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ENCOUNTER: 
HIDDEN COVE 

Challenge Level 13 
SETUP: This encounter serves as the climax of "The Mask of Darth Nihilus," 

the mini-adventure introduced on the previous two pages. The encounter 

begins when the heroes stumb le across the main cavern, where the wrecked 

remains of a Dynamic-class freighter rest half-submerged underwater. The 

Rodian's thugs are already ripping the ship apart while searching for the mask. 

Sando's Boys do not listen to any arguments or offers made by the heroes. 

The Rodian assumes that the characters are enemy smugglers out to steal her 

plunder and orders her gang to drive them off at all costs. If Collan Eislo is 

also present in the cove, he tries to use the chaos of battle to search through 

the crates for the mask of Darth Nihilus, attacking any smugglers or heroes 

who get in his way. At this point, no one has discovered the cargo manifest 

that confirms the presence of the mask. If anyone finds the manifest and 

learns the truth, the stakes are raised considerably. 

READ-AL..OUD TEXT 
When the heroes make their way into the cavern, they discover that Sando 

and her boys have already begun exploring the wrecked ship searching for 

the mask. Read the following aloud when the heroes enter the cavern: 

The tunnel opens up into larger cavern, which looks to have been created by 

an avalanche sometime in the past. Half-buried in mud and rock is the rusted 

metal frame ofa space transport, its rear turret and engines jutting out into the 

open canyon. Several Humans, under the watchful eye of their Radian leader, 

are dragging scrap metal and what looks to be ancient cargo containers out 

of the ship thraugh a tunnel dug into the side of the rock. 

Sando 
Sando is a Rodian in charge of a small smuggler gang that operates in the 

Unknown Regions nearVolik. They also engage in a little piracy on ships that 

venture too close to the planet. Even then, she tends to go after the easy 

targets. Her smugg lers like to set upon damaged sh ips, repair them, and take 

all their cargo as payment. 

This Rodian criminal looks to have seen her fair share of bottles, as scars and 

signs of old wounds dot her green flesh . 

Sando (5) 
Medium Rodian soldier 9/scoundrel 4 

Force 3; Dark Side 6 

Init + 15; Senses low-light vision; Perception + 10 

Languages Basic, Huttese, Rodese 

Defenses Ref 30 (flat-footed 26), Fort 28, Will 24 

hp 126; Threshold 33 

Speed 6 squares 

Melee unarmed +4 (ld4+8) 

CL 13 

Ranged blaster carbine + 17 (3d8+8) or 

Ranged blaster carbine + 15 (4d8+8) with Rapid Shot 

Ranged blaster carbine + 18 (4d8+8) when aiming or 

Ranged blaster carbine + 16 (5d8+8) when aiming with Rapid Shot 

Ranged blaster carbine + 12 (3d8+8) with autofire 

Base Atk +12; Grp +16 

Atk Options autofire (blaster carbine), Bantha Herder, Careful Shot, 

Dasta rdly Strike, Deadeye, Devastat ing Attack (rifles), Focused Warrior, 

Point Blank Shot, Precise Shot, Rapid Shot, Running Attack, Ruthless, 

Triple Crit (rifles) 

Special Actions Fool's Luck, Indomitable 

Abilities Str 14, Dex 18, Con 14, Int 12, Wis 9, Cha 9 

Special Qualities heightened awareness 

Talents Dastardly Strike, Devastating Attack (rifles), Focused Warrior, 

Fool's Luck, Indomitable, Ruthless, Weapon Specialization (rifles) 

Feats Armor Proficiency (light, medium), Bantha Herder, Careful Shot, 

Deadeye, Improved Damage Threshold, Improved Defenses, Point Blank 

Shot, Precise Shot, Rapid Shot, Running Attack, Toughness, Triple Crit 

(rifles), Weapon Focus (rifles), Weapon Proficiency (pistols, rifles, 

simple weapons) 

Skills Initiative +15, Perception +10 (can reroll, must use second result), 

Treat Injury + 10, Use Computer + 12 

Possessions blaster carbine, comlink, datapad, 3 medpacs 

Bantha Herder-When Sando successfully damages a target with a 

ranged attack, compare the attack roll to the target's Will Defense. If 

the result equals or exceed's the target's Will Defense, Sando can move 

the target 1 square in any direction as a free action. 

Focused Warrior-When Sando successfully damages an opponent, she 

gains a +5 morale bonus to Wi ll Defense until the start of her next turn . 

Ruthless-When Sando deals damage to a target with a melee or ranged 

attack that equals or exceeds the target's damage threshold, Sando 

gains a +2 bonus on damage roll s against that target for the remainder 

of the encounter. 

Sando's Boys 
Most of Sando's Boys, the long-term members of the band, are Humans 

from Outer Rim worlds who have joined up with the Rodian for the promise 

of plunder and violence. Sando makes sure her men train in hand -to-hand 

combat as well as ranged combat, and most of her crew carry vibroblades 

and know how to use them. 

4 Sando's Boys (B) CL 8 
Medium Human non heroic 9/noble 5 

Force 1; Dark Side 4 

Init + 15; Senses Perception +7 

Languages Basic 

Defenses Ref 23 (flat-footed 20), Fort 20, Will 18; Dodge 

hp 68; Threshold 20 

Speed 6 squares 



Melee vibroblade + 13 (2d6+3) 
Ranged blaster pistol +12 (3d6+2) 

Base Atk +9; Grp + 12 

Atk Options Leading Feint, Personal Affront 

Abilities Str 12, Dex 16, Con 14, Int 10, Wis 10, Cha 16 

Talents Leading Feint, Noble Fencing Style, Personal Affront 

Feats Armor Proficiency (light). Dodge, Improved Defenses, Martial Arts 

I, Martial Arts II, Martial Arts III, Skill Focus (Deception). Skill Training 
(Initiative). Weapon Focus (advanced melee weapons). Weapon 

Profi ciency (advanced melee weapons, si mple weapons, pistols) 

Skills Deception +20, Initiative + 15, Persuasion + 15 

Possessions vibroblade, blaster pistol, armored flight suit, comlink 

Leading Feint-Wheneve r one of Sando's Boys damages an opponent with 

a melee attack, he may make a Deception check to feint against that 

target as a sw ift action . If successful, he designates an ally within 12 

squares. The target of the attack is treated as flat-footed against the 

first attack that ally makes against the target before the beginning of 
Sando's Boy's next tu rn . 

Personal Affront-Once per encounter as a reaction each of Sando's Boys 

can make a single melee attack against an adjacent enemy who just 

damaged him. 

2 Sando's Hired Blasters (H) CL 6 
Larg e Human (squad) nonheroic 9/scout 1 
Force 1; Dark Side 6 

Init + 12; Senses Perception + 12 

Languages Basic 

Defenses Ref 22 (flat-footed 20). Fort 17, Will 14 

hp 94; Threshold 32 

Speed 6 sq uares 

Melee unarmed +11 (ld6+1) 

Ranged blaster pisto l + 12 (3d6) 

Ranged blaster carbine + 13 (3d8) 

Base Atk +6; Grp +13 
Atk Options Point Blank Shot, Precise Shot 

Abilities Str 13, Dex 15, Con 14, Int 9, Wis 14, Cha 11 

Talents Evasion 

Feats Armor Proficiency (light, medium). Improved Defenses, Point 

Blank Shot, Precise Shot, Toughness, Weapon Focus (rifles). Weapon 

Proficiency (pistols, rifles) 

Skills Initiative +12, Perception +12 

Possessions blaster carbine, blaster pistol, battle armor, comlink 

Squad Traits- The melee attack of a squad is an area attack that affects 

all squares within reach. The ranged attacks of a sq uad are considered 

to have a l-square splash. Area attacks deal an extra 2 dice of damage 

against a squad (though this squad takes half damage from area attacks 
due to the Evasion talent). A squad cannot be grabbed or grappled. 

CONCLUSION 
Once Sando's men have been defeated, the heroes can enter the Dynamic­
class freighter's remains and sea rch for their prize. Inside, they find the crate 

co ntain ing the mask, and they can do with it as they please. 

FEATURES OF THE ARE A 

The cavern where the ship is buried consists of a long, open strip of cave 

with walls to either side. The cave has the following terrain features: 

Illumination: Sando and her men have set up a perimeter of glow 

lamps, filling the area with normal illumination . 

Tunnel: Sando's men have carved out a tunnel, marked "B," that leads 

to the central corridor of the Dynamic-class freighter. The tunnel is only 

1 square wide and 1 square tall, making for cramped quarters. 
Ship: The interior of the ship is remarkably well preserved, except 

for some areas where water and mud rushed into the ship when it was 

crashed. The area marked "A" on the map is an open turret that hangs 

four squares above the floor of the cavern. The area marked "c" on the 

map is where the mask can be found. 
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