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DISCLAIMER 

 

This game manual contains 4 brand new chapters of the basic story and of the 
BETA version of "BE THE FORCE!", created and tested by the international 
development team of the "USE THE FORCE!" project.  
 
"USE THE FORCE!” is an educational project, funded by the European Union 
under the Erasmus+ 2021-2027 program (year 2021, national agency "AGENZIA 
NAZIONALE PER I GIOVANI", project code no.2021-1-IT03-KA210-YOU-
000029463), which uses names, concepts and pieces of history from the Star 
Wars Universe.  
 
The authors of "BE THE FORCE!", the Serious Play that will be the main output of 
the project, of which this document is one of the parts, do not intend to infringe 
on any copyright, which is the respective authors. Quite the contrary: the 
authors of the Serious Play are fans and tributaries of the Star Wars Universe, 
which they intend to exploit for educational purposes, creating a tool that 
educators (generically understood) can use to help young people get out of 
fragile conditions (work, personal, relational, etc.) by applying "systems 
thinking." 
 
 
For any inquiries please contact: ka2usetheforce@gmail.com. 
For more information on the project, see: https://utfproject.eu/.  
 
NB: this is the BETA version of the game, of which there may be further 
developments! Visit the site to follow all updates! 

 
 
 

CAPTION 

 

Bold = Action points 

Regular = Narrative 

Cursive = MJ NOTES 

 

 

ka2usetheforce@gmail.com
https://utfproject.eu/


page 2 

 

THE JEDI TREASON: EPISODE I 
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Open Crawl 

A long time ago in a galaxy far, far away, Jedi Master Veska-Jen and his young padawans have been 

sent by the galactic republic to the planet of Abednedo to investigate unexplained metaphysical 

activities in the old temple ruins of Sag’Ild. Arriving at Abednedo you receive a land cruiser from a dear 

friend of the jedi counsel Outpost Marshall Masso “Please, my dear Padawans, take this cruiser.” 

Masso Says. “You have always been a good friend of the counsel. Thank you Masso” Veska-Jen replies.  

With 3 battle droids donated by Masso as companions, the group travels to the old ruins. 

 

1: Betrayal at the Ruins 

As you search the desolate ruins seeking for evidence, you don’t seem to find any unusual activities. 

You gather around Veska-Jen to deliberate, one of the B-1 Battle Droid gets an incoming signal. It 

quickly raises its E-5 battle blaster and immediately shoots Veska-Jen.  

What do you do? 

ENEMY CARD - B-1 Battle droid 

A reliable battle droid manufactured by Baktoid Combat Automata.  

HP = 2  

Armor = 3  

Weapon (E-5 battle blaster) = 2 die roll 

 

After confrontation 

As they have defeated the battle droids, Veska-Jen exclaims his last words: “Find Jedi Master Syndaril 

and tell him about the treason” 

 

2: Getting to safety 

You defeat the battle droids and Veska-Jen is lying dead on the floor. You go back to the land cruiser 

for a quick escape from the ruins. One of you tries to ignite the engine, but realizes the cruiser isn’t 

working. You walk out of the vehicle and see sandcrawler trails heading west. You walk over to the 

engine and notice that the carburetor has been stolen.  

Do you head west and try to find the ones who stole your carburetor, or do you try to walk back to 

the outpost?  

1) If they decide to walk towards the outpost jump to chapter 5: the long walk back. 

 

3: Following the trail 
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You follow the trail over a hill and observe 3 Jawas entering a sandcrawler. They’re 50 meters from 

you.  

What do you do? 

ENEMY CARD - Jawa 

Jawas are a sentient species of meter-tall furry humanoids. They love electronic gadgets and are keen 

on stealing them. 

HP = 5 

Armor = 0  

Weapon (Ion Blaster) = 1 die roll  

 

After confrontation 

If no carburetor has been achieved go to chapter 5: The long walk back 

 

4: Installing the carburetor 

You get back to the land cruiser, and you are tired after the encounter with the Jawas.  

One of the padawans has to install the carburetor successfully, for you all to have a safe ride out of 

the hazy planes of the Abednedo desert. 

CHECK 

Over 7: The carburetor has been successfully installed. - Go to chapter 6: Arriving at outpost Camp 

O’Basso 

“You all stare blankly out over the cold planes of Abednedo, with a teardrop falling from your eyes in 

the sad loss of Veska-Jen.” 

Under 7: The carburetor is broken and won't fly - Go to chapter 5: The long walk back 

“The padawans are in despair, as the engine fails to start. They all look at eachother and realizes that 

they have to take the long walk back to Camp O’basso” 

 

5: The long walk back 

You gather your things and prepare for the walk through the desert. After several tough hours of 

crucifying walk, the sun starts to go down over the hills. You set up camp to rest for the night. As you 

start to rest your eyes, a growling engine can be heard in the distance. It gets closer and closer.  

What do you do? 

Here is a chance for the players to either try and hide or face the 3 Tusken Raiders coming their way. 

CHECK: 

Over 7: Successfully attempts to hide from the 3 Tusken Raiders. 
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Under 7: Hiding attempt failed. The 3 Tusken Raiders attack first. 

ENEMY CARD - Tusken Raider 

Tusken raiders, less formally referred to as Sand People, we're a culture of nomadic, primitive sentients 

indigenous to Tatooine, but later they traveled the galaxies to murder and plunder, whoever got in 

their way.  

HP = 10  

Armor = 3  

Weapon (Gaderffii) = 1 die roll 

 

6: Arriving at Outpost Camp O’basso 

After a long long night, you finally arrive at Outpost Camp O’basso. The town has been an 

intergalactical trading hub for generations, but now almost no one stays here anymore, and it is now 

laying secluded - slowly fading into the hills of Abednedo. You need to get a hold of your old republic 

cruiser. The cruiser is at Marshall Masso’s head office. 

Do you try to sneak past his guards and retrieve the Republic cruiser silently, or do you go talk to 

Marshall Masso? 

If they try to sneak past, they quickly get noticed by the guards and get hit in the head with a blaster. 

All players lose 3 HP, and are being sent to chapter 7 bloody and wounded. 

 

7: The Arrival Hall of Masso’s office 

You enter the metal door and are greeted by an RA-7 protocol droid “Greetings. Who are you, may I 

ask?”.  

Have a conversation with the padawans 

As the padawans talk to the protocol droid, the outpost guards leaving for lunch notices them in the 

arrival hall. The guards look frightened at each other and raise their guns towards the padawans. 

What do you do?  

(MJ decides the amount  of outpost guards they need to fight) 

ENEMY CARD - outpost guard 

Description:  outpost guards are outcast mud troopers, who were hired by the galactic republic to do 

the republic's dirty work in outer galaxies.  

HP = 8  

Armor = 3  

Weapon (E-11 blaster) = 2 die roll 

 

8: Storage Room 
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You quickly and silently enter an old storage room containing various bribes from the local abednedos. 

Breath for a second and gather your thoughts. If they investigate the room, they find a big bottle of 

phattro and 1500 credits. 

 

9: Outpost Marshal Masso’s Office 

You enter the room and see Marshal Masso sitting behind his desk. You look around the room for your 

cruiser keys. He smiles with a smug, until he notices the padawans “This can not be! You should be 

Bantha Fodder by now. How did you survive?”  

What do you do? 

MJ needs to be really vile and cruel towards the Padawans to try, and get them to lose as many of their 

Force’O’Meter points as possible. 

1) If the players decide to fight and kill Marshall Masso, the players get -5 on the Force ‘O'meter, but 

they quickly retrieve the keys to their vehicle. 

2) If they decide to talk with him, Marshall Masso tells them: “The jedis are being executed all over the 

galaxy for treason against the galactic republic.”. 

3) If they choose a nonviolent action towards Marshall Masso, they don’t get minus on the force 

o'meter, but it takes a while for them to retrieve the keys, as Masso’s  not willing to give them up. 

ENEMY CARD - Marshal Masso 

Description: Marshal Masso is the head marshal of Camp O’basso. With his quick draw and 

manipulating behavior, he runs the outpost, as he wishes.  

HP = 18  

Armor = 2  

Weapon = (Dual wield blaster pistol) = 2 die roll 

Perk: (Marshall Masso is a saber master) 

 

10: Escaping Abednedo 

The group enters their republic cruiser and lifts off from the outpost. As you break through the 

atmosphere of Abednedo, you all ask yourselves, how this happened. You start up the communication 

system, when immediately a distress signal from Jedi Master Pao Labi reaches you “All jedi’s are being 

hunted by the galactic republic, accused of high treason against the counsel. This must be a plot 

against the order of the jedis. If any jedi sees this go to the jedi temple in Lothal for salvation. We’ll be 

waiting”.  
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THE JEDI TREASON: EPISODE II 
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Open Crawl 

The padawans republic cruiser has been traveling at light speed for hours. The coordinates are set for 

the palace of the jedis. Broken and beaten, the padawans reminisce about Master Veska-jen and his 

final words. The cruiser starts to slow down, and the landing gear emerges from the bottom of the 

cruiser, as the ship crashes through the atmosphere of Lothal. The gates to the Palace hangar are wide 

open, and the cruiser lands comfortably. 

 

1: The Silent Hangar 

As the dust from the hangar settles, the padawans descend from the cruiser. There is an eerie silence 

hanging over the hangar. Why is it so quiet? Could this be another ambush? Where are all the jedis? 

You try to get through a big vault door, but it isn’t working.  

What do you do? 

1)The padawans can use mechanical check (+7) to open the vault doors. If check fails, they can 

eventually find a shaft that leads them out of the hangar.  

If they use the shaft go to [1.5 The shaft], if they manage to open the vault doors go to [2. The library] 

 

1.5:  The Shaft 

The padawans can narrowly get their shoulders in through the small shaft. They decide which one in 

the group goes first. As the group continues through the shaft, the padawan in the front suddenly gets 

bitten by a tiny Womb rat, which made the shafts its domain. You push open a small hatch and fall 

onto the library floor.   

The padawan in the front loses 4 HP. 

 

2: The Library 

The padawans gaze at the tall walls of books that swallow the Library. The years of dust have settled 

on the books and created a powdery white landscape. A small trail leads through the library that 

seems to be never ending - many ancient books are dispersed everywhere on the floor.  

What do you do? 

If the padawans search the library, they will find signs of a struggle that occurred. They will also find a 

book of old healing methods (The medic finds a small potion +5 HP, they can heal themselves with or 

other padawans). They notice a sign that says “The holocron vault”  
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2.5: The dark side of the Library 

As you walk through the ancient library, you start to hear a distressing mumbling in the distance. As 

you get closer, you notice a group of 5 clone troopers, who stand in front of an old door. One of the 

clone troopers leave the others and walk right past your group without noticing any of you.  

Do you want to investigate what's going on, or do you continue your own way? 

1) The force character uses Jedi mind tricks on the lonesome clone trooper (+7 check) and figures out 

what's going on (If check is successful go to (3. The abducted Jedis). If the check fails nothing happens, 

and the clone trooper passes the group. 

2) You engage with the Clone troopers, who start to attack, if attacks are successful go to (5. The 

abduction) 

3) Stealth character sneaks closer and gets a look through the door (+7 check) If successful the stealth 

character sees the back entrance. If the check fails, you have to find another entrance (Go to 3.5 The 

abducted jedis) 

ENEMY CARD – Clone trooper 

Description: Highly trained soldiers in the grand army of the republic. 

HP = 10 

Armor = 4  

Weapon (DC-15a Rifle) = 2 die roll 

 

3: The abducted jedis 

The jedi mind tricks are successful. The clone trooper tells the group “The jedi masters of the palace 

have been trapped behind the door. You can not sneak past the guards, but there is an unlocked back 

entrance to the room. Quick padawans, you must go now in order to save them.”  

Go to (). 

 

3.5: The abducted jedis 

You decide to find another way into the room. You walk through an old warehouse room, where old 

parchments and official documents have been hidden for centuries. You stop for a second and try to 

gather your thoughts. Another small shaft is seen in the corner.  

What do you do? 

If they look through the parchments, they will find an old letter from Master Veska-Jen to Master Arod 

Cadi. It says “Hello old friend. How is everything in the palace? The training of the new padawans is 

going as planned. I do have my doubts about the young padawan Pao Labi. The force is strong with 

him, but it is clear, he is tempted by the dark side. We must be wary of his future. Hope to see you 

soon. Regards Veska-Jen.” 
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4: The Back Door 

You get to a small door at the end of the corridor. You look through a crack in the door, and notice 

several elderly jedis all bound on hands and feet. 

Do you help the abducted Jedis or go on without saving them? 

1) If you decide to try and save them go to (5. The Abduction) 

2) If you go on and DON’T save them go to (6. The office of Jedi Pao Labi). 

 

5: The Abduction 

You sneak into the room with the abducted jedis. They are all beaten up and tied. You remove a cloth 

from the mouth of Jedi Master Arod Cadis, the headmaster of the archives. He breathes in heavily and 

tries to gather his thoughts. “We have been betrayed by Jedi Master Pao Labi. He has joined the dark 

side and cannot be trusted! Thank god you found us, we thought we would die here. When you go on 

please be wary, Pao Labi has laid out traps all over the palace. You need to find the holocron vault, 

which has all the secrets of the jedis. There you will find coordinates for the secret planet of Aganjia. 

That’s where the remaining jedis reside. But first please Padawans, uncuff us!” 

What do you do?  

1) If you go the the Holocron vault go to (5.5 The way to the vault) 

2) If you don’t go to the Holocron vault go to (6. The office of Jedi Pao Labi) 

 

5.5: The way to the Vault 

The group uncuffs the elderly jedis for them to escape, as you look for the Holocron vault. You sneak 

through the old warehouse room to get back to the library. You successfully sneak past the 4 clone 

troopers on your way back. As you get back to the library, you start to look for the entrance to the 

Holocron vault. You look around and soon find an old golden plated vault with the inscripture 

“Holocron vault”. You try to push the door open and suddenly a bright light hits your eyes, and you’re 

all blinded. Suddenly 5 clone troopers hit you in the back of the head. You all lose conscience and 5 

HP. You’re all taken to Master Jedi Pao Labi. 

 

6: The Office of Jedi Pao Labi 

You’re in front of the office to Jedi Pao Labi and the doors open up. You get inside and there he sits at 

his office table looking menacingly at you. “Who are you, and how did you get here?” Pao Labi asks. 

The group answers Pao Labi. “You fools really thought, you could stop what's coming? How silly of you. 
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Troopers prepare for execution.” The padawans draw their lightsabers. The five clone troopers attack 

with their E-11 battle blasters. 

FIGHT 

ENEMY CARD – Clone trooper 

Description:  

Highly trained soldiers in the grand army of the republic. 

HP = 10 

Armor = 4  

Weapon (DC-15a Rifle) = 2 die roll 

 

7: The Final Interrogation 

You defeat the clone troopers and Master Jedi Pao Labi sits scared alone at the table. “Please don't 

hurt me! I'll tell you everything! This wasn’t my choice. I only betrayed the counsel to defeat the enemy 

from within. Please for the love of the force, don't hurt me”. 

What do you do?  

1) If they decide to interrogate Pao Labi and not hurt him: “Here is the code for the holocron vault, 

where you’ll find the coordinates to Aganjia. Say out the code in front of the vault and it will open.  I 

helped the siths send out a distress signal to all jedis telling them to get back to Lothal. You have to go 

to Aganjia and  stop them from leaving, as this is a trap!”(1 DSP added) 

2) If they decide to interrogate Pao Labi and kill him: “Here is the code. Leave me too my faith.  But 

remember: Balance will always be restored” (3 DSP added). 

THE CODE: “USK TRILL FORN” 

 

8: Going back to the Vault 

As you leave the office of Master Jedi Pao Labi, he quickly reaches for the silent alarm, and all of 

sudden all lights start to blink and the doors automatically start to close. The group narrowly escapes 

through the door, as it locks Pao Labi in his office.  
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THE JEDI TREASON: EPISODE III 
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MJ NOTES for EPISODE 3 

As the players try to find a way to the Holocron vault, they go through several different rooms. 

Each time the players enter a new room, the MJ rolls a die and enemies appear as shown in 

the schedule: 

1: 4 Clone troopers 

2: 6 B-1 battle droids 

3: 2 clone troopers 

4: 3 b-1 battle droids 

5: Nothing happens 

6: 1 B-2 Battle droid 

 

Enemy card - B-2 Battle droid 

HP = 20 

Armor = 2 

Weapon (Battle blaster) 

 

Enemy card  - B-1 Battle droid 

A reliable battle droid manufactured by Baktoid Combat Automata.  

HP = 2  

Armor = 3  

Weapon (E-5 battle blaster) = 2 die roll 

 

Enemy card - clone troopers 

Description: Also known as TK troopers. Strong soldiers fighting for the empire. 

HP = 8 

Armor = 4 

Weapon (E-11 blaster) = 5 

 

Check the schedule above for Enemy cards. The players can try and use stealth (+7) to hide - or 

face the enemies in battle. 

The players can after each battle try to do an investigative check (+7) to see if they find 

anything in the room. 
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Open Crawl 

You narrowly escape the office of former Jedi Master Pao Labi, and on your way back to the Holocron 

vault it has been sealed shut. There is only one way they can go. They decide to meet their faith, and 

go through the long corridors to try and get to the vault. 

 

1.1: The Kitchen 

You narrowly escape the office of former Jedi Master Pao Labi, and on your way back to the Holocron 

vault it has been sealed shut. There is only one way they can go. They decide to meet their faith, and 

go through the long corridors to try and get to the vault.  

1) MJ rolls the die and checks the schedule. Players can try and use stealth. 

After battle, the players can do an investigative check. If it succeeds, they can find an old recipe for 

“Colo Claw Fish”. 

 

1.2: The Padawan Dormitories 

You successfully escaped the Kitchen and made your way into the padawan dormitories. A large fight 

has happened in the Dormitories, where dead padawans lay all over the floor and on the beds. It looks 

like they were ambushed in the night. You hear something in the back.  

1) MJ rolls the die and checks the schedule. Players can try and use stealth. 

After battle, the players can do an investigative check. If it succeeds, they can find a secret door that 

leads straight to the holocron vault, then go to (2.2 The holocron vault). 

 

1.3: Meditation room 

You leave the dormitories traumatized by the sights you saw there. Pictures of dead friends flashes 

before your eyes, as you enter into the next room. A Meditation room with large candle lights and 

water dripping from the ceiling. You find the room relaxing and breathe for a second. That’s until.  

1) MJ rolls the die and checks the schedule. Players can try and use stealth. 

After battle, the players can do an investigative check. If it succeeds, they will find a candle and match  

 

2.1: Chamber of Studies 

You continue onward out of the Meditation room. You get to another hallway and around the corner 

you hear footsteps walking at a fast pace. The group panics and searches for an open door. After 

trying numerous doors, you finally find a door that will budge. You run into the Chamber of Studies 

that lays silent. You stand still as you hear the footsteps on the other side of the door walk up to the 

door.  

1) MJ rolls the die and checks the schedule. Players can try and use stealth. 
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After battle, the players can do an investigative check. If it succeeds, they will find 500 credits 

 

2.2: The HOLOCRON Vault 

You survived so far and are finally at the golden Holocron Vault. The vault door is shut tight and seems 

impossible to open. You hear the enemy close in on you, as you stand helpless at the vault.  

What do you do? 

1) MJ rolls the die  and checks the schedule. Players can try and use stealth. 

PLAYERS MUST AFTER BATTLE tell the secret code to open the vault: USK TRILL FORN 

If players haven’t received the code or know the code, they can do an investigative check,  until the 

vault successfully opens. BUT the door is wired, so for every failed investigative check the one who rolls 

loses 5 HP. 

 

2.3: Headmaster of Archives Arod Cadi’s Office 

You retrieve the coordinates to Aganjia from the vault and are ready to leave this force forsaken place, 

but troopers are still roaming the palace. You quickly run from the vault and through the first open 

door, you see. You enter Headmaster of Archives Arod Cadi’s office. The office is filled with old books, 

parchments and letters sent from all over the galaxy. You hear weird noises coming from the corner of 

the office. 

1) MJ rolls the die  and checks the schedule. Players can try and use stealth. 

After battle, the players can do an investigative check. If it succeeds, they will find a secret pathway to 

(3.4 The Hangar). 

 

3.1: The Corridor 

You safely escape the Headmaster of Archives Arod Cadi’s Office and are running for your lives. You 

run down the narrow corridor and it splits in two. On the left, there is light flickering that illuminates 

the corridor, so you can see. On the right, there is only a disturbing darkness and you see nothing. 

QUICKLY! Which way do they go?  

No MJ rolls in this room. 

1) If they go left, they run into a corridor that has booby traps (All loses 2 HP) and they end back in the 

beginning of the corridor. 

2) If they go right, they are walking in the right direction. If the players use the candle and match, they 

found earlier, to be able to see, they will see a sign for the hangar and can go directly to (3.4 The 

Hangar)  

3) If they DON’T use the candle and match, they will go through darkness and enter (3.2 The 

Ceremonial Chambers) 
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3.2: The Ceremonial Chambers 

You stumble through the dark hoping to find a way out. Suddenly, a small speck of light comes 

through a crack in, what looks like a door. One of the padawans looks through the crack. No one 

seems to be in there, so you grab your chance and run into the room. You enter a large ceremonial 

chamber with windows that stretch meters up in the ceiling. You’re all baffled by the room and try to 

take in its greatness. For a few seconds, you feel calm - right until… 

1) MJ rolls the die, and checks the schedule. Players can try and use stealth. 

After battle, the players can do an investigative check. If it succeeds, they will find nothing. 

 

3.3: The Cruise Auto Shop 

You escape the endeavors of the Ceremonial Chamber and cheat death once more. You see a door 

that leads out of the chambers, and you go straight to it. As you enter through the door, you’re 

surprised by the many tools and machines that meet you in the next room. You ran into the Cruiser 

Auto Shop. The Hangar must be nearby.  

1) MJ rolls the die and checks the schedule. Players can try and use stealth. 

After battle, the players can do an investigative check. If it succeeds, they will find a wrench. The 

mechanic can be given the wrench and will afterwards get (+6) in mechanical check instead of (+7) 

 

3.4: The Hangar 

You silently sneak into the hangar. You’re surprised by an army of 30 clone troopers, who are 

inspecting your cruiser, looking for evidence and keeping guard. It’s near impossible to enter your 

ship. In the Hangar, there’s also another transport cruiser with several troopers filling it with goods, 

only a captain stands guard and makes sure everything is correctly packed. You need to get safely 

away.  

What do you do?  

1) If the group attacks the troopers, they will face 30 troopers that need to be taken out. This feat 

would be near impossible for a group and they will also receive 3 DSP. 

 

2) The stealth character can try and do a stealth check (+7). If successful, the group will be able to 

sneak past the guards and into the cargo bay of the enemy's transport vehicle. 

 

3) The Force character can try to use Jedi Mind tricks (+7) on the captain to persuade him into sneaking 

you onto his ship. If Jedi mind tricks fail, you’ll have to assassinate the captain in order to sneak past 

them. This will give you 2 DSP 
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3.5: The Ship 

Congratulations padawans! You successfully got onto the cruiser and are now ascending into space. As 

you hide away in the cargo space, you wonder where the cruiser is going and how you’re gonna 

survive the next endeavors. 
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THE JEDI TREASON: EPISODE IV 
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Open crawl 

You’re all stowed away in the storage space in the transport cruiser. Various boxes filled with 

loot stand from floor to wall and a small red light illuminates the space. The padawans 

mission is to take over the transport cruiser and get it to Aganjia to help the jedi’s. But the 

padawans must be wary, as there are plenty of enemies on the ship ready to shoot at sight. 

 

1: The Storage Space 

You look around the small compartment searching for an exit. You squeeze through a couple of boxes 

and find a door in the back. It’s sealed shut. 

What do you do?  

1) If the players decide to do a mechanical check (+7), they can get the door open easily.  

If they fail, an alarm will be set off and 3 clone troopers will run into the storage space to investigate. 

FIGHT 

Enemy card - clone troopers  

Description: Also known as TK troopers. Strong soldiers fighting for the empire. 

HP = 8 

Armor = 4 

Weapon (E-11 blaster) = 5. 

 

2: The Berths 

As you all come out of the Storage Space, you look around to find clues on where to go. You sneak 

around silently to not get caught. You quietly enter a room and find yourself in the Berth. 5 clone 

trooperss are sleeping in bunk beds - not aware of the padawans, who just entered their domain. 

What do you do?  

1) The stealth character can try and use assassinate (+7) to take out the sleeping clone trooperss.  

The stealth character can try one roll for each trooper. If roll fails, the trooper will wake up and attack 

2) If the stealth character chooses to do so, for each assassination they get 1 DSP. 

3) If they try to use stealth (+7), the group can sneakily take the clothes from the sleeping troopers and 

get out of the room safely. 

The stealth character can try one roll for each trooper. If roll fails, the trooper will wake up and attack. 

4)If they attack regularly, they will face all 5 troopers at once. 

Clone troopers 

Description: Also known as TK troopers. Strong soldiers fighting for the empire. 

HP = 8 

Armor = 4 
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Weapon (E-11 blaster) = 5 

 

3: The Hallway 

You manage to get out of the Berths. You reenter the hallway and follow a red line that runs with the 

floor. As you go through the Hallway, you wonder how you will be able to take control of the ship and 

get it to Aganjia. As you sneak around, a door opens and 2 clone troopers get out of a room. They 

quickly notice the group of padawans and open fire. 

FIGHT  

Clone troopers 

Description: Also known as TK troopers. Strong soldiers fighting for the empire. 

HP = 8 

Armor = 4 

Weapon (E-11 blaster) = 5 

 

4: Engine Room 

You defeat the clone troopers and find yourself in the heart of the transport cruiser: The Engine Room. 

You look around on the fast working machines and are all astounded by the engines - besides the 

engineer who's seen it many times before. You need to find a way to overwrite the security measures 

to be able to get to the commando bridge and take over the cruiser.  

What do you do? 

1) MJ rolls the die and checks the schedule. Players can try and use stealth. 

After battle, the players can do an investigative check. If it succeeds, they will find 500 credits 

 

2.2: The HOLOCRON Vault 

You survived so far and are finally at the golden Holocron Vault. The vault door is shut tight and seems 

impossible to open. You hear the enemy close in on you, as you stand helpless at the vault.  

What do you do? 

1) The engineer can try and do a mechanical check to overwrite the security system. 

CHECK: 

Over 7:  Successfully shuts off all security measures, so you can easily go to the commando bridge to 

take over the vessel. 

Under 7: If not successful, an enemy engineer will come and check up on the system “malfunction”. He 

will notice you and try to attack. 

Enemy engineer 

Description: An engineer, who uses most of his life in the engine room. He is smart, but quite weak. 
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HP = 15 

Armor = 1 

Weapon (Force pike)  

Perk: The force pike can STUN. After each attack, the engineer can do a stun check (+7) If the check is 

successful,  the player attacked gets stunned for 1 round. 

 

5: The Commando Bridge 

You’ve all gotten access to the Commando Bridge and are on your way to capture the captain of the 

ship. You seamlessly get through all the hallways without any dangers. Good thing the security 

systems are switched off. As you start to reach the bridge, you slow down. You look carefully into the 

Commando Bridge. You count 1, 2, 3, 4… 5 crewmen and an officer. 

What do you do? 

1) If they decide to attack. You fight them right away and the players receive 2 DSP 

2) They can try and use Jedi mind tricks (+7) to persuade the officer to take the crewmen into a jail cell. 

3) If they use stealth, they can take the officer hostage and make a bargain for the ship. 

ENEMY CARD - Crew man 

Description: Weak character. His main function is to control the transport cruiser. 

HP = 7 

Armor = 1 

Weapon (Bare hands)  

ENEMY CARD - Officer 

Description: The Officer is the one in charge of giving orders to the crewmen. 

HP = 14 

Armor = 3 

Weapon (Blaster pistol) 

 

6: Arriving in Aganjia 

The ship is yours and the coordinates are set to Aganjia. With lightning speed you travel through the 

galaxy. The journey is long, so you all sit for a minute and look at eachother. You reminisce on the 

crazy adventure you've all endured. The killing of Jedi Master Veska-Jen seems like ages ago, yet it’s 

merely been days. The Transport cruiser starts to slow down, as the vessel plummets through the 

atmosphere of Aganjia. You start to reach the town,  where the jedi hideout is hidden. There is a 

cruiser port nearby to leave your transport cruiser. 

Where do you leave the transport cruiser?  

1) If the players land at the cruiser port, they will be noticed by 2 outpost guards and it ends in a fight. 
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2) If the players decide to land the cruiser somewhere else, they won’t get noticed. 

ENEMY CARD - Outpost guard 

Description: Outpost guards are outcast mud troopers, who were hired by the galactic republic to do 

the republic's dirty work in outer galaxies.  

HP = 8  

Armor = 2  

Weapon (E-11 blaster) 

 

7: The City Quarters 

You arrive in town and manage to leave the transport cruiser behind. You don’t know where the other 

jedi’s are hiding, but you have to find them. You decide to find a tavern to ask around and see if 

anybody knows anything about the Jedi’s location. As you run through the city quarters, you notice an 

unusual amount of outpost guards. They must be on the lookout for the jedi’s as well. You 

immediately stop behind a merchant stand in the old quarters. 4 outpost guards are looking 

suspiciously in your direction. They haven’t fully noticed you yet. 

What do you do? 

1) If they try to use stealth (+7), the group can easily get around the outpost guards. 

2) They can try and use jedi mind tricks (+7) to persuade a citizen into finding them a hiding spot. 

3) They can face the 4 outpost guards in battle. 

ENEMY CARD - Outpost guard 

Description: Outpost guards are outcast mud troopers, who were hired by the galactic republic to do 

the republic's dirty work in outer galaxies.  

HP = 8  

Armor = 2 

Weapon (E-11 blaster) 

 

8: The Slum 

You’ve barely gotten out of the City Quarters and find yourself in the slums of town. Garbage 

everywhere, where beggars and interplanetary prostitution fills the narrow streets of this force 

forsaken place. You turn down an alley and all of sudden a little filthy citizen jumps out with a small 

knife in his hands “Give me all you got!” he says. 

What do you do? 

1) They can try and use Jedi mind tricks (+7) on him to make him leave. 

2) They can try and kill him, but will receive 1 DSP 

3) They can give him some of your credits  to get him to leave 
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ENEMY CARD - Little filthy citizen 

Description: A small-time thief, who's just trying to survive.  

HP = 5 

Armor = 0 

Weapon (Small knife) = 2 

 

9: The Tavern 

Out of the Slums you’ve escaped and you see a small sign hanging on top of a door “The Space-slug 

Inn”. You decide to go in and ask around, and see if anyone knows where the Jedi’s are hidden. You 

open the door and are hit with pungent smells of liquor and food. You enter the tavern and see all 

kinds of intergalactic creatures mingle and drink.  

What do you do?  

The group needs to talk with the bartender, who will show them to the smuggler Nori Ca that smuggles 

supplies to the jedi’s in hiding. Once the group gets to the smuggler sitting in the tavern, they need to 

talk with him and afterwards pay him with something they have on them, to tell them the 

whereabouts of the jedi’s. As the smuggler tells them where the jedi’s are hiding (Jedi’s location: The 

caves of Toht), 3 clone troopers enter the tavern and see the padawans. THEY FIGHT. 

 

Clone troopers 

Description: Also known as TK troopers. Strong soldiers fighting for the empire. 

HP = 8 

Armor = 2 

Weapon (E-11 blaster) 

 

10: Escaping the Tavern 

You get out of the Tavern, but more troopers are well on their way to get you. You run in the direction 

of the caves of Toht, but your way is blocked by 3 clone troopers. 

What do you do? 

1) Stealth characters can try and use sneak (+7) to try and get around the troopers. If it fails, FIGHT is 

inevitable. 

 

Clone troopers 

Description: Also known as TK troopers. Strong soldiers fighting for the empire. 

HP = 8 
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Armor = 4 

Weapon (E-11 blaster) 

 

11: Executions at the Square 

You escape the previous troopers and enter a big square, where hundreds of citizens are gathered. 

You push through the crowd to see what's going on. As you look through the crowd, you see several 

troopers and an unknown woman. “I am Dite Mavridu, the galactic bounty hunter. I am looking for the 

Jedis who recite in this town.” Nobody speaks up from the crowd and Dite Mavridu gets angry. She 

commands the troopers to grab three random citizens from the crowd. “If somebody doesn’t speak up 

soon, we’ll end the lives of these citizens!”. Your group looks at each other. 

What do you do? 

1) If the group decides to attack Dite Mavridu, they FIGHT 

2) If the group decides NOT to save the citizens, they can move on to (12. The Caves of Toth) but will 

receive 10 DSP. 

Enemy card - Dite Mavridu: 

Description: The strongest bounty hunter in the galaxy; she is determined to catch and kill all the 

remaining Jedis. 

HP = 35 

Armor = 2 

Weapons (Bowcaster) = 2 die roll 

 

12: The Caves of Toth 

You survive the horrors at the square and are running fast through the town. You reach the end of 

town where a big cavern is eating into the hillside. Your group enters the cave - finally looking forward 

to bringing the message about the high treason, the plot against the counsel of Jedis, and the betrayal 

from Jedi Pao Labi. You get to a giant stone door and are not able to budge it. A voice can be heard on 

the other site “Who is this?”. 

What do you do? 

The Jedi on the other side of the stone door is Jedi Master Syndaril. They need to convince Syndaril that 

they are the true padawans, and that they’ve come to help. The padawans must tell him about the 

adventure they have been on, and tell them who the traitor was. If they tell a convincing enough story, 

Syndaril will let them into the cave.  



page 25 

 

APPENDIX: PLAYABLE CHARACTER 

ARCHETYPES FROM THE BETA 

VERSION 

 

 

o ENGINEER 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

o MEDICINE 
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o SABER MASTER 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

o STEALTH 
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o THE FORCE 
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