shadow of its past might. Since
the end of the rebellion, the Galactic Republic as constantly
striven to outwit, outrun and outgun the Empire. Now, they seem to
be winning and the balance of power appears to be shifting in the
Republic’s favor. Yet, unbeknownst to Galactic Republic forces, the
Empire plots and prepares another offensive. Under the powerful
leader ship of a student of Grand Admiral Thrawn and of an Imperial
Bastard, the Empire is not yet destroyed and plans revenge against
the « Rebellion ». Disclaimer:

The material contained in this book is drawn from the works of
George Lucas, his collaborators and other Sci-fi authors who have
helped the Star Wars phenomenon to grow since its birth in the late
70s. Most of the material referred to in this book is owned under
copyright
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laws by George Lucas (Lucasfilms Ltd) and/or/either 20th Century
Fox. ALL NAMES, TRADEMARKS AND LOGOS USED IN THIS BOOK ARE USED
WITHOUT PERMISSION EITHER GIVEN OR IMPLIED BY THE COPYRIGHT OWNERS.
About GURPS:

GURPS is a registered trademark of Steve Jackson Games Inc. All
reference to their works used in this book are used without their
permission (but I do hope I get their blessings….) given or
implied. If you’ve made it this far, you know about GURPS and Steve
Jackson Games Inc. You are familiar with their works and the
wonderful RPG system they have created. You know what it’s about
and you like it…. As I do! What you long for are a Space Opera
setting based on Star Wars. Well, here it is… About the Project
Team: Project Coordinator:

The project coordinator and principal author is Francis Martel,
from Montreal, Canada. Francis is 30 years old and lives with his
wife Stephanie and their son Marc-Antoine...And a shape shifting
red dragon that currently poses as the household cat, Willy.

Francis has been gaming since he was about 15, which means he’s
been deranged for 15 years already! His interests, as far as gaming
goes, are mostly centered on role-playing games (GURPS, Battletech,
AD&D, Travelers) and strategic gaming (Advanced Squad Leader,
Starfleet Battles, Wooden Ships & Iron Men...). Computers also
take a lot of his free time (His wife constantly wages war against
his 3 computers...)

Francis currently work for ConnecTalk Inc, an IT consulting firm
based in Montreal, with offices in the USA (NJ). His role is to
develop IT solutions for the customers. In short, he establishes
the layout of the solution (servers, routers, data links,
firewalls, OS, etc.) and source out all the material, manpower and
software required to implement the solution. Project Team members
and collaborators: Thomas Kathmann:

Thomas is from Germany, and lives in Berlin. Thomas is 29 years
old and currently works as a software developer in the Health Care
industry. Thomas is a general SF fan and a RPG tabletop gamer. A
lot of the technical features of spaceships have been designed and
revised because of his numerous discussions and commentaries on the
Star Wars technologies and on how to handle them in this book.
Michael Siersleben:

Another collaborator from Germany, Michael has worked hard in
providing the information in the Campaigning section, the cinematic
section and in developing the Jedi Martial Art style. Michael is 28
years old and lives in Braunschweig with his fiancée, Kathrin.
Michael currently works as a gym instructor (Tae-Kwon-Do,
Self-Defense, Thairobic, Aerobic, Fitness) but plans to finish
university in German and English literature, as well as in Greek
philosophy.

R. Jason Kidd

Jason is from the US, and currently lives in Pittsburgh,
Pennsylvania with his wife Melanie. He is 26 years old and is
currently working as a musician in a "rock" band and as a
photographer. Jason has been gaming since he was twelve and has
been a Star Wars fanatic most of his life. Jason has been a major
inspiration and a major source of information in regards to the
alien races and he is the principal author for the GURPS Star Wars
Alien Races supplement. Jason’s talent also found expression in the
design of almost all of the covers of the GURPS Star Wars line of
supplements.
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The GURPS community worldwide: Mostly those on the GURPS Star
Wars Project mailing list and some of the listeners on

the GURPS newsgroup, for their insights, suggestions,
recommendations and overall support and assistance. Background to
this worldbook:

Welcome to the worlds of Star Wars within GURPS. First of all,
we have to tell you that this worldbook might not be about the Star
Wars that you know and might not be what you expect to find.

This world book is designed with the idea of playing the Star
Wars universe in a “realistic” fashion, not in a cinematic space
opera type. To that purpose, the Star Wars technologies depicted in
this book have been “modified” to reflect a more real science
approach: In this book, the Storm trooper armor cannot be pierced
by Ewok arrows. In this book, it’s not possible to navigate a
speeder bike going 500mph through a dense forest. In this book,
people usually die when hit by a blaster shot, and in this book
Storm trooper usually hit what they aim for....

For those of you that prefer the cinematic space opera approach,
see the annexes at the end of this book. We have developed the
basic rules and guidelines to help you run cinematic GURPS Star
Wars adventures. So, you say, what will I find in this book and
what period does it cover?

We have decided to concentrate our efforts on the period some
years after episode VI, Return of the Jedi. Our setting takes place
about 20 years after the reign of Grand Admiral Thrawn, as depicted
in the novel trilogy written by Timothy Zahn. Most of the
information contained in this book as been designed by the authors
and may not reflect current canonicals and other official sources
on the Star Wars universe, namely books recently published that may
take place during our chosen time period. .

A great deal of effort as been made to make sure that this
gaming supplement respects the flavor of the Star Wars genre and
its spirit. We hope we have succeeded. Mathematical, Scientific and
GURPS books notations & conventions The following mathematical
and scientific constants have been used in the design of this book:
Scientific Notations: A pc = parsec = 3.26 light-years or
19.234x1012 miles. A ly = light-year = 5.9x1012 miles. A cf = cubic
feet = 1 x 1 x 1 feet or 1728 cubic inches. A cy = cubic yard = 3 x
3 x 3 feet or 27cubic feet. Mach 1 = the speed of sound at sea
level, or 760mph. sV = Spherical volume = 4/3piR3 GURPS
References:

The GURPS Star Wars Worldbook is NOT a game in itself. Ownership
of the following GURPS source book is required: GURPS Basic 3rd
edition (B)

The following GURPS books and associated GURPS Star Wars
supplementary material was used in designing this book. Page
references expressed in this book reflect the standard SJ
Games/GURPS page notification scheme.

GURPS Compendium I (CI) GURPS Martial Arts (MA)
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GURPS Space 1st edition (S) GURPS Ultra-Tech and Ultra-Tech2 (UT
and UT2) GURPS Vehicles 2nd Ed. (V) GURPS Star Wars Technical
Manual (SWT) GURPS Star Wars Encyclopedia Galactica (SWE) GURPS
Star Wars Alien Races (SWA) The Star Wars World book Premise

Today, an uneasy truce exists between the democratic Galactic
Republic and the dictatorial new order of the Galactic Empire. The
known universe has been split between the two superpowers, each
watching closely every move made by its neighbor. The Galactic
Republic controls some 70% of the worlds and galactic territories,
the Empire controls about 20%, with the other 10% being neutral
sovereign nations or independent worlds stuck in the neutral zone
dividing the two greater realms.

Mon Mothma has retired from active politics some five years ago,
and Leia Organa-Solo

is the current Chief-Of-State, in a 4th mandate from the
Galactic Senate. Jedi Master Luke Skywalker stands as head of the
Order of Jedi, and watches over the current state of affaires from
the Jedi Academy on Dagobah. Other known figures have either
retired or stepped out of active politics and are content to finish
their lives in anonymity.

Some trade does exist between the two superpowers. It is mostly
routed through the sovereign nations and neutral planets of the
neutral zone. Both Empire and Galactic Republic enforces strict
control of traffic to and from the other realm. Travel between the
superpower is strongly discouraged by administrative authorities in
place. Thus, smugglers and privateers handle most trade and travel
between the Galactic Republic and the Empire.

The current atmosphere is one of mistrust and both superpowers
are actively engaged in

a great cold war. Spies are numerous on both sides of the
frontier and military “maneuvers” along the frontiers are quite
common. Diplomatic incidents such as border patrol fighting,
territorial disputes, resources raids, terrorism and undercover
operations happen all the time, making the border a very hot place
to be. Farther from the frontline of the cold war, life is easier
and quite peaceful. Citizens can live their lives in peace, each
under the auspices of its government’s watchful eye...

Space Travel Interstellar Transit Authority:

The Interstellar Transit Authority is a permanent non-profit
organization whose role is to regulate and maintain the conventions
for use of stellar coordinates and mapping conventions regarding
the use of hyperspace. The ITA was created some thousands of years
ago and as always been respected by every nations and governments.
The ITA is responsible for the seeding, maintenance and update of
the Hyperspace beacon network covering the galaxy. It owns a fleet
of Nebula-class frigate to act as engineering centers and defense
platforms.

The Interstellar Transit Authority is based on Nekor (260L), in
the Neutral Zone. From there, the ITA Permanent Council and
Assembly make their rulings about interstellar travel laws, and
regulates the price of fuel production and distribution across
known space.

Each of the major nations (Republic, Empire, Shindaarni,
Bakuran) has a permanent representative on the council, is allowed
a number of votes equal to the number of star system they
represents and owns a Veto right on the council’s decisions. The
smaller nations (Djemsok, Sventor or groups of less than 10 star
systems) are allowed a voting representative in the assembly, with
a number of votes equal to the number of star system it represents.
Rulings made by the Council and the Assembly is final and must be
obeyed by every nations.
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Hyperdrive:

The Hyperdrive is the only known way to travel between star
systems without spending years doing it (like with sub light
engines). The mechanics of faster-than-light travel are described
in the stellar mapping section. Travel Speed & Time:

Hyperspace travel times and speeds are described in detail in
the Stellar Mapping & Astrogation Chapter. The basic level of
speed is called H1 (Hyperdrive level 1) and represents the
“typical” speed / time used when traveling in hyperspace. Ship’s
Hyperdrive can be designed and built to increase this base speed.
These augmented drives are classified according to their increments
of the H1 drive, from H2 to H10. Each increment in scale of the
base speed will reduce required travel time.

The Hyperdrive design is similar to the one found in GURPS
Vehicles 2nd edition. Each hyperdrive motivator’s speeds are based
on the number of tons that are carried across hyperspace.

Hyperdrive Class Time Factor Legality Class H1 Standard 1 H2
Reduced by 10% 1 H3 Reduced by 20% 1 H4 Reduced by 30% 1 H5 Reduced
by 40% 1 H6 Reduced by 50% 1 H7 Reduced by 60% 1 H8 Reduced by 70%
2 H9 Reduced by 80% 2 H10 Reduced by 90% 2

Hyperdrive Science:

Space travel is handled through the use of Hyperspace.
Hyperspace is a parallel dimension to ours. In this dimension,
channels exist in which the speed of light is not the ultimate
limit. With the help of the Hyperdrive motivator, spaceships “jump”
through the barrier between worlds and enter those lanes. Traveling
through Hyperspace is tricky, and is subject to two major laws.

The first law is that ships must travel through the Hyperspace
lanes. With the help of navigational computers and a network of
beacons, the pilot can calculate the nearest lane that will propel
him in his desired direction of travel. There are some very rare
individuals or races that have a natural knack for hyperspace
navigation: Those are highly praised as navigator and usually are
worth a lot to ships captains. Jedi also have the ability to
instinctively calculate hyperspace jumps by using their Force
abilities. Lanes vary greatly in size and performance, with some no
longer than 1 light years and others requiring weeks in transit.
Traveling through hyperspace is defined below.

The second law of Hyperspace travel is gravity: For some unknown
reason, gravity plays a major role in the direction of travel and
the capacity of a ship to enter Hyperspace. Thus, navigational
computer must take account the gravitational field of stellar
bodies before “jumping” the spaceship into Hyperspace. Special
spaceships, called Interdictor, have been designed with large
gravity generator. Those ships disrupt the lanes and can bring a
traveling spaceship prematurely out of Hyperspace, or block one
from jumping into hyperspace. The results of an unwanted or
premature sortie out of hyperspace usually result in damage to the
hyper drive system.

Hyperspace Navigation 101:
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The following section describes the steps required to
successfully perform a hyperspace jump. Although it seems
complicated, this process is greatly assisted by Astromech droids
and Navigation computers.

The time required to perform the necessary calculations is equal
to 20 minutes less success on the astrogation skill roll (minimum 5
minutes).

1. Distance to cover between A and B. 2. Knowledge/frequency of
use of the “lane” between A and B. 3. Consistency and occupancy of
the real-space between points A and B. 4. Speed used over the H1
base.

The effect of the space-time continuum in hyperspace acts very
differently than in our

own dimension/continuum. In hyperspace, travel-time is
influenced by travel-distance in a way that makes the “miles per
hours” references seems faster at longer distance. Below 10pc 2hrs
x distance in pc 6pc = 12hrs From 11pc to 100pc

20hrs + 1hr x distance in pc 75pc = 95hrs = 3.95days

From 101pc to 1000pc

120hrs + [1hr x distance in pc divided by 4]

600pc = 270hrs = 11.25days

Over 1001pc 370hrs + [1hr x distance in pc divided by 50]

5000pc = 470hrs = 19.58days

Then, the actual knowledge about the lane must be accounted for.
For well-traveled

lanes, the government will have seeded hyperspace beacons that
relay the required information to the ship’s hyperdrive computer.
On less traveled lanes or new routes, word-of-mouth information or
commercial databases must be used to account for the lack of
automated beacons. Major lane or known commercial lane: Less 30%
Secondary lane: Less 20% Hyperspace beacon present: Less 10% (also
adds +2 to astrogation roll) Standard lane, used on an on-and-off
basis: Standard time Uncharted lane, used by “bush pilots” and
smugglers: Increases time by 25% Unknown or unexplored lane:
Increases time by 50%

After that, the forehand knowledge of that lane by either pilot
and/or navigator must be taken into account. Although a lane is
considered uncharted, a pilot that travels it twice a week will
have the edge over a first time pilot/navigator. Pilot/Navigator
has previous and extensive knowledge of that lane: Less 30%
Pilot/Navigator has previous but limited knowledge of that lane:
Less 20% Pilot/Navigator has only hearsay knowledge about that
lane: Standard time Pilot/Navigator has no information or records
about that lane: increases time by 25%

The amount of elements strung along the way in real-space also
influences time because of the gravity fields generated by such
deep space objects: For each stars crossed: Increases time by 0.5%
For each “anomaly” (black holes, supernova, nebula) crossed:
Increases time by 1% to 5%, depending on the anomaly (i.e. black
holes are far more dangerous to navigation than nebulas) And
finally, the type of hyperdrive must be taken into account to
complete the calculations for the hyperspace jump. Class-1
Hyperdrive: Standard time Class-2 Hyperdrive: Less 10%


	
9

Class-3 Hyperdrive: Less 20% Class-4 Hyperdrive: Less 30%
Class-5 Hyperdrive: Less 40% Class-6 Hyperdrive: Less 50% Class-7
Hyperdrive: Less 60% Class-8 Hyperdrive: Less 70% Class-9
Hyperdrive: Less 80% Class-10 Hyperdrive: Less 90% Stellar
Mapping:

The stellar mapping system has been in use for over a thousand
years. All nations abide by the system and regularly exchange
navigational data to update the maps and charts on a regular
basis.

The Interstellar Transit Authority regulates the usage of
stellar coordinates and mapping conventions. The current system is
represented by a series of numbers and letters, each representing
certain information about the star system in question. Example:
World Name (Coruscant)

Region (Core Worlds)

Sector (Coruscant) System (Coruscant)

Race (Humans)

Star Type (MIV7) World map code # (088)

Map coordinates (045G)

Bases (S4B1)

# planets (6) Code (Green , Amber, Red)

088-COR-CW-045G-S4B1 The sequence is as follows: Planet Number -
Planet Name – Sector Name – Galactic Coordinates – Starport type –
Bases type.

In our example, we are using Coruscant, capitol of the Galactic
Republic. The code sequence means that Coruscant is planet #88 in
the database, located at galactic coordinates grid #G in quadrant
45, in the Core Worlds (CW). Furthermore, Coruscant is equipped
with a class-5 spaceport (top of the line orbital and ground
facilities without shipyards), and is a major military depot for
that sector.

DC Deep Core CW Core Worlds IR Inner Rim CO The Old Colonies ER
Expansion Region MR Mid Rim CT Centrality OR Outer Rim CR Colonial
Rim BP Bakuran Protectorates NT Neutral Zone SA Shindaarni Alliance
HS Hutt Space SR Sventorii Autonomous Region DF Djemsok Federation
WS Wild Space (Beyond the galactic rim)

Information on worlds in the Star Wars universe can be found in
the GURPS Star Wars

Encyclopedia Galactica. Visit the GURPS Star Wars Project web
page for more information. Known features and spatial hazards

Although it’s a huge galaxy, the fact that it is well traveled
makes the notification of spatial phenomenon rather simple. One
only has to notify the Interstellar Transit Authority, and the
next
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engineering ship will update the beacon network accordingly.
Among the most notable features known to traveler, the following
are spectacular sights or grave dangers: Badlands:

The badlands are an area about 350 cubic parsec located in the
Mid Rim Territories (borders sector O in the 300 to 310 region).
The badlands are a huge cloud of gases in a constant state of
plasma fusion. It generates plasma fires of incredible magnitude,
sometimes hot and big enough to swallow an Imperial Star Destroyer
whole.

Certain paths exist to the 3 planets located inside the badlands
proper. These paths are not traveled often and are usually reserved
to crazy bush pilots. No official carrier lands on any of the Three
Sisters has the badlands planets are commonly known.

Of course, the difficulty of traveling to the badlands makes it
a perfect area for pirate and smuggler’s bases. Cloak of the Sith
nebula:

This huge cloud of proto-stars sits in Imperial space, in the
Outer Rim Territories (around 132L). It is a spectacular sight due
to its monstrous size (many cubic parsec). The Cloak of the Sith
nebula always wreck havoc with the electronics of ships, often
disabling those traveling to close to its borders.

Locations of Interest and Galactic Landmarks

Nespis VIII Once located at the node of the six remaining Auril
systems near the Cron Drift, the now-destroyed Nespis VIII was a
huge derelict space city. One of the largest of the ancient
spaceports, Nespis VIII began its life as a remote beacon-point
during the early days of hyperspace travel. Over thousands of years
the beacon became a sprawling city, with a vast diversity of
architectural styles and historical relics from nearly every period
of space travel, including centuries-old murals of the Great Sith
War. The city remained well- preserved in the vacuum of space and
was abandoned long before the start of the Clone Wars. Six years
after the Battle of Endor, Luke Skywalker freed Kam Solusar from
the Dark Side of the Force while at Nespis VIII. Later that year
(after the destruction of the command base on the fifth moon of Da
Soocha), New Republic leaders established their new base at the
remote space city, and Leia Organa Solo's third child Anakin was
born there. Soon after, the Emperor fired a Galaxy Gun projectile
at Nespis VII as the New Republic scrambled to abandon their base.
Though the first shot was unsuccessful, a second projectile utterly
destroyed the ancient space city. [DE2, EE] Nyarikan Nebula The
Nyarikan Nebula is a navigation hazard lying near the Garos system.
Its presence has made travel to the Garos system relatively
uncommon. [SWAJ] Phosphura Belt Nebula Located near several major
trade lanes, the Phosphura Belt Nebula is a mass of greenish clouds
randomly charged with electromagnetic bursts. It is a serious
navigation hazard, and is home to the highly-organized Phosphura
Belt Pirates. The space station Zirtran's Anchor drifts near the
nebula. [SWAJ] Quintar Nebula Found on few star charts, the Quintar
Nebula is a thick mass of colorful, swirling clouds that can blind
sensors and ionize flight-control systems. Tron Nixx, the navigator
for Drek Drednar's pirate crew, used the Force to chart a safe
route through the Nebula, where he discovered the hidden world of
Taraloon. [SWAJ]
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Ringali Nebula The Ringali Nebula is a spectacular stretch of
violet gasses located within the Ringali Shell, and can be seen in
the night sky of all the Shell's planets. [SWAJ] Sand Crab Nebula
Han Solo once spoke of an imaginary Imperial fleet, supposedly
located in the Sand Crab Nebula. [AAS] Shadow Academy A
torus-shaped space station located near the Galactic Core, covered
with weaponry and protected by a powerful cloaking device. Shadow
Academy, capable of hyperspace travel, can move to a new location
at a moment's notice. Built by the Second Imperium for the express
purpose of training Jedi in the dark side of the Force, the station
is stark and austere, with harsh, spartan accommodations for its
students, locks on every door, and chrono chimes marking every
quarter-hour. Brakiss, a former student of Luke Skywalker's, leads
the Academy with the assistance of the Nightsister Tamith Kai.
Various sections of Shadow Academy include the docking bay, a large
meeting room, a holographic training chamber, Brakiss' private
office, and a spherical, zero-gravity arena at the station's hub.
The entire station is riddled with chain- reaction explosives, set
to detonate if the new leader of the Second Imperium is displeased
with Brakiss' progress. Consequently, Brakiss is never allowed to
leave the station. Nineteen years after the Battle of Endor, Jacen
and Jaina Solo and their friend Lowbacca were kidnapped and brought
to the Shadow Academy to train as Dark Jedi. Soon after the
children's escape from the station, the Shadow Academy moved to
Coruscant. Hiding behind its cloaking device, the station was able
to launch attacks on New Republic convoys and recruit several
people (including Jacen and Jaina's friend Zekk) to serve in the
Second Imperium. The station was revealed when Jaina overwhelmed
its cloak with a light beam from one of Coruscant's orbiting
mirrors, but it managed to escape and establish a new hiding place
near the Denarii Nova. It was here that Zekk, in a lightsaber duel
in Shadow Academy's hub arena, killed his chief rival Vilas and
became the Second Imperium's Darkest Knight. [YJK] Silver Station
Silver Station was a hidden resistance outpost drifting near the
Dragonflower Nebula in the Doldur sector. Four hundred meters in
length, it consisted of a central cube surrounded by many
interconnected cylinders. Very few beings knew the station's secret
location, where resistance leader Una Poot supplied seven Rebel
cells in the surrounding sector. Aliens of every species could be
found wandering its mazelike hallways. Silver Station was once
named Machenry Station, an outpost built to mine gas from the
nearby nebula. The station was eventually abandoned but was
discovered by Una Poot, who added two dozen huge tanks and made the
structure her base of operations. Just after the Battle of Yavin,
the young heiress Tinian I'att and her companions came to Silver
Station to meet with Poot. Though Tinian helped foil a Ranat plot
to blow up the station, most of its inhabitants were forced to flee
when Imperial forces arrived and took control of the outpost.
[SWAJ] ThonBoka (StarCave) StarCave is a sack-shaped grey nebula
composed of dust, gas, and complex organic molecules. It can be
entered only from one direction, and its lightning-charged interior
spans over twelve light-years. The ThonBoka has given rise to
thousands of space-dwelling lifeforms, ranging from the
intelligent, manta ray- like Oswaft to carapace-creatures and
interstellar plankton which serve as the Oswafts' food. The Oswaft,
ruled by a council of Elders and capable of naturally traversing
hyperspace, tend to be cautious creatures who never leave the
safety of their habitat. Three blue-white stars, located in the
center of the nebula, surround the Cave of the Elders-- the only
architectural structure in the ThonBoka. This Cave is constructed
entirely from precious gems and is an exact replica of the
surrounding nebula, but is only twenty kilometers across. After
discovering the Oswaft, the Imperial navy viewed the aliens as a
threat. They blockaded the entrance to the ThonBoka, preventing the
flow of nutrients and slowly starving its inhabitants, until
defeated by Lando Calrissian and others. [LCSC]
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Hyperspace Lanes and Hyperoutes Nanthri Route The shipping route
once plagued by the Nanthri pirates, who united under their leader
Cellis Mott until his mysterious disappearance. Mott's list of
"ship's articles" are still used by pirates and privateers today.
[SWAJ] Perlemian Trade Route The Perlemian Trade Route runs through
the Darpa and Bormea sectors of the Ringali Shell and connects, in
order, the planets Corulag, Chandrila, Brentaal, Esseles, Rhinnal,
and Ralltiir. The Arkanis sector and its Pii system are a seven-day
journey from the trade route. Activity along the route was severely
curtailed by Lord Tion's blockade of Ralltiir just prior to the
Battle of Yavin. [SWAJ] Trade Spine Also known as the Corellian
Trade Spine, the Spine is located near the Ison Corridor and
scattered throughout with Duros maintenance depots. Bespin Motors
has been highly successful in selling their cloud cars to the
urbanized and overpopulated industry worlds along the Trade Spine.
Admiral Daala lay in wait for targets at a hyperspace node on the
far end of the Spine, where ships bound for Anoat or Bespin would
have to drop into realspace to recalibrate their navigation
instruments. [TLC, DA, GG2]

Regions, Sectors and subsectors Ninth Quadrant An area of space
near the Senex and Juvex sectors, containing the Greeb-Streebling
Cluster, the Noopiths, and the planet Belsavis. The quadrant is
relatively isolated and its systems are widely spread apart. [COTJ]
Noonian sector The Noonian sector, located near the Halthor sector,
contains the Noonian system (and its planet Noonar) and the planet
Movris. The Noonian system, ruled by Imperial governor Trophan
Thanis, contains several food-processing facilities for the Nebula
Consumables corporation. Rebel privateers, presumably operating
from Movris, were able to steal nearly a quarter of Nebula
Consumables' output. Captain Gresia Vleen, an Imperial customs
officer aboard the Interdictor cruiser Tory's Catcher, inspects
ships traveling the space lanes of the Noonian sector. [SWAJ] Orus
sector Grand Admiral Thrawn gave the false impression his clone
traffic was running through the Orus sector, leading Talon Karrde
to visit Chazwa in an attempt to find the traffic's origin point.
Planets in the Orus sector include Chazwa, Poderis, and Joiol.
[TLC] Pentastar Alignment The Pentastar Alignment is a group of
worlds in the Outer Rim, forged into a protective federation after
the Battle of Endor by Grand Moff Ardus Kaine. Kaine, Moff of the
Outer Rim Territories following the death of Grand Moff Tarkin, saw
the Empire's defeat as an opportunity to form a new Empire under
his own rule. He called a meeting, dubbed the Pentastar Talks,
aboard his Super Star Destroyer Reaper with Imperial officials and
representatives from two large private corporations. The resulting
Alignment encompasses hundreds of planets, including the Velcar
Free Commerce Zone (containing Capza, Entralla, and Bextar) and the
worlds Jaemus and Criton's Point. While many aspects of the
Alignment are very similar to those of the old Empire,


	
13

some notable differences exist-- the Alignment's legislative
arm, for instance, has two primary factions: Order (including the
Politorate, Insurrection, Judgment, and Protectorate branches), and
Enforcement, represented by the Pentastar Patrol police force. The
New Republic has done little to oppose the Pentastar Alignment
since its formation, but mercenary groups such as the Red Moons
have secretly worked to sabotage its operations. Pirates and
freebooters have also become an increasing problem within the
Alignment. [SWAJ] Quanta sector The Quanta sector, formerly ruled
by Moff Jerjerrod, contains the planet Tinnel IV. [SWAJ] Quelii
sector The Quelii sector contains the planet Dathomir. The sector
was once under the control of Imperial Warlord Zsinj. [COPL] Rachuk
sector Lying close to the Galactic Core, the Rachuk sector borders
the Morobe sector and contains the Chorax, Hensara, and Rachuk
systems. The sector was controlled from an Imperial base, located
on Vladet in the Rachuk system. [XWRS] Rayter sector The Rayter
sector contains the planet Karra, located in the sector's largely
unexplored rimward section. [SWAJ] Ringali Shell The Ringali Shell
is a region of space running from the mid-Core to the Colonies
region. The Shell encompasses the Bormea and Darpa sectors, the
intersection of the Perlemian Trade Route and the Hydian Way, and
the colorful Ringali Nebula. [SWAJ] Senex sector Adjacent to the
Juvex sector and near the Ninth Quadrant, the Senex sector is ruled
by an elite group of ancient, aristocratic Houses. The sector
contains the Senex system and the planet Karfeddion, and apparently
Veron and Mussubir Three as well. Yetoom and Belsavis are located
on its edge. The Ancient Houses and their Lords are very
independent, desiring to rule their planets as they see fit and
scorning any interference from outside governments. They were
largely left alone under Palpatine's rule, and neither the
post-Endor Empire nor the New Republic have been very successful in
influencing them. The Senex Lords have long been accused of
mistreating their workers and violating the Rights of Sentience.
The oldest of the Houses is House Vandron, headed by Lady Theala
Vandron, which operates slave farms on Karfeddion. The House Elegin
is headed by Drost Elegin, and the House Garonnin gets a large
portion of its revenue from strip-mining asteroids. The sleek
Mekuun ships called Tikiars are often favored by the aristocrats of
the Ancient Houses. The Senex system once held an Imperial training
area. Before the Battle of Yavin, a new Alliance recruit
accidentally hypered into the area in his X-wing, and destroyed
most of the training facilities before realizing his danger and
hypering out. Eight years after the Battle of Endor, Stinna
Draesinge Sha, a pupil of Nasdra Magrody's, was assassinated in the
Senex sector in House Vandron territory. Later that year, many of
the Senex Lords met with Roganda Ismaren on Belsavis with the
intent of forming a military alliance. [COTJ, FP] Sern sector The
Sern sector is located near the Core Worlds, and contains the
planet Ghorman. [FP] Sesswenna sector Contains the planet Eriadu.
Grand Moff Tarkin developed the Tarkin Doctrine of rule by fear
while he was a governor in charge of the Sesswenna sector and the
Outer Rim Territories. [MTS, DSTC]


	
14

Shasfath Cluster After the Battle of Hoth, Alliance operatives
were sent to the Inner Rim and Expansion Region, to search for
tibanna gas deposits on gas giant planets in the Lequabis,
K'taktaxka, Poviduze, and Kelavine systems and the Shasfath
Cluster. [SWAJ] Sluis sector The Sluis sector contains the planets
Dagobah, Bpfassh, Praesitlyn, and Sluis Van. [HTTE, ISWU] Sombure
sector The Sombure sector is located near the Wornal sector.
Imperial Moff Prentioch, ruler of the Sombure sector, began to
expand his own territory following the Battle of Endor. His forces
made advances into neighboring sectors including Wornal, where he
ran against the competing forces of Moff Eyrgen. [SWAJ] Sumitra
sector The Sumitra sector contains the planet Tierfon where a Rebel
starfighter base was established to patrol the outer edges of the
sector. The Empire was aware of Rebel activity, but since the
sector contains 12,387 planets and moons, locating Tierfon base was
a difficult task. [SWS] Tion Hegemony A group of backwater systems
in the Outer Rim, on the fringes of Imperial space. Due to the
Tion's remoteness the Empire does not bother with direct control,
and as a result it is a haven for smugglers, con- artists, and
other petty and unsuccessful crooks. Common smuggling cargoes
include chak-root and R'alla mineral water. Planets in the isolated
Tion, which unsuccessfully struggles to keep up with the rest of
galactic society, include Saheelindeel, Brigia, Rudrig, and
Dellalt. [HSLL, FP] Tragan sector The territory of Imperial Moff
Brinkan. Brinkan placed a bounty on Ral Shawgrim, a former Alliance
technician, when Shawgrim did not deliver a set of stolen X-wing
plans. [SWAJ] Trax sector The Trax sector, located in the Outer
Rim, contains the planets Deysum III and Uogo'cor, and the Trax
Tube-- a major Outer Rim shipping lane. Alliance supply purchaser
Redda Macrebe works throughout the Trax Tube systems. [SWAJ] Tungra
sector The Tungra sector, near the Bruanii and Javin sectors, was
home to a deep-space Mugaari cargo loading depot. The depot was
completely destroyed by the Empire following the Battle of Hoth.
[TSC] Vallusk Cluster Admiral Ackbar attacked the Imperial fleet at
the Vallusk Cluster, to create a diversion for the Alliance force
evacuating their Yavin 4 base. [CSW] Varvenna sector The famous
chef Porcellus once worked for the Imperial official Yndis Mylore,
governor of Bryexx and Moff of the Varvenna sector. During his
tenure Porcellus served meals for the Emperor himself, but he was
made a slave to Jabba the Hutt approximately one year prior to the
Battle of Yavin. [TFJP] Velcar Free Commerce Zone The Velcar Free
Commerce Zone (FCZ), named for the Velcar sector in which it is
located, is a strip of corporate-run systems within the Pentastar
Alignment. The FCZ, ruled by Commerce
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Master Commissioner Gregor Raquoran, contains many resource-rich
worlds that are exploited by powerful Imperial corporates. The
corporates are often allowed to bypass environmental and safety
rules, and the primitive alien species found on the planets are
often forced to toil in mines or other hazardous industrial
projects. Worlds within the FCZ include Capza, Entralla, and
Bextar. [SWAJ] Wornal sector The Wornal sector is located near the
Sombure sector. Following the Battle of Endor, Imperial Moff
Prentioch and Moff Eyrgen began expanding their individual
territories and fighting each other for control of the Wornal
sector. Two years after Endor, Prentioch traveled to the water
world of Kaal in the hopes of gaining control of its aquaculture
industry to help fuel his war effort. [SWAJ] Wyl sector The Wyl
sector, together with the Aparo sector, forms the inner border of
the Corporate Sector. It is ruled by Moff Gozric. [CSSB] Xappyh
sector Jedi Master Jorus C'baoth was named ambassador at large to
the Xappyh sector by the Senate on 8/21/62, Pre-Empire date. [DFR]
Yushan sector Located in the Mid-Rim, the Yushan sector contains
the planet Kaal. [SWAJ]

Star Systems & Stellar Bodies Nodgra system The Nodgra
system is approximately three days travel from the Socorran system.
The crimelord Abdi- Badawzi forced the young smuggler Drake Paulsen
to deliver a cargo to the Nodgra system. [SWAJ] Oseon system
Adjacent to the Rafa system and composed of nothing but thousands
of asteroids, the Oseon system is famous for its wealthy
inhabitants and its booming tourist trade. Seven wide bands of
asteroids orbit their sun, and many of these bodies have been
turned into luxury resorts or private estates. Many tourists come
to see the famous Flamewind of Oseon, a yearly phenomenon caused by
an increase in stellar flares. The flares interact with asteroid
vapor, creating brilliant bands of ionized gas thousands of
kilometers long that fill the system with fluorescing colors. The
Flamewind lasts an average of three weeks, and the strong radiation
prevents all communications and in-system space traffic with the
exception of message torpedoes. Carrying personal weapons in the
Oseon is a capital offense. [LCFW] Ottega system Located in the
Lesser Plooriod Cluster, the Ottega (also Ottegan) system's fourth
planet is Ithor. Consequently, it is sometimes referred to as the
Ithor system. The system also contains the planet Ottega, where the
smuggler Toob Ancher was permanently disfigured when a bounty
hunter's faulty thermal detonator exploded in his face. The
smuggler Mako Spince was crippled by NaQoit bandits while making a
run to the Ottega system. In the time following the Battle of Hoth,
the remnants of the traitorous Admiral Harkov's fleet were
discovered in the Ottega system by loyal Imperial forces. The late
Harkov's former flagship, the Victory-class Star Destroyer
Protector, was trapped in realspace by the Interdictor cruiser
Harpax. Lord Vader planned for Admiral Zaarin's ships to arrive and
finish off the Protector, but Zaarin pulled a double-cross-- he
attacked Vader's forces and then flew to Coruscant, where he
planned to kidnap the Emperor and
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complete his coup d'etat. Six years after the Battle of Endor,
the New Republic troopship Pelagia was rendezvousing with an X-wing
group based in the Ottegan system when it, and its 100,000 ground
troops, were wiped out by the Emperor's Galaxy Gun. [DE, SWS, EE,
SWAJ, TSC] Ottethan system Neema, daughter of the Jedi
Vima-Da-Boda, was executed in the Ottethan system for attempting to
use the dark side of the Force against her husband, an Ottegan
warlord. The Ottethan system was the ruling system of his
twelve-system empire, located on the far perimeter of the galaxy.
She was fed to the rancors that run wild in the Ottethan forests.
[DE] Pakuuni system The Pakuuni system, a hotbed of piracy and
smuggling in the Outer Rim, contains the planet Pakuuni. Following
the Battle of Hoth, Vice Admiral Thrawn was sent to the system to
eliminate the pirates and make the area safe for shipping by
establishing the Imperial space station NL-1. The Pakuuni pirates
joined with Rebel Alliance forces to drive out the Empire, but they
were defeated. [TSC] Paradise system The garbage-strewn Paradise
system is home to the quarrelsome, unicellular protozoans known as
Ugors. Early in their history the Ugors polluted their home planet
in the system, yet survived by adopting a form that could survive
on garbage and waste. The Ugors, who have built a religion around
their love of trash, have begun charging fees to those wishing to
make a "pilgrimage" to the Paradise system to pore through and
remove useful items from the vast store of garbage. Ugor society is
composed of various waste recovery companies, which are controlled
by the Holy Ugor Taxation Collection Agency (HUTCA). Ugors
frequently find themselves in conflict with the Squibs for control
of the galactic trash-hauling business. [GG4] Parmel system After
the Battle of Hoth, the traitorous Imperial Admiral Harkov was
captured in the Parmel system and brought before Darth Vader for
questioning and execution. Later, the renegade Admiral Zaarin
returned to his deep-space R&D facility in the Parmel system to
seize its TIE Defender prototypes. Loyal Imperial forces captured
the facility, but were forced to evacuate with the prototype TIEs
when Zaarin tried to destroy the space platform. [TSC] Parmic
system The Parmic system contains a research facility operated by
Imperial Admiral Zaarin. It was here that Zaarin equipped his TIE
squadrons with a new beam weapon in the time following the Battle
of Hoth. [TSC] Pii system The Pii system is located in the Arkanis
sector, on the border of the Mid-Rim and Outer Rim. There is little
of value in the region of space but it can be easily reached, and
lies just seven days from the Perlemian Trade Route. The system's
seven planets orbit a red giant, and the inner two worlds are
scorched balls of rock. An asteroid belt is next, followed by the
lush green worlds of Pii 3 and 4. Next is a barren fifth planet,
another asteroid field, and a gas giant, while the seventh world is
an ice-covered ball. Pii 3 and 4 are the only profitable worlds in
the area, and are known for the valuable crimson greel wood
harvested and exported from their forests. The entrepreneur Meysen
Kayson bought the rights to both planets in the last days of the
Old Republic, intending to open a nature preserve. When he
discovered the fast-growing greel trees and their deep, luxurious
wood, he founded the Greel Wood Logging Corporation. Efforts to
transplant the greel tree to other environments have proven
unsuccessful, and for now the Pii system is the exclusive source.
Kayson secretly diverts most of its profits from his logging
company to the Alliance, while allowing the planets to be used as
Rebel training grounds and safeworlds. Pii 4 has harsher geography
and more rainfall than its sister world, which is covered with
gentle rolling plains. Pii 3 was once home to seventh Duro
Relocation Colony, which has since been abandoned. Many lifeforms
inhabit the planets, including the larkin nerf and zronta grazer on
Pii 3 and the greel
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screamer and timber render predators of Pii 4. Following the
Battle of Yavin, a Habassan convoy was attacked by Imperial
gunboats near Pii 2, but was rescued by Alliance starfighters.
[SWAJ, FP] Poviduze system After the Battle of Hoth, Alliance
operatives were sent to the Inner Rim and Expansion Region, to
search for tibanna gas deposits on gas giant planets in the
Lequabis, K'taktaxka, Poviduze, and Kelavine systems and the
Shasfath Cluster. [SWAJ] Prindaar system The Prindaar system, named
after its star, contains the gas giant Antar and its six moons. The
fourth moon, known as Antar 4, is the homeworld of the alien
species known as the Gotal. [GG4] Polith system The Polith system
contains the planet Thyferra, the homeworld of the Vratix and the
center of the galaxy's bacta industry. [SWAJ] Ptera system The
Ptera system is home to the planet Flax, homeworld of the insectoid
species known as the Flakax. [GG4] Pyria system Located only hours
from the Mirit and Venjagga systems at the edge of the Galactic
Core, the Pyria system contains Borleias as its fourth planet.
Borleias, the system's only inhabited world, was the base of
operations for General Evir Derricote, commander of Imperial forces
in the Pyria system. [XWRS] Rachuk system The Rachuk system is
located in the Rachuk sector and contains the planet Vladet, site
of an Imperial sector headquarters. A great deal of trade and
shipping traffic passes through the centrally-located system. The
Rachuk roseola virus infects anyone visiting the system, and
manifests itself as a red, itchy rash. Some three years after the
Battle of Endor, the Alliance destroyed the Vladet base and forced
the Empire to divert more of its forces to the Rachuk system,
diluting its strength elsewhere. [XWRS] Rafa system Bordering the
Oseon system, the eleven planets and numerous moons of the Rafa
system are covered with the enormous plastic ruins of the ancient
Sharu. The buildings are among the largest constructions in the
galaxy and are quite impenetrable. Many human colonies, dating from
the early days of the Old Republic, have sprung up around and
between the structures. The system was also inhabited by a
primitive humanoid species known as the Toka, who were treated as
slaves by the Rafa colonists. The system is famous for its life
orchards-- groves of crystalline trees whose crystal "fruit" can
extend an individual's life when harvested and worn. Working among
the crystal trees themselves, however, drains a person's life and
intellect, and consequently most of the harvesting is done by the
Toka or the criminals in the Rafa's numerous penal colonies.
Following Lando Calrissian's procurement of the Mindharp from Rafa
V, the Toka were revealed to actually be the Sharu and regained
their civilization and mental abilities. [LCMH] Reegan system
Imperial lieutenant Brandei had just completed business in the
Reega system before he delivered the young girl Alex to Garos IV,
for adoption by Tork and Sali Winger. [SWAJ] Renatasia system The
Renatasia system, containing eight planets orbiting a yellow star,
is located far outside civilized space. It was apparently colonized
in a long-forgotten mission many thousands of years ago in
Pre-Republic days. No records exist of this early colonization, and
the Renatasians
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gradually became unaware of their extrastellar origin. Renatasia
III and IV are green, pleasant worlds, though the Renatasians had
colonized every planet in their system by the time they were
discovered by a damaged trader ship. The Empire decided to send
representatives to probe the society's weaknesses, and the Ottdefa
Osuno Whett and the droid Vuffi Raa were sent as envoys to the
nation-state of Mathilde on Renatasia IV's second-largest
continent. After observing the locals for 700 days, a full report
was transmitted and the Imperial fleet arrived, which began to
collect slaves and taxes. The Renatasians resisted, and the fleet
attempted to seize the system intact through the use of ground
forces-- taking heavy losses in a costly but inevitable Imperial
victory. Over two-thirds of the population in the Renatasia system
was killed in the pacification effort. [LCFW, LCSC] Ringneldia
system Lando Calrissian picked up replacement parts for the
Millennium Falcon while in the Ringneldia system, where all part
sizes are standardized around the diameter of a native bean. [LCSC]
Roche system The Roche system contains the Roche asteroid field, a
relatively stable configuration of asteroids orbiting a small
yellow sun. In addition to mynocks and space slugs, the Roche field
is home to the intelligent insectoid species called the Verpine.
There are three common theories as to how the Verpine came to
inhabit the inhospitable asteroid belt: that they are the
descendants of spacefaring nomads, that their original planet
disintegrated around them over thousands of years, or that they
destroyed their planet in a devastating war. The Verpine inhabit
networks of tunnels in the larger asteroids, hermetically sealing
them from vacuum and covering them with repulsorfields to prevent
collision with other asteroids. Verpine can communicate with each
other through inaudible radio waves picked up through their
antennae, and most Verpine criminals have damaged antennae. Verpine
are considered among the best mechanics in the galaxy, and a team
of them helped Admiral Ackbar design the B-Wing starfighter. The
Verpine tech Zraii, a native of Roche G42, served with the
Alliance's famed Rogue Squadron. A serious incident between the
Verpine and the Barabel occurred four years after the Battle of
Endor, when a mad Verpine hive mother defaulted on several
ship-building contracts for the Barabel. The Barabel began to make
good on their threat to sell Verpine body parts to the
insect-eating Kubaz, and New Republic forces were dispatched to the
Roche system to help prevent a war. One year later the smuggler
Talon Karrde had an employee bring an assault shuttle to the Roche
system, so some Verpine acquaintances could investigate it for
possible traps. [TLC, COPL, GG4, XWRS] Ropagi system The Ropagi
system is one endpoint of the Kira Run; the Lazerian system is the
other. The recent interest in the Kira Run by mainstream
corporations is expected to greatly help the system's economy.
[SWAJ] Roti-Ow system The Roti-Ow system contains a binary star and
the planet Altor 14, homeworld of the Avogwi and the Nuiwit. [GG4]
Roundtree system Rekkon, an educator who helped Han Solo during the
mission to Stars' End, was born in the Roundtree system. [CSSB]
Ruan system Located in the Core Worlds, the Ruan system contains
one of the eighteen farming planets administered by the Salliche Ag
Corporation. After the Battle of Endor, workers in the Yulant,
Ruan, and Broest systems revolted against the Imperially-controlled
Salliche Ag by burning fields and destroying hydroponics
facilities. [SWAJ]
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Semag system Following the Battle of Hoth, Grand Admiral Thrawn
made several attempts to locate and trap the renegade Admiral
Zaarin in the area near the Semag system. [TSC] Sepan system
Located in the sector of the same name, the Sepan system contains
the planets Ripoblus, Dimok, Gerbaud 2, and Sepan 8. Following the
Battle of Hoth, a long, destructive war between the peoples of
Ripoblus and Dimok was forcibly ended by the intervention of
Imperial forces under the command of Admiral Harkov. At one point,
the leaders of the two sides attempted a rendezvous near Sepan 8 to
organize a united attack against Imperial forces. [TSC] Shesharile
system Located in the Minos Cluster, the Shesharile system is a
small, unimportant system on the fringes of known space. It
contains a gas giant, around which orbit the inhabited moons
Shesharile 5 and 6-- sometimes called the "Twin Planets." The two
overpopulated moons share 12 billion people ruled by a single
corrupt government, inhabiting crowded cities and polluted
industrial centers. Exports are considered out of date by galactic
standards, and the economy has crashed in recent years. Gallisport,
the capital city and largest starport in the system, is home to a
small Imperial consulate and a popular tavern called Ta's Roost.
Gallisport's starport, government sector, and wealthy residences
are protected behind security barriers, since the city's narrow
streets are ruled by criminals and wild swoop gangs. Swoop gangs
such as the Spiders, the Rabid Mynocks, and the Raging Banthas are
pursued by the Legally Authorized Law Authorities or LA- LAs, a
corrupt security force hired by the local government. [SWAJ] Soruus
system For many years, the provincial government of the Soruus
system sentenced their criminals to fight to the death in
gladiatorial combat. When the Min-Dal company took this as an
opportunity to test its prototype Gladiator battle armor, several
of the armored criminals managed to blast out of the arena and
cause great damage. They were eventually stopped by the Empire, and
Min-Dal was forced to cancel its armor production. [SWAJ] Stenness
node Sometimes referred to as the Stenness system, the node is
actually a group of three planetary systems whose primary industry
is mining. The node is located on the rim of the galaxy on the
mining frontier and contains the planets Ambria and Taboon. The
twenty-five humanoid species inhabiting the node are collectively
referred to as "Nessies," who control the various mining operations
and cut deals with outside traders. BolBol the Hutt is said to
practically own the Stenness system. Four thousand years ago, the
Stenness underworld was controlled by a Hutt named Great Bogga, and
the Nessies transported mutonium cargoes in ships made from the
hollowed exoskeletons of the Colossus Wasps of Ithull. Han Solo and
his former lover Salla Zend used to run Kessel spice to the
Stenness system and compete to see who could strike the best deal
from the Nessies. The bounty hunters Zardra and Jodo Kast, pursuing
the Thig Brothers into the Stenness system, caught up with their
quarry on Taboon. The ensuing firefight resulted in the death of
Mageye the Hutt. [DE, TOTJ, TFTC] Tandell system Tiree, a Rebel
agent, killed the Imperial Governor Lord Cuvir while on Wor
Tandell. Cuvir had discovered Tiree encoding a report on Imperial
fleet movements in the Tandell system. [MTS] Tao-Grant system A
Rebel Alliance cell was located on the second moon of the Tao-Grant
system's lone gas giant. The Bothan diplomat Tereb Ab'Lon tried to
deliver a stolen schedule of Imperial fleet movements to the Rebels
in this cell, but was killed before he could do so. [SWAJ]
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Taroon system Located on the outer edges of the Rim, the Taroon
system contains the planets Kuan and Bordal. [TSC] Tarsunt system
Xenobiologists studying Jabba the Hutt's famed rancor discovered
that the crashed ship which had brought the creature to Tatooine,
piloted by Captain Grizzid, had last docked in the Tarsunt system.
It has since been revealed that rancors exist on the planet
Dathomir and in the Ottethan system. [MTS, TFJP] Tau Sakar system
The Tau Sakar system contains seven life-bearing planets orbiting
the star Tau Sakar. Garban, the fourth planet in the system, is the
homeworld for the alien species known as the Jenet. Because of the
similarities between all seven worlds, there is some speculation
that the entire system was planetscaped by an unknown alien species
sometime in the distant past. The Empire has taken control of this
system, and has forced the Jenet to mine the rich ores that are
found in all seven planets. [GG4] Teilcam system Located in the
Outer Rim, the Teilcam system's only habitable world is the watery
planet Kabaira. [SWAJ] Terrijo system Located between New Cov and
Pantolomin, the Terrijo system is where Han Solo removed a homing
beacon planted on the Lady Luck by starship thief Niles Ferrier.
[DFR] Teta system (Empress Teta system) Located near the Kuar
system, the Teta system contains seven carbonite-mining worlds
including Kirrek and Koros Major, and is named for the female
warlord who conquered the system during the early days of space
travel. Raw carbonite is produced from the Tetan mines, primarily
from the thick outer rings of a gas giant in the system, and is a
vital ingredient in the construction of hyperdrives. The royal
descendants of Empress Teta rule the system, sharing power and
profits with the leaders of the influential Carbonite Guild. Four
thousand years ago, the privileged sons and daughters of the Tetan
royalty began experimenting with the Dark Side of the Force,
introduced to them by the royal heirs Satal Keto and Aleema. They
formed a group known as the Krath, which used Sith magic and
military force to quickly conquer the system. Public executions of
rebellious carbonite miners were held in the central plaza of the
ruling Tetan city of Cinnagar. The Krath took up residence in
Cinnagar's iron citadel, which contains an inner city and an
opulent palace behind its walls. Beneath the citadel are
underground dungeons and a vast cavern, where the Krath hung
political prisoners. The Jedi knight Ulic Qel-Droma, following a
Tetan attack on a Deneban Jedi assembly, traveled to Cinnagar in
order to learn the Krath's Dark Side secrets. In the ensuing months
Satal Keto was killed and a Jedi attack force attempted to rescue
Qel-Droma from the iron citadel, but he had succumbed to the Dark
Side and insisted on remaining in Cinnagar. Qel-Droma joined forces
with the Sith Lord Exar Kun, and the two implemented their plans to
bring about a new Golden Age of the Sith. Six months later, with
the Krath armies conquering nearby systems, the warlord Mandalore
chose to strike at the heart of the overextended Tetan empire. Ulic
Qel-Droma defeated Mandalore in single combat, and won the
warlord's loyalty and the use of his deadly armies. Later, Aleema
attempted to reassert her power over the Krath forces by abandoning
Qel-Droma during an attack on Coruscant, but he was rescued and
eventually had Aleema killed. [DE, DLOS, ISWU, TSW] Thokosia system
The smuggler Lo Khan once delivered a spice shipment from the royal
governor of the Thokosia system to Spadda the Hutt in the Aikhibba
system. [DESB]
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Thrynka system Jhensara, a smuggler, intended to reach the
Thrynka system with her three R-series droids, but was delayed by a
faulty hyperdrive. [SWAJ] Tingel Arm A section of the Corporate
Sector, where most of the fighting with the Trianii colony worlds
occurred. [SWAJ] Tinn system The Tinn system, located at the border
to the Outer Rim, contains seven planets orbiting a double star.
The only settlement in the system is a domed city on the moon
called Echnos, which orbits Tinn VI. [SWAJ] Triitus system Located
at the edge of the Corva sector in the Outer Rim, the Triitus
system's second planet is Tuulab. [SWAJ] Trulalis system The
Trulalis system, located just one hour's hyperspace travel from
Najiba, contains the planets Issor, Cadezia, and Trulalis. [SWAJ]
Tyrius system The Tyrius system contains the planet Rodia, which is
the homeworld of the alien species known as Rodians. [GG4] Udine
system The asteroid-packed Udine system is located next to the
region of space called Keller's Void. Occasionally pirates have
been known to bring asteroids from the Udine system and place them
in the Void, to create mass shadows and force unsuspecting ships
from hyperspace. [SWAJ] Uvena system The Uvena system contains a
group of planets ruled by the alien species called Shistavanen
Wolfmen. The Wolfmen are renowned for their hunting and tracking
skills, and many are employed by the Empire as scouts. Riv Shiel, a
former Shistavanen member of the Alliance's famed Rogue Squadron,
was a native of Uvena III. [MTS, XWRS] Vagran Talon Karrde's
smuggling gang brought three boosted Skipray blastboats from the
planet Vagran. [DFR] Vellakiya system The Vellakiya system is
located in the Mid-Rim, and its third planet is Venaari. [SWAJ]
Venjagga system The Venjagga system is located at the edge of the
Galactic Core, only hours away from the Mirit and Pyria systems.
The system contains the planet Jagga-Two, site of a small Imperial
base that manufactures concussion missiles and supplies the
Imperial Star Destroyer-II Eviscerator. The seventh planet in the
system is a gas giant. Some three years after the Battle of Endor,
the Alliance staged a feint in the Venjagga system to cover their
simultaneous assault on Borleias in the Pyria system. [XWRS] Vento
system The location of an ancient Republic shipyard. Nearly four
thousand years ago during the Sith War, the fallen Jedi Ulic
Qel-Droma gained control of Coruscant's war room during his attack
on the capital world. Qel-Droma told the war room's commander to
order all Republic ships to jump to identical coordinates in the
Vento system, which would have resulted in a massive collision
and
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the destruction of the fleet. Fortunately, he was stopped before
the order could be carried out. [TSW] Viridia system Han Solo used
to make smuggling runs to the Viridia system. He learned some of
their port access codes, but these codes were later changed by the
Imperials. [COPL] Vondarc system The smuggler Dannen Lifehold
brought a Rebel group from Rafft to a rendezvous with a cargo
frigate in the Vondarc system. It was here, just prior to the
Battle of Yavin, that Lifehold joined the Alliance. [SWAJ] Woldona
system GrimDeath I, a Victory-class Star Destroyer, was behind
numerous raids in the Woldona system and was the subsequent target
of an assault by Imperial Zero-G stormtroopers. [SWS] Xorth system
The Imperially-controlled Xorth system, bordering the Cardua
system, deals primarily in agricultural trade. It produces the best
Farrberries in the galaxy, which are valued for both their pleasant
scent and their stimulating effect. [TSC] Yavin system Far from the
Galactic Core and major hyperspace lanes, the Yavin system does not
appear on many astrogation charts. The system's three planets--
Fiddanl, Stroiketcy and Yavin-- orbit a medium orange star. Formed
over seven and a half billion years ago, the system was first
surveyed during the Old Republic's Expansion Era, and was
originally recorded as unfit for human habitation. [GG2] Yllotat
system Prior to the Battle of Endor, the Imperial Dreadnaught
Dargon was transporting Rebel and Bothan prisoners to the Star
Destroyer Garret in the Yllotat system when it fell under Alliance
attack. [TSC] Yrrna system Located in the Outer Rim, the Yrrna
system was the site of an Imperial cargo transfer area. Following
the Battle of Hoth, this cargo area was attacked by the pirate
leader Ali Tarrak, using her strike force of stolen TIE Defenders.
[TSC] Y'Toub System The Y'Toub system, located in the center of the
galactic region known as Hutt Space, contains six planets orbiting
a yellow star. A massive, radioactive gas cloud containing the
hidden planet Ganath lies very close to the system. Four of the
system's six planets are habitable, though the largest (and best
known) is Nal Hutta, with its orbiting "smugglers' moon," Nar
Shaddaa. Consequently, it is sometimes called the Nal Hutta system.
[GG4, DESB, DE2, DS] Yulant system Located in the Core Worlds, the
Yulant system contains one of the eighteen farming planets
administered by the Salliche Ag Corporation. After the Battle of
Endor, workers in the Yulant, Ruan, and Broest systems revolted
against the Imperially-controlled Salliche Ag by burning fields and
destroying hydroponics facilities. [SWAJ] Yyrtan system The Yyrtan
system contains the yellow star Yyrta and several planets,
including Kirtania. The system is positioned along a hyperspace
trade route that has recently increased in popularity. [SWAJ]
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Zi'Dek system Han Solo used to make smuggling runs to the Zi'Dek
system. He learned some of their port access codes, but these codes
were later changed by the Imperials. [COPL]

Mainstream Worlds Najiba A remote planet covered with wetlands,
and lashed with atmospheric electrical discharges and constant
rainstorms. Najiba, a low-technology world with a high degree of
smuggling activity, is located a mere one- hour's hyperspace travel
from the Trulalis system. During one half of its elliptical orbit,
Najiba passes near a hazardous asteroid belt known as the "Children
of Najiba," at which time all travel to and from the planet is
restricted. The inhabitants of Najiba tend to be superstitious and
wary of strangers, but are also extremely loyal and hardworking.
Around three million humans and Najib inhabit the planet. Reuther's
Wetdock is a popular tavern located near the planet's spaceport.
Sometime before the Battle of Endor, the Dark Jedi Adalric Brandl
hired the smuggler Thaddeus Ross to take him from Najiba to
Trulalis, Brandl's former home. [SWAJ] Nal Hutta A bruised green,
blue, and brown planet in the Y'Toub system, Nal Hutta (meaning
"glorious jewel" in Huttese) is one of the primary planets settled
by the Hutts after leaving their ancestral home of Varl. The
planet's immense size is compensated by its extremely low density,
giving it a tolerable gravity. Nal Hutta was once a pleasant world
of mountainous rain forests. Since their arrival, however, the
Hutts have transformed it into a gloomy planet of stinking bogs,
stagnant, scum-covered puddles, and patches of sickly marsh grass
inhabited by insects and spiders. The planet's flocks of large,
clumsy birds are shot down by swoop-riding hunters. The atmosphere
is polluted by strip-mining operations in the Nal Hutta's
industrial centers, and a greasy rain drizzles down on the world's
destitute inhabitants living in their squatters' villages and
ghettos. Entertainment centers located near the Nal Hutta spaceport
stand on stilts in the planet's swampy ground. The white palace of
Durga the Hutt lies across from the spaceport, and features a
swamp- water bathhouse and an infamous network of dungeons. Nal
Hutta and its moon, Nar Shaddaa, are located in the center of "Hutt
Space" and receive a constant traffic of freight haulers,
smugglers, and other galactic traders. Raw materials are
continually strip-mined from Nal Hutta's surface and shipped to the
Nar Shaddaa moon for processing and transport. The planet is ruled
by a council of the eldest members of the "Clans of the Ancients,"
the oldest Hutt families. The world's population consists of nearly
seven billion inhabitants, three billion of them Hutts. Many years
ago, the planet was known as Evocar and was the homeworld of the
primitive Evocii. When the Hutts arrived, they traded technology to
the Evocii in exchange for land-- eventually buying up the planet
and forcing the Evocii from their homeworld. The Old Republic
relocated the displaced Evocii to the Nar Shaddaa moon, but they
fared no better there. Once the Hutts controlled the entire planet,
they replaced all Evocii structures with Hutt palaces and shrines
and renamed the world Nal Hutta. The planet's nearness to busy
hyperspace lanes made it a popular trade world at the time, though
the trade lanes have long since shifted. In recent history, Nal
Hutta and its moon have become a haven for smugglers, pirates, and
criminals. A massive, radioactive gas cloud, containing the hidden
planet Ganath, lies very close to Nal Hutta. [DE, GG4, DE2, DESB,
DS] Nar Shaddaa The ungoverned "smugglers' moon" orbiting Nal
Hutta, Nar Shaddaa is completely covered by interlocking spaceport
facilities and miles-high docking towers reaching to orbit. The
moon's all-covering "vertical city" was built over thousands of
years, and is protected by often-malfunctioning planetary shields.
Though it was once a glorious world of bustling, legitimate trade,
Nar Shaddaa quickly lost prestige as the hyperspace trade lanes
shifted away. Now quite distant from most galactic commercial
centers, Nar Shaddaa is typically allowed to run its own affairs
with little Imperial interference. Famous as the birthplace of
Jabba the Hutt, Nar Shaddaa is controlled by
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Hutts and assorted "smuggling guilds" who control various
sections of the moon. It is now widely regarded as the center of
smuggling operations in the known galaxy, and the pollution, decay,
and lawlessness associated with smuggling traffic run rampant on
the moon. Sections of Nar Shaddaa's maze-like city include the
Duros sector and the Corellian sector, which contains three bars
popular with bounty hunters-- the Burning Deck, the Slag Pit, and
the Meltdown Cafe, and another corner tavern called the Orange
Lady. Most of the moon's 72 to 95 billion inhabitants live in the
highest levels of the spaceport-cities. Nar Shaddaa was originally
given to the displaced Evocii as a new homeworld, after the Hutts
forced the species from Nal Hutta. The Hutts continued to exploit
the Evocii in their new home, buying up their land and using them
as a cheap labor source. Now their forgotten, inbred descendants
can be found inhabiting the lowest levels of the vertical city. Han
Solo and Lando Calrissian both used to frequent Nar Shaddaa during
their early smuggling days, and still have associates living there.
Before their service to Captain Antilles, C-3PO and R2-D2 traveled
to Nar Shaddaa in an attempt to apprehend the criminal Olag Greck.
The bounty hunter Greedo and his family lived in the moon's
Corellian sector for several years, until an Imperial attack on a
Rebel hideout resulted in massive destruction and the collapse of
nearly twenty sector levels. Following the Battle of Yavin,
Alliance agent Kyle Katarn avoided bounty hunters on Nar Shaddaa in
order to find Imperial navigational charts related to the Dark
Trooper project. Six years after the Battle of Endor
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