me OLD REPUBLIC,

THE-SLEH TORDS

)

This game has received the

ame has re: th
1 following rating from the ESRB
) TEEN ““
®

PRIMA'

GIAIMES

"

Protected by copyright. UnauthGtiegd or unlawful
copying or downloading expressly prohibited.




—_——

;%r"'m' OLD REPUBLIC. W

3

.
THE:SIT HeE@©RLER:
G PRIMA OFFICIAL E

DAVID S] HODGSO

GUIDE A

"~ JAMES HOGWOO ~

PRIMA GAMES s
A DIVISION OF RANDOM HOUSE, INC.

3000 LAVA RIDGE COURT
ROSEVILLE, CA 95661

1-800-733-3000
WWW.PRIMAGAMES.COM

) The Prima Games logo is a registered trademark of Random

House, Inc., registered in the United States and other countries.
Primagames.com is a registered trademark of Random House,
Inc., registered in the United States. Prima Games is a division of
Random House, Inc.

PRIMA!

GIATMIE]S:

LucasArts and the LucasArts logo are registered trademarks of Lucasfilm Ltd.
©2004 Lucasfilm Entertainment Company Ltd. or Lucasfilm Ltd. & ® or ™ as
indicated. All rights reserved.

No part of this book may be reproduced or transmitted in any form or

by any means, electronic or mechanical, including photocopying, recording, or
by any information storage or retrieval system without written permission of
LucasArts, a division of Lucasfilm Entertainment Company Ltd.

Product Manager: Mario De Govia
Editorial Supervisor: Christy Seifert
Editor: Rebecca Chastain

Special Thanks: This guide would not have been possible without the help
and support of Mike Gallo, Jeff Sanders, Clay Norman, Chris Curry, Anne
Marie Hawkins, John Garrett, Tim Moore, LucasArts Test Staff, Corrine
Wong, Rachel Bryant, and everyone at LucasArts and Obsidian
Entertainment.

David Hodgson Thanks: To my beautiful wife Melanie; Mum, Dad, Ian and
Rowena; Bryn, Rachel and Samuel; my co-author for his games mastery; all at
Prima for their help and extraordinary sanity; Bryan "KingHell" Stratton,
Holly and Steve; and O for Olive, run through with an awl. For fans of DVDs:
END GROWL.

James Hogwood Thanks: Huge thanks to Dave and Melanie for their kind
hospitality; to Prima for Herculean effort and patience; to Mom, Dad, Mike,
Rachel, and to the rest of my family: Andy, Jimmy, Jeff, Jeramie, Kat, Kevin,
Lindsay, Melissa, Rachel, Thwomp, Toby, and Sarah.

All other trademarks are the property of their respective owners.

Please be advised that the ESRB rating icons, "EC", "K-A", "E", "T", "M", "AO"
and "RP" are copyrighted works and certification marks owned by the
Entertainment Software Association and the Entertainment Software Rating
Board and may only be used with their permission and authority. Under no
circumstances may the rating icons be self-applied or used in connection with
any product that has not been rated by the ESRB. For information regarding
whether a product has been rated by the ESRB, please call the ESRB at 1-
800-771-3772 or visit www.esrb.org. For information regarding licensing
issues, please call the ESA at (212) 223-8936. Please note that ESRB ratings
only apply to the content of the game itself and does NOT apply to the
content of this book.

Important:

Prima Games has made every effort to determine that the information
contained in this book is accurate. However, the publisher makes no
warranty, either expressed or implied, as to the accuracy, effectiveness, or
completeness of the material in this book; nor does the publisher assume
liability for damages, either incidental or consequential, that may result from
using the information in this book. The publisher cannot provide information
regarding game play, hints and strategies, or problems with hardware or
software. Questions should be directed to the support numbers provided by
the game and device manufacturers in their documentation. Some game tricks
require precise timing and may require repeated attempts before the desired
result is achieved.

ISBN: 0-7615-4748-7
Library of Congress Catalog Card Number: 2004113239

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



JEDI COMPANIONS ............ 2
T3-M4: EXPERT DROID ............... 2
KREIA: JEDI CONSULAR .............. 4
ATTON RAND: SCOUNDREL
AND JEDI SENTINEL ................. 7
BAO-DUR: TECH SPECIALIST
AND JEDI GUARDIAN ............... 10
HANDMAIDEN: SOLDIER
AND JEDI GUARDIAN ............... 13
MIRA: SCOUT AND JEDI GUARDIAN .16
HANHARR: WOOKIE SCOUT ......... 18
GO-TO: EXPERT DROID .............. 20
HK-47: COMBAT DROID ............. 20
MANDALORE: SOLDIER ............. 24
DISCIPLE: SOLDIER AND
JEDI CONSULAR . .................... 27
VISAS MARR: JEDI SENTINEL ........ 29

JEDI TRAINING ............... 33
THE D20 GAME SYSTEM ............. 33
CLASSES . ... ..o 35
SKILLS ... ... 39
FEATS 42

| PRIMA OFFICIAL GAME GUIDE

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.

WALKTHROUGH

INTRODUCTION .............. 51

EBON HAWK: PROLOGUE .. ... 52
MAIN QUESTPATH .................. 53
SIDEQUESTS ................ooo.... 55

PERAGUS: AREA OVERVIEW ....56

MAIN QUESTPATH .................. 62
TELOS: AREA OVERVIEW ....... 72
MAIN QUEST PATH ................. 84
SIDEQUESTS ...................o.... 97
EBON HAWK:
INTERLUDE .................. 102
NAR SHADDAA:
AREA OVERVIEW ............. 104
MAIN QUEST PATH ................. 13
SIDEQUESTS ....................... 129




TABLE OF CONTENTS

DXUN: APPENDIX I: MELEE
AREA OVERVIEW ............. 132  WEAPONS AND UPGRADES .. .210
MAIN QUESTPATH ................. 136
APPENDIX II: LIGHTSABERS
ONDERON: AND UPGRADES .............. 217
AREA OVERVIEW ............. 144
MAIN QUESTPATH ................. 149 APPENDIXIII: RANGED
WEAPONS AND UPGRADES .. .226
SIDEQUESTS ........covviieinon.. 153
DANTOONIE APPENDIX IV: RANGED
: ORDNANCE—EXPLOSIVES ... .236
AREA OVERVIEW ............. 156
MAIN QUESTPATH ................. 160\ PPENDIX V: BODY ARMOR . 240
SIDEQUESTS ... .. 168
APPENDIX VI:
KORRIBAN: CHARACTER EQUIPMENT ... .250
AREA OVERVIEW ............. 172

MAIN QUEST PATH ................. 175 APPENDIX VII: DROID PARTS

SIDEQUESTS ...........cooiiin... 178  AND ARMAMENTS ........... 261
GALACTIC TOUR: APPENDIX VIII: MEDICAL
AREA OVERVIEW ............. 180 ITEMS, STIMULANTS,

MAIN QUESTPATH ................. 184 AND MISCELLANY ........... 267
ENDGAME: APPENDIX IX: FEATS .......... 270
AREA OVERVIEW ............. 191

MAIN QUESTPATH ................. 199 APPENDIX X: JEDI POWERS .. .281

APPENDIX XI: FORCE FORMS . .288

APPENDIX XII: PARTY MEMBERS
PATH OF DESTINY ........... 2389

PRIMAGAMES.COM i

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



BIOGRAPHY AND OVERVIEW

Built by Janice Nall, a Twi’lek droid mechanic on Taris, T3-M4 is
a robust expert droid with impressive intelligence and ranged
combat capabilities. T3-M4 is a technical asset, creating
computer spikes and acting as a portable workbench for
upgrading items. In fact, if your Intelligence, Repair, and
Computer skills are proficient enough, and you have a strong
influence with your droid, you can permanently increase certain
attributes in addition to those normally gained.

T3-M4 has excellent dexterity, so if you plan to take it into
battle, place all subsequent points into this attribute. Early on,
T3-M4 can equip the droid shock arm, a special damage-
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inflicting weapon that acts like a weakened version of Force
Lightning. The shock arm inflicts damage based on T3-M4’s
level, allowing the droid to keep pace with ever-stronger
enemies. Or, you can take advantage of T3’s Blaster Integration
feat and place two strong blasters (after upgrading them) into
the droid’s casing. Also inspect the numerous flamethrowers,
ion strikers, stun charges, and disruptors—these expendable
weapons are amusing to employ, or you can save them for a
particular situation.

As a droid, T3-M4 is unaffected by healing powers. Offset this
disadvantage by stocking repair kits or installing a droid self-
sustaining unit into T3’s chassis.

Enhance T3-M4’s protection with the droid renewable shield
(see the “Droid Retrieval” sidequest in the Nar Shaddaa
walkthrough section). This allows T3 to shrug off most special
damage types. T3-M4 is also immune to mental Force
projection, making him an asset against those with psychic
mind tricks; but don’t let this droid trundle too close to the
enemy-his melee skills are unimpressive, and his vitality is low.

CHARACTER INFORMATION

STARTING APPEARANCE DAMAGED APPEARANCE

Level: Expert Droid 3
STARTING EQUIPMENT
Special Weapon: Droid Shock Arm
Right Weapon: Mining Laser

STARTING STATISTICS

Attribute Value Bonus Attribute Value Bonus

Strength 10 0 Vitality 30 0
Dexterity 15 +2* Defense 14 0
Constitution 14 +2 Fortitude 3 0
Intelligence 16 +3* Reflex 5 0
Wisdom 10 0 Will 1 0
Charisma 10 0

STARTING SKILLS

Skill Starting Rank Bonus
Computer Use 6 +4*
Demolitions 2 +4
Stealth 0 0
Awareness 2 0
Persuade 0 0
Repair 6 +4*
Security 6 +4*
Treat Injury 0 0

RECOMMENDED
EXPERIENCE ROUTE

<<

Recommended ultimate appearance
(ranged)

® Recommended Attack Style: ranged

® Unique Abilities: Creates computer spikes

® Additional Advice: Equip unique items. Use to create and
upgrade items. Use primarily for computer, security, and
repair problems. Immune to psychic Force powers, so use
against enemies with these attacks.

@ Ranged Fighting Style: Put your attribute points into
Dexterity (you get these points every four levels). If you are
primarily using T3-M4 as an item creator, place attribute
points into Intelligence.

@ Skills Allocation: Max out Repair first, then place remaining
skills into Computer Use and Security.

RECOMMENDED FEATS TO LEARN

1 Weapon Proficiency: Blaster Pistol, Droid Upgrade Class 1,
Blaster Integration, Logic Upgrade

Gear Head

Recommended: Ranged Blaster Pistol Style

Class Skill: Demolitions

Two-Weapon Fighting

N[ W
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RECOMMENDED FEATS TO LEARN

Level Feats
9 Rapid Shot

10 -

11 Improved Two-Weapon Fighting

12 Master Two-Weapon Fighting
13 -
14 -

15 Improved Rapid Shot
16 -
17 Master Rapid Shot

18 Weapon Focus: Blaster Pistol
19 -
20 -

21 Toughness

22 -

23 Improved Toughness

24 Master Toughness
25 -

26 -

27 Dual Strike

28 -

29 Improved Dual Strike

30 Master Dual Strike

PREFERRED EQUIPMENT CHART

Utility Droid Systems Upgrade
Sensor Droid Battle Upgrade
Utility Droid Motivator

Droid Shock Arm
Droid Energized Armor Mark III

Special Weapon

Plating

Special Weapon
Shield

Droid Multi-spectral Emitter

Droid Renewable Shield

Right Weapon Mandalorian Disintegrator

Left Weapon Zabrak Heavy Blaster

ITEM UPGRADES

Pistol: Right Weapon Upgrades—Accuracy Scope Mark IV, Beam
Splitter Mark III, Pure Rylith Power Cell

Pistol: Left Weapon Upgrades—-Accuracy Scope Mark III,
Mandalorian Chamber Mark III, Superior Rylith Power Cell

BIOGRAPHY AND OVERVIEW

When you locate her in the morgue on Peragus, the mysterious
old woman plaguing your dreams and abducting you from your
ship reveals herself to be a powerful Jedi Consular named Kreia.
She soon proves to be both a guide and a powerful ally: her
strengths include her Mentor ability, which provides a bonus to
earned experience points whenever she is in the party.

Kreia forms a unique psychic bond between herself and you-a
feat known as Force Chain. This allows any Force powers she
uses, such as Force Resistance or Force Immunity, to mutually
affect both of you. You can reciprocate, granting her any Force
power bonuses you give to yourself.

Under certain circumstances, many of your party members can
be trained by you, under her guidance, to embrace the path of
the Jedi...or the Sith. When your character reaches Level 15,
Kreia offers to teach you her deepest secrets, allowing you to
branch out into the Prestige classes.

In terms of combat ability, Kreia’s defense is low, so keep her at
range; she cannot wear armor and her melee skills are lacking.
Utilize her large reservoir of Force points (thanks in part to her
Force Channel power) and her other destiny-changing powers.
For light-side Kreia, focus on Stun, Force Valor, Heal, Force
Shield, Battle Meditation, and Force Whirlwind, and then
master these powers. For dark-side Kreia, learn Scream, Shock,

4 PRIMA OFFICIAL GAME GUIDE

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.




Wound, Heal, Battle Meditation, and Choke, and then improve
these powers.

On the rare occasion where she isn’t channeling the Force,
equip Kreia with a blaster pistol. For feats, choose the Dueling,
Toughness, and Rapid Shot aptitudes. For skills, maximize your
Repair, Treat Injury, and Stealth (in that order). As she is a
Consular, place all the additional attribute points you accrue
into Wisdom.

CHARACTER INFORMATION

STARTING APPEARANCE WOUNDED APPEARANCE

Level: Jedi Consular 3
STARTING EQUIPMENT
Body: Clothing

STARTING STATISTICS

Attribute Value Bonus Attribute Value Bonus

Strength 10 0 Vitality 36 0
Dexterity 16 +3* Force 49* 0
Constitution 16 +3* Defense 16 0
Intelligence 14 +2 Fortitude 6 0
Wisdom 16 +3* Reflex 5 0
Charisma 12 +1 Will 6 0

STARTING SKILLS

Skill Starting Rank Bonus
Computer Use 0 +2
Demolitions 0 0
Stealth 5 +3*
Awareness 6 +3*
Persuade 5 +1
Repair 0 +2
Security 0 0
Treat Injury 6 +3*

RECOMMENDED
EXPERIENCE ROUTE

Recommended ultimate
appearance (ranged)

Recommended ultimate
appearance (melee)

Recommended ultimate

appearance (dark side)

Recommended ultimate
appearance (light side)

® Recommended Attack Style: Ranged, Jedi powers

® Unique Abilities: Force Sensitive, Mentor, Force Chain

@ Additional Advice: Although able to brandish a lightsaber
or even a blaster, Kreia’s Force powers and exceptional Force
points mean her talents with offensive Force powers are
arguably unmatched. Ignore Two-Weapon Fighting, as Kreia
loses her left hand early in the adventure. The feats chart
here does not include Armor Proficiency Medium or Heavy;
this isn’t recommended as Force powers cannot be used.

® Overall Fighting Style: Always put your attribute points
into Wisdom (you gain these every four levels).

@ Skills Allocation: Place skill points into Repair, Treat Injury,
and Stealth.
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RECOMMENDED FEATS TO LEARN

RECOMMENDED POWERS TO LEARN

Powe 0 de or Darr
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Force Deflection

1 Blaster Pistol, Melee Weapons, Jedi Defense, Force Focus, 1 Burst of Speed
Jedi Sense, Dueling, Force Sensitive, Mentor, Force Chain; 2 Fear
Weapon Focus: Lightsaber 3 Force Push
2 Finesse: Melee Weapons Powe g de Powers (Dark Side
3 Class skill: Stealth 4 Stun Force Scream
eq elee eats (Ranged 5 Force Valor Force Shock
4 — — 6 Heal, Force Aura Horror, Wound
5 - - 7 Force Shield Heal
6 Improved Dueling Improved Dueling 8 Battle Meditation Battle Meditation
7 - - 9 Force Whirlwind, Improved Force Scream,
3 _ _ Revitalize Force Lightning
9 Master Dueling Master Dueling W sess e Wi
10 - _ 11 Knight Valor Choke
11 B B 12 Improved Heal, Kill,
Force Armor Insanity
12 Toughness Toughness
13 Knight Speed Drain Life
13 - -
14  Improved Battle Meditation  Revitalize
14 - -
15  Improved Revitalize, Master Force Scream,
15 Improved Toughness Improved Toughness Stasis Field Force Wave
16 - - 16  Force Wave Improved Heal
17 - - 17  Master Valor Improved Revitalize
18 Master Toughness Master Toughness 18  Master Heal e S
19 - - Master Speed Death Field
20 - — 19 Master Battle Meditation Master Heal
21 Conditioning Rapid Shot 20  Force Resistance Improved Battle Meditation
22 - — 21 Master Revitalize, Master Revitalize,
23 ~ ~ Force Immunity Master Battle Meditation
24 Improved Conditioning  Improved Rapid Shot 22 TS E Ol T Ve
25 ~ ~ 23 Force Breach Knight Valor
6 - ~ 24 Energy Resistance, Master Valor,
Improved Energy Resistance  Force Aura
27 Master Conditioning Master Rapid Shot B .
25  Master Energy Resistance Force Shield
28 - -
26  Force Barrier Force Armor
29 - -
27  Improved Force Barrier, Knight Speed,
30 Regenerate Force Points ~ Regenerate Force Points* Master Force Barrier Master Speed
* Substitute Armor Proficiency: Learn armor proficiency light early 28  Stun Droid Force Suppression
if you want the most protection while using Force powers. - -
29  Disable Droid Force Breach
30 Destroy Droid, Force Resistance,

Force Immunity




PREFERRED EQUIPMENT CHART

Item (Ranged)

Area Slot

Item (Melee)

Implant Physical Boost Implant Physical Boost Implant
Head Enhanced Shielding Visor Target Assessor

Hands Dominator Gauntlets Automation Gloves

Left Arm Mandalorian Power Shield Mandalorian Power Shield
Armor Zeison Sha Warrior Armor Zeison Sha Warrior Armor
Right Arm Verpine Prototype Shield Verpine Prototype Shield
Belt GNS Strength Enhancer Aratech Echo Belt

Right Weapon Echani Vibrosword Mandalorian Disintegrator

Left Weapon - -

Area Slot Item (Jedi Powers)

Implant Mental Boost Implant

Head Circlet of Saresh/Force Focusing Visor
Hands Jal Shey Meditation Gloves

Left Arm Mandalorian Power Shield

Armor Jal Shey Mentor Armor

Right Arm Verpine Prototype Shield

Belt Jal Shey Mentor Belt

Right Weapon Lightsaber

Left Weapon -

ITEM UPGRADES

Armor Upgrades: Melee Style-Armorply Plating Mark IV,
Strengthening Underlay Mark V

Armor Upgrades: Ranged Style-Armorply Plating Mark IV,
Biorestorative Underlay Mark V

Armor Upgrades: Jedi Power Style-Armorply Plating Mark III,
Biorestorative Underlay Mark V

Melee: Right Weapon Upgrades—Superior Agrinium Grip, Vibration
Cell Mark IV, Ostrine Edge

Ranged: Right Weapon Upgrades—Accuracy Scope Mark IV, Beam
Splitter Mark III, Pure Rylith Power Cell

Lightsaber: Lorrdian Gemstone, Jenruax Crystal, Ossus Dueling
Lens, Expert Deflection Emitter, Ultimate Diatium Energy Cell

BIOGRAPHY AND OVERVIEW

Tumbling through disaster after disaster ever since he was five
and counting on his incredible luck to pull him through each
time, Atton “Jaq” Rand was once an elite pilot but has always
been a scoundrel. This entitles him to a number of unique feats,
such as Survival, which makes him tougher the more damage he
sustains; try healing him at the very last moment and only to
half his regular health so he takes more damage, thus making
him tougher. He also comes with Spirit, which allows him to
return to combat after he reaches zero vitality points. Send
Atton into the fray, hang back, and wait for him to continuously
stagger back to his feet after an otherwise deadly enemy blow.

Being a scoundrel, Atton has natural and increasing defense
bonuses, thanks to Scoundrel’s Luck. At Level 19, he can follow
the Sneak Attack feat to 10; this, coupled with his Stealth Run
ability, allows him to eliminate single targets with incredible
ease. However, his average strength negates melee potential.
Instead, focus on ranged combat, pumping up his dexterity and
learning Two-Weapon Fighting and Rapid Shot to give inspiring
cover fire. The bonuses he receives for his Stealth Attack ability
allow you to equip him with weapons that stun (such as sonic
weapons). Watch that damage bonus climb.
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After you unlock Atton’s innate Jedi Sentinel abilities (see
Appendix XII), continue on the path you chose for him, keeping
him at range. Learn light side powers to aid your team or dark
side ones to Choke, Shock, and ravage your enemy. Continually
increase his Wisdom and have him learn Weapon Finesse:
Lightsaber to unleash his full potential. Build a dual-bladed
lightsaber for violent, close-quarter scrapes.

Atton when neutral or light side; Atton shifting toward the
dark side; and Atton pure dark side.

Level: Scoundrel 3
STARTING EQUIPMENT
Body: Atton’s Ribbed Jacket

STARTING STATISTICS

Attribute Value Bonus Attribute Value Bonus
Strength 12 +1 Vitality 24 0
Dexterity 16 +3* Force 0 0
Constitution 14 +2 Defense 19 0
Intelligence 10 0 Fortitude 5 0
Wisdom 10 0 Reflex 8 0
Charisma 12 +1 Will 3 0

8 PRIMA OFFICIAL GAME GUIDE
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STARTING SKILLS

Skill Starting Rank Bonus
Computer Use 3 0
Demolitions 4 0*
Stealth 4 +3*
Awareness 5 0*
Persuade 0 +1
Repair 0 0
Security 5 0
Treat Injury 0 0

RECOMMENDED
EXPERIENCE ROUTE

S
Recommended ultimate
appearance (melee)

Recommended ultimate
appearance (ranged)

Z il N
Recommended ultimate
appearance (light side)

appearance (dark side)

® Recommended Attack Style: Ranged. If Light Jedi, enhance
the party during battle. If Dark Jedi, use offensive powers.

® Unique Abilities: Scoundrel’s Luck, Survival, Spirit.
Becoming a Jedi is detailed in Appendix XII.

@ Additional Advice: Send him into combat alone to soften
up enemies, then heal him. Later have him concentrate on
providing covering fire.

® Overall Fighting Style: When melee, put your attribute
points into Strength. When ranged, put your attribute points
into Dexterity (gained every four levels).

@ Skills Allocation: Always put as many points as possible
into Security and put the remaining into Stealth,
Demolitions, and Awareness.




t
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RECOMMENDED FEATS TO LEARN

RECOMMENDED POWERS TO LEARN

Armor Proficiency: Light, Armor Proficiency: Medium,
Critical Strike, Sniper Shot, Sneak Attack I, Weapon
Proficiency: Blaster Pistol, Weapon Proficiency: Blaster
Rifle, Weapon Proficiency: Melee, Scoundrel’s Luck,

Survival, Spirit

2 Weapon Focus: Blaster Pistol

3 -

Level Feats (Melee) Feats (Ranged)

4 - -

5 Armor Proficiency: Heavy Armor Proficiency: Heavy
6 - -

7 — —

8 Two-Weapon Fighting Two-Weapon Fighting
9 _ _

10 - -

11 Flurry Rapid Shot

12 - -

13 - -

14 Improved Two-Weapon Fighting
15 - -
16 = =

Improved Two-Weapon Fighting

12 Burst of Speed Shock

13 Force Valor Force Lightning

14  Stun Wound

15  Knight Speed Choke

16  Knight Valor Kill

17 Stasis Force Scream

18  Master Speed Force Storm

19  Master Valor Improved Force Scream
20  Stasis Field Master Force Scream
21 Force Push Drain Life

22 Force Whirlwind Death Field

23 Force Wave Fear

24  Battle Meditation Horror

25  Improved Battle Meditation  Insanity

26  Master Battle Meditation Force Push

27 Heal Force Whirlwind

28  Improved Heal Force Wave

29 Master Heal Battle Meditation

30  Revitalize Improved Battle Meditation

17 Improved Flurry
18 - =
19 - -

Improved Rapid Shot

20  Master Two-Weapon Fighting
21 - -
22 - -
Master Rapid Shot
24 - -
25 - -

Master Two-Weapon Fighting

23 Master Flurry

26  Toughness
27 - -
28 - -

Toughness

29 Improved Toughness
30 - -

Improved Toughness

PREFERRED EQUIPMENT CHART

Area Slot Item (Melee) Item (Ranged)

Implant Physical Boost Implant Physical Boost Implant
Head Enhanced Shielding Visor Target Assessor

Hands Dominator Gauntlets Automation Gloves

Left Arm Mandalorian Power Shield Mandalorian Power Shield
Armor Mandalorian Assault Armor Flex Heavy Armor

Right Arm Verpine Prototype Shield Verpine Prototype Shield
Belt GNS Strength Enhancer Aratech Echo Belt

Right Weapon Echani Vibrosword Mandalorian Disintegrator
Left Weapon  Sith Tremor Sword Zabrak Heavy Blaster
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PREFERRED EQUIPMENT CHART

Area Slot Item (Jedi Powers)

Implant Mental Boost Implant

Head Circlet of Saresh/Force Focusing Visor
Hands Jal Shey Meditation Gloves

Left Arm Mandalorian Power Shield

Armor Zeison Sha Warrior Armor

Right Arm Verpine Prototype Shield

Belt Jal Shey Mentor Belt

Right Weapon Double-Bladed Lightsaber

Left Weapon -

ITEM UPGRADES

Armor Upgrades: Melee Style-Bonded Plates Mark IV,
Strengthening Underlay Mark V

Armor Upgrades: Ranged Style-Bonded Plates Mark IV, Flexible
Underlay Mark V

Armor Upgrades: Jedi Power Style-Armorply Plating Mark III,
Biorestorative Underlay Mark V

Melee: Right Weapon Upgrades—Superior Agrinium Grip, Vibration
Cell Mark IV, Ostrine Edge

Melee: Left Weapon Upgrades—Superior Zabrak Grip, Enhanced
Energy Cell Mark IV, Quadranium Edge

Ranged: Right Weapon Upgrades—Accuracy Scope Mark IV, Beam
Splitter Mark III, Pure Rylith Power Cell

Ranged: Left Weapon Upgrades—Accuracy Scope Mark III,
Mandalorian Chamber Mark III, Superior Rylith Power Cell
Lightsaber: Dual Bladed-Kaiburr Crystal, Ankarres Sapphire,
Enhanced Byrothsis Lens, Expert Fencing Emitter, Telgorn Jolt Cell
Mark III
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BIOGRAPHY AND OVERVIEW

Bao-Dur is a Zabrak tech specialist and refugee from a colony
world in the Mid Rim that was bombed out of commission by
Malak. Bao-Dur has impressive technical expertise; he has
Improved Gear Head and is an asset when you want to create
upgraded items, including your own lightsaber.

His main strengths lie in his close-combat potential, as he
begins with two unique abilities. The first is Shield Breaker,
which allows him to disintegrate a target’s energy shields. This
can be applied to energy walls or personal enemy protection,
but Bao-Dur must be close to punch the energy source. He also
possesses Repulsor Strike, causing impressive extra electrical
damage with each successful hit.

Combined with the additional damage he causes with his
Unarmed specialist feat series, Bao-Dur is more than capable of
handling himself in a fight. He is followed by a small remote
droid. Aggressively attack your target to have the remote back
you up. Bao-Dur’s main drawback is his lack of willingness to
wear most types of armor; equip him with the Krath holy battle
suit to avoid defense penalties. Add extra attribute points to
strength and improve his Flurry, Two-Weapon, and Toughness
feats, and Toughness as you progress. If you want to learn the
robust and devastating potential of unarmed combat, choose
Bao-Dur.




Also check his droid service duties aboard the Ebon Hawk after
you collect an assortment of mechanical companions, such as
GO-TO and HK-47. He can also provide you with a variety of
shields at any time, which can be used or sold.

Should you learn Bao-Dur’s path to Jedi destiny (consult
Appendix XII), have light-side Bao-Dur enhance the party with
Valor prior to combat, then learn Stun. For dark side, learn
Shock, Lightning, Wound, Choke, and then descend into
darkness from there.

CHARACTER INFORMATION

STARTING APPEARANCE

WOUNDED APPEARANCE

Bao-Dur when neutral or light side; Bao-Dur shifting toward
the dark side; and Bao-Dur pure dark side. Note the change in
tattoos.

Level: Tech Specialist 6
STARTING EQUIPMENT
Companion: Bao-Dur’s Remote

STARTING STATISTICS

Attribute Value Bonus Attribute Value Bonus

Strength 14 +2* Vitality 48 0
Dexterity 10 0 Force - 0
Constitution 14 +2* Defense 10 0
Intelligence 15 +2* Fortitude 5 0
Wisdom 14 +2 Reflex 4 0
Charisma 10 0 Will 6 0

STARTING SKILLS

Skill Starting Rank Bonus
Computer Use 9 +4*
Demolitions 9 +2*
Stealth 1 0
Awareness 8 A
Persuade 0 0
Repair 9 +4*
Security 9 +4*
Treat Injury 4 +2

RECOMMENDED
EXPERIENCE ROUTE

Recommended ultimate
appearance (ranged)

Recommended ultimate
appearance (melee)

Recommended ultimate

appearance (dark side)

Recommended ultimate
appearance (light side)

® Recommended Attack Style: Melee. If Light Jedi, enhance
the party during battle. If Dark Jedi, use offensive powers.

® Unique Abilities: Shield Breaker, allowing Bao-Dur to
punch through enemy and doorway shields. Becoming a Jedi
is detailed in Appendix XII at the back of this guide.

® Additional Advice: Build up Bao-Dur’s melee combat
prowess due to his Shield Breaker and reasonable Strength,
plus his Repulsor Strike at Level 7 and 13. He is a prime
candidate for upgrading your equipment and creating new
items. He can create shields for you and your team at any
time. He builds your lightsaber and upgrades your droids.
When a Jedi, use him in melee combat and emphasize
self-protective powers.
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® Overall Fighting Style: When melee, always put your
attribute points into Strength. When ranged, always put your
attribute points into Dexterity (you gain these every four
levels).

@ Skills Allocation: Always put as many points as possible
into Computer Use, Security, Repair, and put the remaining
into Demolitions and Awareness.

RECOMMENDED POWERS TO LEARN

owe O de
S

Powe Darr Side

Level Feats (Melee or Ranged)

RECOMMENDED FEATS TO LEARN

1 Armor Proficiency: Light, Armor Proficiency: Medium,
Critical Strike, Flurry, Power Attack, Conditioning, Weapon
Proficiency: Blaster Pistol, Weapon Proficiency: Blaster Rifle,
Weapon Proficiency: Melee, Shield Breaker

Unarmed Specialist I

Gear Head

2
3
4 Improved Gear Head
5
6

Unarmed Specialist II
Level Feats (Melee)
7 Improved Flurry

Feats (Ranged)
Rapid Shot

8 -

9 Two-Weapon Fighting

Two-Weapon Fighting

10 -

11 Master Flurry

Improved Rapid Shot

12 -

13 Improved Two-Weapon Fighting

Improved Two-Weapon Fighting

14 -

15  Master Two-Weapon Fighting

Master Rapid Shot

16 -

17  Toughness

Master Two-Weapon Fighting

18 -

19  Improved Toughness

Toughness

20 -

21 Master Toughness

Improved Toughness

22 -

23 Improved Conditioning

Master Toughness

24 -

25  Master Conditioning

Power Blast

26 -

27  Improved Power Attack

Improved Power Blast

28 -

29 Master Power Attack

Master Power Blast

30 -
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12 Burst of Speed Shock

13 Force Valor Force Lightning
14  Stun Wound

15  Knight Speed Choke

16  Knight Valor

Kill

17 Stasis

Force Scream

18  Master Speed

Force Storm

19 Master Valor

Improved Force Scream

20 Stasis Field

Master Force Scream

21 Force Push

Drain Life

22 Force Whirlwind

Death Field

23 Force Wave Fear

24  Battle Meditation Horror

25  Improved Battle Meditation  Insanity

26  Master Battle Meditation Force Push

27  Heal Force Whirlwind
28  Improved Heal Force Wave

29 Master Heal

Battle Meditation

30 Revitalize

Improved Battle Meditation

PREFERRED EQUIPMENT CHART

Area Slot Item (Melee) Item (Ranged)

Implant Physical Boost Implant Physical Boost Implant
Head Enhanced Shielding Visor Target Assessor

Hands Dominator Gauntlets Automation Gloves

Left Arm Mandalorian Power Shield Mandalorian Power Shield
Armor Krath Holy Battle Suit Krath Holy Battle Suit
Right Arm Verpine Prototype Shield Verpine Prototype Shield
Belt GNS Strength Enhancer Aratech Echo Belt

Right Weapon Echani Vibrosword Mandalorian Disintegrator

Left Weapon  Sith Tremor Sword

Zabrak Heavy Blaster

D
Area 0 e ed owe

Implant Physical Boost Implant
Head Enhanced Shielding Visor
Hands Dominator Gauntlets

Left Arm Mandalorian Power Shield
Armor Jamoh Hogra’s Battle Armor




PREFERRED EQUIPMENT CHART

Right Arm Verpine Prototype Shield

Belt GNS Strength Enhancer

Right Weapon Double-Bladed Lightsaber

Left Weapon -

ITEM UPGRADES

Armor Upgrades: Melee Style-Armorply Plating Mark IV,
Strengthening Underlay Mark V

Armor Upgrades: Ranged Style-Armorply Plating Mark IV,
Biorestorative Underlay Mark V

Armor Upgrades: Jedi Power Style-Armorply Plating Mark IV,
Strengthening Underlay Mark V

Melee: Right Weapon Upgrades—Superior Agrinium Grip, Vibration
Cell Mark IV, Ostrine Edge

Melee: Left Weapon Upgrades—Superior Zabrak Grip, Enhanced
Energy Cell Mark IV, Quadranium Edge

Ranged: Right Weapon Upgrades—Accuracy Scope Mark IV, Beam
Splitter Mark III, Pure Rylith Power Cell

Ranged: Left Weapon Upgrades—Accuracy Scope Mark III,
Mandalorian Chamber Mark III, Superior Rylith Power Cell

Jedi Power Lightsaber: Kaiburr Crystal, Ankarres Sapphire,
Enhanced Byrothsis Lens, Expert Fencing Emitter, Telgorn Jolt Cell
Mark III

BIOGRAPHY AND OVERVIEW

One of the six Echani handmaidens who serve the Jedi Knight
Atris is called upon when Atris is either unable or unwilling to
intervene directly in affairs. Only available to male player
characters after you visit the Jedi academy on Telos, the
handmaiden becomes a considerable combat presence as both a
soldier, and after training, as a Jedi Guardian.

The handmaiden’s delicate form betrays her exceptional combat
potential; she is just as content damaging foes from a distance
as she is at close quarters, and she arrives with numerous feats.
Her unique feat, the Echani Strike, is ideal if you are taking her
down the path of unarmed combat; she also automatically
learns the Unarmed Specialist feat just in case your melee
weapons aren’t cutting down the enemy quickly enough.
Conversely, she has a higher starting dexterity than strength,
making her ranged attack bonuses easier to accumulate. Under
the right supervision, she could become an almost unstoppable
unarmed force.

After her Jedi Guardian path is illuminated (see Appendix XII),
and she dons her mother’s robes, throw all your light side
powers into beefing up the party before and during combat-or
strike your foes down with the doomed and deadly dark side
offense. Choose either a ranged or melee path early on, and
stick to a single attribute to increase: either strength or
dexterity.

CHARACTER INFORMATION

<
nm__!}-!nm
|

WOUNDED APPEARANCE

L

Handmaiden when neutral or light side and handmaiden pure
dark side. Note the change in her hooded clothing.

Level: Soldier 6

STARTING EQUIPMENT

Body: Clothing

Body: Handmaiden’s Robes (after certain objectives are met)
Right Weapon: Handmaiden’s Staff
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STARTING STATISTICS ® Recommended Attack Style: Melee or ranged. If Light Jedi,

enhance the party during battle. If Dark Jedi, use offensive

Attribute Value Bonus Attribute Value Bonus powers.
Strength 14 e Vitality 78 0 [ Unlque‘Ablhtles: Echani Strike, useful for dealing out

; impressive unarmed damage.
Dexterity 16 +3 Force 0 0 @ Additional Advice: Ranged combat is slightly easier to
Constitution 14 +2* Defense 16 0 accomplish with the handmaiden, but if you are closely
. 10 0 Fortitude 8 0 maintaining her stats, you can utilize offepswe melefa feats

and learn all the different unarmed techniques. She is an

Wisdom 10 0 Reflex 6 0 exceptional bodyguard.
Cherdama 14 15 Will 3 0 ® Overall Fighting Style: When melee, always put your

attribute points into Strength. When ranged, always put your
attribute points into Dexterity (you gain these every four
levels).

STARTING SKILLS @ Skills Allocation: Always put as many points into Treat

Injury as possible, and put the remaining into Awareness.

Skill Starting Rank Bonus

Computer Use 0 0 RECOMMENDED FEATS TO LEARN

Stealth 5 +3 1 Armor Proficiency: Light, Armor Proficiency: Medium, Armor
TEESIESS 8 0* Proficiency: Heavy, Power Attack, Power Blast, Weapon
Proficiency: Blaster Pistol, Weapon Proficiency: Blaster Rifle,
Persuade 0 +2 Weapon Proficiency: Melee, Two-Weapon Fighting
Repair 0 0 2 Conditioning
Security 0 0 3 Toughness
Treat Injury 8 0* 4 Improved Power Attack
P 5 Improved Two-Weapon Fighting, Echani Strike
6 Improved Toughness
RECOMMENDED
EXPERIENCE ROUTE 7 Fluy Rapid Shor
8 Master Twwo-Weapon Fighting  Master Tiwo-Weapon Fighting
9 Improved Flurry Improved Rapid Shot
10  Master Flurry Master Rapid Shot
‘ ‘ ' . ,L - ' " ' ' 11 Master Power Attack Improved Power Blast
| 12 Master Toughness Master Power Blast
13 Weapon Focus: Melee Master Toughness
Recommended ultimate Recommended ultimate 14  Weapon Specialization: Melee Weapon Focus: Blaster Pistol
appearance (melee) appearance (ranged) 15  Critical Strike Weapon Specialization: Blaster Pistol
16  Improved Critical Strike Conditioning
17 - -
18  Master Critical Strike Improved Conditioning
19 - -
20  Conditioning Master Conditioning
21 - -
Recommended ultimate Recommended ultimate 22 Improved Conditioning Precise Shot I
appearance (light side) appearance (dark side) 23 - -
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e JEDI COMPANIONS ™

RECOMMENDED FEATS TO LEARN

24 Master Conditioning Precise Shot II

Level Feats {Melee) Feats (Ranged)

PREFERRED EQUIPMENT CHART

Area Slot Item (Melee) Item (Ranged)

25 - -

26 Dual Strike Precise Shot III

27 - -

28 Improved Dual Strike Precise Shot IV

Implant Physical Boost Implant Physical Boost Implant
Head Enhanced Shielding Visor Target Assessor

Hands Dominator Gauntlets Automation Gloves

Left Arm Mandalorian Power Shield Mandalorian Power Shield
Armor Mandalorian Assault Armor Flex Heavy Armor

29 - -

Right Arm Verpine Prototype Shield Verpine Prototype Shield

30 Master Dual Strike Precise Shot V

Belt Gns Strength Enhancer Aratech Echo Belt

RECOMMENDED POWERS TO LEARN

Level Powers (Light Side) Powers (Dark Side)

Right Weapon Echani Vibrosword Mandalorian Disintegrator

Left Weapon  Sith Tremor Sword Zabrak Heavy Blaster

Area Slot Item (Jedi Powers)

12 Burst of Speed Shock Implant Physical Boost Implant

13 Force Valor Force Lightning Head Circlet of Saresh/Force Focusing Visor
14 Stun Wound Hands Jal Shey Meditation Gloves

15  Knight Speed Choke Left Arm Mandalorian Power Shield

16  Knight Valor Kill Armor Zeison Sha Warrior Armor

17 Stasis Force Scream Right Arm Verpine Prototype Shield

18 Master Speed Force Storm Belt Jal Shey Mentor Belt

19  Master Valor Improved Force Scream Right Weapon Double-Bladed Lightsaber

20 Stasis Field Master Force Scream

Left Weapon -

21 Force Push Drain Life

22 Force Whirlwind Death Field

23 Force Wave Fear

24 Battle Meditation Horror

25  Improved Battle Meditation  Insanity

26 Master Battle Meditation Force Push

27 Heal Force Whirlwind

28  Improved Heal Force Wave

29 Master Heal Battle Meditation

30  Revitalize Improved Battle Meditation

ITEM UPGRADES

Armor Upgrades: Melee Style-Bonded Plates Mark IV,
Strengthening Underlay Mark V

Armor Upgrades: Ranged Style-Bonded Plates Mark IV, Flexible
Underlay Mark V

Melee: Right Weapon Upgrades—Superior Agrinium Grip, Vibration
Cell Mark IV, Ostrine Edge

Melee: Left Weapon Upgrades—Superior Zabrak Grip, Enhanced
Energy Cell Mark IV, Quadranium Edge

Ranged: Right Weapon Upgrades—Accuracy Scope Mark IV, Beam
Splitter Mark III, Pure Rylith Power Cell

Ranged: Left Weapon Upgrades—Accuracy Scope Mark III,
Mandalorian Chamber Mark III, Superior Rylith Power Cell
Lightsaber: Kaiburr Crystal, Ankarres Sapphire, Enhanced
Byrothsis Lens, Expert Fencing Emitter, Telgorn Jolt Cell Mark III

PRIMAGAMES.COM 15

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.




BIOGRAPHY AND OVERVIEW

One of many bounty hunters that skulk in the bars and ports on
Nar Shaddaa, this scout joins you if your destiny has taken a
light side or neutral path. She is already equipped with her
unique wrist launcher, her Weapon Proficiency is Wrist
Mounted, and she has grenades that come in a number of
varieties. However, as you progress, the slightly risky strategy of
launching area-of-effect missiles into combat may be at odds
with melee combat fighters, so learn ranged weapon feats and
perfect Mira’s Precise Shot, which helps each blast strike
accurately.

Being a scout, Mira’s unique skills continue with Targeting, an
eight-tiered feat that can end with a +8 attack bonus with
ranged weapons. As you progress, invest in Rapid Shot, Two-
Weapon Fighting, and then Toughness feats to create a long-
range specialist. However, when not in combat, be aware of
Mira’s Point Guard ability—an extremely useful bonus when
trekking through mine fields. Combine this ability with her
Stealth skill for the ultimate infiltrator.

16 PRIMA OFFICIAL GAME GUIDE
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Mira’s path to becoming a Jedi Sentinel is also possible (see
Appendix XII). When she learns to harness the Force, have a
light-side Mira continue to utilize long-range weapons while
powering up her wounded or close-combat teammates. A dark-
side Mira should focus on offensive ranged powers. Although
lightsaber combat is possible with Mira, and proves to be an
entertaining diversion, her attributes are best served away from
enemy melee weaponry.

STARTING APPEARANCE

WOUNDED APPEARANCE

Mira when neutral or light side; Mira shifting toward the
dark side; and Mira pure dark side.

Level: Scout 6

STARTING EQUIPMENT
Body: Mira’s Ballistic Mesh Jacket
Right Arm: Wrist Launcher

STARTING STATISTICS

Attribute Value Bonus
Strength 10 0 Vitality 54 0
Dexterity 16 +3* Force 0 0
Constitution 12 +1 Defense 19 0
Intelligence 14 +2 Fortitude 6 0
Wisdom 11 0 Reflex 8 0
Charisma 10 0 Will 5 0

* = Prime Statistic




i

-"" ~ JEDI COMPANIONS ),

STARTING SKILLS

Skill Starting Rank Bonus
Computer Use 0 +4
Demolitions 6 +3*
Stealth 6 +4*
Awareness 6 0
Persuade 0 0
Repair 0 +2
Security 6 +2*
Treat Injury 3 0

RECOMMENDED
EXPERIENCE ROUTE

Recommended ultzmate
appearance (ranged)

Recommended ultimate
appearance (melee)

Recommended ultimate

appearance (dark side)

Recommended ultimate
appearance (light side)

® Recommended Attack Style: Ranged. If Light Jedi, enhance
the party during battle. If Dark Jedi, use offensive powers.

® Unique Abilities: Weapon Proficiency: Wrist Launcher, Point
Guard

® Additional Advice: Mira is definitely a ranged character, but
she also benefits from her stealth and ability to maneuver
over mines without penalty. Have her investigate the path
ahead, report back, and remain behind the melee attackers in
combat.

@ Overall Fighting Style: When melee, always put your
attribute points into Strength. When ranged, always put your
attribute points into Dexterity (you gain these every four
levels).

@ Skills Allocation: Unless you are determined to use your
Stealth, always put as many points into Computer Use and
Repair, and put the remaining into Demolitions, Awareness,
and Treat Injury.

RECOMMENDED FEATS TO LEARN

Armor Proficiency: Light, Critical Strike, Rapid Shot, Sniper
Shot, Weapon Proficiency: Blaster Pistol, Weapon
Proficiency: Blaster Rifle, Weapon Proficiency: Melee,
Targeting I, Point Guard, Weapon Proficiency: Wrist Mounted

Caution

Dueling

[N @, T " SN G B \S )

Level Feats {Melee) Feats (Ranged)

7 Flurry Improved Rapid Shot
8 - _
9 Two-Weapon Fighting Master Rapid Shot

10 - -

11  Improved Flurry
12 - -

Two-Weapon Fighting

13 Improved Two-Weapon Fighting Improved Two-Weapon Fighting

14 - -

15  Master Flurry
16 - -

Master Two-Weapon Fighting

17  Master Two-Weapon Fighting
18 - -

Toughness

19 Armor Proficiency: Medium

20 - -

Improved Toughness

21  Armor Proficiency: Heavy
22 - =

Master Toughness

23 Toughness Power Blast

24 - -

25  Improved Toughness
26 - =

Improved Power Blast

27  Master Toughness Master Power Blast
28 - =
29  Weapon Focus: Melee Dual Strike

30 - -
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RECOMMENDED POWERS TO LEARN

Level Powers (Light Side)

Powers (Dark Side)

PREFERRED EQUIPMENT CHART

12 Burst of Speed Shock Armor Zeison Sha Warrior Armor
13 Force Valor Force Lightning Right Arm Verpine Prototype Shield
14 Stun Wound Belt Jal Shey Mentor Belt
15 Knight Speed Choke Right Weapon Double-Bladed Lightsaber
16  Knight Valor Kill Left Weapon -
17 Stasis Force Scream ITEM UPGRADES
18  Master Speed Force Storm Armor Upgrades: Melee Style-Armorply Plating Mark 1V,

Strengthening Underlay Mark V
19 Master Valor Improved Force Scream Armor Upgrades: Ranged Style-Armorply Plating Mark IV,
20  Stasis Field Master Force Scream Biorestorative Underlay Mark V

— Melee: Right Weapon Upgrades—Superior Agrinium Grip, Vibration

21 Force Push Drain Life Cell Mark IV, Ostrine Edge
22  Force Whirlwind Death Field Melee: Left Weapon Upgrades—Superior Zabrak Grip, Enhanced

Energy Cell Mark IV, Quadranium Edge
23 Force Wave Fear Ranged: Right Weapon Upgrades—Accuracy Scope Mark IV, Beam
24  Battle Meditation Horror Splitter Mark III, Pure Rylith Power Cell

. - Ranged: Left Weapon Upgrades—Accuracy Scope Mark III,
25  Improved Battle Meditation  Insanity Mandalorian Chamber Mark III, Superior Rylith Power Cell
26  Master Battle Meditation Force Push Lightsaber: Kaiburr Crystal, Ankarres Sapphire, Enhanced
— Byrothsis Lens, Expert Fencing Emitter, Telgorn Jolt Cell Mark III

27  Heal Force Whirlwind
28  Improved Heal Force Wave
29  Master Heal Battle Meditation
30  Revitalize Improved Battle Meditation*

*Have Mira learn Weapon Finesse: Lightsaber if she is going to
become a Jedi.

PREFERRED EQUIPMENT CHART

Area Slot Item (Melee) Item (Ranged)

Implant Physical Boost Implant Physical Boost Implant
Head Enhanced Shielding Visor Target Assessor

Hands Dominator Gauntlets Automation Gloves

Left Arm Mandalorian Power Shield Mandalorian Power Shield
Armor Mandalorian Assault Armor Flex Heavy Armor

Right Arm Verpine Prototype Shield Verpine Prototype Shield
Belt GNS Strength Enhancer Aratech Echo Belt

Right Weapon Echani Vibrosword Mandalorian Disintegrator
Left Weapon  Sith Tremor Sword Zabrak Heavy Blaster

Area Slot Item (Jedi Powers)

Implant Physical Boost Implant

Head Circlet of Saresh/Force Focusing Visor
Hands Jal Shey Meditation Gloves

Left Arm Mandalorian Power Shield
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BIOGRAPHY AND OVERVIEW

Hanbharr is an anomaly of Wookiee culture; he is a dishonorable
predator who came to see the Czerka Corporation’s attempts to
enslave his homeworld as a great learning experience for how
galactic trade works. Now on Nar Shaddaa, this scout only joins
you if you are strongly committed to the dark side when you
encounter him. Hanharr is a melee combat monster, and
although you can take him down the path of ranged combat, his
tremendous strength and constitution are ideally suited for
tearing apart adversaries at close quarters.

Although he cannot wear items on his head or body, and
therefore lacks armor, he makes up for this with his unique
feats. The first of these is Wookiee Toughness, dropping
damage taken and upping vitality points as Hanharr progresses.
The second feat, Wookiee Rage, is a blood-pumping frenzy that
works incredibly well if you have a second party member
constantly healing Hanharr as he rips through his foes.

Hanharr’s melee potential is truly unlocked when you add feats
such as Flurry, Two-Weapon Fighting, Power Attack, and
Toughness. When choosing items, find those that add to his
strength, such as the GNS strength enhancer belt, and the
physical boost D-package implants. For melee weapons, arm
Hanharr with the Echani vibrosword and the Sith tremor sword,
and upgrade them for a truly unstoppable walking carpet.

CHARACTER INFORMATION

WOUNDED APPEARANCE

STARTING APPEARANCE

Level: Scout 4
STARTING EQUIPMENT

Left Weapon: Ryyk Blade Right Weapon: Ryyk Blade

STARTING STATISTICS

Attribute Value Bonus Attribute Value Bonus
Strength 20 +5%* Vitality 60 0
Dexterity 13 +1 Force 0 0
Constitution 20 +5* Defense 11 0
Intelligence 10 0 Fortitude 9 0
Wisdom 12 +1 Reflex 5 0
Charisma 8 -1 Will 5 0

* = Prime Statistic

STARTING SKILLS

Skill Starting Rank Bonus
Computer Use 0 0
Demolitions 6 0
Stealth 0 0
Awareness 6 +1
Persuade 0 -1
Repair 4 0
Security 0 0
Treat Injury 5 +1*

* = Prime Statistic

RECOMMENDED
EXPERIENCE ROUTE

Recommended ultimate
appearance (ranged)

Recommended ultimate
appearance (melee)

® Recommended Attack Style: Melee

® Unique Abilities: Wookiee Toughness, Wookiee Rage

@ Additional Advice: Hanharr is a close-combat monster. Add
to his strength and constitution with all the equipment you
can muster.

® Overall Fighting Style: Always put your attribute points
into Strength.

@ Skills Allocation: Always put as many points into Computer
Use and Repair, and the remaining into Treat Injury.

PRIMAGAMES.COM 19

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



RECOMMENDED FEATS TO LEARN

Level Feats (Melee or Ranged)

1 Flurry, Power Attack, Rapid Shot, Weapon Proficiency:
Blaster Pistol, Weapon Proficiency: Blaster Rifle, Weapon
Proficiency: Melee, Uncanny Dodge, Wookiee Toughness I,
Targeting I, Precise Shot I, Close Combat, Wookiee Rage,
Improved Power Attack

2 —

3 Weapon Focus: Melee Weapons

4 _
Level Feats (Melee) Feats (Ranged)

Improved Flurry Improved Rapid Shot

Two-Weapon Fighting

5
6
7 Two-Weapon Fighting
8
9

Master Flurry Master Rapid Shot

10 - -

11 Improved Two-Weapon Fighting
12 - -

Improved Two-Weapon Fighting

13 Master Two-Weapon Fighting Master Two-Weapon Fighting
14 - -

15 Master Power Attack Toughness

16 - -

17 Toughness
18 - -

Improved Toughness

19  Improved Toughness
20 = =
21  Master Toughness II Dual Strike
22 = =
23 Dual Strike
24 = =

Master Toughness

Improved Dual Strike

25  Improved Dual Strike Master Dual Strike
26 - -
27  Master Dual Strike Conditioning

28 - -

29 Conditioning
30 - =

Improved Conditioning
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PREFERRED EQUIPMENT CHART

Area Slot Item (Melee) Item (Ranged)

Implant Physical Boost D-Package Physical Boost D-Package
Head - -

Hands Dominator Gauntlets Automation Gloves

Left Arm Mandalorian Power Shield Mandalorian Power Shield
Armor - -

Right Arm Verpine Prototype Shield Verpine Prototype Shield
Belt GNS Strength Enhancer Aratech Echo Belt

Right Weapon Echani Vibrosword Mandalorian Disintegrator

Left Weapon  Sith Tremor Sword Zabrak Heavy Blaster

ITEM UPGRADES

Melee: Right Weapon Upgrades-Superior Agrinium Grip, Vibration
Cell Mark IV, Ostrine Edge

Melee: Left Weapon Upgrades—Superior Zabrak Grip, Enhanced
Energy Cell Mark IV, Quadranium Edge

Ranged: Right Weapon Upgrades—Accuracy Scope Mark IV, Beam
Splitter Mark III, Pure Rylith Rower Cell

Ranged: Left Weapon Upgrades—Accuracy Scope Mark III,
Mandalorian Chamber Mark III, Superior Rylith Power Cell




BIOGRAPHY AND OVERVIEW

This floating black spherical droid can float on the wrong side
of galactic law, and it has managed to become a prominent
Exchange crime lord on Nar Shaddaa. When you finally
convince this expert droid to join your party, there is only one
main path to take him along: that of ranged attacker with
stealth trappings. GO-T0’s droid scramble is useful when you’re
attacking machine-based entities, as you can turn them on their
own masters or each other.

GO-TO was mainly built for stealth exploration, however, and
the trio of unique items reflects this. The personal cloaking
shield allows the droid to easily activate a stealth shield; an
option for assassinations and investigating dangerous ground
ahead. When you return to your ship, though, try to engage GO-
TO in conversation; you make credits that establish stability on
various planets (see Appendix XII). Keep GO-TO away from
adventuring and instead maximize his Workbench skills and
Intelligence.

The droid singularity projector and droid stealth booster are
both unique parts that further enhance his cloaking, effectively
making him invisible on stealth missions. The droid omnis-
cience unit aids in attack modifiers and awareness. With blaster
integration already learned, make sure GO-TO masters Two-
Weapon Fighting, Rapid Shot, then Weapon Focus: Blaster
Pistol. Place his attribute points into dexterity if you’re using
him offensively. If you’re short on party members with stealth
capabilities, press GO-TO into service.

CHARACTER INFORMATION

STARTING APPEARANCE DAMAGED APPEARANCE

Level: Expert Droid 4

STARTING EQUIPMENT

Utility: GO-TO Targeting Module
Special Weapon: Droid Neural Pacifier
Shield: Droid Defense Barrier

Right Weapon: Aratech Droid Oxidizer

STARTING STATISTICS

Attribute Value Bonus
Strength 10 0 Vitality 54 0
Dexterity 17 +3* Force 0 0
Constitution 12 +1 Defense 17 0
Intelligence 16 +3 Fortitude 3 0
Wisdom 10 0 Reflex 8 0
Charisma 10 0 Will 2 0

STARTING SKILLS

Skill Starting Rank Bonus
Computer Use 9 +5*
Demolitions 0 0
Stealth 4 +4*
Awareness 5 0
Persuade 0 0
Repair 5 +5*
Security 9 +5*
Treat Injury 0 0

RECOMMENDED
EXPERIENCE ROUTE

<<
Recommended ultimate
appearance (ranged)

® Recommended Attack Style: Ranged

® Unique Abilities: Personal Cloaking Shield, Droid Scramble

® Additional Advice: Keep GO-TO at range for every combat;
only use him for his Stealth if you have no other plans. Keep
GO-TO as a workbench upgrade creator.

® Overall Fighting Style: Always put your attribute points
into Dexterity and Intelligence if you are making GO-TO an
“upgrading” character.

@ Skills Allocation: Maximize Repair first, then place your
remaining points into Computer Use and Security.
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RECOMMENDED FEATS TO LEARN

Level Feats (Melee or Ranged)

1 Weapon Proficiency: Blaster Pistol, Droid Upgrade Class 1,
Blaster Integration, Logic Upgrade, Personal Cloaking Shield,
Two-Weapon Fighting

2 -

3 Caution

4 -

5 Gear Head

6 Improved Gear Head

7 _

8 -

9 Improved Two-Weapon Fighting

10 -

11 Master Two-Weapon Fighting

12 Rapid Shot

13 -

14 -

15 Improved Rapid Shot

16 -

17 Master Rapid Shot

18 Weapon Focus: Blaster Pistol

19 -

20 -

21 Toughness

22 -

23 Improved Toughness

24 Master Toughness

25 -

26 -

27 Master Gear Head

28 -

29 Improved Caution

30 Master Caution
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PREFERRED EQUIPMENT CHART

Area Slot Item (Ranged)

Utility Droid Stealth Booster

Sensor Droid Omniscience Unit

Utility Droid Singularity Projector
Special Weapon Droid Multi-Spectral Emitter
Plating Droid Energized Armor Mark III
Special Weapon Droid Plasma Thrower

Shield Droid Unity Grid

Right Weapon Mandalorian Disintegrator

Left Weapon Zabrak Heavy Blaster

ITEM UPGRADES

Right Weapon Upgrades: Accuracy Scope Mark IV, Beam Splitter
Mark III, Pure Rylith Power Cell

Left Weapon Upgrades: Accuracy Scope Mark III, Mandalorian
Chamber Mark III, Superior Rylith Power Cell

BIOGRAPHY AND OVERVIEW

Located inside a secure chamber on the Ebon Hawk, the combat
droid rumored to be in the service of Darth Revan appears to be

completely deactivated. When you return with the necessary



parts to reassemble HK-47, you can talk to him, ideally steering
him away from conversations about party-member assassination
and toward the droid’s role in the Mandalorian Wars. Also
locate the droid pacifist package to fully explore this assassin’s
previously untapped emotions (see the “New Trade Routes”
sidequest in the “Nar Shaddaa” walkthrough section).

However, HK-47 is best utilized as a ruthless long-range
takedown machine. He is already functioning with many
associated skills, including the unique Assassin Protocols,
which allows bonus damage to successful hits. Continue this
path by learning Blaster Rifle Specialization, then Rapid Shot,
Toughness, and Dual Strike. Place all your attribute points into
Dexterity.

Locate HK-47’s unique head and body items. Fit the droid
assassination module and the droid capacitor armor for excep-
tional defensive bonuses, including the ability to withstand a
droid’s worst fear: electrical and ion attacks.

HK-47 must be outfitted with the best weaponry. Although you
can equip him with an upgraded Mandalorian disintegrator and
a Zabrak heavy blaster, give these to another ranged party
member, and instead use HK-47’s unique droid assassin rifle.
Upgrade with the best accuracy scope, beam splitter, and Rylith
power cell for the finest ranged weapon of all, especially when
combined with the gun’s bonus sniper capabilities.

HK-47’s component parts are located in the four places shown
below. There’s also a pacifist package to equip to unlock a side
of HK-47 you never knew existed!

HK-47 COMPONENTS

1. HK-50 Droid Remains: Peragus Mining Facility

2. Buy From Kodin: Nar Shaddaa at Refuge Landing Pad

3. HK-50 Droid Remains: Nar Shaddaa at Vogga’s Warehouse
4. Buy From 1B-8D: Onderon at The Western Square

CHARACTER INFORMATION

STARTING APPEARANCE DAMAGED APPEARANCE

Level: Combat Droid 6
STARTING EQUIPMENT
Right Weapon: Blaster Rifle

STARTING STATISTICS

Attribute Value Bonus
Strength 16 +3 Vitality 72 0
Dexterity 16 +3* Force 0 0
Constitution 10 0 Defense 19 0
Intelligence 14 +2 Fortitude 5 0
Wisdom 12 +1 Reflex 5 0
Charisma 10 0 Will 3 0
STARTING SKILLS

Skill Starting Rank Bonus

Computer Use 0 +2*

Demolitions 5 +2

Stealth 0 0

Awareness 5) +1

Persuade 0 0

Repair 6 +2*

Security 0 0*

Treat Injury 0 il

RECOMMENDED
EXPERIENCE ROUTE

Recommended ultimate Recommended ultimate
appearance (ranged rifle) appearance (ranged pistols)

® Recommended Attack Style: Ranged Rifle

® Unique Abilities: Assassin Protocols

® Additional Advice: Hunt down the droid assassin rifle,
upgrade it, give it to Hk-47, place as much Dexterity-
enhancing equipment on HK-47 as possible, and watch him
tag a multitude of enemies from long distance.

® Overall Fighting Style: Always put your attribute points
into Dexterity.

@ Skills Allocation: Maximize Computer Use and Repair first,
then place your remaining points into Treat Injury.
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RECOMMENDED FEATS TO LEARN

Level Feats (Ranged Rifle or Ranged Pistol)

1 Power Blast, Weapon Proficiency: Blaster Pistol, Weapon
Proficiency: Blaster Rifle, Logic Upgrade, Droid Upgrade
Class I, Assassin Protocols

2 -
3 Weapon Focus: Blaster Rifle
4 -
5 -
6 Toughness
7 - -
8 - -

9 Weapon Specialization: Blaster Rifle Two-Weapon Fighting

10 - =

11 - -

12 Rapid Shot Improved Two-Weapon Fighting

PREFERRED EQUIPMENT CHART

Area Slot

Item (Ranged Rifle) Item (Ranged Pistol)

Utility Droid Systems Upgrade Droid Systems Upgrade
Sensor Droid Assassination Module Droid Assassination Module
Utility Droid Agility Upgrade Droid Agility Upgrade

Special Weapon Droid Multi-Spectral Emitter ~ Droid Multi-Spectral Emitter

Plating Droid Capacitor Armor Droid Capacitor Armor

Special Weapon Droid Plasma Thrower Droid Plasma Thrower

Shield Droid Unity Grid Droid Unity Grid

Right Weapon  Droid Assassin’s Rifle Mandalorian Disintegrator

Left Weapon - Zabrak Heavy Blaster

ITEM UPGRADES

Droid Assassin Rifle: Right Weapon Upgrades—Accuracy Scope
Mark IV, Beam Splitter Mark III, Pure Rylith Power Cell

Pistol: Right Weapon Upgrades—Accuracy Scope Mark IV, Beam
Splitter Mark III, Pure Rylith Power Cell

Pistol: Left Weapon Upgrades—Accuracy Scope Mark III,
Mandalorian Chamber Mark III, Superior Rylith Power Cell

13 - -

14 - -

15 Improved Rapid Shot Master Two-Weapon Fighting

16 - -

17 - -

18 Master Rapid Shot Rapid Shot

19 - -

20 - =

21 Improved Toughness Improved Rapid Shot

22 - -

23 - -

24 Master Toughness Master Rapid Shot

25 - -

26 - -

27 Dual Strike Weapon Focus: Blaster Pistol

28 - -

29 - -

30  Improved Dual Strike Weapon Specialization: Blaster Pistol
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BIOGRAPHY AND OVERVIEW

Once a mercenary-for-hire, this Mandalorian foot soldier
abandoned these practices to seek a new purpose: the gathering
of scattered Mandalorian warriors across the galaxy and a return
home. Now the Mandalore or “chief,” this soldier joins your
party on the beast moon of Dxun and comes ready with a large
array of combat feats. Talk to him about his history (see
Appendix XII), and he may reveal some interesting stories
about past battles.

Although you may wish to equip him with long-range
weapons, his starting Dexterity is average while his Strength
is impressive. This leads to a career as a frontline melee
fighter; continuously improve your Strength as you advance.
Invest in Flurry, Two-Weapon Fighting, Weapon Focus: Melee,
and Toughness, and check Mandalore’s two unique feats. The
first is Implant Switching; choose the instant +4 to Strength
before every battle to really hammer the point home to your
enemies. The Mandalorian Courage allows increasing Defense
bonuses and Immunity to those inflicting the debilitating Fear
and Horror.

A true Mandalore never takes off his ceremonial armor, even
when he sleeps, and this is the case here. Take the already-
impressive suit and add the best bonded plates and strength-
ening underlay you can find for further combat enhancements.
Finally, find the finest two blades—the Echani vibrosword and
the Sith tremor sword-upgrade them fully, and your
Mandalorian leader becomes a lethal close-assault specialist.

CHARACTER INFORMATION

STARTING APPEARANCE WOUNDED APPEARANCE

Level: Soldier 6
STARTING EQUIPMENT
Right Weapon: Blaster Rifle

STARTING STATISTICS

Attribute Value Bonus
Strength 15 +2* Vitality 65 0
Dexterity 12 0 Force 0 0
Constitution 15 +2* Defense 23 0
Intelligence 12 +1 Fortitude 6 0
Wisdom 12 +1 Reflex 2 0
Charisma 12 +1 Will 2 0
STARTING SKILLS

Skill Starting Rank Bonus

Computer Use 0 +1

Demolitions 0 0

Stealth 2 +1

Awareness 5 +1*

Persuade 2 +1

Repair 0 +1

Security 0 0

Treat Injury 9 +1*

RECOMMENDED
EXPERIENCE ROUTE

Recommended ultimate
appearance (ranged)

Recommended ultimate
appearance (melee)

® Recommended Attack Style: Melee

® Unique Abilities: Mandalorian Courage, Implant Switching

® Additional Advice: Go melee with Mandalore, equipping
him with the two finest swords (upgraded) you have; add as
many strength enhancements as possible, and switch
implants to deliver yet more additional strength bonuses.

® Overall Fighting Style: When melee or ranged, always put
your attribute points into Strength.

@ Skills Allocation: Place as many points into Treat Injury as
possible. Any remaining skills points go in Awareness.
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RECOMMENDED FEATS TO LEARN

L Feats (Melee or Ranged)

PREFERRED EQUIPMENT CHART

Area Slot

Item (Ranged Rifle)

Item (Ranged Pistol)

1 Armor Proficiency: Light, Armor Proficiency: Medium, Armor
Proficiency: Heavy, Power Attack, Power Blast, Weapon Proficiency:
Blaster Pistol, Weapon Proficiency: Blaster Rifle, Weapon Focus: Blaster
Rifle, Weapon Specialization: Blaster Rifle, Weapon Proficiency: Melee,
Toughness, Mandalorian Courage, Implant Switching

Implant Physical Boost Implant Physical Boost Implant
Head Enhanced Shielding Visor Target Assessor

Hands Dominator Gauntlets Automation Gloves

Left Arm Mandalorian Power Shield Mandalorian Power Shield
Armor Mandalore’s Armor Mandalore’s Armor

Right Arm Verpine Prototype Shield Verpine Prototype Shield
Belt GNS Strength Enhancer Aratech Echo Belt

Right Weapon  Echani Vibrosword Mandalorian Disintegrator

Left Weapon

Sith Tremor Sword

Zabrak Heavy Blaster

2 Rapid Shot
3 Sniper Shot
4 Close Combat
5 Improved Power Blast
eve ed elee ed Ranged
6 Flurry Two-Weapon Fighting
7 Two-Weapon Fighting Improved Two-Weapon Fighting
8 Improved Flurry Improved Rapid Shot
9 Improved Two-Weapon Fighting ~ Master Rapid Shot

10 Master Flurry

Master Two-Weapon Fighting

11 Master Two-Weapon Fighting

Weapon Focus: Blaster Pistol

12 Weapon Focus: Melee

Weapon Specialization: Blaster Pistol

13 Weapon Specialization: Melee

Improved Toughness

14 Improved Toughness

Master Toughness

ITEM UPGRADES
Armor Upgrades: Melee Style-Bonded Plates Mark IV,
Strengthening Underlay Mark V
Armor Upgrades: Ranged Style-Armorply Plating Mark IV, Flexible
Underlay Mark V
Melee: Right Weapon Upgrades—Superior Agrinium Grip, Vibration
Cell Mark IV, Ostrine Edge
Melee: Left Weapon Upgrades—Superior Zabrak Grip, Enhanced

Energy Cell Mark IV, Quadranium Edge

Ranged: Right Weapon Upgrades—-Accuracy Scope Mark IV, Beam

Splitter Mark III, Pure Rylith Power Cell

Ranged: Left Weapon Upgrades—Accuracy Scope Mark III,
Mandalorian Chamber Mark III, Superior Rylith Power Cell

15 Master Toughness Master Power Blast

16 Improved Power Attack Conditioning

17 - -

18 Master Power Attack Improved Conditioning
19 - -

20 Conditioning

Master Conditioning

21 - -
22 Improved Conditioning Precise Shot I
23 - -
24 Master Conditioning Precise Shot II
25 - -

26 Dual Strike

Precise Shot III

27 -

28 Improved Dual Strike

Precise Shot IV

29 -

30 Master Dual Strike

Precise Shot V
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BIOGRAPHY AND OVERVIEW

The Disciple is a historian currently researching on the planet
Dantooine, and he joins your party only if your player character
is female. Amid the studying, he has found a number of secrets
about you and may be willing to share them. However, you
must gain this soldier’s trust first.

Beginning with only a small amount of skills, the Disciple’s
standout attribute is his Dexterity, leading to a career path
utilizing ranged weaponry. Though the Disciple may not be the
sprightliest character, he’s hardy, already having the Toughness
and Conditioning feats. As you progress, have him learn Rapid
Shot, Two-Weapon Fighting, Power Blast, and Blaster Pistol.

The Disciple also proves his worth outside of combat, and after
you speak to him and learn of his medical training, he supplies
you with a constant source of medpacs. You also discover he
has the abilities of a lab station-a mobile and instantly acces-
sible one. Increase his Treat Injury and Demolitions skills,
which are associated with creating and breaking down lab
station items. Take him with you if you haven’t learned many
protective or healing powers or if you need a quick implant or
improvement.

The Disciple’s latent Jedi Powers can be revealed, and a Jedi
Consular path can be taken; this is perfect as you should already
have given the Disciple long-range combat abilities. Add to this
effectiveness by learning more healing or protective techniques
for the light side, or by dominating offensive powers if you are
going dark side. Augment his previous training with Force
Healing to make the Disciple the ultimate healer.

CHARACTER INFORMATION

STARTING APPEARANCE

Disciple when neutral or light side; Disciple shifting toward
the dark side; and Disciple pure dark side.

Level: Soldier 6
STARTING EQUIPMENT
Body: Clothing

STARTING STATISTICS

Attribute Value Bonus
Strength 14 +2* Vitality 78 0
Dexterity 16 +3* Force - 0
Constitution 14 +2* Defense 15 0
Intelligence 10 0 Fortitude 8 0
Wisdom 10 0 Reflex 6 0
Charisma 14 +2 Will 3 0

* = Prime Statistic
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STARTING SKILLS

Skill Starting Rank Bonus
Computer Use 0 0
Demolitions 0 0
Stealth 5 +3
Awareness 8 0*
Persuade 0 +2
Repair 0 0
Security 0 0
Treat Injury 8 0*

RECOMMENDED
EXPERIENCE ROUTE

Recommended ultimate
appearance (ranged)

Recommended ultimate
appearance (melee)

Recommended ultimate

appearance (dark side)

Recommended ultimate
appearance (light side)

® Recommended Attack Style: Melee or Ranged. If Light Jedi,
enhance the party during battle. If Dark Jedi, use offensive
powers.

® Unique Abilities: Portable lab station capabilities.

® Additional Advice: On balance, ranged combat is slightly
easier to accomplish with the disciple. He is a reasonable
bodyguard but a better healer.

@ Overall Fighting Style: When Melee, always put your
attribute points into strength. When Ranged, always put
your attribute points into dexterity (you gain these every
four levels).

@ Skills Allocation: Always put as many points into Treat
Injury as possible, and put the remaining into Awareness.
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RECOMMENDED FEATS TO LEARN

Level Feats (Melee or Ranged)

1 Armor Proficiency: Light, Armor Proficiency: Medium, Armor Proficiency:
Heavy, Power Attack, Power Blast, Weapon Proficiency: Blaster Pistol,
Weapon Proficiency: Blaster Rifle, Weapon Proficiency: Melee

2 Conditioning

3 Toughness

4 _
5 _
6 _
7 Flurry Rapid Shot
8 Master Two-Weapon Fighting Master Two-Weapon Fighting
9 Improved Flurry Improved Rapid Shot
10 Master Flurry Master Rapid Shot

11 Master Power Attack Improved Power Blast

12 Master Toughness Master Power Blast

13 Weapon Focus: Melee Master Toughness

14 Weapon Specialization: Melee Weapon Focus: Blaster Pistol

15 Critical Strike Weapon Specialization: Blaster Pistol

16 Improved Critical Strike Conditioning

17 - -

18 Master Critical Strike Improved Conditioning

19 - -

20 Conditioning Master Conditioning

21 - -

22 Improved Conditioning Precise Shot I

23 - -

24 Master Conditioning Precise Shot II

25 - -

26 Dual Strike Precise Shot III

27 - -

28 Improved Dual Strike Precise Shot IV

29 - -

30 Master Dual Strike Precise Shot V




RECOMMENDED POWERS TO LEARN

PREFERRED EQUIPMENT CHART

12 Burst of Speed Shock Armor Zeison Sha Warrior Armor
13 Force Valor Force Lightning Right Arm Verpine Prototype Shield
14 Stun Wound Belt Jal Shey Mentor Belt
15  Knight Speed Choke Right Weapon Double-Bladed Lightsaber
16 Knight Valor Kill Left Weapon _
17 Stasis Force Scream ITEM UPGRADES
18  Master Speed Force Storm Armor Upgrades: Melee Style-Bonded Plates Mark 1V,
Strengthening Underlay Mark V
19 Master Valor Improved Force Scream Armor Upgrades: Ranged Style-Bonded Plates Mark IV, Flexible
20  Stasis Field Master Force Scream Underlay Mark V
— Melee: Right Weapon Upgrades—Superior Agrinium Grip, Vibration
21 Force Push Drain Life Cell Mark 1V, Ostrine Edge
22  Force Whirlwind Death Field Melee: Left Weapon Upgrades—Superior Zabrak Grip, Enhanced
Energy Cell Mark IV, Quadranium Edge
23 Force Wave Fear Ranged: Right Weapon Upgrades—Accuracy Scope Mark IV, Beam
24  Battle Meditation Horror Splitter Mark III, Pure Rylith Power Cell
. - Ranged: Left Weapon Upgrades—Accuracy Scope Mark III,

25  Improved Battle Meditation  Insanity Mandalorian Chamber Mark III, Superior Rylith Power Cell
26  Master Battle Meditation Force Push Lightsaber: Kaiburr Crystal, Ankarres Sapphire, Enhanced

— Byrothsis Lens, Expert Fencing Emitter, Telgorn Jolt Cell Mark III
27  Heal* Force Whirlwind
28  Improved Heal Force Wave
29  Master Heal Battle Meditation
30  Revitalize Improved Battle Meditation

*If the Disciple is determined to become the party’s healer, learn
the Healing powers first.

PREFERRED EQUIPMENT CHART

Area Slot  Item (Melee) Item (Ranged)

Implant Physical Boost Implant Physical Boost Implant
Head Enhanced Shielding Visor Target Assessor

Hands Dominator Gauntlets Automation Gloves

Left Arm Mandalorian Power Shield Mandalorian Power Shield
Armor Mandalorian Assault Armor Flex Heavy Armor

Right Arm Verpine Prototype Shield Verpine Prototype Shield
Belt GNS Strength Enhancer Aratech Echo Belt

Right Weapon Echani Vibrosword Mandalorian Disintegrator

Left Weapon  Sith Tremor Sword

Area Slot Item (Jedi Powers)

Zabrak Heavy Blaster

Implant Physical Boost Implant

Head Circlet of Saresh/Force Focusing Visor
Hands Jal Shey Meditation Gloves

Left Arm Mandalorian Power Shield
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BIOGRAPHY AND OVERVIEW

Have you checked your space craft recently? There may be a
Sith Apprentice aboard by the name of Visas Marr. A Jedi
Sentinel by class, Visas is of a race of humanoids known as
Miraluka. She is effectively blind but uses her Force Sight
talents to view the world from a first-person perspective. She
can teach you this technique, which is useful as it allows you to
see entities behind walls before entering a room.

Although Visas’s Dexterity is high, and this usually leads to a
ranged path, she has one important advantage: she carries her
own lightsaber, a devastating close-assault weapon. However, this
must be destroyed, but when another lightsaber is presented,
have Visas brandish it. Expend feat points in finessing it (Finesse:
Lightsaber allows you to take advantage of Visas’s high Dexterity
bonuses instead of strength; keep adding to Dexterity while still
keeping her as a melee fighter), along with Flurry and Two-
Weapon fighting. Flurry and Two-Weapon fighting enables her to
attack with her lightsaber and an additional weapon, such as the
Echani vibrosword, for some seriously devastating damage. While
adding the strength enhancers to her outfit, choose the Zeison
Sha warrior armor and complement it with armorply plating and
a strengthening underlay.

Choose Visas’s Force powers from the dark side realm; these
should include Force Scream, Battle Meditation, Lightning,
Improved Force Scream, Choke, and Insanity. Then seek greater
destructive capabilities as you continue Visas’s path to the dark
side. She is your personal bodyguard and is arguably the best
character to support you in combat.

CHARACTER INFORMATION

STARTING APPEARANCE WOUNDED APPEARANCE

Visas Marr when neutral or light side; Visas shifting toward
the dark side; and Visas pure dark side. Her skin change is
subtle but noticeable.

Level: Jedi Sentinel 6
STARTING EQUIPMENT

Body: Clothing Right Hand: Visas Marr’s Lightsaber
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STARTING STATISTICS

Attribute Value Bonus
Strength 12 +1 Vitality 30 0
Dexterity 18 +4* Force 24 0
Constitution 12 +1* Defense 18 0
Intelligence 10 0 Fortitude 6 0
Wisdom 12 +1 Reflex 9 0
Charisma 15 +2 Will 4 0
STARTING SKILLS

Skill Starting Rank Bonus

Computer Use 0 0

Demolitions 0 0

Stealth 9 +4*

Awareness 9 +1*

Persuade 0 +2

Repair 0 0

Security 0 0

Treat Injury 9 +1*

RECOMMENDED
EXPERIENCE ROUTE

Recommended ultimate
appearance (ranged)

Recommended ultimate
appearance (melee)

Recommended ultimate

appearance (dark side)

Recommended ultimate
appearance (light side)
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® Recommended Attack Style: Melee or Ranged. If Light Jedi,
enhance the party during battle. If Dark Jedi, use offensive
powers.

® Unique Abilities: She brandishes a lightsaber and can teach
you Force Sight.

® Additional Advice: The recommended path is to make Visas
your personal bodyguard; she’s phenomenal at it. Learn all 28 - -
the lightsaber feats (Finesse is most important), then
increase your Dexterity while focusing on melee, as Finesse
allows you to add your DEX bonus instead of STR.

® Overall Fighting Style: Always place your attribute points
into Wisdom (you gain these every four levels).

@ Skills Allocation: Always place points into Computer Use,
Security, Stealth, and Awareness

RECOMMENDED FEATS TO LEARN

26 - -

27 Master Dual Strike Precise Shot V

29  Conditioning Toughness

30 - -

RECOMMENDED POWERS TO LEARN

RECOMMENDED FEATS TO LEARN L ToreePud
2 Shock
Level Feats (Melee or Ranged
v ts ( S ) 3 Fear
1 Critical Strike, Flurry, Weapon Proficiency: Blaster Pistol, Weapon 4 E Resi
Proficiency: Lightsaber, Weapon Proficiency: Melee, Jedi Defense, Force nergy Resistance
Immunity: Fear, Jedi Sense, Weapon Focus: Lightsaber 5 Wound
2 - 6 Horror
3 Two-Weapon Fighting Level Powers (Light Side) Powers (Dark Side)
4 - 7 Heal Force Scream
5 Improved Flurry 8 Force Valor Battle Meditation
6 - 9 Revitalize Force Lightning
Level Feats (Melee) Feats (Ranged) 10  Knight Valor Improved Force Scream
7 Weapon Finesse: Lightsaber Rapid Shot 11 Stun Choke
8 - - 12 Improved Heal Kill
9 Master Flurry Improved Rapid Shot 13 Stasis Insanity
10 - - 14  Force Aura Force Whirlwind
11 Two-Weapon Fighting Master Rapid Shot 15 Improved Revitalize Master Force Scream
12 - _ 16 Master Valor Force Wave
13 Improved Two-Weapon Fighting Two-Weapon Fighting 17 Stasis Field Drain Life
14 _ _ 18 Master Heal Force Storm
15 Master Two-Weapon Fighting Improved Two-Weapon Fighting 19 Force Shield Death Field
6 - _ 20  Force Armor Improved Battle Meditation
17 Toughness Master Two-Weapon Fighting 21  Master Revitalize Master Battle Meditation
18 - _ 22 Burst of Speed Heal
19  Improved Toughness Precise Shot I = Kl Epese] Rigsiitliiaz
W - _ 24 Master Speed Improved Heal
- 25 Battle Meditation Improved Revitalize
21 Master Toughness Precise Shot II
» 26  Improved Battle Meditation = Master Heal
X - 27  Master Battle Meditation Master Revitalize
23 Dual Strike Precise Shot III
i 28 Force Whirlwind Force Valor
29  Force Wave Knight Valor
25 Improved Dual Strike Precise Shot IV
Master Valor

30  Energy Resistance
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Area Slot Item (Melee)

PREFERRED EQUIPMENT CHART

Item (Ran

Implant Physical Boost Implant Physical Boost Implant
Head Enhanced Shielding Visor Target Assessor

Hands Dominator Gauntlets Automation Gloves

Left Arm Mandalorian Power Shield Mandalorian Power Shield
Armor Zeison Sha Warrior Armor Zeison Sha Warrior Armor
Right Arm Verpine Prototype Shield Verpine Prototype Shield
Belt GNS Strength Enhancer Aratech Echo Belt

Right Weapon Echani Vibrosword

Mandalorian Disintegrator

Left Weapon  Sith Tremor Sword Zabrak Heavy Blaster
Area Slot Item (Jedi Powers)

Implant Physical Boost Implant

Head Circlet of Saresh/Force Focusing Visor

Hands Jal Shey Meditation Gloves

Left Arm Mandalorian Power Shield

Armor Zeison Sha Warrior Armor

Right Arm Verpine Prototype Shield

Belt Jal Shey Mentor Belt

Right Weapon Double-Bladed Lightsaber

Left Weapon -

ITEM UPGRADES

Armor Upgrades: Melee/Jedi Style-Bonded Plates Mark IV,
Strengthening Underlay Mark V

Armor Upgrades: Ranged Style-Bonded Plates Mark 1V,
Biorestorative Underlay Mark V

Melee: Right Weapon Upgrades—Superior Agrinium Grip, Vibration
Cell Mark IV, Ostrine Edge

Melee: Left Weapon Upgrades—Superior Zabrak Grip, Enhanced
Energy Cell Mark IV, Quadranium Edge

Ranged: Right Weapon Upgrades—Accuracy Scope Mark IV, Beam
Splitter Mark III, Pure Rylith Power Cell

Ranged: Left Weapon Upgrades—Accuracy Scope Mark III,
Mandalorian Chamber Mark III, Superior Rylith Power Cell
Lightsaber: Kaiburr Crystal, Ankarres Sapphire, Enhanced
Byrothsis Lens, Expert Fencing Emitter, Telgorn Jolt Cell Mark III
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ATTRIBUTES

STRENGTH (STR)

Strength measures
your character’s muscle
and physical power.
Your strength modifier
is applied to:

® Melee attack rolls

® Melee damage
rolls

® Critical strike
stun DC

the vibrosword, and to lightsabers. For those fighting with two
weapons, only half of your strength modifier is added to
damage done with your off-hand weapon. Strength is the most
important attribute for guardians or for anyone who wants the
ability to deal out massive damage in short order.

DEXTERITY (DEX)

Dexterity measures
hand-eye coordination,
agility, reflexes, and
balance. Your dexterity
modifier is applied to:

® Ranged
attack rolls

® Reflex saves
® Defense

Dexterity is important for all characters because it directly
influences your ability to avoid attacks. Most types of armor,
however, restrict your movement and therefore impose an
upper limit on how much of your DEX modifier you can use;
check each item’s description to find out. Robes and some
special armors, like Atton’s ribbed jacket or Mira’s ballistic
mesh jacket, have no maximum DEX bonus restriction.

For scouts and droids, dexterity is the most important
physical attribute because of the bonuses granted to ranged
attack rolls. The Two-Weapon Finesse feats allow a nimble but
weak character (like Visas Marr) to add their DEX modifier to
melee and lightsaber attacks (but damage rolls still use your
STR bonus, as normal). Furthermore, a scout’s Uncanny
Dodge feat, which lets you take no damage on a successful
Reflex save (instead of half damage), is greatly enhanced by
high DEX. For those aspiring to become a Jedi watchman or
Sith assassin or those desiring deadly accuracy with ranged
weapons, invest all your attribute points into DEX.
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Constitution repre-
sents your health and
stamina; the higher
your constitution, the
harder you are to Kkill.
Your constitution
modifier is added to:

® Vitality
® Fortitude saves

F .i":# ri 'S

Every character can benefit from having a high constitution,
because your CON bonus is added to your vitality every time
you gain a level. Should your CON bonus increase during the
course of the game, the extra vitality points are added retroac-
tively for every level you have. Having a high CON bonus also
improves your resistance to poisoning and certain Force
powers, like Drain Life and Wound.

INTELLIGENCE (INT)

Intelligence deter-
mines how well your
character learns and
reasons. Your intelli-
gence modifier is
added to:

® Number of skill
points received
each level

® Computer
Use skill

Demolitions skill
Repair skill

Security skill

Sniper Shot stun DC

For scouts and droids, intelligence is extremely important.
The majority of skills benefit from high INT, and you get
extra skill points every level equal to your INT bonus. For
ranged specialists (HK-47 especially), high INT also
increases the chance of stunning your target
when using the Sniper Shot feat.
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Intelligence also affects your dialogue choices during conver-
sations. While this doesn’t alter the outcome of most events
in the game, it does allow you to pursue extra lines of
questioning or to capitalize on any opportunity for reward.
Intelligence also comes into play when you’re solving various
puzzles in the game. An example of this occurs on Peragus,
when you try to decode the lockout override for the
emergency lift. If your character has high INT, the decoded
solution appears automatically as one of your input choices.

WISDOM (WIS)

Wisdom describes a
character’s willpower,
common sense,
perception, and
intuition. Your
wisdom modifier is
added to:

® Awareness skill

® Treat Injury skill
(including Heal)

® Will saves

® Force points

® Force power save DCs

Wisdom is the primary attribute for Consulars because of the
many ways it influences your Force powers. Your WIS
modifier is added to your Force point total every time you
gain a level, and it’s added to the save DC for resisting the
effects of your Force powers. For those specializing in
healing, like the disciple, a high wisdom also allows you to
get the most out of your medpacs.

Wisdom also influences dialogue choices similar to the way
intelligence does. It’s particularly useful for detecting when
someone is lying to you or not telling the whole truth. High
wisdom can help you get straight answers from many of the
people you talk to.




CHARISMA (CHA)

Charisma measures the force of your personality and your ability to influence others.

Your charisma modifier is added to:

® Persuade skill
® Force power save DCs

® Attacks and saves of your companions

High charisma is mainly beneficial for your character because of your leadership role.
Anyone in your party gets to add your CHA modifier to all their attacks and saves, an
advantage that can add up quickly. In addition, those with high CHA use Force powers
with greater potency. Consulars should consider investing in this attribute, though
devoting your points to wisdom and dexterity is generally preferred.
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When you create a new character, there are three class
options to choose from. Your selection determines the style of
play you want to pursue for the rest of the game and has
balanced strengths and weaknesses. The Jedi Guardian is a
warrior, specializing in combat; however, their usual armor
selection and low mental stats make them poorly suited to
Force power mastery. The Jedi Sentinel is a cunning oppor-
tunist who uses skills and subtlety to accomplish his or her
goals; the downside is a low number of feats and below-
average combat potential. Finally, the Jedi Consular is a
master of Force powers and has expertise in supernatural
effects like Force Lightning or Heal; this impressive ability
carries a price, and Consulars fare poorly in melee scrapes.

JEDI CLASSES
JEDI GUARDIAN

Utilizing brawn and
instinct over intellect
and cunning, the Jedi
Guardian is usually the
first line of defense
against a rampaging
enemy. Focus on taking
down foes with
weapons rather than
Force powers. Make one
important decision as
you create your —— :
character: Do you want to fight with melee or ranged weapons?
Strength is associated with close combat, while dexterity bonuses
apply to ranged attacks. It’s better to master one form or another,
rather than to settle for a middling performance with both.

For skills, boost your Persuade, as only the player has this.
Add as many Treat Injury points as you can; as a warrior you
need all of the extra health you can muster, and light side
Guardians can really become self-sufficient using the Heal
power. Any remaining points can optionally be placed in
Awareness. You won’t have any other options than that; Jedi
Guardians are not skill specialists.

For melee Guardians, master Critical Strike first, as this has a
potential to stun and inflict terrible damage. Also look at
Power Attack if your strength is high enough; you can really
push enemies back at higher levels, and this is excellent for
one-on-one confrontations. Pursue Flurry to master level;
this works very well against large groups of weaker
opponents and combined with Two-Weapon Fighting, you can
get three attacks per round.

For ranged Guardians, dominate with Power Blast, Rapid Shot,
and Sniper Shot if you have other characters for protection, but
be warned—high-level enemies can reflect your shots back at
you, a shortfall melee characters don’t have. With their heavy
armor and limited amount of Force powers, there are few other
ranged attack options. One useful exception is Force Push, a
universal power that’s not restricted by armor. Your Guardian
should learn it as soon as possible.
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JEDI SENTINEL

The Jedi Sentinel is a
much more subtle
character than the
Guardian, preferring to
learn a variety of skills
instead of focusing on
a few combat-heavy
techniques. By using
skills at every oppor-
tunity, you can gain a
lot of extra experience;
thus, the Jedi Sentinel
has the advantage of being able to advance in level more
quickly than other classes do. To begin, place some of your
attribute points into intelligence; this grants you more skill
points and dialogue choices in the game, including some inter-
esting party member-based options, and it also eases puzzle
solving. For the remaining attributes, pick either strength or
dexterity depending on your preference for close or ranged
combat, bump up your constitution, and take your remaining
stats up to 10.

With your palette of skills, you can begin to master as many
as you wish. Favor Computer Use over Repair, leaving the
latter skill to your droids. Add points to your Persuade, as
this can lead to some conversations where you can turn the
tide in your favor. Also add points to your Treat Injury to
help you overcome your less impressive constitution bonuses.

With your higher skill points, you can head down the path of
a Stealth specialist and augment this with preferences for
Awareness and Demolitions skills as well. With stealth mode
engaged, you can move through dangerous territory
unimpeded, lay mines for enemies, and then coax them into
your deadly trap. Use your skills to reactivate and control
broken droids, and use Demolitions to remove mines while
searching the path ahead; solo mode is an advantage here.

For feats, Sentinels automatically receive Force Immunity,
shrugging off psychic attacks. In combat, aside from Precise
Shot and the preferred attacks, long-range Sentinels should
maximize their Sniper Shot as the stun potential is based off
your intelligence. So, when you’re not scouting ahead in stealth
mode, try acting as a tagger, stunning enemies from long range,
and let your other party members run in to finish the job.
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JEDI CONSULAR

Jedi Consulars rely on
the Force, and if you
wish to employ a wide
range of powers, this is
the class for you.
When choosing
attributes, maximize
your wisdom to
become more powerful
than you can possibly
imagine, and raise your
charisma to decrease
the penalty for using powers of opposite alignment. This has
the added benefit of improving your entire party’s chance to
hit; this means a Consular will always have the most powerful
companions. Place all your points in Persuade and Treat Injury;
let other party members worry about problems associated with
other skills.

Your combat feats are extremely limited, so begin with
Toughness, an ability all characters should possess. As you
progress, learn Rapid Shot or another ranged attack, and have
a blaster equipped for backup. However, your main feat is
Force Focus, enhancing your Force powers still further. Back
this up with suitable equipment, such as the Force Focusing
Visor or the Circlet of Saresh.

The Consular’s main advantage is the wide selection of Force
powers and large pool of Force points, but be ready to choose a
light or dark path and follow the powers that help your
alignment, as you suffer penalties for employing powers diamet-
rically opposed to your destiny. For light side Consulars, plan on
helping your party by utilizing Heal, Force Valor, and Revitalize,
as well as the ever-popular Stun trio, which is extremely
effective. Dark side Consulars will favor the more dramatic and
deadly powers, such as Force Storm, Drain Life, and Death Field.

The universal Force powers, which are used by either type of
Consular, are another excellent
choice. Perfect Force Speed early so
you can avoid any close-
combat enemy. Also
master Force Wave, an
excellent power attack
that affects multiple
foes, sending
them sprawling
before they can
even reach you.
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PRESTIGE CLASSES

When you reach Level
15, and if you’ve
attracted Visas Marr
to your party, you
have qualified for a
Prestige class. Talk to
Kreia on the Ebon
Hawk to trigger the
advancement. There
are six choices
available; light side
players can choose
from the three Jedi Prestige classes, while those on the dark
side choose from the three Sith Prestige classes.

Very well What is it that drives you?

When you accept a Prestige class, it replaces and augments
whatever regular class you had before. You’re considered to be
first level in your new career, but the amount of experience
points needed to gain levels remains what it would be for a
character of your total level. There’s a Prestige class corre-
sponding to each regular class, and while you’re free to choose
any combination you wish, whether combat skill or Force power
master, stick to one specialty to maximize potential in any field.

JEDI WEAPON MASTER

Corresponding to
advanced Guardians,
Weapon Masters are
bathed in the light
side. Choosing the

gl

three important

improving ability that

turned against them. At Level 3, the impressive Inner
The final feat is Increase Melee Damage, adding yet more

ways of the master

fighter grants you

combat feats. The first L

is Deflect, an ever- - = s SN
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allows an enemy’s g N £ r e

blaster fire to be — -

Strength is learned. Even if the enemy’s attacks actually

connect, they are still shrugged off and the damage lessened.

damage to melee strikes. Learn this Prestige class if you seek

a character with incredible combat potential.

SITH MARAUDER

The rampaging force
of the Sith is the
marauder, a close-
combat specialist with
a thirst for blood and
destruction. This is
reflected in Fury, a
devastating power that
affects the user with
an unmatched combat
potential, especially if
coupled with the
strength-enhancing equipment you already have; overcome the
defense penalty with the finest armor and shielding devices.
Add to this the Increase Combat Damage feat, which inflicts
even more pain and suffering, and you have the strongest
possible attack machine around. Unsubtle but effective,
choose the Sith marauder when you want to be responsible
for the most melee murdering in the Old Republic.

JEDI WATCHMAN

For those Jedi with a
background in stealth
warfare that wish to
reach the zenith of
their powers, the only
possible option is the
Jedi watchman.
Minimize the risk to
your teammates by
scouting the path -
ahead, and with skills
such as Stealth already
learned, maximize your silent running with the use of Force
Camouflage, a power that replaces and improves the stealth
field generator equipment. The watchman is also granted the
Sneak Attack feat, which can be learned up to Level 7, three
levels short of the Sith assassin but still deadly enough to deal
a fatal blow to anyone you’re attacking from behind.
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SITH ASSASSIN

If your path to the
dark side involved
being cloaked, striding
through crowded areas
undetected and then
launching a surprise
attack on a victim,
your Prestige class
should be that of Sith
assassin. Leave the
fools that masquerade
as your teammates
behind, and improve on your powers to hide yourself. Further
complement your Stealth skill with Force Camouflage, elimi-
nating the need for special stealth equipment. The Sith
assassin also gains Sneak Attack, but unlike the Jedi
watchman, it can perfect this feat to Level 10—enough to
almost bring down a bantha with a single strike.

JEDI MASTER

If you have used the

power of the Force

extensively and have

taken the long and

arduous path away

from the dark side,

then congratulate

yourself; you now

have the abilities of a

true Jedi Master. This

venerable position

grants you two new

abilities as well as Prestige Sense, a lesser ability than the
Greater Prestige Sense gained by the four combat-heavy
classes. The feat is Light Side Enlightenment, a nebulous
improvement to your teammates’ morale, which brings like-
minded individuals to you but alienates those favoring the
dark side. Inspire Followers is also yours, bathing your team
in light and increasing their combat potential.

— e —

SITH LORD

Have you fallen to the

dark side and used the

power of the Force to

inflict misery and

suffering? Then

become what was

preordained: the Sith

Lord. This fearsome

position grants you

two new abilities as

well as Prestige Sense,

a lesser ability than the |

Greater Prestige Sense

gained by the four combat-heavy classes. Increase your grip on
the Force by employing the newly learned Crush Opposition
feat, sapping the will of those who dare step in your way.
Further alienate or attract your fellow party members with Dark
Side Corruption, pushing light side brethren away but feeding
off those who embrace your ideals.
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“JEDI TRAINING

The array of skills you
command influences
almost every aspect of
the game outside of
combat. Your options
for solving puzzles
and completing quests
usually depends on
what skills you have
available; furthermore,
extra dialogue options
become available in

many situations for those with the right expertise.

When you create your character, and every time you gain a
level, you receive skill points. The amount of points you get
depends on your class, plus extra points equal to your INT
modifier. You then spend these points to increase a skill’s
rank. For class skills, you get one rank per point spent. For
cross-class skills, each rank costs two points. The maximum
rank you can have in any skill is equal to your level plus
three—four ranks at first level, five at second level, etc.

Whenever you use a skill, a d20 is rolled and your skill ranks
and related attribute modifier are added. If the total meets or
exceeds the DC of the task you’re attempting, it succeeds.
Some skills, like Treat Injury, can instead modify the result of
another action. For example, whenever you use a medpac, you
add your Treat Injury skill to the amount of health restored.

Some sKkills, like
Demolitions, have
consequences if you
fail—trying to disarm
a deadly mine could
result in it blowing up
in your face. If there is
no consequence for
failure, such as trying

| to open a locker with

3 Security, then you are
ol i g allowed to “take 20”
on your skill check. In other words, it’s assumed that you
have enough time to keep retrying your task until you get it
exactly right. In game terms this means there is no random
roll for the skill check; you’re automatically given the
maximum roll: a 20.

There are other ways
skill aptitude can
benefit you. In conver-
sations, many new
lines of dialogue
appear depending on
your skill ranks and
the situation. For
example, if you
deliver the protocol
droid to Jana Lorso on
Citadel Station, you
can offer to Repair the droid if you are skilled, earning you
some extra credits.

Skill ranks also play a role in item creation. Every skill except
Persuade is related to the construction of every possible item;
powerful or exceptional items can only be made by someone
with sufficient rank in the related skill. Making healing items
requires Treat Injury, grenades require Demolitions, and so
on. See the Appendices for specific information on each item.

It’s not possible or advisable to force any character to learn
every skill. Instead, focus each member of your party on
those few skills they are best suited to. Droids or others with
high intelligence should specialize in Computer Use,
Demolitions, Repair, and Security. Consulars should devote
points to Treat Injury. Stealth is the domain of Sentinels and
Scouts (Consulars can usually —

make good use of it as "
well). Your character
should always devote
every possible skill
point to Persuade,
since you are the only
one who can use it
all. Awareness is
not as important
for your
companions either;
let your main
character handle
this skill.
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Computer Use allows
you to slice computer
programs using
disposable logic rams
called computer
spikes. You might
disable gun turrets,
access encrypted data,
open security doors,
or sabotage enemies
with poison gas vents
or power overloads.
The more complicated the task, the more spikes are required.
A high rank in this skill reduces the number of spikes
required by 1 (to a minimum of 1) for every four ranks total
(including your INT modifier).

Computer Use impacts more than your computer spike
reserves. In many situations, especially when interacting with
droids, a high Computer Use skill comes in handy. This skill
also makes puzzle solving easier. For example, when you
access the terminals in the Sith Academy on Korriban, you
won’t need to memorize your complicated ID number if you
have high Computer Use—you can input the ID automatically.

DEMOLITIONS (INT)

Use Demolitions to
set, recover, or disarm
{ mines. Such devices
range in difficulty
from minor (DC 10)
to devastating (DC
30). Attempting to
/i disarm a mine adds 5
& to the DC, while
attempting to recover
a mine adds 10. This

: skill cannot be used
untrained—you must have at least one rank in Demolitions to
try anything with mines at all. It’s strongly recommended
that you give your character at least one rank at first level.

Demolitions are extremely handy for dealing with the
numerous minefields you encounter. Tough characters may be
able to shrug off the effect of a few minor mines, but a field
of strong mines can quickly wipe out your entire party if they
aren’t handled with care; always have a Demolitions
specialist on hand when exploring new areas.
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More fun than recovering mines is laying them yourself.
Combined with Stealth, you can lay devastating traps for your
enemies by sneaking into their territory and carpeting the
place with mines. Mira’s Point Guard ability allows her to
step through all mines with impunity and to plant incredibly
devastating traps. For example, she can clog a narrow passage
with mines, then run through it when enemies are in pursuit.
She’ll pass by unharmed, but her foes won’t be so lucky.

STEALTH (DEX)

Stealth governs the use of camouflage devices to enter stealth
mode. If a character
equips such a device
and activates stealth
mode, opponents must
make an Awareness
check versus the
character’s Stealth
check or they will be
unable to detect them,
even if the character is
in a direct line of
sight. A character in
stealth mode can set, disable, and recover mines. Any combat
actions cancel stealth mode.

You can’t use Stealth unless you have some type of stealth
device equipped (unless you are a Jedi watchman or Sith
assassin using Force Camouflage). The simple stealth field
generator is the most basic of these devices, and you can
always find one on Peragus during the first part of the game.
Other enhanced devices enable stealth and provide bonuses
to your skill. See the Appendices for specifics.

So when you’re in Stealth Mode, what can you do? Laying
mines in enemy territory is usually a good idea. There are
also many situations in which you can sneak up to a terminal
and sabotage or undermine your enemy before you mount a
conventional assault. Finally, there are two places on Nar
Shaddaa where you can overhear whispered conversations by
approaching unseen; see the walkthrough for more details.

Finally, there’s the Force power Mind Trick. This ability
causes your target to become distracted for 30 seconds (if
they fail a Will Save), greatly increasing your chances of
passing by undetected. Use of Mind Trick, unlike all other
Force powers, does not cancel stealth mode.




AWARENESS (WIS)

Awareness governs
the ability of a
character to spot
objects or enemies
hidden by stealth. If a
successful check of
this skill is made
against the Stealth
skill of an enemy or
the DC of a mine, the
enemy or object is
noticed and becomes W ¢ N :

visible. Awareness is always active, but results are best if the
character is moving slowly. Running imparts a -5 penalty to
any Awareness check.

Your main character should carry the burden of devoting skill
points to Awareness, since that’s who you’re usually
controlling. Even if Awareness fails, you can still spot cloaked
enemies by their shimmering outline. Mines, however, are
practically impossible to see without good Awareness; spotted
mines are clearly shown as brightly glowing spheres. Those
specializing in Demolitions should therefore also have a high
Awareness skill.

Awareness can also affect conversations, allowing you to
notice clues, inconsistencies, or other things a less observant
character might miss. This is another reason why your
character should build up this skill.

PERSUADE (CHA)

Have your main
character use or gain
ranks in this skill.
Persuade options
appear during dialogue
: when interesting or

= sensitive information
i is available that
someone might
otherwise be reluctant
to reveal. In fact, most
beings you speak to
can be Persuaded in some way or another. When used, rank in
this skill is compared with how extreme the request is. A
guard might easily agree to a bribe, but convincing him to
abandon his post would be much harder.

.[Pmua:.] Could wa mp the formalities? It locks lks wa'ra
both in a bt of a rush.
+My businass Is

Your character should always devote maximum skill points to

increasing your rank in Persuade, giving you the most options

when speaking with friends and enemies alike. In conjunction

with this, you should also learn the Affect Mind and Dominate
Mind Force powers. Using the Force to control another’s mind
can sometimes earn dark side points, but if it’s the only alter-

native to combat, you might earn light side points instead.

REPAIR (INT)

I'-"' /'——..
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Repair allows you to

| fix disabled mechanical
_| devices like droids or

4 terminals using

i disposable packages of
parts. The number of
part kits required
increases with the diffi-
&= culty of the repair. This
skill reduces the
number of parts

| required by 1 (to a
minimum of 1) for every 4 points total, including your INT
modifier. Repair also modifies the amount of vitality points
recovered when using items to heal any droids in your party.
Finally, a high Repair skill increases the amount of components
you get when breaking down items at a workbench.

Every droid in your group should prioritize this skill, as it
makes all of their healing items more effective. Repair is also
used in the creation of many items, or whenever any item is
broken down into components. If you have a huge stock of
parts, a Repair skill isn’t vital, but you should always try to
have one Repair expert with you at all times.

As with other skills, high rank in Repair enables new dialogue
choices in certain places. There are several situations in which
Repair and Computer Use overlap; for instance, a broken
terminal might be fixed with Repair or reprogrammed with
Computer Use. Therefore it’s usually sufficient to have a
character invest in one or the other, but not both.
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SECURITY (INT)

Security is used to
access electronic
locking devices. Once
you invest points in
this skill, it becomes
one of the default
options on targeted
doors and containers.
Security spikes grant
a bonus to this skill,
and any in inventory
also appear as a
default option.

Locked containers and doors are everywhere, so Security is a
vital skill. You can’t use it at all unless you have at least one
rank, so it’s a good idea to take this skill at first level, when
you create a new character. While you can bash open most
locked containers, doing so has a good chance of ruining the
contents; with Security, you don’t have to fight your way into
a hidden locker only to come away with a few broken items.

Treat Injury improves
the amount of damage
healed when a medpac
is used. Advanced
medpacs and life
support packs apply
multipliers to the
user’s skill, increasing
the amount healed a
great deal.

Consulars should always invest in this skill; their supporting
role as healers allow them to make the most of it. In addition,
Consulars have high wisdom, which also improves your Treat
Injury skill. Treat Injury is also used in the creation of healing
items at lab stations. Unlike other skills, few dialogue options
are opened by having high Treat Injury, but the ability to heal
yourself quickly is extremely important. Strongly consider
this skill as a choice for your main character.

Feats are specialized talents that grant your characters
special combat abilities, enhance skills, or give other
benefits. Whenever you gain a level, the number of feats you
can select depends on your class. Guardians get the most
feats, while Sentinels get the fewest. In addition to these,
each class also bestows automatic feats, such as the
Guardian’s progression through various levels of Unarmed
Combat Specialist. Finally, each character has their own
unique array of individualized feats.

The Appendix provides a complete list of all feats, with
detailed information about each one’s specific game effects.
In this section, we provide general information about the
different types of feats and how to use them. Read on to find
out which feats are too good to pass up, and which ones you
can do without.

COMBAT FEATS

While Attack is the default option when targeting an enemy,
you almost never use it because combat feats are so much
better. There are three basic styles of combat feats, and each
one has three levels of progression (Basic, Improved, and
Master) and separate varieties for melee and ranged attacks.
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POWER ATTACK AND POWER BLAST

These feats allow you
to inflict extra damage
with every successful
hit; the drawback is
that your attacks are
less accurate. As you
progress to Master
level, the attack penalty
becomes negligible
while the damage
bonus becomes
enormous. Because this : 5
feat carries no defense penalties, it’s always useful when facing
tough enemies. It’s not as effective against targets that are small
and quick, like maintenance droids; their high defense makes
your attack penalty a real liability, and their low vitality means
dealing extra damage is probably a waste.

ELTe BfiH Asmammn
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FORCE JUMP

By sacrificing finesse,
you can deliver an
extra attack every
round with this series
of feats. Flurry and
Rapid Shot used in
conjunction with Two-
Weapon Fighting
results in three
attacks per round
instead of two. These
feats are best utilized
against swarms of weaker enemies, allowing you to mow
them down quickly. Use of this feat penalizes both your
attack roll and your defense, making it less optimal when
fighting very strong opponents or in one-on-one duels.

CRITICAL STRIKE AND SNIPER SHOT

Precision and focus
are the main traits of
this style of combat,
but your defense is
penalized as a result.
Attacks made with
these feats suffer no
penalty and have
double the normal
chance of scoring a
critical hit. This
probability gets even
better as the feat progresses. In addition, every successful
hit forces your target to make a Fortitude Save or be
stunned for 6 seconds. The DC against this effect depends
on the feat level and your class level; Critical Strike also
adds your STR bonus to the DC, while Sniper Shot adds to
your INT bonus. These feats are devastating when used in
combination with a weapon that’s been upgraded to
increase its critical threat range.

Worth an honorable
mention, Force Jump is
the only reason you
might want to make a
standard melee attack.
This feat allows you to
leap instantly to any
enemy within range,
which is very useful
against distant foes
pelting you with
ranged attacks,
especially in the latter parts of your quest. It only works if you
execute a standard attack while equipped with a lightsaber.

OTHER COMBAT FEATS
I

There are other combat feats than these, but they aren’t as
potent, and you really only need to consider them in situations
where you’re desperate for something novel or if you have already
maxed out the feats you prefer. The series of Dueling feats
provides bonuses for those using one-handed weapons; you might
consider these for Kreia, but in all other cases Twwo-Weapon
Fighting is better. Dual Strike grants combat bonuses when you
and a companion attack the same enemy, but since there are
many situations in which you must fight alone, this feat isn’t
always useful. Weapon Finesse allows you to use your DEX bonus
(instead of STR) with melee attacks, but those in melee generally
wear armor that limits this feat’s effectiveness.

EQUIPMENT FEATS
TWO-WEAPON FIGHTING

Every character except
Kreia can and Should BAT MODE already engaged.
master Two-Weapon
Fighting as soon as
possible. While anyone
can hold a weapon in
each hand and make
two attacks per round,
doing so carries severe
attack penalties unless
you are trained for it.
By the time you’ve
learned all three levels of this feat (and Superior Two-Weapon
Fighting, for those with Prestige classes), you can make an
extra attack every round with no penalties at all. This effec-
tively doubles the combat potential of your entire group.
Another advantage of Two-Weapon Fighting is that you can use
different modes of attack at once. For instance, you could
equip a sonic weapon in one hand for attribute damage and an
ion weapon in the other hand for extra power against droids.
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WEAPON FOCUS AND WEAPON
SPECIALIZATION

Each type of weapon
(pistol, rifle, melee,
and lightsaber) has a
series of feats for
those who truly want
to master their chosen
form of combat, an
ambition that we
applaud. Each feat has
three levels. The first
provides basic profi-
ciency; without it, you
can’t use that type of weapon at all. Every character should
pursue at least one of these feats to completion, depending
on what type of weapon they prefer.

ARMOR PROFICIENCY

Armor comes in four
varieties: robes, light
armor, medium armor,
and heavy armor.
Robes require no
special training and can
be worn by anyone; the
lowly miner’s uniform
falls in this category.
All other types of
armor require you to
have the appropriate
feat. Light Armor proficiency is automatic for everyone except
Consulars, who should select it anyway so they can wear Zeison
Sha armor (which doesn’t restrict Force powers). Everyone else
should upgrade to Heavy Armor proficiency as soon as possible.
While most heavy armors limit your maximum DEX bonus,
these can be lessened by installing flexible underlays. Only
Wookiees and droids, who can’t wear any type of armor, don’t
need to worry about this feat.

BITH Ammammig
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BITH Amzamzed

SKILL FEATS

Skill feats provide varying bonuses to your character’s skills.
Some, like Empathy or Gear Head, grant bonuses to skills that
you’ve already learned; the bonus increases from +1 to +3 as
you advance. Each skill also has a specific feat that allows you
to treat it as a class skill (if you can’t already). You can take
some of these feats for your droids, but since the benefits
offered are slight, you’re better off with something else.

SPECIAL FEATS

In addition to all the
types of feats previ-
ously discussed, there
are a few others that
deserve special
mention. Regenerate
Force Points and
Regenerate Vitality
Points are both very
useful and should be
taken by every
character who can
select them. Everyone should also master the series of
Toughness feats; the extra vitality granted really adds up at
higher levels. The Conditioning feats add a bonus to all saves,
but this enhancement is better obtained by wearing the right
equipment. Most other special feats are learned automatically,
either as an innate character trait or as a bonus from
character class; see the “Interplanetary Datalog and Bestiary”
section or the information on character classes earlier in this
section for more information.
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Force powers are not just the sole domain of Consulars; you
must be able to channel the Force no matter what your class
if you hope to complete your quest. Only Jedi or Sith can use
Force powers, and each power costs Force points for each use.
There are three basic categories: light side powers, dark side
powers, and universal powers. Powers that match your
alignment cost less Force points, while powers opposite of
you cost a lot more. It’s good to focus on powers attuned to
you, but even dark side players can benefit from a few light
side powers (such as Heal), and vice versa.

Like feats, most Force powers have three levels of strength.
To qualify for a Force power, you must have the required
number of class levels, and you must have learned all
previous powers in the series. A complete list of all Force
powers with their specific game effects is in the Appendix.
This section covers the most important powers and offers
advice on which ones to select, when to use them, and how to
get the most out of them.

All Force users benefit from having high wisdom and
charisma. The modifiers for these attributes are added to the
DC that any target must make against your Force powers. In
addition, high wisdom increases the total amount of Force
points you have to spend. High charisma reduces the amount
of extra Force points spent when using a Force power of
opposing alignment.

Some Force powers are restricted by armor. This means you
can’t use that power if you’re wearing any type of armor
except robes. For Consulars, this isn’t an issue. Guardians
and Sentinels should select Force powers that aren’t
restricted by armor, such as Force Push. A few special light
armors, like the Zeison Sha initiate armor or the Jal Shey
neophyte armor, allow the wearer to use Force powers freely.

Most light side
powers affect you and
your allies, but there
are a few exceptions.
One of the most
important is Heal;
apart from medpacs or
the passage of time,
it’s the only way to
replenish your vitality.
Revitalize, which
allows you to bring
back fallen allies from
death, is less vital; allies arise on their own as long as one
person survives the skirmish.

There are several
defensive and
supporting Force
powers in this
category that light
side Jedi should use
often. Force Aura,
Force Valor, and Force
Barrier applied in
combination can turn
the tide of any battle;
this becomes even
more effective when you learn Force Enlightenment.
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The light side isn’t
strictly about defense.
= | Two powers, Stun and
Stun Droid, are
extremely useful,
especially in your
quest’s earlier stages.
They become less
potent as enemies
become more
resistant to their
effects, but learn the
first tier of these abilities for use at lower levels.

DARK SIDE POWERS

The dark side arsenal
focuses on pain,
destruction, and
violence. The greatest
potential for battle-
field mastery lies in
this realm. Above all,
Shock is essential to
learn. Its strongest
form, Force Storm, can
inflict huge damage on
a dozen enemies at
once; destroy entire squads of foes in a few rounds with this
ability. The more enemies you face, the more effective this
power becomes.

Other dark side
powers are also
impressive. Fear (and
its stronger cousins,
Horror and Insanity),
doesn’t cause any
damage but does
paralyze large groups
for 18 seconds. This
gives you time to
spend a few rounds
restoring health,
taking potshots, or carving through the enemy in melee. This
series of Force powers isn’t restricted by armor; even
Guardians can use it freely. Like Shock, this ability works
best on large groups of enemies—a challenge you face often
in later stages of your journey.

Dark side specialist
have yet more options.
Slow (including
Affliction and Plague)
is ideal for very tough
opponents. The save
DC for Plague is 100,
making resistance
impossible; the
guaranteed attribute
damage makes even
the strongest storm
beast or Jedi Master a lot more manageable. Force Crush only
available to Sith Lords, is even more devastating than Force
Storm, though it affects only a single enemy. The remaining
dark side powers, such as Drain Life, Drain Force, and Wound,
are also potent but can’t match the incredible strength of the
others in this category. Save them for higher levels, after you’ve
exhausted other options.

UNIVERSAL POWERS

This category includes
many different types of
both offensive and
defensive Force

powers and includes
several unusual

powers that act more
like feats: They are
continually active and
don’t use any Force
points. One of the
most important is
Affect Mind (including Dominate Mind). Only your main
character can use this power. It allows you to augment your
Persuade skill with the Force; very few beings can resist its
effects. Every player should learn this power when they
qualify (Level 6). When a Jedi has this power, extra options
appear during conversations (it has no effect on droids).

ad 1o evar guastion ma

In the offensive
domain, the universal
power Force Push is
the first in a trio of
critical abilities that
every Jedi should learn,
no matter what class.
Both light and dark
side characters can use
S it without penalty, and
it’s not restricted by
B2 armor. The strongest
form, Force Wave, is 1deal When a swarm of enemies mobs you
in melee. It sends them hurtling away from you, inflicts damage,
and can stun. Late in your quest you are often alone against
overwhelming numbers; Force Wave saves your life every time.
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For Consulars focused
on defense, Energy
Resistance and Battle
Meditation are ideal.
Like Force Valor and
similar abilities, these
powers make your
party stronger and
tougher, tilting the
odds greatly in your
favor. Other universal
powers are suited to
the Sentinel’s style of stealth and subterfuge: Mind Trick and
Force Camouflage make sneaking around child’s play. Every Jedi
also learns Breath Control, which protects you from poisonous
gases; you’ll use this power extensively on Nar Shaddaa,
Korriban, and Malachor V.

There are many other
powers in the
universal category;
most of them are
either learned
automatically, like
Precognition, or
should be avoided, like
&= Force Body. If you are
B interested in a unique
challenge, create a

: 29 character who
specializes in Force Suppression and Throw Lightsaber; this
might be a fun change of pace for advanced players.

Forms are Force manip-
ulation techniques that
enhance a Jedi’s
lightsaber prowess or
Force power potency.
You learn some forms
automatically as you
gain levels in your
chosen class, while
other forms are learned
from the lost Jedi
Masters you meet. The
Appendix provides details on the specific game effects of each
form and contains information on where each one is learned.
Guardians and Sentinels learn lightsaber forms, which are used
in melee combat, while Consulars learn Force forms; these make
your Force powers stronger while at the same time reducing the
Force points needed to use them. You can have only one form
active at a time.

LIGHTSABER FORMS

Lightsaber forms
generally apply
bonuses and penalties,
so you must choose
the right form for the
situation. Shii-Cho is
the most basic form,
learned by all Jedi
classes at Level 7. It
carries no disadvan-
tages and should be
your default choice for ;
most situations. Makashi, another basic form all classes learn,
grants many attack bonuses at the expense of blaster deflection.
When you face beasts or melee opponents, use this form.
Advanced forms are learned only by the Jedi Weapon Master, Jedi
Watchman, Sith Marauder, and Sith Assassin Prestige classes. Of
these, Juyo and Niman are the strongest. Juyo carries defense
penalties but allows you to make an extra attack; combined with
Two-Weapon Fighting and Flurry or Rapid Shot, this brings your
number of attacks every round to four. Niman is noteworthy for
carrying no penalties of any kind; keep this form active for a
sweeping boost in combat potential.
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The esoteric Force forms are the domain of the Consular and corresponding Prestige
classes, Jedi Master and Sith Lord. Instead of lightsaber forms, these characters gain
supreme mastery with Force powers. Keep Force Channel or Force Affinity selected to

4 regenerate Force faster, allowing you to tackle entire armies single-handedly with a

i volley of Force Storms and Insanity without having to stop and rest. The other forms,

-| Force Potency and Force Mastery, are suited for dueling situations rather than

¢ { endurance. They cause your Force powers to cause more damage and last longer, but
4| you must spend more Force points in exchange.

One of the most
important factors
influencing your
success in combat is
your equipment
quality. By opening
every container and
looting the remains of
every enemy, you can
find hundreds of
items. The type of
items you find are
usually random; even the remains of unique enemies like
Revan or Darth Sion may contain an incredibly rare and
powerful lightsaber...or nothing at all. The majority of stock
sold by various merchants is random as well. The key to effec-
tively equipping your character lies in recycling unneeded
goods into something better, keeping upgrade slots filled,
searching diligently, and spending credits freely.

The quality of items you find depends on your class level. For
example, you find many medpacs during the beginning of
your quest. As you become stronger, you begin finding
advanced medpacs. Finally, life support packs, the strongest
healing item, begin to appear. This means your older
equipment is continually becoming obsolete. Even though
there’s no limit to the amount of items you can carry, it’s
best to sell or decompose anything you no longer use. This
gives you raw materials you can then shape for other uses.
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The Appendix lists every item in the game and contains
details of each one’s game effects. This section provides
general information about different types of items and tips on
getting the most out of them.

WEAPIONS

There are four basic types of weapons: pistol, rifle, melee, and
lightsaber. Each one requires the corresponding Weapon
Proficiency feat before it can be equipped.

PISTOLS

Pistols are the weakest
weapon type, but they
make up for it in other
ways. They may not
cause enormous
damage, but they are
small enough to hold
in one hand. This
means you can use
Two-Weapon Fighting
to fire two pistols
every round. Sentinels
and other ranged specialists can combine this with Flurry for
best effect. If upgradeable, pistols can be fitted with scope,
firing chamber, and power pack.




.

S JEDITRAINING

RIFLES

LIGHTSABERS

Since rifles require
both hands, you can
only equip one at a
time. The advantage is
that rifles do almost
twice as much damage
as pistols on average.
Even so, only the most
powerful rifles are
worth the trade of
having one less attack
per round. Your rifle - S p
specialist is probably HK-47, Whose assassin rifle is the most
powerful of this group. Upgradeable rifles have the same type of
modifications as pistols: scope, firing chamber, and power pack.

MELEE WEAPONS

Melee weapons vary
from the puny plasma
torch to the mighty
Sith tremor sword.
Until you are able to
finally build a
lightsaber, mundane
melee weapons are
your only option for
close combat. Even
with lightsabers
available, some special
melee weapons, like the arg’garok, are hard to surpass in
terms of raw damage potential.

Most melee weapons are small enough to hold in one hand,
but some exotic types possess two blades and require both
hands to use. Two-Weapon Fighting applies when using two
single-bladed weapons or one double-bladed weapon; using
two separate weapons is best because you then have six
upgrade slots to utilize instead of three.

Melee weapons usually inflict slashing, bludgeoning, or
piercing damage, but there are exceptions. A plasma torch,
for instance, causes fire damage, making it useful for bashing
open doors or other things resistant to physical attacks.
Customize upgradeable melee weapons with grip, energy cell,
and edge for enhanced performance.

The hallmark of the
Jedi, lightsabers are in
a class of their own. In
order to wield one,
you must build it
yourself by collecting
the necessary compo-
nents. Lightsabers
differ from mundane
melee weapons in
several ways. They
accept different types 2
of upgrade items; each can be ﬁtted with three crystals (one of
which determines the lightsaber’s color) a lens, an emitter, and
an energy cell. Many feats, Force powers (like Force Jump and
Throw Lightsaber), and lightsaber forms, only work with this
type of weapon. Unlike melee weapons, lightsabers always do
energy damage (plus other types, depending on the upgrades
installed). This allows them to ignore some enemy defenses.
You can also use a lightsaber to quickly open a security door by
vaporizing the lock.

There are four basic
categories of armor:
| robes, light armor,
medium armor, and
heavy armor. In
/| addition to providing
a defense bonus,
" | many kinds of armor
| also provide other
benefits like
resistance to certain

: < i | damage types or
bonuses to your attributes or skills. Upgradeable armors can
be fitted with both an overlay and an underlay. Overlays
generally enhance the armor’s performance against certain
damage types, while underlays more often affect the wearer
by enhancing abilities, granting regeneration, etc.
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Every character has a

I number of additional
l equipment slots
beyond basic weapons
and armor. Droids
have a different set of
slots than everyone
else. For your human
companions, there are
five ways to acces-
sorize. Implants,
headgear, gloves, and
belts all provide various benefits to defense, attributes, skills,
attacks, or saves. Some types grant damage or status
immunities or other abilities, like Regeneration. Many acces-
sories also have restrictions on who can use them; each type
of implant requires a minimum constitution score, for
example. The fifth type of accessory, the armband or shield,
can be equipped on both the right and left arm. Unlike other
types, shields have limited durations and don’t operate
automatically—you must activate them from the command
menu. You can only use shields a limited number of times
before they burn out and become worthless.

Your three droid companions, T3-M4, HK-47, and GO-TO, can
also be fitted with accessories, but droids use different types
than your other characters. The sensor and utility slots hold
passive upgrades that are continuously active, like HK-47’s
droid assassination module. In addition, droids can equip two
special weapons, such as T3-M4’s shock arm, and a shield.
With a few rare exceptions, this latter type of accessory holds
limited charges and must be activated manually.
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MINES AND GRENADES

Often overlooked, the
numerous mines and
grenades that you
collect throughout
your quest can be
devastatingly effective
when used in the right
situations, especially
at lower levels. A
character with Stealth
and Demolitions can
place mines in the TS

path of the enemy before 1n1t1at1ng battle; done properly, you
can wipe out groups of foes with a single attack. Grenades
have a huge impact when used against clusters of weaker
enemies. Because of their unique vulnerability, almost all
droid battles can be ended quickly with a few ion grenades.
Adhesive grenades are also incredibly useful, especially
against enemies that lack ranged attacks, like beasts. A
successful hit glues your foes in place, giving you time to
retreat or attack safely from a distance.

WORKBENCHES AND
LAB STATIONS

Workbenches and lab
| stations allow you to
| create new items from
scratch using compo-
nents and chemicals,
and they allow you to
install enhancements
in upgradeable
equipment. The
amount and type of
raw materials and

| required skill needed
for making each type of item is included in the Appendix.
Your ship has a workbench built in, T3-M4 can be used to
install upgrades, and the disciple acts as a mobile lab station.
Take time to use these facilities whenever possible and turn
your old items and scrap into something you can use.




T WALKTHROUGH INTRODUCTION

THE OLD REPUBLIC

It is a perilous time for the galaxy. A brutal civil war has all but
destroyed the Jedi Order, leaving the ailing Republic on the
verge of collapse. Amid the turmoil, the evil Sith have spread
across the galaxy, hunting down and destroying the remaining
Jedi Knights. Narrowly escaping a deadly Sith ambush, the last
known Jedi clings to life aboard a battered freighter near the
ravaged world of Peragus...

...and so begins your epic quest across the galaxy to discover
the fates of the other Jedi Masters. The fate of the Republic, of
the Force itself, is up to you. Will you be the galaxy's greatest
hero? Or its greatest threat?

There are many different ways to approach your quest. Even
two characters who set out with identical motives can have
extremely different experiences. Most events unfold in different
ways depending on your class, gender, and alignment. In
addition, when you first pick your destination on the Ebon
Hawk, you could land in one of five different worlds.

Because of the many variations, there is no single best path. It
depends on your preferred style. In our walkthrough, we strongly
recommend that you visit planets in the following order:

2. Telos 3. Nar Shaddaa
6. Dantooine 7. Korriban

1. Peragus 4. Dxun

5. Onderon

You must visit Peragus first and Telos second, but you can do
the remaining five in any order. You can't predict the
companions and items you have, so this section provides advice
in the most general terms possible. For example, have a ranged
specialist in your group no matter who you've met so far,
whether it's Atton, Mira, HK-47, the handmaiden, the Disciple,
or your main character.

CHOOSE YOUR DESTINY

At every step along your quest, there are chances to move closer
to the light or dark side. Events often turn out the same
whatever your motives; for instance, you can't avoid battling
Luxa on Citadel Station, even though your reasons for doing so
are completely different.

Your choices for good or evil have strong effects throughout the
game and are made through various dialogue options that you
choose. After a conversation, any shift in your alignment is
shown. This is reflected on a scale from 1 to 100, with 1 being
unadulterated dark side and 100 being absolute light side. You
can see your approximate alignment in the status screen, and
extreme shifts are reflected in your appearance. Light side
devotees have a healthy glow, while dark side characters appear
pale and diseased.

All the chances of influencing your alignment are set apart in
the walkthrough in "Side Step" boxes:

T e

T
=IDE STEP

A side step indicates an event or conversation that can
be resolved in a light or dark direction. In these situa-
tions, you often have dialogue options ranging from
something like, "How terrible for you, is there any way I
can help?" (light side) to "If you want to die, keep
talking" (dark side).
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Main Quest
@® Sidequest
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to the waypaoints in the Cargo Hold
walkthrough text

The space-worn freighter Ebon Hawk has seen
better days. When your quest begins, the ship is
adrift in space, its hull torn open and engines
Main Hold offline. It's up to T3-M4 to stabilize the ship and bring it safely
to dock at Peragus Mining Facility. With a little help from 3C-
FD, found in the cargo hold, you can fully explore the ship for
extra items.
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OBJECTS
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2 Mines
Terminals

Main Quest
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to the waypoints in the

walkthrough text Port Hull

Starboard Hull
Photon Missile

Take the lift between the main hold and the engine compartment
to drive around on the Ebon Hawk's outer hull. Scavenge parts
and explosives from the ship's damaged systems, then take them
back inside for use on the hyperdrive.

Save the Ebon Hawk ;i ,
>SIDEQUEST | Heal the Jedi " & Sct and spike: T3-M4's
I- i - ~ high Computer Use

makes it an ideal slicer.
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T3-M4 staggers to life on the Ebon Hawk's bridge. Roll down the
hall to the communications room. Take a computer spike from
the container and use it to slice into the communications
console (Waypoint @). Open the door to the main hold.

d As you drive through
the hold, carefully
search for parts. One of the bodies has a locker key you can use
in the cargo hold. Take everything and open the low security
door to the south. Use the lift on the other side to reach the
Ebon Hawk's outer hull.

<<

These explosives are
what you need to
blow open the sealed
engine room.

>»

The exposed wiring
allows you to short-
circuit the Starboard
Dormitory door.

Scour the blasted hull for parts and mines (Waypoint @). You
need the explosives to blast open the sealed engine room door.
Use the lift to return to the Ebon Hawk's interior.
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<<

The only way to
open this door is
with a mine.

>»
You need five
parts to get the
hyperdrive online.

you tn dock with the Peragus mising station for full repaie]

Target the engine room door, and rig it with one of the

mines you found on the hull. Back away as the mine explodes,
then roll through the opening to access the hyperdrive
(Waypoint @). After fixing it, return to the galaxy map on the
bridge and dock at the Peragus Mining Facility.

>SIDEQUEST | Garage Access

>SIDEQUEST

[PENBIQUEST save the Ebon Hawk

Repair 3C-FD




>A.BEGIN QUEST | Save the Jedi

44

You need more than a medpac,
but it's better than nothing.

L T e e —

The Jedi (your character) is
found in the med bay in
critical condition. Open the ==
container next to the bed (Lt bl e e = P
and take the medpacs, then
use one on your character.
Quest complete!

L

<<

Use the key you found in the
main hold to open the locker
and get some armor.

>END QUEST

>END QUEST

Save the Jedi

>B.BEGIN QUEST | Garage Access

>BEGIN QUEST | Repair 3C-FD

<<
3C-FD can help you get past

the garage airlock.

>»>

Open this container to try
out your shock arm on some
sensor droids.

—— am—

e rnlu- [ —..£
- i
— i F - L

The garage took a direct hit and is open to space. You need
some help to get through the airlock, which keeps the rest of
the ship from losing pressure. Go to the cargo hold and
repair 3C-FD; the little droid temporarily joins your party
(Waypoint @).

>>

While 3C-FD operates
the airlock, T3-M4 can
explore the garage.

Switch to 3C-FD and enter
Solo Mode. Use the security
console in the main hold to
open the outer garage door,
then (still in Solo Mode)
steer T3-M4 through the door. Switch back to 3C-FD, close the
outer door, and open the inner door to let T3-M4 into the garage.

>>

The Starboard Dormitory
has some useful droid
weapons.

<<

Try your hand at item
creation with the Ebon
H Hawk's workbench.

Use the workbench here to
E make a repair kit for T3-
M4. If you opened the
Starboard Dormitory door
while you were on the
outer hull, you can go there
and find some footlockers full of equipment (Waypoint @2).
After taking everything, command 3C-FD to cycle the airlocks
SO you can escape.

>END QUEST

Garage Access
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PERAGUS MINING FACILITY

3
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Containers

Lab Station

OBJECTS By [

Terminals Emergency
Hatch

== Unlocked Door
Locked Door

Main Quest

* Numbers correspond
to the waypoints in the
walkthrough text

Security
Room
to Harbinger
Command Deck

The administration wing is
the heart of Peragus Mining
Facility. A few damaged
mining droids stalk the
corridors, but there is little
danger here otherwise.
The medical bay features a
kolto tank for healing
injuries and a morgue
where you meet your first
companion, Kreia.

to Fuel Depot

[ e WL

i
e

The communications blister offers a commanding view of the
facility's docking ports. Nearby, Atton Rand awaits you in the
prison holding cell—a situation the troubled scoundrel finds

himself in all too often.

56 PRIMA OFFICIAL GAME GUIDE

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.



OBJECTS
Containers
& Mines
2 Terminals

== Unlocked Door
Locked Door

Main Quest

* Numbers correspond
to the waypuoints in the
walkthrough text

OBJECTS
Containers

2 Mines

@ Terminals

Workbenches
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Main Quest
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walkthrough text

to Administration

to Fuel Depot

The hazardous mining tunnels are patrolled by dozens of malfunc-
tioning mining droids and are laced with active mines. Even
worse, superheated Peragian fuel deposits make some of the
tunnels impassable without proper shielding. Make use of all your
skills to get through in one piece.

to Mining Tunnels

to Administration

A
&

to Asteroid Exterior

."'\.
to Harbinger
Engine Deck
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The Fuel Depot connects
with most other areas in
Peragus Mining Facility.
This would make it an
ideal shortcut, but a trio of
mines placed in the fuel
conduits has triggered an
emergency lockdown.
Containment fields have
sealed off half of the area,

so you must search for another way through. You meet two
droids here: HK-50, a protocol droid that knows more than it
lets on, and T3-M4, your lost astromech droid.

OBJECTS
None

Main Quest
* Numbers correspond r F h . Communications
to the waypnints in the A Blister

walkthrough text

A narrow catwalk unites the Fuel Depot and the dormitory wing.
Falling off isn't a danger, but active fuel vents are; they spew
searing flames directly in your path. You can pass safely if you wait
for a lull in the eruption. After the Harbinger docks here, you can
access the fuel conduits beyond the catwalk.
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to Administration

to Asteroid Exterior

The miners once made their homes in the dormitory wing, but now it is their
grave. After making a last stand against the rampaging mining droids, most of

the personnel retreated here—only to find themselves trapped. They left behind
holologs from which you piece together most of what happened here; the logs
also contain clues to the override code that unlocks the elevator to the adminis-
tration level. Computer spikes (for deactivating the ventilation system) or a
breath mask (found in the cafeteria) are needed to safely explore the northern
areas, which have become a deadly gas chamber.

. v |
> )
# .
LT
— -

Containers
& Mines
2 Terminals

== Unlocked Door
Locked Door

Main Quest
* Numbers correspond

to the waypoints in the _ ||I

walkthrough text
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Your ultimate goal, the Ebon Hawk, is docked here. Tough mining droids,
equipped with shields, flamethrowers, and grenades, stalk the corridors;
T3-M4's Shock Arm is indispensable for clearing the way. From the
gallery above, the Ebon Hawk is tantalizingly near, but entering the
hangar requires a detour through the bowels of the massive Republic

ship Harbinger.

to Administration

Soon after you awaken on
Peragus, a Republic ship
docks at the facility. Aptly
named the Harbinger, its
arrival portends that the
situation is about to get a
lot worse....

I to Harbinger
" Crew Quarters
iy I

<
Harbinger: Bridge

You board the ship to find

the entire crew slain—with

mysteriously little sign of

battle. The cause soon

appears as Sith assassins

uncloak for the fight.
Protect Kreia from melee attacks by keeping her between
yourself and Atton when an ambush strikes. Visit the bridge,
escape pods, and briefing room to eliminate the assassins and
collect improved weapons and armor.
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Harbinger crew quarters

Leading aft to the engine deck, the crew deck features a large medical bay in
addition to cabins. With medpacs, a kolto tank, and a programmable medical
droid available, you should have no problem keeping healthy, even after fending
off more sneak attacks from cloaked Sith.

to Fuel Depot

Engine Control

X]

to Harbinger
OBJELCTS Crew OQuarters

Containers
2 Mines
@ Terminals
Workbenches

== Unlocked Door o (X
Locked Door

Main Quest

* Numbers correspond
to the waypoints in the
walkthrough text
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<<

Harbinger engine deck

"% Darth Sion, Lord of Pain and new captain of the

%= Harbinger, nearly catches up with you here—but
the time to fulfill your destiny is yet to come. Because of Sion's
presence, this area is eerily quiet; you don't have to worry about
Sith ambushes. The engine room connects to the Peragus Fuel
Depot, allowing you to bypass the containment fields there and
ultimately reach the Ebon Hawk.

THE SAVIOR AND THE SCOUNDREL

<<

Come back to the kolto
tank any time you need a
health recharge.

>»>

The laboratory terminal
is your first stop.

Recent History

_ Medical Bay Murders
Some time after the Ebon Hawk docks at the Peragus Mining

Facility, you awaken to a whispering voice in your head. After
staggering from the kolto tank, head into the laboratory
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(Waypoint @). and use the terminal to open the nearby
storeroom and the morgue across the hall. Those with Treat
Injury skill can probe the database to learn they were adminis-
tered a massive dose of sedatives. But by who?

<<
The plasma torch easily
| burns through stuck doors.

T
=IDE STEP

There are two bodies in the morgue (Waypoint €). As
you search the farthest one to find a plasma torch, the
other body rises and begins to speak. Kreia, the secretive
old woman who is destined to be your guide and mentor,
has feigned death using a Jedi trance. She isn't strong
enough to leave the morgue, and she advises you head
out to seek survivors, information, and clothes. Choose
your path immediately by responding to Kreia with
kindness (light side) or arrogance (dark side).




<<

i First blood: The damaged
| mining droids can't

| withstand a direct hit.

Leave the morgue and use
| the plasma torch to bash
i | through the broken door.

SRR Plunder the bodies in the
next room and equip the vibrosword that you find in your
alternate weapon slot. Use the vibrosword on the damaged
mining droids lurking in the next room, and save the plasma
torch for bashing open doors and containers.

>>

Take time to review the
miners' logs; their infor- -
mation is key to survival! S

The security terminal
provides detailed infor-
mation about the area. The
security officer had a plan
for dealing with rogue droids: using stealth, he would sneak
past them to the main administration console where a hidden
switch would cause all droids on the level to shut down. You
can implement this plan yourself, using the stealth field
generator found in the next room, or you can simply wade in
and dismantle the droids with your blade.

i AL W Rl Tl Rl b EPTRNY REaRE
o el nassarn”

<<

Precognition: Kreia teaches
you a secret Force power

| that warns of impending
danger.

<<

| The hidden switch deacti-
vates droids and unseals
the prison door.

Kreia contacts you with the Force as you approach the door
leading out of the security office (Waypoint @). With her
guidance, you detect the presence of three droids ahead. Using
an ion grenade from the security locker, blast the droids and
search the footlockers for the stealth field generator. Equip it if
you like, then enter the next room. Fight or ignore the droids
and check the central console. Activate the hidden switch to
open the door to the prison.

<<

Atton Rand introduces

| himself, but he's not ready
to join you just yet.

X

Atton Rand has survived the disasters on Peragus thanks
to the Force cage he's imprisoned in (Waypoint ). He
fills you in on what little he knows and begs to be set
free. Whether you respond with friendly (light side) or
hateful (dark side) replies, you eventually release him to
unlock the emergency functions on the administration
console—hopefully he can find a way out.

=IDE STEPFP

T3-M4 ROLLS OUT
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When Atton doesn't have
any luck with the adminis-
tration console, examine it
yourself. Use the comm
channel to contact T3-M4,
who is still operational but
trapped in the hangar bay.
After asking for help, you
m@b take control of T3-M4

g : - (Waypoint @) and set out
to ﬁnd some way of unlocking the emergency doors that seal
off the administration level.

> >
T3-M4's Shock Arm
is the perfect tool for §
defeating droids. |

Using T3-M4, search the
room for items, then go
through the eastern
security door. Roll down : =
the ramps, using your Shock Arm to qulckly defeat any mining
droids, and use the elevator at the end of the ramps to reach
the Fuel Depot sublevel.

<<
Use mines to blast through
the sealed door.

Battle through the
sublevel and carefully
search the remains for
mines (Waypoint @).

- Take everything you find
and return to the hangar bay. More mining droids have
gathered, and they have shields. Your Shock Arm can bypass
their defenses. Back at the room you started in, look for the
sealed door in the northwest. Use one of the mines you found
to blast open the door (Waypoint @). Enter the room and
empty the containers inside; the computer spikes here are
needed for your next task.
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N <<

Use this terminal to end the
lockdown on the adminis-

| tration level.

Go south into the hangar
bay, and use the hangar

! control console and a
computer spike to open the
door to the Fuel Depot. Check the dock officer's logs while you're
here, then head through the door you just opened. Destroy the
mining droids in the hallway and go through the elevator at the
end. Back in the Fuel Depot, roll down the narrow hall and turn
left to find another console (Waypoint @). From here you can
finally unseal the emergency doors on the administration level,
allowing your character to escape. As T3-M4 wheels away from
the console, it's struck by a beam of ion energy...someone else is
active in the facility.

THE MINING TUNNELS

<<

Search the containers for a
mining uniform and other
useful supplies.

Atton warns you of the
perils awaiting in the
mining tunnels—active
mines, rampaging droids,
and intense heat to name a
few. He gives you a comlink so you can keep in touch, then you
head off alone to try your luck in the mining tunnels. Head
toward the medical wing and go through the emergency door
that T3-M4 opened for you, and ride the elevator down. Before
venturing into the tunnels, empty the emergency supply
containers and equip everything you find (Waypoint@).




e =

___=" DERAGUS MAIN PATH

<<

If you have the parts, you
can program broken droids

to fight for you.

<<

A Telos mining shield
provides immunity to
intense heat.

Continue into the
tunnels; with the
emergency supplies
equipped, your
Demolitions skill should be high enough to enable recovery of
the mines scattered around. Take the northern passage to find
a broken droid in your path; use any parts you've scavenged to
activate the droid in patrol mode, sending it ahead to clear a
path through the waiting enemies. Follow behind with your
sword until you come to a steam-filled tunnel. Atton contacts
you by comlink to warn of the high temperatures ahead
(Waypoint @). Equip and activate a Telos mining shield, then
dash through the tunnel before the protection wears off. Be
careful of the mines waiting at the other end.

Keep going through the tunnels until you reach the central
controller. If you have high Computer Use skill, you can
reprogram the mining droids on this level to shut down or even
attack each other. Those with no skill can still raise the temper-
ature in the area just enough to make you invisible to the
droids' infrared sensors, allowing you to attack them with

practical impunity (Waypoint @). After slicing the controller,
deactivate the containment fields and scour the area for items
and equipment. Then use the elevator in the southeast to enter
the Fuel Depot.

THE SONIC SENSOR

_ Voiceprint Protocol

>>

Tricking the droid into §
imitating the voice code is |
the fastest way.

When you step into the
Fuel Depot, you are
greeted by a mildly rude
HK protocol droid. Before
talking to it, explore the room across the hall. Search the
container here to find a sonic sensor, which works like a voice
recorder (Waypoint @). With this device, return to the HK
droid and talk to it about getting into the dormitory section;
the airlock leading there is sealed with a voice-recognition
code. With high Persuade skill, you can get the HK to
pronounce the airlock code while you record it with the sonic
sensor. If Persuade fails, then you must compile the code
yourself using three recorded holologs. Use the terminal by the
airlock, the terminal in the administration security room, and
HK's recording of the miner's dying words to assemble the
correct voice pattern.

| The fadl pim cos s vokias

Whal w0 el s 0 s

<<
Play back the recording
from your sonic sensor for

this terminal.

>>
Find a space suit in the
locker by the outer door.
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With the voice code recorded, head for the maintenance station
near the elevator leading back to administration; mark II mining
droids block your path, but with the levels you've already gained,
they should pose little threat. Play back the voice from your
sonic sensor and use the terminal to unlock the airlock seal
(Waypoint @). From a safe distance, blast away the mines on
the other side of the door, then go through and take the space
suit from the locker by the exit. You automatically don the suit
when you open the outer airlock door.

_ Voiceprint Protocol

<<

Move quickly past
the exhaust ports or
you're toast.

Make your way along the
exterior catwalk. Atton
chimes in over the

3 comlink; look through the
windows on the right to see him still waiting for you in the
communications blister (Waypoint @). He's sensed the
approach of a Republic cruiser, the Harbinger. After it docks
with the facility, continue to the airlock at the catwalk's end
and enter the dormitories.

THE DORMITORY LOCKDOWN

N <<
Ion grenades can take out
most droids in one blast.

Destroy the mining droids
that attack when you
enter, then head through
the doors. Stop by the
workbench on the left;
you have probably found at least one ion weapon upgrade—
install it on your vibroblade now. The automated fire extin-
guishers ahead blast you with carbonite beams. Destroy them
safely with ranged attacks or ion grenades.
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>>

proves invaluable
during your quest.

Ignore the dormitory
entrance for now and head
to the cafeteria. Fight the
fire-suppression droids,
then search the area thoroughly for items (Waypoint @). The
breath mask in the kitchen provides poison immunity; put it on
and return to the shift assignment console after collecting all
the items you can.

_ Turbolift Lockdown

u ke T gor ¥ W e
e el DR gEY yOU B8 Om Dhe

<<

Use the console in the
hallway to disable the
ventilation systems.

>»

The hidden compartment
only appears if you
found the miner's log

in the cafeteria.

If you don't have enough
Computer Use skill or
enough computer spikes
to shut down the ventilation system, your breath mask keeps
you perfectly safe. End the dormitory lockdown and head
inside. Check every room for items and datapads. Use mines to
blow open stuck doors. You can find a hidden compartment
with a stash of illegal weapons (Waypoint @) if you read the
miner's datapad found in the cafeteria. After taking everything,
use a console to play back the miners' last holo records. Check
the transmission from the terminal to learn the override code
for the elevator to administration, then head back to the
cafeteria.




| <<
et ‘ ’w 8 HK-50's untimely comment
1 i . .
B gives you a vital clue.
o Replay the turbolift

console's record logs to
learn the ultimate fate of
Coorta and his group of
rebels. It's clear from the
recording that the HK droid you met earlier is to blame for the
miners' deaths. Fortunately, its boast reveals that it reversed
the turbolift codes; with this knowledge, unlock the console
(Waypoint @). The correct sequence is:

a1
“leg hunssser | BT | forgm W eReIEE BE | EEEERE
e mSh DTS B UES TE mREgEd M gy e A

DORMITORY

TURBOLIFT CODE

7513173

You can bypass the entire puzzle by smashing or slicing the
turbolift console, but you then receive much less experience.
Enter the elevator to return to the administration level.

_ Turbolift Lockdown

THE ASSASSIN REVEALED

Kreia greets you when you step off the elevator. She officially
joins your party and urges you to make haste to the Harbinger.
Take a moment to spend her experience points and don
equipment, then save your game before heading to the commu-
nications blister. Atton has patiently waited for you, and after
an awkward introduction with Kreia, joins your party as well
(Waypoint @).

Kreia

CONSULAR LEVEL 3

VITALITY: 36 | ATTACK STYLE: Ranged

e

PREFERRED SKILLS:
Awareness, Repair, Treat Injury

SPECIAL ABILITIES:
Mentor, Force Chain, Force Focus, Dueling

Atton Rand

SCOUNDREL LEVEL 3
VITALITY: 24 | ATTACK STYLE: Ranged

PREFERRED SKILLS:
Demolitions, Security, Stealth

SPECIAL ABILITIES:
Sneak Attack, Scoundrel’s Luck, Survival, Spirit

As the three of you dash for the Harbinger, you're interrupted by
a familiar figure: the HK protocol droid. With its cover blown,
it is revealed to be HK-50, an assassin droid sent to capture you
by powerful crime lords. It proudly explains the systematic
method it used to murder all of the miners, but it is frustrated
that you wriggled free of its trap. You won't escape Peragus
without scrapping this droid.

HK-50 BATTLE

<< <

The floating mines
should be your first
target.

<<<

If Stun Droid doesn't
work, keep trying;

you have enough Force
points for several tries.

>>>

A single ion §
grenade inflicts
tremendous damage.

PRIMAGAMES.COM &7

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited.




HK-50 BATTLE

CONTINUED

<<<
Avoid HK-50's
retributive strike by

J| fighting from a safe

distance.

TAKEDOWNS

m Force Lightning
m Stun Droid

m [on Grenades
 ®lon Weapons

When the battle begins, immediately pause and switch
each character to standby mode. This prevents them
from dashing headlong into the ring of floating mines
surrounding the assassin droid. Equip everyone with
ranged weapons and attack the center mines first; when
they explode, they take the outer two mines with them.

Concentrate your attacks on HK-50 next. Ion grenades
deal the most damage by far, followed by Force
Lightning. If you attack with ranged weapons, use the
Precise Shot feat. Watch everyone's vitality carefully,
and remember that Atton spontaneously heals on his
own if he gets knocked out, thanks to his Spirit ability.

When HK-50's health is gone, it begins a three-second
countdown. If anyone is close to the droid, get them
out of there fast! The assassin droid self-destructs in a
damaging explosion; ideally this shouldn't be an issue,
since using grenades, Force powers, and ranged
weapons is the best way to fight this enemy.

<<
One of the essential
HK components is

left behind.
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After the battle, rifle through the assassin droid's remains. The
HK component you find is random, but it's one of four vital
pieces needed to activate the secret character HK-47 later on.
See the "Friends and Foes" section for more information.

_ Medical Bay Murders

THE HARBINGER

The next phase of your quest leads through the Harbinger, a
huge cruiser with three main decks. Your goal is the aft engine
room, where an umbilical connects the Republic ship with the
Fuel Depot, allowing you to bypass the containment fields
sealing off the hangar bay.

BERGRIGHRRR] orvict i chares

<<

The bridge terminal
contains vital navigation
charts.

Atton mentions one
problem with the plan:
without accurate charts,

] navigating the asteroid

e field is lethal. Head to the
bridge first and use the helm terminal to download the needed
data (Waypoint @).

[PENBIQUEST orbital Drifc Charts

The invisible killers
mentioned in the
Harbinger's logs make their
appearance as you explore
the ship. Sith assassins
attack in groups of three
or four and usually close
in from two directions at
once. Keep your party in a
knot to avoid painful
sneak attacks and
eliminate closest targets first.




<<
Repair the medical droid
and take it with you for

automatic healing during
battles.

Head into the crew
quarters and check the
rooms for items. The
second door triggers a
latent memory—this was
your cabin (Waypoint €8).
Take everything and
continue on to the medical
bay. Search all containers
for health items, use

| chemicals at the lab

station, and repair the
medical droid for extra
protection as you finish
exploring. Slaying all Sith
here is also made easier by
the kolto tank, which
instantly restores full
health. The next stage of
your journey leads to the
engine deck.

When Darth Sion appears
(Waypoint @), Kreia

- | departs to confront him
alone while you and
Atton head for the Fuel
Depot. Thankfully, no
more enemies attack you
on the Harbinger. Empty
all containers and lockers,
then use the terminals to
open the access doors to
the Fuel Depot.

<<

The Force Chain you share
with Kreia has troubling
side effects.

ESCAPE FROM PERAGLUS

<<
T3-M4 was tossed here
after he opened the

emergency hatch for you.

Your loyal utility droid, T3-
M4, finally joins your party
when you enter the Fuel
Depot (Waypoint &2).
Equip him with any droid
items you've found, and bring it up to the party's level. During
its earlier solo mission, you saw the power of the Shock Arm;
you have many more chances to make use if it.
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T3-M4

EXPERT DROID LEVEL 3

VITALITY: 30 | ATTACK STYLE: Ranged

PREFERRED SKILLS:
Computer Use, Demolitions, Security, Repair

SPECIAL ABILITIES:
Shock Arm, Create Computer Spikes, Mobile Workbench

<<

You can't shut down the
containment field until all
mines are disarmed.

Enter all three fuel
conduits and disarm the
mines. When you're
attacked, destroy the
maintenance droids first,
then take care of the rest. Overconfidence when fighting here
can be deadly; while mining droids are usually harmless, these
like to hurl grenades. After all mines and enemies are taken care
of, ascend the ramp and use the emergency field station to shut
down the containment fields (Waypoint @). Dismantle a few
droids waiting at the ramp's top, then take a right and return to
the docking bay.

44

If you need spikes to
close the decontamination
vents, T3-M4 can make
them for you.

Head for the docking bay console (Waypoint @) and use
T3-M4 to repair it; go through the open door and fight past the
mark II mining droids. Clear mines away before descending the
ramps, then stop at the decontamination console to shut down
the gas vents in the next chamber. Slice open the door
(Waypoint &8).
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<<
You've reached the Ebon
Hawk at last!

<<

Exploding barrels can
destroy several assassins
at once.

>»

Some barrels contain
sonic charges that stun
your enemies.

Scour the hangar for a few
last items before you board
the ship. You're not safe
yet; a squad of Sith
assassins storm the
hangar. While Atton
prepares for takeoff, man
the ship's turret and try to
gun down as many Sith as
you can before they reach
the loading ramp. Shoot
containers to destroy groups of Sith, and keep your cannon
aimed to the left; all the enemies appear on that side. You must
fight any Sith who successfully reach your ship, so do your best
to bring down as many as possible. After all of the enemies are
defeated, the Ebon Hawk blasts into space.




PERAGUS MAIN PATH

> . r
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The Harbinger gives chase; you must decide whether to
risk collision with the asteroids (light side) or deliber-
ately fire on the fuel-packed asteroids, blowing up the
entire colony (dark side). Even if you do your best to
avoid it, the Harbinger's wayward guns trigger a massive
reaction that destroys everything...except your ship.

Recover Ebon Hawk

EBON HAWK : INTERLUDE

<<

Kreia fills you in on many .

':{ Ly details of your past.

Speak more with Kreia to fill in further pieces of the
past. By listening to her and pursuing all lines of
questioning, you can strongly affect your influence
and earn more light or dark side points as well. Kreia
also explains the Force Chain that binds you to her;
any Force powers used on one of you affects the
other. When you're through, return to the cockpit
and use the galaxy map to select your next desti-
nation, Telos.

After making the jump to hyperspace, Kreia reveals
herself; she was able to make it on board before the
Ebon Hawk escaped. With information from her and T3-
M4, you piece together the events that happened after
you were sedated. Your attitudes about war and sacrifice
are tested; your answers reveal your slant toward the
light or dark side. After the conversation, Kreia leaves
for the Port Dormitory. Atton suggests you follow her
for a private discussion.
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to the waypaoints in the
walkthrough text

CITADEL STATION

Getting around the orbiting city is facilitated by information
terminals found in the main concourse of each area. At each
terminal you can download an area map or instantly transfer to
any other terminal you've visited before.

<<
{ Download maps or transfer
| to another area with
Citadel Station's terminal
| system.

to Czerka Offices

This module connects with
four other areas: Residential
Module West, the Exchange
offices, the Czerka
Corporation offices, and
Recreation Module 081. You
need the right connections to
enter the Exchange or Czerka
domains; this happens in the
course of the main quest.

A triad of apartment pods clusters at the east end. Apartment
C3 is yours; you can accept incoming calls at the communica-
tions console or heal your party with a quick nap. Most of the
other apartments are locked; you gain access to these areas later
in your adventure, depending on the path you choose. Don't
forget to access the central information terminal to download
the area map.
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spikes, so stock up on a few while you have the chance (if you
can afford it). He also has a wide selection of droid parts, but
since you won't have a droid in your party for some time, these
purchases can wait.

If you're caught stealing,
expect a fight to the death.

<<
Opo Chano sells droid
parts and equipment.

Visit Opo Chano in apartment B2 to buy droid

parts or use his workbench to make item

upgrades. Chano plays an important role in your
main quest and may not survive for long depending on your
choices. He's also the only vendor on Telos who sells computer

Holding Cells

DBJECTS K ] \
|- Slusk's Office

Containers
Terminals

== Unlocked Door

Main Quest: Light
Main Quest: Dark

* Numbers correspond

to the waypoints in the
walkthrough text

to Residential 082 East
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74

< SLUSK

The Exchange doesn't need to conceal its offices:
most people know better than to get involved
with the crime syndicate. Loppak Slusk runs

the show here from a secure room behind a gauntlet of

Gamorrean guards.

OBJECTS

Terminals

Unlocked Door
Locked Door

Main Quest: Light
Main Buest: Dark
@ Sidequest

* Numbers correspond
to the waypoints in the
walkthrough text

Czerka
Mainframe

< B-4D4

Commanding enormous resources of wealth and
! an army of mercenaries, the Czerka Corporation
d is determined to cement its grip on the Telos
restoration projects. Visitors are greeted by B-4D4, a protocol
droid that you can control later if you side with the Ithorians
against Czerka.

<<

Czerka Corporation
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<<
These Gamorreans are eager
to add to your body count.

L

to Residential 082 East

< JANA LORSO

The corporation's chief officer, Jana Lorso,
contacts you soon after you arrive. Taking on
jobs for her will propel you along the dark side,

while light side players will seek to sabotage and undermine

Czerka's plans.




The sealed room beyond Lorso's office houses a

computer mainframe and a mildly psychotic

utility droid, T-1N1. You meet this droid only if
you take the light-side path and work for the Ithorians.

OBJECTS
Containers
Lab Station
Terminals

Unlocked Door

Main Quest: Light
Main Quest: Dark
@ Sidequest

* Numbers correspond
to the waypaints in the
walkthrough text

Ithorian Compound

This extension of the residential module is home
: to the Ithorians, who have been awarded the
i ﬁ Republic's contract to head the restoration

project on Telos. Their genuine desire to revitalize the lifeless
surface of the planet doesn't sit well with other more profit-
minded factions that covet Republic funds. The Ithorian leader,
Chodo Habat, contacts you as soon as you are freed from the
TSF holding cells. If you want to pursue the light side, meet
with him and offer your help.
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Vivarium

The vivarium nearby
displays rare plant
| specimens imported from
‘ other worlds, including a
valuable Bachani plant.
You can pllfer some leaves from this plant if you get involved
with the Smuggling sidequest.
Go to Residential Module East and take the shuttle to reach the
Entertainment Module. Here you can find a few merchants, the
TSF offices, and access to the Cantina and the Dock Module.

Opposite the Ithorian

compound is a medical

facility featuring a lab - : <<

station and a container of | w -1 Entertainment Module 081
medical supplies. You need ; i

a few ranks in computer

use to open the container -

with the nearby terminal. These medlcal supplies are also used

in the Smuggling sidequest.

Holding Cells

Dobo Brother's
Emporium J
ji
R -
—. |

OBJECTS o ] W

Containers

& Workbenches TSF Station

& Merchants

Terminals et _ to Residential 082 East

Unlocked Door

a

Main Quest A E j
@® Sidequest

* Numbers correspond
to the waypnints in the
walkthrough text

to Dock Module 126
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< DENDIS DOBO

< SAMHAN DOBO

The store here is run by two
brothers, Dendls and Samhan Dobo. Dendis, behind the left
counter, deals mostly in Pazaak cards. Buy some of his low-
numbered cards if you want to build a good Pazaak deck.
Sambhan, on the other hand, is active in black-market circles and
has a wide array of useful inventory.

<<

Samhan Dobo is the hub of
Citadel Station's thriving

| black market trade.

If you complete the
Smuggling sidequest for
Samhan (see the
Sidequests section), he
allows you to browse his selection of premium (and illegal)
inventory. If you have the credits, you can buy some of the most
powerful weapons and toughest armors from him. Completing
the Smuggling missions won't affect your light or dark side
balance, so explore this option if you want to gain an early
advantage in combat. Even if you don't get involved in
smuggling, buy equipment from Samhan's regular inventory.
Valuable item upgrades can be immediately installed using the
nearby workbench.

Farther down the hall, a couple of mercenaries are
picking a fight with a hapless Sullustan. You can

intervene and fight the mercenaries for a little loot
(light side), leave the Sullustan to his fate (dark side),
or destroy all three of them (netting both dark and light
side points).

<<
Terminal velocity: Expedite
your quest with Citadel
Station's quick transfer
system.

You pass two entrances to
the Cantina on the right as
you continue down the
hall. Check the information terminal by the second Cantina
door to download the area map and activate it for quick transit
later on.

Farther on, past the shuttle to the Dock Module, are the TSF
offices. Speak with the TSF protocol droid to open the armory
door and reclaim all your confiscated goods. You can loot the
rest of the lockers here for some extra equipment and supplies.

> >

Cold and heartless, droids
are perfectly qualified for a
career in civil service.

<<

The TSF Security Chief has
the impossible job of
keeping you from causing

)| trouble.
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OBJECTS
& Merchants

Main Quest: Light
Main Buest: Dark
@ Sidequest

* Numbers correspond
to the waypnints in the
walkthrough text

< DOL GRENN

Open the security door here to speak with

Lieutenant Dol Grenn. He has a trio of bounties

to offer you. See the Bounty Hunting sidequests
at the end of this chapter for more information.

<<

Cantina

¥ || The Cantina, while small, is densely packed with
|;k é games, characters, and information. If you want

L to try some of the minigames, check the eastern
room. Speak with the Race Master to try your hand at swoop
bike racing.

Practice runs are free, but if you want to race officially, you
must either pay 100 credits or persuade the Race Master to give
you a freebie (he gives only one free race). If you beat the
record times set by the best racers, you win prizes as shown in
the following table:

to Entertainment Module O8I

to Entertainment Module 081

TELOS SWOOP TRACK RECORDS

Record Prize

Rank  Racer
1st Ov Darum 39:77 500

Galactic Record 37:44

<<

Game Room

Prefer a nice game of Pazaak? Then talk to Mebla

s LM Dule near the long blue table. You can buy cards,

? A play a free game, or place a wager of up to 40
credits. Unless you are experienced, try some friendly games
before laying down any credits. You start off with 10 cards, and
while it is possible to win with them, your odds are greatly
improved by making a few choice purchases. For a truly formi-
dable deck, buy all the +/- cards you can afford.
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Benok. He boasts that he is the head of security
@ (thatis, top thug) for Loppak Slusk. The intro-
ductlons are cordial, but when you meet him later, he won't be
so nice. After chatting with
him, mingle into the
crowd to overhear a
conversation between a
Republic and Onderon
soldier. They may not see
eye to eye, but their
conversation is friendly
enough.

Docking Bay 1

OBJECTS
Containers
Terminals

Unlocked Door
Locked Door

Main Quest

Main Quest: Light

Main Quest: Dark
@ Sidequest

* Numbers correspond
to the waypnints in the
walkthrough text

: '_'“‘?'ﬂ

M There are two other people to

meet here. The first, Corrun Falt, is a disgruntled Czerka
employee who gives you valuable information later on if you
decide to help the Ithorians. The second, Luxa, plays a role in
overthrowing Loppak Slusk

and will be waiting here when

you are ready to take him on.

As a Zeltron, Luxa has the

ability to read your emotions;

tricks like Force Persuade won't

work on her.

Docking Bay 3

{:1;—5 to Entertainment Module 08I

The Dock Module has three landing bays and a small lounge for the comfort of travelers.
Docking Bay 1 on the west once held the Ebon Hawk but is empty now that your ship is
missing. The TSF soldiers at the door won't let you in. Docking Bay 2 is used by the Ithorians.
= | After siding with them or the Czerka, come here to pick up a newly arrived B-4D4 protocol

" | droid as part of the main quest.
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<<

Assassins, smugglers, and
murderers all pass through
Czerka's docking bay.

Docking Bay 3 is operated
by the Czerka Corporation.
£ A Duros holds the gate
here; although he won't let you in, you can get information
from him. If you accept any of the Bounty Hunting sidequests

THE SURFACE OF TELOS

OBJECTS
Containers
& Mines

Main Quest

* Numbers correspond
to the waypnints in the
walkthrough text

Whichever path you chose, you eventually hop aboard a shuttle
that is promptly shot down by mercenaries. Fortunately, you
crash within the Restoration Zone instead of out in the
poisonous wastelands.

Unfortunately, the Restoration

Zone is crawling with merce-

naries and wild cannocks.

Bao-Dur meets you here and,

recognizing you as his former

general in the Mandalorian

Wars, offers to renew his

allegiance. With his help, you =2 aslrelic e

can fight your way from the shuttle crash site through hordes of
enemies to reach the Czerka Excavation Site on the zone's other
side. Investigate all the nooks and crannies for incidental loot.

later on, return to the Duros for clues about where to find the
various fugitives, most of whom are associated with the Czerka
Corporation.

After completing your missions on Citadel Station, either the
Ithorians or the Czerka Corporation (depending on whether you
follow the light- or dark-side path) will allow you to use an
orbital shuttle to reach the planet's surface and search for the
Ebon Hawk.

to Excavation Site

<<

The ring of mines actually
makes the hidden cache
easter to find.

The mercenaries have two hidden caches in this area. Each one
is protected by a ring of mines, so approach carefully. The first
cache is adjacent to the crash site; the second cache is to the

south, beyond a deep gorge. Check the map for exact locations.
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OBJECTS
Containers

2 Mines
Terminals

Main Quest

* Numbers correspond
to the waypnints in the
walkthrough text

to Restoration Zone

The Ithorians have built an
encampment here
consisting of several
warehouses, processing
plants, and a shuttle
landing pad. They have
been muscled out,
however, by a team of
Czerka mercenaries. You
will probably gain a level
or two when you are through fighting them all, and many of
them carry useful equipment that you can commandeer.

hﬁ""‘“‘-——___-

o

2

Landing Pad

Czerka
Encampment

to Old Military Base

e

You can't enter any of the
| buildings here, but the
T il landing pad holds a vital
e D clue to the whereabouts of
the Ebon Hawk. Along the site's southern rim is a ramp leading
down into the next area, the old military base.
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to Excavation Site

Lab Station
Terminals
& Workbenches

¥
Containers i |

== Unlocked Door

Main Quest

* Numbers correspond
to the waypaoints in the
walkthrough text

Your main quest takes you ;

through this deactivated e a4 <<
military base that, despite AT ' Tank Droid
its disuse, is still protected s

by tough military droids

and poison gas traps.

Breath masks or bio-

antidote implants are

mandatory equipment here

until you can deactivate

the security system.

<<

Bao-Dur's Shield Breaker is
the only way through these
energy fields.

Many passages are blocked

by energy fields, but with

Bao-Dur's special ability,

you can break them down.
Eventually you find a shuttle that you can fly to the polar
regions, but it's protected by a huge tank droid.
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TELOS OVERVIEW

i —

OBJECTS
Main Quest

* Numbers correspond
to the waypaoints in the
walkthrough text

This massive, featureless plateau of ice is the site of your second shuttle
crash. The only thing to do here is survive a battle with a trio of HK-50
assassin droids-no easy feat. The entrance to the hidden Jedi academy is in
the mesa's southern half; apart from the assassin droids' remains there is
nothing of value here.

OBJECTS

Containers Meeting

Lab Station ; 3 Entrance Chamber
- N Chamber

Workbenches

== Unlocked Door
Locked Door

Main Quest
* Numbers correspond

to the waypaoints in the
walkthrough text

Meditation
Chamber
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The Jedi academy is home to
Atris and her many
handmaidens. She gives you a
| cool reception and reveals that
{ she was responsible for
stealing the Ebon Hawk.
Eventually she agrees to
release the ship, and you are
free to explore most of the
complex. Some areas, like the meditation chamber on the east,
are sealed for now.

| The academy's west side is

| where the action is. You can

< find Kreia and Atton
languishing in the prison area;
release them and pay a visit to
the handmaiden's quarters in
the southwest to find a fair
amount of booty. The hangar
is in the northwest and
features both a workbench and a lab station for item tinkering.
You also reunite with T3-M4 here. Most importantly, you finally
recover the Ebon Hawk. Once aboard, you are free to continue
your journey across the galaxy.

ARRIVAL AT CITADEL STATION

When you arrive at Citadel
Station, Lieutenant Dol Grenn
of the Telos Security Force
detains the Ebon Hawk for
inspection and decontami-
nation (I&D).

Tou Ravar't Boad lofraly charped, bul you wil Be placad
undet Bouss mrest peadng the resi of s ireeengailes.

Arrested!

You are stripped of all your
possessions and thrown into a
holding cell (Waypoint@).
While Atton and Kreia offer
competing plans for what to
do next, the conversation is
interrupted by a rude assassin
who's come to collect the
Exchange's bounty on Jedi. ;
You can't talk your way out of fighting h1m so go ahead and be
bold. Even though you are unarmed, you still have full use of
your Force powers and can take down the assassin easily.
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>SIDEQUEST | False Batu

When the battle is over, Lt. Grenn arrives and demands an
explanation. The assassin, who called himself Batu Rem, is
actually an impostor. You can find out more about the assassin
if you undertake the bounty hunter sidequests. When the TSF
realizes that you were acting in self-defense, they decide to
transfer you immediately to a more genteel confinement in the
Residential Zone (Waypoint @). Technically you are still under
arrest and Lt. Grenn warns you not to leave Citadel Station
until a Republic ship arrives to take you into custody.




<<

The Ithorian herd's gentle
nature leaves them
completely helpless, unless
you protect them.

Before you can leave the apartment, you get two incoming calls
on the communications console. The first is to announce an
Ithorian visitor by the name of Moxa. Agree to speak with him,
and he enters to explain that the Ithorian leader, Chodo Habat,
wishes to meet with you. If you want to follow the light-side
path, tell Moxa that you will stop by the Ithorian compound.

d

Chodo can always be found
at the back of the Ithorian
compound.

After taking the second call, exit the apartment and head over
to Residential Module West. Enter the Ithorian compound on
the hall's south side and head for the back room where Chodo
Habat awaits (Waypoint @). To complete this quest, simply
talk to him and either accept (light side) or refuse (dark side)
his plea for help against the Czerka.

<<

If you have a conscience,
avoid any dealings with the
Czerka Corporation

The second call is from the B-4D4 protocol droid at the Czerka
Corporation. His boss, Jana Lorso, also wants to recruit your
assistance regarding the restoration project on Telos. Agree to
talk with her. When you leave the apartment, head left down
the hall to find the Czerka offices next door. B-4D4 recognizes
you and announces that Jana Lorso can be found at the back of
the office complex (Waypoint @). Head through the
conference room beyond the reception desk to find Jana and
speak with her. This completes the quest, whether or not you
decide to work for her.

<<
Jana Lorso is proof that
crime does pay.

STRANDED ON CITADEL STATION

>SIDEQUEST | High Stakes

| <<
| If you hurt a mercenary's
feelings, he won't be your

friend.

After speaking with the
Ithorian and Czerka
leaders, it's time to get
your equipment out of impound. Travel to the Recreation
Module, exploring sidequests along the way. Enter the TSF
offices at the west end (Waypoint @).

@ imraraun
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<<
The TSF impound lockers
are ripe for the picking.

Ebon Hawk Stolen!

The TSF protocol droid has stunning news: The Ebon Hawk is
missing! He suggests that you get in touch with the Exchange
to learn more. The good news is that all your belongings are
still secured in the armory lockers, and the droid opens the
door so you can reclaim your stuff. Empty all the TSF lockers in
the armory and add to your arsenal (Waypoint @).

<<

If it’s this easy for you, no
wonder Batu Rem was able
to break in.

>SIDEQUEST | TSF Bounty: Batano has Vanished

Practice using Force
powers, melee attacks, and
ranged attacks simultane-
ously in battle.

_ Replacement Restoration Droid

Whether you've decided to work for Chodo Habat or Jana Lorso,
your next destination is the same: the Dock Module. From the
Recreation Module, hop a shuttle to the Dock Module and
speak with the Ithorian at the desk outside Docking Bay 2
(Waypoint @). When he opens the door, move in and use the
airlock terminal to open the hangar gate. Inside you find the
protocol droid you've been sent to collect, along with a very
nervous lone TSF escort (Waypoint @). The conversation is
cut short when five unnamed thugs stride in to spoil the party.
You're outnumbered, but these enemies aren't very strong.
Assign each of your characters a thug to fight, and when the
first three have gone down, you can gang up on the remaining
two. After the battle, you automatically receive an illegally
modified blaster carried by one of the thugs. Take the blaster to
Lieutenant Grenn to begin the Suspicious Goods sidequest, or
claim your own piece of the action by taking the blaster to
Samhan Dobo and embarking on the Smuggling sidequest.

>SIDEQUEST | Suspicious Goods

>SIDEQUEST | TSF Bounty: Escaped Criminals

Before you leave, you can open the security door to the north
and talk to Lt. Grenn. He lays out three bounties for you. Refer
to the Bounty Hunter sidequest below for further information.

You can also discuss with Lieutenant Grenn the fuel supply
problems on Citadel Station resulting from the destruction of
Peragus. If a new source of fuel can be found, Lieutenant Grenn
would definitely be interested. You have the opportunity to
pursue this matter later on, when you get to Nar Shaddaa.
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>SIDEQUEST | Smuggling

The fate of Telos'
restoration project
depends on where you take
this droid.

You're now free to
£1 continue your mission.

55 s=sssz825 Talk to the protocol droid
and choose to take h1m elther to the Ithorians or to the Czerka
Corporation, depending on the path you have taken. The scene
automatically shifts to the destination you have chosen.




—#” _TELOS MAIN PATH %

_ Replacement Restoration Droid

At this point, your path diverges. To follow the light side, talk
more with Chodo and ask what else you can do to help. To
follow the dark side, offer your help to Jana Lorso. Whichever
path you choose, you end up receiving your first lightsaber
component and a shuttle ride down to the planet's surface.

ITHORIANS AND THE EXCHANGE

<<

This Rodian probably has
the most dangerous job on
Citadel Station.

_ Ithorian Diplomacy

After bestowing you with a pair of insulator gloves in reward
for escorting the protocol droid, Chodo tells you of the
problems he's having with Loppak Slusk, the Exchange boss. He
asks you to somehow arrange a meeting with Slusk and try to
put an end to the harassment. The Bumani Exchange office is in
Residential Module East. Go there and talk to the thug by the
door (Waypoint @).

>>
Luxa is your only hope of
getting an appointment.

He rudely dismisses you
since you don't have an
appointment but hints that
you might be able to
arrange a meeting by
talking with Slusk's second, Luxa. You can find her at the
Cantina in Entertainment Module 081, so go there now.

<<

she'll say anything to
manipulate you. Don't
trust her.

Kreia interrupts the journey to express her misgivings about
becoming tangled in the Ithorian's affairs. After the conver-
sation, use the information terminal to make a quick transfer
and enter the Cantina. Target the patrons until you find Luxa;
she's the pink woman standing near the bar (Waypoint @).
Talk to her and choose the following dialogue options:

® What do you want?

® I'm not looking for trouble.

® What does this have to do with me?
® | was, but not anymore.

® I'm capable, yes.

©® How would this work?

®It's a deal.

>>

Gamorreans don't ask
questions or waste time
with threats.

Now you can return to the
Bumani Exchange office
and gain access. Talk to the

guard and tell him Luxa sent you. He opens the door for you
and departs with a warning. Enter and speak with Vula, the
receptionist (Waypoint @). Another bureaucratic hurdle! If you
have enough Persuade skill, you can convince her to let you by;
otherwise, she summons a quartet of Gamorrean guards for you
to fight.

When you're in, head
through the door on the
right. Slusk and his
entourage confront you
here. After a short
exchange of threats, he
escapes into his office and
leaves you to fight Benok
(who you met earlier in the
Cantina) and four other
mercenaries. Concentrate your attacks on Benok first, then mop
up the rest. When the fray is over, search Benok's remains to
find his modified gold blaster and equip it on Atton. Save your
game and bash open the locked door to continue the quest.

>»

Exchange thugs are often
willing to betray their masters
in exchange for their lives.
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More Gamorreans wait
here, but fortunately they
are on Luxa's side. Talk
! with the Gamorrean boss
by the door and he lets
| you through before fleeing
the scene. Slusk sends a
pair of bodyguard droids to
deal with you. Fight them

; = with ion weapons if you
have them; Force nghtnmg also works very well here. Now that
you've cleared away his troops, go through the last door.

Isolate Slusk with covering fire while you close in for the kill.

Slusk is cornered and has nowhere else to run. To

complicate matters, Luxa and her three Gamorreans show up
(Waypoint @). You end up fighting both Slusk and Luxa;
choose passive options during the conversation and you can
battle them separately. If you choose aggressive options, you
must fight them at the same time. Luxa is a tough opponent,
but Kreia's Force powers can weaken her so much that she
won't stand a chance. After slaying her and the Gamorreans,
Slusk makes one last attempt to talk you out of killing him. You
can let him live, but you won't get dark side points for finishing
him off, so you might as well. If you choose to fight, have your
main melee character run around the desk to battle in close
quarters while the other two party members take out the turrets
on either side of Slusk's desk.

<<
Help the Ithorian rejoin his
Herd for light side points.
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When you've taken everything, save your game and head back
to the Ithorian compound to report to Chodo Habat.

_ Ithorian Diplomacy

THE SPY DROID

<<
The scoundprel is impressed
with your diplomacy.

Czerka Mainframe

_ Crafting a Lightsaber

In thanks for your help, Chodo gives you a lightsaber emitter
fixture. With an energy cell and a focusing lens, the emitter is
one of three essential components needed to make your own

lightsaber later on.

For his final request, Chodo asks you to somehow hack into the
Czerka mainframe and obtain records that reveal their
corruption and Exchange ties; Chodo can use this to end their
meddling and ruin their reputation with the Republic. To begin,
suggest trying to bribe a Czerka employee. Chodo is reluctant,
but you can Persuade him to give you 500 credits to use as
leverage; he also hints that a good bribe target can be found at
the Cantina, so head there next.




i

At the Cantina, find Corrun Falt by the stage (Waypoint @).
Talk to him and choose these responses:

® What can you tell me about Czerka?

® Tell me about Czerka.

® How do you think she'll mess up?

® Maybe I can help you.

® There are some files I'd like to get my hands on. Files I
imagine wouldn't make her look good if they went public.

® I'm just looking for some dirt, that's all.

® So how do I get in?

At this point, Corrun Falt is willing to accept the bribe, but you
can try to Persuade him to take less than 500 credits (or even to
help you for free). He says that B-4D4, the Czerka protocol
droid, can get into the mainframe if you gain control of him
somehow. To do this, you must obtain maintenance credentials
from Opo Chano in apartment B2.

Go back to Residential
Module East, visit Opo
Chano, and tell him you
need his credentials
(Waypoint @). He won't
part with them easily,
however. You can threaten
or even destroy him to get
what you need, but this
will earn you dark side
points. You can avoid this by paying off his 2,500 credit debt to
the Exchange either with your own money or, even better, by
going back to Chodo Habat and getting the credits from him.

When Odo gives you the
| credentials, go to the

B-4D4 (Waypoint @). Tell
him to come with you and
show the credentlals to

You are automatically
transported back to the
Ithorian compound, where
Chodo Habat installs some
modifications on B-4D4.
Now controlling B-4D4,
return to the Czerka
offices and talk to Jana
Lorso (Waypoint @). She
opens the mainframe door
for you.

A suspicious T1-N1 droid
questions you, but
succumbs to B-4D4's
relentless logic and heads
off on a senseless trigger-
happy rampage. With this
diversion, you can access
the mainframe terminal
and download the records
you need as well as erase
all the information tying you to Czerka. Return with the infor-
mation to Chodo Habat.

_ Czerka Mainframe

<<
Chodo's shuttle awaits you
in docking bay two.

Chodo finally tells you

§ about Bao-Dur, a soldier

| on the planet's surface who
= - can help you track down

the missing Ebon Hawk, and offers the use of the Ithorian

shuttle to take you to him. As you make your way back to the

Dock Module, you receive an urgent message from Chodo

Habat's assistant Mozo: the Ithorians are under attack!

>SIDEQUEST | Ithorians Under Attack

You can go back and save them if you wish, or leave them and
go to the Dock Module to take the Ithorian shuttle down to the
surface (Waypoint @). Refer to the Ithorians under Attack!
sidequest for more information.
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<<
Jana Lorso doesn’t
mince words.

The Exchange

Talk to Jana Lorso and she asks you to perform a bold task:
eliminate Loppak Slusk to eliminate Exchange interference on
Telos. She adds that you can gain entrance to the Exchange
offices by talking to Luxa, Slusk's second, at the Cantina.

Luxa & Loppak

Arms Dealing

B
Find Luxa by the bar in the §=(
Cantina (Waypoint @). L —1

She agrees to get into the Exchange, but only if you pass a
couple of tests for her. The first job is an illegal arms deal; she
wants you to go in her place. It sounds like a setup, but you
don't have any choice. Luxa gives you a case of weapons and
tells you to go to the medical unit in Residential Module West
to receive a call that provides details of the deal.

<<

Sometimes walking into a
trap is the fastest way to
strike at your foes.
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Go to Residential Module West and head for the communica-
tions console in the back (Waypoint @). Accept the call and a
mysterious voice instructs you to go to apartment B3...and to
go alone. This means you must use the Party menu to remove
Kreia and Atton; using Solo Mode isn't good enough. If you go
to apartment B3 with anyone else in the party, no matter how
far away they are, the arms dealers won't let you in.

<<

Negotiate new terms with
the arms dealers.

Once inside, the door slams behind you (Waypoint @). The
dealers arrive a moment later. At first, the deal seems to go off
without a hitch; but at the last minute, they decide to double-
cross you and you must fight. The instant the battle begins,
enter the menu and reassign Atton and Kreia to your party to
help out. The three of you easily dispatch the thugs. When the
job's done, return to the Cantina, and talk to Luxa to complete
the quest. You can hand over the 500 credits you received from
the arms dealers; but why not keep it for yourself?

d If you work for Jana Lorso,
Opo pays the ultimate price.

Luxa's next job involves an
outstanding debt of 2,500
owed the Exchange by Opo
Chano, the droid technician who lives in apartment B2. Return
again to Residential Module West and enter Opo Chano's
apartment (Waypoint @). Tell him you're there to collect; since
he doesn't have the money, you have little choice but to slay
him. You could also rescue him by paying off the debt or help
him escape Citadel Station; these actions earn you light side
points, however. Afterward, return to the Cantina and give your
report to Luxa.




i

—#” TELOS MAIN PATH

= <<

Force Persuade eliminates
the need for an
appointment.

At last, Luxa agrees to set
up a meeting with Loppak
Slusk. Head for Residential
Module East, and talk to the thug by the door (Waypoint @).
Tell him Luxa sent you, and he lets you in before departing with
a warning. To go any farther, you must deal with Vula, the
receptionist (Waypoint @). You can try to Persuade her to
open the next door; if you fail, she summons a squad of
Gamorrean guards to deal with you. Slaughter them and
proceed through the next door on the right.

Slusk and his minions are
here. After a few insults,
the Exchange boss retreats
to his office and leaves his
cronies to battle for him.
Concentrate your attacks
on Benok first (you met
him earlier in the Cantina,
remember?) before dealing
with the weaker thugs. L
Scavenge any goods left behind after the battle, then bash down
the door Slusk fled through. Three Gamorreans are here, but
fortunately they're on Luxa's side. Talk to the Gamorrean boss
by the door and he lets you into Slusk's inner sanctum.

Slusk makes a few feeble
4 attempts to parley for his life,
but when Luxa shows up,
there's no option left but to
fight (Waypoint @). Avoid
overly aggressive responses
here, or you have to fight
Slusk, Luxa, and Gamorreans
a 3 all at once. It's much easier to
defeat Slusk first; he's defended by turrets on either side of his
desk, but ignore them and concentrate on the Exchange boss.
When he drops, the turrets deactivate.

> >
Stun Luxa with critical
strike, then take your time.

Finally, Luxa reveals her true colors by confessing that she
never knew where your ship was; now you must fight her as
well. She's a little tougher than Slusk, but concentrated attacks
take care of her in short order. When the carnage is done,
search the entire office for valuables and return to Czerka.

The Exchange

THE EXCHANGE COUNTERATTALCKS

_ Czerka Under Attack

<<

Melee attacks get a bonus if
your target has a ranged
weapon.

Unfortunately, getting to

= Jana Lorso won't be easy.
The mercenaries hired by the Exchange, now out of work, have
stormed the Czerka offices and have taken over the show.
Carefully battle your way through their ranks, taking care that
no member of your party runs off alone (Waypoint @).
Between skirmishes, retreat and take time to save the game and
heal yourself if needed. As always, don't hesitate to augment
your combat skills with both offensive and defensive Force
powers or with adrenal stims. After slaying all the mercenaries
and relieving their bodies of any valuables, you can finally meet
with Jana Lorso and complete the quest. If you ask for payment,
she gives you 800 credits. Talk to her again and she arranges a
shuttle for you to take down to the planet's surface. It's waiting
for you in Docking Bay 3, so go there and talk to the Duros

(Waypoint @).

_ Czerka Under Attack

<<

Jana Lorso is very polite
and generous for an evil
corporate executive.
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The Duros gives you a final gift from Jana Lorso—the lightsaber
emitter fixture. With an energy cell and a focusing lens, the
emitter is one of three essential components needed to make
your own lightsaber later on.

He opens the door for you, and you can finally board the shuttle
and escape Citadel Station (Waypoint @).

TELOS RESTORATION ZONE

Whatever path you choose,
you end up taking a
shuttle down to the
surface. Incoming flak
from the Czerka instal-

{ lation slams into your craft
{ and you crash just inside
the western border of the
Restoration Zone. You are
greeted by a muscular
Zabrak with a cybernetic arm who introduces himself as Bao-
Dur (Waypoint @). His array of skills and his ability to shatter
energy barriers will be necessary in the upcoming areas, so you
must leave either Atton or Kreia behind. The choice is yours,
but we recommend taking Kreia so that you can benefit from
her array of Force powers.

Wi b, | Svi Wamghsl [l sae o S, Sirs
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BAO-DUR

TECH SPECIALIST LEVEL 6
VITALITY: 48 | ATTACK STYLE: Melee

PREFERRED SKILLS:
Computer Use, Security, Repair, Demolitions

SPECIAL ABILITIES:
Shield Breaker, Repulsor Strike

Bao-Dur starts off with no equipment at all. Outfit him with
any spare armor and your best ranged attack weapon, but
leave his other weapon slots empty so he can fight bare-
handed. Strip Atton of his armor or equipment if you need to.
To complete your preparations, take some time to level up
your new companion. See Bao-Dur's profile in the "Friends
and Foes" section for advice on how best to spend your skill
points and feats.
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Always recover mines in
solo mode to keep your
friends out of harm's way.

Next to the shuttle's

: wreckage is the first of two
hidden caches left by the mercenaries (Waypoint @). It's
protected by a ring of mines, but Bao-Dur's Demolition skill is
high enough to recover the mines safely.

>»

Hone your abilities on the
willing Cannocks before
moving on.

After taking the loot, head
east into the open field
where a few cannocks are :
grazing (Waypoint @). You encounter a lot of these beasts in
this area, so take time to get a feel for their strength. They are
aggressive but not too strong—fight every one you meet for
valuable experience points.

> >

Gang up on mercenaries
one at a time; don't spread
yourself thin.

Head south to find a narrow canyon mouth blocked by a
mercenary patrol (Waypoint @). Save your game before
rushing in to do battle. Many of the mercenaries in this area use
shielding to protect them; Bao-Dur can smash these shields
with his fists while your character battles the unshielded
enemies and Kreia provides Force support from the back ranks.
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Lure enemies around the
corner and then ambush
them at close range.
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Beach these cannocks for
experience and items.

I |
L
!

Continue through the m‘ I :I >
canyon to emerge on the
beach. Another mercenary squad is camped in the open ground
to the south (Waypoint @). You can skirt around them by
hugging the shore and cliffs, battling cannocks and collecting
items as you go. You don't have to battle the mercenaries, but
they are worth a lot of experience and provide excellent battle
practice. It's best to approach from the south, from behind the
cover of the rocky spires that jut from the plain. Save your game
and use Force power enhancements before you move in.

<<
There are two lootable
targets in this cache.

When the dust settles,
check all the bodies for
valuables and move

» southwest to the dead end
Where you ﬁnd the second mercenary cache (Waypoint @).
Bao-Dur can clear away the mines that block your access.

<<
Snipe the turrets before
clearing a safe path.

When you have every-
thing, head toward the exit
in the southeast. A dense
mine field surmounted
with automated turrets
stands in your way (Waypoint @). If Bao-Dur tries to clear the
mines, the turrets cut him down, so take out the guns first from
a distance with ranged weapons, ion grenades, and Force

powers. Do not try to rush through the mines-there are a lot of
them and you might not make it to the hilltop. When the guns
are destroyed, carefully recover the mines and ascend the slope
to the next area.

CZERKA EXCAVATION SITE

<<

Use guaranteed damage
attacks like Force Lighting
to defeat the droid master.

Destroy the sentry droid
that guards the valley
entrance, then head

: forward to meet the
mercenary dr01d master and a pair of warbots (Waypoint ).
She's the one who's been laying these traps for you, and she's
here to make a final stand. She uses a shield as combat starts,
so have Bao-Dur rush in to use his shield-breaking ability on
her while your character and Kreia concentrate on the warbots.
Don't worry about taking damage from the mines here; you
need to close the distance as quickly as possible. If you're
carrying grenades, have each character toss one as their first
action. After the battle, take time to heal yourself and save
before rounding the next corner where the toughest battle yet
awaits.

> >
Force Lightning can bypass
the mercenary's defenses.

The mercenary commander |
here is extremely strong
and protected by an energy
shield. After a verbal
exchange, the battle begins £ frts
(Waypoint @). Equip energy shields of your own and use them
immediately, then send Bao-Dur in to smash the enemy's
shields. Kreia should attack with mind-affecting Force powers
like Horror while you go after the unshielded mercenaries. If
you brought Atton along, have him hurl grenades from a
distance before you close in, then switch to your best blaster.

> >
Take the high ground to |mms
secure the excavation site.
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There are still several more mercenaries around, so make sure
nobody runs off to continue the fight after you defeat the
commander. Back off and take time to heal and save the game
before pressing on. When you're ready, enter the compound and
take out the mercenaries on the ground before ascending to the
landing pad where a final knot of enemies await (Waypoint ).

<<

Bao-Dur discovers an
anomalous energy source in
| the distant polar region.

When the area is secure,
approach the terminal
here; Bao-Dur discovers a
! mysterious energy trace
coming from the polar region. This is where your ship has been
taken, but you need another shuttle to get there. To find one,
head south to enter the old military base.

THE OLD MILITARY BASE

<<

Breath masks and bio-
antidote implants make
your team immune to
poison.

To protect everyone from the poison gas traps here, equip the
bio-antidote implants you made on Citadel Station and the
breath mask left over from Peragus. Also equip any ion weapons
you have; this facility is crawling with military droids.

When you're ready, approach the energy barrier and Bao-Dur
demonstrates his shield-breaking ability (Waypoint @). Four
turrets spray blaster bolts at anyone entering the next room;
instead of fighting them,
quickly run up to the
terminal between them
and use it to deactivate the
defense system and
download a map.

84
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Close with military droids
to avoid their thrown
grenades.

Break through the next
en