
The Hawk Bats

Mission 1 – After recently “borrowing” a squadron of Toscan Fighters and Assault Transports from the pirate gang you left a year ago, you decide that it’s time to form your own gang. The first thing you need, however, is a base, a place to call home. And you’ve found the perfect place. It is a colony in an asteroid cluster settled by asteroid ore miners. The station itself was built into an asteroid but has no static defenses. This means the only opposition should be the fighters. Capture everything you can and vape the rest.

Mission 2 – After settling into your new home, lovingly named the Bat Cave, you give orders to your men to get ready for a mission to get more fighters to beef up your gang. There is a small independent manufacturer in the Dolomar Sector. That is your target. The best tactic would be to hit the factory itself right away, then any defenses, and then disable whatever is carrying the fighters so that Assault group Raider can capture them.

Mission 3 – Wow. You not only captured LOTS of Preybird Fighters, but also two Escort Carriers. What a jackpot. Now it’s time for some fun. You are making a hit on a local space bar Elu’s Pub. Just take out everything except the Luxury and Ferryboat Liners…we need those rich tourists alive so we can rob them blind. If you are feeling especially ruthless, go ahead and take out the defenseless Pub itself.

Mission 4 – You’ve decided it’s time to slap the Empire around a little bit. You have come across information that contains the coordinates of an Imperial warhead re-supply depot. It’s time to give your squadrons some explosives.

Mission 5 – Now that you have warheads and countermeasures, it’s time to put them to good use. You’ve always held a grudge against your former gang’s leader, Drenyt Find, and now its time to seek revenge. You are going to hit them hard and fast. Be warned, though, they have good fighters at their disposal.

Mission 6 – I guess the Drenyt didn’t like having his entire world cumble. He tracked our exit vector and gave the Imperials the coordinates of our base. I’m sure the Imps are none to happy that we took their equipment. Scramble to protect the Bat Cave.

Mission 7 – You can’t believe it. You lost so much in that battle. The base is gone. So is one of your Escort Carriers and a lot of your fighters and pilots. But you were never one to give up that easily. You retreat to the Outer Rim, where the Imps don’t have as much control. Once again you have to steal a base. This time it’s a luxury hotel in the middle of no where. And once again capture what you can, vape the rest.

Mission 8 – You need to keep rebuilding. That independent manufacturer that you hit before has rebuilt itself too. You think its time to knock them back down again. Protect the Shuttle group Vulture at all costs.

Mission 9 – You are in hyperspace returning home after capturing the new fighters (dubbed the Night Bats), when all of a sudden, alarms go off all over the Drop Out. You look out the nearest window and are horrified to see and Imperial picket line. Those manufacturers must not like having their products stolen. You really must find a better way to cover your exit vectors when leaving the scene of a crime. It’s time to see what the Night Bats can do.

Mission 10 – You finally arrive home after the brief Imperial diversion. Your jaw drops as one of the officers on the Drop Out bridge crew informs you that the Shade Pirates were in the middle of stealing from you when you dropped out of hyperspace. Once again, you have to scramble to defend what is not rightfully yours.

Mission 11 – You receive word from the Rebels that they need your assistance. They want you to capture a certain Moff Kreu. Apparently he is wreaking havoc on Rebel operations in his jurisdiction. You are about to delete the communiqué when you catch the amount of money they are willing to pay to have you handle this operation. You decide, “Sure what the hell”.

Mission 12 – As soon as you drop the Moff off at the Rebel fleet, an Imperial task force arrives, along with an Interdictor, preventing you or the Rebels from escaping to hyperspace. Apparently, the Moff is valuable enough to send a task force to retrieve him. You reluctantly join the Rebels in defending the captured Imperial officer.

Mission 13 – The Rebels have asked for you to join them in a few more missions. You don’t have any better plans for the immediate future so you accept their invitation. They want you to hit and Imperial convoy. Sounds like fun.

Mission 14 – You return home to re-stock. And low and behold, an Imperial fleet is waiting for you. You begin to think that you are just one big Imp magnet. You decide to investigate how the Imps found you again after you scramble. You are in your cockpit heading for the battle, when suddenly, a Rebel cruiser pops out of hyperspace along with a fighter escort. A Rebel commander speaks to you through your headset. “Thought you could use the help. Good hunting.”

Mission 15 – You are convinced that the Rebels are good allies. You agree to join them in their cause. You store you equipment in the Bat Den and transfer all of your pilots to the Mon Cal Cruiser Defiance. They give you new fighters with which to carry out your next mission- a recon job on an “important” Imperial fleet/convoy.

Mission 16 – Your investigating has turned up some horrible results. It looks as though a pirate-hating Rebel told the Imps where you lived. That does it for you. The Rebels have to pay. You send a message to the ships you just spied on, telling them where the local Rebel Base is. They pay you well for the information and promise not to interfere with you as long as you didn’t interfere with them. When the Star Destroyers show up, you launch in you x-wings. Once the battle starts however, you order your men to engage the “real” enemies. Your pilots open fire on the nearest a-wings. Excellent.

Epilogue – And so you continue your pirating. Lesson learned: never trust people delusional enough to think that they can overthrow the Empire.

