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EMPEROR COREGUYA
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Coreguya was chosen to be the next emperor by Maxtross II, who is believed in turn to have been influenced by Redjac, who wanted a weak Emperor on the throne. He couldn’t have made a better choice. Despite the immense power wielded by one who sits on the throne at Orlog, Coreguya has remained content to indulge in the luxuries of the Imperial Palace while allowing all the decisions to fall on Redjac’s shoulders.
EMPEROR COREGUYA

King of Orlog

Imperial Rhone  

Home Planet: Orlog 162

AF: 2

EF: 6

Intelligence: 2

Leadership: 2/1

Diplomacy: 2

Navigation: 1

Special Talents:

Imperial Liege: Gets three bonus dice rolls for the Summon Sovereign mission if he is the mission leader.

Palace Intriguer: Gets two bonus dice rolls for the Coup mission, if he is the mission leader.



ELS TAROFF
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Whenever Redjac has a secret meeting or is going over his plots and intrigues, it is rare for Els Taroff no to be at his side. When he first became a Knight, he was noted for his independence and courage. But as time passed he gradually became little more than an extension of Redjac, not daring to breathe unless Redjac orders it.
ELS TAROFF

Knight of the Empire

Imperial Rhone

Home Planet: Liomax 161

AF: 4

EF: 10

Intelligence: 3

Leadership: 1/1

Diplomacy: 0

Navigation: 5

Special Talents:

Special Knightly Training: Gets two bonus dice rolls for the Sabotage mission, if he is the mission leader.

Knight’s Right: May obtain a character spaceship.



THYSA KIMBO
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Illegitimate daughter of Coreguya, the princess has spent most of her adult life waiting for Coreguya to die so that she may ascend to the throne, oblivious to the fact that Redjac may have other plans for the throne that do not involve succession. She grew up pampered in the Imperial court, and became the bitter enemy of Zina Adora when she learned that Rayner Derban was more attracted to Zina than to herself.
THYSA KIMBO

Princess of Orlog

Imperial Rhone  

Home Planet: Orlog 162

AF: 1

EF: 4

Intelligence: 3

Leadership: 1/1

Diplomacy: 1

Navigation: 0

Special Talents:

Seductress: Gets two bonus dice rolls for the Summon Sovereign and Gather Information missions, even if she is not the mission leader.

Palace Intriguer: Gets two bonus dice rolls for the Coup mission, if she is the mission leader.



VANS KA-TIE-A
[image: image4.png]



The oldest member of the Imperial Knights, Vans still remembers the days when the Knights were respected by all, a force that not only kept the Emperor safe but maintained peace throughout the galaxy. But those days are gone, and with them the respect that Vans Ka-Tie-A had from other Imperial Knights, most of whom regard him as a senile old fool.
VANS KA-TIE-A

Knight of the Empire

Imperial Rhone

Home Planet: Lonica 421

AF: 4

EF: 10

Intelligence: 2

Leadership: 1/1

Diplomacy: 1

Navigation: 4

Special Talents:

Special Knightly Training: Gets two bonus dice rolls for the Gather Information mission, if he is the mission leader.

Knight’s Right: May obtain a character spaceship.



BARCA
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Like all Kayns, Barca has a fierce loyalty for his friends and little mercy toward his enemies. For almost 40 years, Barca has held the two hats of Grand Marshal of the Imperial Army and Grand Admiral of the Imperial Will. His remarkable military prowess is at the disposal of whoever sits on the Imperial throne.
BARCA

Imperial Kayn   

Home Planet: Kalgar 121

AF: 5

EF: 8

Intelligence: 4

Leadership: 4/3

Diplomacy: 1

Navigation: 4

Special Talents:

Demolition Expert: Gets two bonus dice rolls for the Sabotage mission, if he is the mission leader.

Blunt: The mission group he is with gets two less bonus dice rolls in Diplomacy missions.


TELMEN
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The second Imperial Sub-Commander, Telmen is little more than a hometown boy who made it good. Coming from the backwaters of Tsipa, he became popular and distinguished in several battles with space pirates. He has risen through the ranks meteorically, although not in a completely honorable way. It is not above him to use intrigue to further his aims, as when he denounced Ly Mantok to get his post. He is capable but relatively inexperienced and rarely makes any decision without Saytar looking over his shoulder.
TELMEN

Imperial Rhone

Home Planet: Tsipa 323

AF: 4

EF: 8

Intelligence: 3

Leadership: 3/2

Diplomacy: 0

Navigation: 4

Special Talents:

Special Intelligence Training: Gets two bonus dice rolls for the Gather Information mission, if he is the mission leader.

Interrogation Technique: Gets one bonus dice roll for the Question Prisoner mission.


GELBA
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One of the Viceroy-Governors of the Empire, as ruler of a provincial capital he also holds the administrative rank of Provincial Governor. But while the Viceroys were once most influential on the Imperial ear, since the machinations of Redjac the job has degenerated into speech-making and paper-filing. Gelba has become quite bitter, since he spent 30 years of his life trying to claw his way to the top, only to find he had clawed his way to the bottom. 
GELBA

Viceroy-Governor of Trov

Imperial Rhone  

Home Planets: Trov 542, Adrax 523

AF: 3

EF: 6

Intelligence: 2

Leadership: 3/1

Diplomacy: 2

Navigation: 1

Special Talents:

Politician: Gets one bonus dice roll for the Coup mission, if he is the mission leader.

Influential: Gets one bonus dice roll for the Summon Sovereign mission.



JON KIDU
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The influential and ruthless Kidu holds several key posts in the Imperial system. Viceroy-Governor of Chim (which makes him Provincial Governor of the Third Province), head of the Imperial Intelligence Service, and Inspector-General of the Imperial Army. Notorious for his cruelty, coolly efficient in his work, he follows superior orders to the letter and lets no one stand in his way. As a result, Jon Kidu has become a name synonymous with fear everywhere.
JON KIDU

Viceroy-Governor of Chim

Imperial Saurian

Home Planets: Chim 311, Squamot 331

AF: 3

EF: 8

Intelligence: 3

Leadership: 3/1

Diplomacy: 1

Navigation: 1

Special Talents:

Head of Intelligence: Gets two bonus dice rolls for the Coup mission, if he is the mission leader.

Cruel Efficiency: Gets two bonus dice rolls for the Question Prisoner mission, if torture is applied.



JIN VOLES
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The most well-known of the Imperial Knights, Voles is perhaps the only Knight that matches the ideal of what an Imperial Knight should be(a dashing, heroic figure dedicated to the welfare of the Empire. However, he will not stray one millimeter from his prerogative as an Imperial Knight, and therefore does not seem aware of the corruption that surrounds him.
JIN VOLES

Knight of the Empire

Imperial Segunden  

Home Planet: Tyglif 131

AF: 5

EF: 10

Intelligence: 2

Leadership: 1/1

Diplomacy: 0

Navigation: 5

Special Talents:

Special Knightly Training: Gets two bonus dice rolls for the Assassination mission, if he is the mission leader.

Knight’s Right: May obtain a character spaceship.



REDJAC
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By making charges that the former Most Senior of the Knights was guilty of treason, Redjac assumed that post. From the time of his youth in Magro, and his ascent through the Imperial ranks on Diomas, Redjac’s life has been one of ambition, plotting and taking. It is believed by many that Redjac’s next conquest will be the throne itself.
REDJAC

Knight of the Empire

Imperial Rhone

Home Planets: Magro 112, Diomas 152, Orlog 162

AF: 6
EF: 12
Intelligence: 3

Leadership: 2/1

Diplomacy: 1
Navigation: 5

Special Talents:

Special Knightly Training: Gets two bonus dice rolls for the Sabotage and Assassination missions, if he is the mission leader.

Knight’s Right: May obtain a character spaceship.



SENATOR DERMOND
[image: image11.png]



The Imperial Senate would be little more than a joke were it not for Dermond, the only Imperial politician to have any influence on the Emperor. Dermond is the only person in the Empire’s government who listens to the voices of the peoples of the galaxy, and is very popular in consequence. Although he does not care for the current Imperial policies, he is in favor of evolution, not revolution, and is as anti-Rebel as any hardened Imperial commander.
SENATOR DERMOND

Senator of Diomas

Imperial Rhone  

Home Planet: Diomas 152

AF: 2

EF: 4

Intelligence: 4

Leadership: 0/0

Diplomacy: 4

Navigation: 0

Special Talents:

Politician: Gets three bonus dice rolls for the Coup mission, if he is the mission leader.

Influential: Gets two bonus dice rolls for the Summon Sovereign mission.

.



SAYTAR
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As first Sub-Commander of the Imperial armed forces, Saytar holds a rank just under Barca’s. Dedicated to the causes of battle and Imperium (in that order) with a fervor beyond that which is normal for a man in his position, many believe that Saytar will soon receive total control of the military. Others say that his blind ambition will be his downfall.
SAYTAR

Imperial Charkhan 

Home Planet: Charkhan 223

AF: 4

EF: 8

Intelligence: 2

Leadership: 2/2

Diplomacy: 1

Navigation: 3

Special Talents:

Special Intelligence Training: Gets two bonus dice rolls for the Gather Information mission, if he is the mission leader.

Interrogation Technique: Gets one bonus dice roll for the Question Prisoner mission.


IMPERIAL SOLDIER
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Any player that has lost one or more player characters may “flesh out” his groups by recruiting armed escorts. Soldiers are NPC’s. They occupy seats in spaceships and fight in character combat. They are not counted as “other characters” in missions that give bonus dice rolls for extra characters going along in the mission. If wounded, they remain with the group and may be healed(they do not break off like system-opponent soldiers.
IMPERIAL SOLDIER
AF: Variable
EF: Variable
Intelligence: 1
Leadership: 0/0

Diplomacy: 0
Navigation: 0
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