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Taking Chances
“Captain, sensor contact on the edge of the system. Looks like it just dropped out of hyperspace.” The sensor operator called across
the bridge. “What is she?” The Captain asked. This day just kept getting worse. First that run at their soft target of an Imperial
supply depot. He should have known better than to count on intel from Rebel command. That fight cost them three Starfighters and
left the depot in less than salvageable shape. This was likely the Imperial response. “It’s an Acclimator, sir, my readings are a bit
garbled at maximum sensor range but it looks like she just launched a formation of fighters that are fanning out.” The Captain just
shook his head “A carrier you mean, they sent an old carrier after us. Likely the one from the Bendahl system a jump over. That’s
not good. She carries two dozen TIEs, has a decent armament, point defenses, good shields and is relatively quick.”
In a straight up fight, their ship could take the Acclimator… However, with two squadrons of fighters backing it… “Engineering”
The Captain pressed the comm switch on his command chair “Yes, sir?” the response came. “Get the techs working overtime on the
Z-95’s we need those nine fighters fully operational and get those TIE parts we salvaged re-assembled into three working fighters,
we’re going to need a full squadron.” The three pilots that had lost their Z-95’s had survived, namely because of their armor.
Thankfully they were carrying modern Z-95’s.

The thought that weighed heavily upon the Captain's mind was that those pilots would likely die when he sent them back out in the
salvaged TIE fighters they had pulled from the squadron on squadron firefight they had just survived. At least they would have
shields in those flying death traps… “Aye sir, its going to be at least eight hours” the Captain fired back almost immediately “Make
it four or we don’t come out of this one alive.” There was a grim silence on the other end of the line “Leader out” the Captain closed
the comm. “Helm, bring us about, one quarter thrust and keep the planetoid between us and their formation. Once we clear the other
side, all ahead full, dial the drives up all the way, we need to buy time.”
They had one advantage that the Imperials likely didn’t know about, Alderaanian War Frigates were fast, at least two points faster in
sublight than that Acclimator. The TIEs were another story, he had to hope they didn’t detect them until they were well on their way
to… Wherever in the hell it was they were running to. “XO, I need a full workup of this sector of space, I need options, cover,
anything. When those fighters catch us, we can expect that Acclimator to micro jump near our position. If we can place a gravity
well in it’s vicinity, we might able to control where it emerges and cut her apart, a lot of if’s and a lot of luck is required here, too
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much luck…” the XO simply nodded and began pouring over the Astrological charts.
Two hours later the XO motioned his hand for the Captain to join him “Here” pointing at a planet on the far edge of the system “She
has four moons, it’s a Gas Giant” the Captain nodded and they began to furiously lay out battle plans. “Contact! Sir, they know
where we are.” the Sensor operator called out. “ETA on intercept?” the Capitan asked “Fifteen, twenty minutes top” … The
Captain looked up and over, “Helm, what’s out ETA to that planet?” there was a slight pause “Twenty three minutes, sir, running
the engines as we have been, at maximum burn.” Looking next to the Helm operator, “Navigation, what are our odds of a successful
micro-jump?” the response was immediate “Not good sir… Clarification, damned deadly. We don’t know the system, the
gravitational pull can be estimated but we don’t have enough data on this sector, it’s fringe territory.” He was worried about that, the
problem was, the Imperials did have that kind of information since this sector had been identified as a resource rich domain and had
been thoroughly scouted by the Imperial exploration corps. “Maintain course and heading, best possible speed” then he resumed
planning, hoping that they would have the time to execute what they had developed.
Fate, it seemed, had been merciful. The TIEs pulled back after the Acclimator came into range with more sensible long range
scanning. Their commander had executed a little known doctrine among the Imperials, caution. He had pulled the fighters back to
refuel and possibly to refit loadouts. The Captain figured it was to outfit them with concussion missile racks, one of the ever
evolving strategies the Imperials continuously employed to counter Rebel threats. Especially, those threats with Capital ships they
had likely never encountered before. The Another Chance had been found drifting in the wreckage of the Alderaan system, it was
discovered in the debris field that the Death Star created. A throwback to the Clone Wars, when the Alderaanians fielded warships.

She was a boxy, armored ship with a massive engine array when they found her battered by planetary debris. A testament to how
damn tough the ship actually was. The Rebels refit the “Another Chance”, armed her with what they could and then Captain did the
rest over the past five years hitting fringe outposts like the last one. The ship had been completely refit and was capable of taking on
almost anything the Empire had to offer, including an Acclaim Star Frigate, whose armament she now carried in addition to
whatever point defenses and additional weaponry they could cram onto it’s boxy frame. The Captain stole the Acclaim’s weaponry
when they raided a Rothana Heavy Engineering R&D facility they had a lead on, a few years back.
The TIE fighters launched after the Acclimator was about half way to the gas giant and had come to a full stop. “Sir the Acclimator
has stopped” some thrill of joy resounded in the sensor operator’s voice, which the Captain quashed “Yes, they have, they’ve
stopped to properly calculate the hyperspace coordinates to drop right on top of our position. The sensor operator sagged a bit. The
Capitan then said “But we’re not going to let that happen, correct? Helm..” The Helm operator responded “Correct sir, as per the
tactical briefing I am bringing us in between the pair of moons that have the closest point of mutual orbit just before they pass one
another.” the navigations officer chimed in “they will be forced to jump in front of the passing moon or past it, if they jump past it,
they will be sitting ducks. If they wait, well…” The XO finished “It will be a matter of how fast our gunners and theirs fire.
Activating his command chair comms “Flight officer? Are the Z-95’s in place?” A slight pause “Yes, sir, and we have the TIEs on
standby as additional point screening for any bombers that get through.” Sounding like it wouldn’t happen but the Captain knew
better, they would get through, there was no stopping it. They were just beginning to get telemetry reports as they entered the binary
moon gravity wells, fully a dozen of the fighters were updated TIE Bombers.
The TIE fighters lead the spearhead, in an arrow formation, bombers following slightly behind in an identical flight grouping. They
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swept low near the surface of the gas giant so as to get a bead on
the Another Chance, it was a standard tactical maneuver. They
sighted their target and swept up toward it, fighters still in the
lead. “Z Group, go” The Captain said on an encrypted comm
channel. The Z-95’s with their enhanced performance in
atmospheric and gravity well flight, swept up and out of the
interior of the gas giant and hit the bomber formation from
behind, cutting apart half of the bomber squadron before the TIE
fighters had realized their error and turned to engage, allowing
the remaining six bombers to streak toward their intended target.
“TIE group, launch” and the trio of salvaged TIE fighters
punched out of the forward, lower, hangar of the Last Chance
and burned toward the six approaching bombers. One of the
Rebel’s TIEs exploded about midway into it’s interception
flight. “Flight leader’s gone!” came the exasperated cry over the
comms.
The remaining two TIEs did little to slow the advance of the
bombers, which had been refit with advanced shields and a pair
of quad Gun turrets that resembled the weaponry found on
Lancer frigates. Between the two of them, they managed to
destroy a singular bomber, before being cut to pieces
themselves. Below, the furball of a dogfight ensued with TIEs
and a gradually diminishing number of Z-95s becoming ever
more out numbered, yet not out maneuvered thanks to their
enhanced performance in gravity wells. The TIEs were at a
slight disadvantage by comparison. The Acclimator, jumped,
and emerged on the far side of both moons, angling for
maximum fire arcs based upon their new sensor readings and
those of the bombers. The sensor operator looked to the Captain
“What do we do about the bombers?” after a moment of silence
“We wait, pray if it consoles you” calling out “Helm, roll us to
starboard, give them a nice juicy target to dump ordinance into.
Just make damn sure it gives us optimum point defense targeting
on them. We are going to put those burst fire point guns to use.”
The ship rolled presenting the port side of the ship “in position
sir”. They hadn’t had the time to repair from the last three
operations yet… And carried the scars of battle. The Capitan
hoped the Armor would hold out, just one more time...
As the TIE bombers came into range the point defense guns
began spewing heavy fire at them, they used the main batteries
to sort of control the flight patterns of the bomber half dozen by
throwing heaving anti-warship fire around them. Not at all
expecting to hit with the Mon Calamari’s donated anti-warship
turbolasers. The point guns cutting apart two bombers before
they even launched their ordinance was fortuitous, the remaining
three hammered the port shields with enough ordinance to
penetrate them, several impacts blasting directly on the hull of
the Another Chance. Lights flickered, some explosions
resounded in the hold from at least one hull breach that had hit a
main somewhere. They had likely been hit by Heavy Space
Bombs… The bombers passed, losing one more of the number to
the point defenses. With mere seconds before the bombers
would align for another pass “Roll to Port, present them with the
same target on the Starboard side. Lets hope we get them all
this time.” The ship rolled, and just as the Bombers reached
weapons range one of them exploded, the remnants of the Z95’s, a pair of battered fighters, punched out from around one of
the moons, using it’s gravity to slingshot them into weapons
range so rapidly the bomber’s gunners could not respond. The

bomber threat, died in the chaos the fighters had caused. While
the Z-95’s blew past the last bomber, whomever was piloting
couldn’t hold it together and banked to run. They were cut to
pieces by the point defense guns on the Another Chance before
they could get to a safe distance. “Open a comm channel to the
commander of the Imperial vessel” the Captain ordered he
Communications officer. She complied “I’m giving you one
chance to surrender, before I cut that piece of garbage you call
a carrier into pieces.” the Captain sent out, there was no
response. “Why do they always have to do it the hard way?”
which elicited a seriously deadly half smile from his XO.
Victory was all but certain, but it didn’t seem like a win
considering the good people they had lost on this mission.
As the moons cleared one another the War Frigate lined up for
an optimal firing position, just as the Acclimator was doing.
What the Imperial ship didn’t realize is that the Another Chance
was sporting the standard armament of an Acclaim Star frigate
in addition to the pop guns provided by the Mon Calamari
shipwrights. “Shields double front, lets end this quickly and
have some salvage left. Target aft ship, starboard side, lets cut
their legs out and not destroy the ship, got it?” looking at the
view screen to his gunners who all nodded. “Fire” The
weapons exchange was nearly simultaneous, with the 752 meter
Acclimator firing a full salvo of it’s Forward, Port and Starboard
guns at the much smaller 250 meter War Frigate, the advantage
of having a wedge shaped ship to be certain. A lot of the
Acclimator’s weapons fire missed because the War frigate is a
much smaller and more nimble craft. What did hit, however,
was more than enough to breach doubled shields and blow a
significant amount of armor off the Fore, Starboard and already
damaged Port sides of the ship. Explosions resounded inside the
hull of the Another Chance, indicating multiple hull breaches.
The Acclimator’s fate was worse, however, as the first shot from
the Imperial designed quartet of Ultra Heavy Quad Turbolasers,
the Another Chance returned fire with ravaged the Acclimator.
The first shot pierced shields, and hit the hull, the second cored
the aft starboard side, the third ripped through the shields on the
opposite side of the ship, while the fourth shot impacted very
near the mid section of the ship, exploding, and all it’s lights in
that part of the craft flickered out. “Fire Ion cannons now” and
so the Another Chance opened up with it’s forward, heavy, Ion
cannons and killed the rest of the lights on the stricken
Acclimator. “Prepare boarding parties… Now let me see that
damage report.” The day was far from over, they still had to
successfully take the ship in order to salvage it. Lets just hope
that her crew compliment is nothing like it was at the height of
the Clone Wars… It’s going to be a very long day.
Welcome to the Star Wars Roleplaying Game, 3rd Edition,
where you are the Captain and your decisions effect the very
lives of your crew. It is a game of near endless advancement,
allowing you to scale campaigns over the course of years if you
so choose. In this book we provide you with the tools and the
options to play a Star Wars RPG setting any way you want to.
This is an overhaul of the West End Games Second Edition,
Revised and Expanded Star Wars core book to allow you to
supercharge your games. It is filled with options, possibilities,
and a core mechanic to elevate your imagination. Written by
fans for fans.
- LegendaryExGamer
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1

The
Basics

What is D6 Roleplaying?
I never thought that I would be breaking the system down,
however, recently we’ve been contacted by gamers that have no
real concept of how the core mechanic works. I recommend that
everyone, at least, become familiar with the many publications
of West End Games and many of the other excellent
publications like the ones from G+ communities. All of these
can be found and downloaded from D6 Holochron.
Let’s start by saying the core mechanic is super simple. You’re
only dealing with Six Sided Dice. Everything with a statistical
bonus is defined by Die (D) Codes. Sometimes, you have to or
you want to break up a Six Sided Die, this process is called
converting them into Pips. Dice are technically represented by a
total of three pips, the third pip representing a full D6. They are
expressed as follows +1, +2 & 1D or applied to an already
existing D Code. 1D+1, 1D+2, 2D.
When rolling, typically, one of your dice is always wild.
THE WILD DIE: Your gaming group must choose if you want
this to be present or not. You don’t have to use this rule.
One of your D6 is wild per roll, if you roll a 1 on that D6 it’s
called a botch, mishap or something generally unexpected
happens (it’s typically not dire and adds flavor to the game). If
you roll a 6, you roll again. If you keep rolling 6’s you keep
going. You add all the numbers together, naturally.
-If you don’t want to take a botch, you subtract that Die from
your roll along with the next highest D6. You might not botch,
but you might fail your roll without the botch. I usually take the
botch unless I’m performing surgery.
D6 roleplaying involves lots of target numbers. You will see
things like Base Difficulty, Modifiers for Proximity,
Relationship, Terrain, etc. The Modifiers add to the Base
Difficulty to accomplish a task.
-There are Seven Attributes in our version (six in the old
system): Dexterity, Knowledge, Mechanical, Perception,
Strength, Technical and Force Attribute.
Combat:
Example: I’m the Cantina in Mos Eisley on Tatooine, because
lets face it, if anything cool is going to happen, it starts on
Tatooine or on a Tatooine like world (Jakku for instance). I get
to the Cantina before Han Solo does and who do I see across the
bar from me? This green Rodian dude that just doesn’t stop
staring at me… I’m kinda new to the galactic whole and I don’t
realize that he can’t blink, lol. So, I’m feeling creeped out and
insulted. That green alien needs a lesson, so I meander around
the side of the bar to see if he will have a drink with me, because
maybe I’m wrong, and what am I greeted with? This alien
mumbo jumbo language that’s worse than an Astromech Droid.
Now, that I feel he’s insulted my one legged mother, I go for my
gun.
First order of combat is to determine if that green devil is
surprised. If he is, I draw and fire first. If he’s not, then it’s
an initiative round.
Lets say he’s not surprised:

-You both roll initiative, which is your Perception Attribute.
(Or you Quickdraw, described on page 163)
My Perception (PER) is 3D, his is 3D. So we both roll three Six
Sided Dice and the person with the highest roll wins the
initiative.
-I roll an 11 he rolls a 10. He reaches for something inside his
vest, and rather than drawing my pistol, because he’s probably
got something like a super virus in there meant to kill me… I
simply twist my pistol in its holster upward and pull the trigger.
-Now we roll to hit. It’s point blank range, which is a very easy
test. The Rodian is not dodging, so Very Easy is base difficulty
of 5. I have to roll above a 5 on how ever many D6 I have under
the Gunplay Skill (in older versions of the game it was called
the Blaster Skill).
-I have 4D in gunplay, which means I roll 4D6, one of those
four is a Wild Die. You need to roll a separate colored D6 for
this. On 3D6 I get an 11, on the Wild Die I get a 3, so a total
roll of 14. I beat the 5, and I hit him and he dies instantly,
because I have a Vorpal Blaster of Greedo Slaying… lol. I’m
joking.
When damage is resolved you roll Strength to resist it.
-I have a Blastech DL-6H, which is a wonderful gun that makes
Solo’s look like a toy. Same damage, twice the range, possibly
15 more shots with an easy modification = happiness. It does
5D damage.
So Greedo is this frail looking alien with a 2D strength, he’s not
wearing armor. He rolls his 2D6 to resist my 5D6 of damage.
I’m probably going to wound the guy at least once with a single
shot. Greedo rolls 8, I roll 22. Wound levels listed on page 166
show you how much damage you can take. 1 point above a
strength roll = a Stun result which results in a -1D to all his skill
rolls for this round of actions. A wound is determined by (1
point above a stun result or) 2 Points above your strength roll,
and applies a -1D to all his skill rolls until healed. So at a
wound threshold of 10 He’s wounded (twice), Here’s the
breakdown based upon his roll:
Stun: Strength +1 = Greedo 9: -1D for 1 round
Wound: Strength +2 = Greedo 10: -1D until healed
Second Wound: = Greedo 10: -2D until healed
Third Wound (Incapacitated) = Greedo 10: -3D until healed
Fourth Wound (Mortally Wounded) = Greedo 10: screwed;
Death in D6 rounds, -4D to all skill rolls
Fifth Wound (Dead) = Greedo 10: Dies Instantly
Stun and the first wound level go hand in hand, because a
wound occurs merely one point above a stun result. So it’s not
really it’s own damage tier. Otherwise, to insta-kill yourself a
Greedo, in this example, you would need to deliver 50 points of
damage to him. I simply wounded him Twice, which subtracts 2
Dice from all his skill rolls (-2D) until healed.
-Optional Rule, Lethality (p.162): Lethality allowed in your
games adds damage. Light Lethality: Per 5 points you exceed
your roll by add 1 to the total Damage (Rounding down), Full
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Lethality: Per 1 point you exceed your roll by add 1 to the
damage.
Example: I beat the difficulty to hit Greedo by 16 points. In a
Light Lethality game that adds 3 points to the damage dealt, in a
Full Lethality game it adds 16 points to the damage dealt.
You can always add Character points at any time before the
round is over (your & your enemies round).
These are additional Wild Dice that cannot botch. But are
essentially your XP for leveling your abilities so use them
sparingly. I want to perform multiple actions, the second action
subtracts one D6 and the third another. On combat actions I can
spend 2 Character points (and I do).
Thus offsetting the 2D penalty, I shoot him 2 more times
successfully executing an “Owen & Beru Lars” style execution,
having more similar damage results (around 22 points), his
motoring body, on fire, lies at my feet. Then bartender says “Do
you know who he works for?” I say, “The green devil worked
for someone?” incredulously. “Yeah, he works...worked for
Jabba the Hutt”… Well , now I need a fast ship, and a way off
planet, and look who just walked in, Han Solo. I charter a ride
with him, an old Man, a pair of Droids and a Farm Boy.
So the above brings us to Multiple Actions, I kind of bent the
rules, because you’re not roleplaying unless you’re bending and
breaking the rules. You’re SUPPOSED to declare multiple
actions when you take them. However, I was gaming the ruleset
here using a technicality, that you can indeed spend character
points at any time (so it’s technically legal, GM Discretion).
D6 is a super flexible, cinematic roleplaying game that allows
players of any caliber to take multiple actions. Here’s how it
works:
1st action = No penalty
2nd Action = -1D to all skill rolls
3rd Action = -2D to all skill rolls
4th Action = -3D to all skill rolls
And so on and so forth… You are only limited by your dice
pools skill levels. If you zero out a skill, like Dodge, while
shooting a lot of Greedos, you cannot Dodge (unless you have
an Advantage that allows you to do so).

slaying. If you want to perform a skill test the GM gives you a
target number for normal tasks, for tasks that are really hard
there might be opposed skill checks (like 2 hackers trying to
hack one another’s systems), skill vs skill.
-I’m going to add a bit more complexity here however and
discuss Free Actions. In the old game they meant you could say
a few words and do some basic stuff like flip a light switch.
-Now, we use them as a means to empower players. While they
still represent speech and such, they’re more than likely to be
used for issuing orders off of skills like Command or Tactics, so
you can maintain the orders and tactical strategy by keeping it
fluid. Making it very interactive between you and your troops
or fleets.
You can draw a pistol for 1 free action
You can reload a weapon for 1 free action
-With the additional of certain Advantages you can Dodge,
Parry or add Free Actions to your Initiative dice. (Where
Dodge & Parry don’t count toward your multiple actions as a
penalty). You can park Force Powers you’ve already succeeded
in putting “up” and keep them active.
-If you have used all your free actions, you cannot speak in a
round. Talking to fellow party members or to an adversary
requires you have at least 1 Free Action remaining or you can
take an Action Die Penalty to do so ;). Nice GMs will let you
have dialogue anyway, because lets face it, battles without
dialogue aren’t Star Wars like (the battle with Darth Maul at the
end of Episode One). House Rule: You can always insult your
enemies even if all your free actions are used. They’re going to
be because you will be parking powers, Martial Arts maneuvers,
and free Dodge & Parry actions & Command & Tactics orders
with them.
When we talk about Static items and Dice Codes what we
mean is that the D Code represents 6 points per D6 of flat value.
Take a Lightsaber for example: It is a 5D Static weapon, that
means it does 30 points of damage without even rolling dice,
because it’s an ultra lethal weapon.

-So, say I was shooting Greedo 3 times initially, that reduces my
pool of Gunplay dice to from 4D to 2D. I can still hit a 5 with a
reasonable margin of success on two six sided dice, maybe, for
each shot. If Greedo had Dodged, in addition to drawing and
attempting to fire his blaster, his dodge result would have added
to the base difficulty to hit him. See, now it’s getting more
layered, not complicated.

Example: So if it fell off a shelf while Greedo was walking by
and activated bouncing off the bottom shelf, Greedo would take
30 points of damage to his legs, Incapacitating him. This
hapless victim would then likely fall upon the activated blade,
taking another 30 points of damage to his torso, (60 total points,
and only 50 in the shooting example required to utterly kill him)
he would effectively cut himself in half at the waistline. Thus
emulating the more popular lightsaber maneuver called “The
Maul Effect”.

Note: Base Attributes remain the same level when performing
multiple actions. They never diminish unless some modifier
reduces them (like a human attribute reducing Greedo super
virus, which I just know he had in his vest).

Why do I hate Greedo so much? Isn’t it obvious? Lucas
butchered that scene into Episode IV where he shoots first.
Greedo must die, it has been ordained by gamers around the
globe. He must bite it, before, he gets a chance to shoot first.

Skill Resolution works the same way, just with less Greedo

Character Points are the XP awards you get after a game
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session, they are used to raise skills, Attributes and purchase
other abilities like Martial Arts, Lightsaber & Melee Combat
Forms, Elite Progression Paths like Starfighter Ace, Advanced
Melee Duelist, Gunman, etc.
-They are also used to enhance rolls. We call them mini-Force
Points.
-Each Character Point spent on a task adds either another action
or an additional D6, that is Wild with no chance of botch, to the
total of your roll for a test. Below describes a bit of how many
you can use:
2 for combat actions, either to hit or to add damage to a roll
3 for non combat actions, including Dodge and Parry
5 to resist damage adding directly to your strength roll
You can spend more when someone is attempting to drop
multiple shots on top of one another to perform compound
damage to you (more on that later in the quickdraw and
compound damage section on page 162) we are keeping it basic
here.
A note on how we define Game Sessions: As you get older,
time is precious. We don’t have the luxury of gaming all the
time. Thus instead of calling one 12 hour session one game
session, we normally break it up in the three 4 hour sessions
(violate this rule as you wish) that award “x” amount of
character points between 15 and 25 points for normal stuff and
25-50 for heroic high threat stuff.
Heroic Points (the old Force Points) - We placed no limit on
how many you can have. Get a certain amount of them and you
can convert them into Epic Points.
-Heroic Points Double all your Dice rolls in a round (including
attribute dice).
-Epic Points Double all your Dice rolls (as above) in a round
and add 40 to the end result.
A note on raising skills & Advanced Skills, Proficiencies and
Combat Forms / Elite Packages:
-Typically you cannot raise a skill after a game unless you used
it in that game. There are exceptions, like if you have training
materials or Jedi Manuals or some such medium that allows you
to do so.
-Normally, you only raise any skill by +1 pip at a time, some
things can accelerate this (GM discretion), however you raise
them 1 pip at a time after every game session.
-You are only allowed to invest no more than 5 Character
points, per game session, toward an Advanced Skill,
Proficiency, Martial Arts Form or Melee Combat Form.

learn a skill like Medicine or Engineering, possibly several (to
more than a dozen) game sessions to acquire mastery of a
martial arts of melee combat form.
Skills: Are expressed in Skill Slots, if you do not possess the
Skill slot, the penalty for attempting an “unskilled test” is 5
which adds to the base difficulty for a task.
Skills are tied to Attributes, and they start at the same level the
base attribute is, they are increased by spending character points.
How do you increase a skill, very simply. Say you have a 4D
Dexterity and, you have Gunplay (skilled) under your Dex, you
have a 6D skill in gunplay (2D above your base Attribute). You
want to raise the skill, it costs the D Code in points to raise that
skill by 1 pip.
-Thus a 6D Gunplay skill costs 6 Character points to raise it to
6D+1, then you want to raise it again, 6 more points to get it to
6D+2, and finally 6 more points to raise it to 7D (remember 3
pips generally convert into another whole D6).
Skill Specializations:
At character creation they cost 1 pip of one of your creation
dice. After gameplay begins they cost the base D code of the
skill you want a Specialization under, say Gunplay at 6D and
you want a Specialization in Blaster Pistols (this includes Heavy
Blaster Pistols). You spend 6 Character points to purchase the
Specialization at 1D above the base skill. Thus, a character with
a 6D Gunplay that specializes in Heavy blaster Pistol would
look like this:
Gunplay 6D: Heavy Blaster 7D
If you increase the base skill, the specialization also increases.
However, if you just increase the Specialization it only costs you
1/2 the normal cost in character points to do so (rounding up).
Raising the specialization for Heavy blaster would cost you 3.5
points, rounded up = 4. 4 points to get it to 7D+1, 4 points to
get it to 7D+2 and four points to get it to 8D, then 4 more points
to go to 8D+1, 4 more to hit 8D+2, 4 more to hit 9D, 5 to go to
9D+1, etc.
Advanced Skills (AS) & Advanced Proficiencies (AP):
The Unskilled penalty to use an Advanced Skill or Advanced
Proficiency without possessing the AP or AS is 15 point base
penalty.
Advanced Skills are expensive to acquire and they add their
dice pools (build from 1D not based off an Attribute) to certain
skill rolls or are rolled individually for incredibly difficult tasks
like Engineering. Advanced 2x the D code to raise by 1 pip.
Example: You purchase Engineering for 10 Character points,
which gives you a 1D skill in it. You want to raise that skill?
Well, it costs 2x the base D Code so 1D to 1D+1 costs 2 points,
2 more points to take it to 1D+2 and 2 more points to raise it to
2D, then 4 points to increase it to 2D+1, 4 more to get it to
2D+2 and 4 more to get it to 3D, then 6 points to get it to 3D+1,
etc.

Example: That means it takes at least two game sessions to
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Note: With Access to certain training materials like
holochrons, instruction manuals, etc. Advanced skills can be
raised at straight cost (1x) up to a certain level. (GM discretion)
Like for example, of you were a member of the jedi order during
the clone wars you would likely get your Control, Sense and
Alter Advanced skills for 5 points each (instead of 10). And be
allowed to advanced them to a certain level at half cost due to
access to a master or a holochron (even after the Jedi order was
destroyed). The same can be said if you receive instruction in a
classroom, from a detailed data archive, etc.

damage). We have found they work our quite well and we have
wildly varied player characters as a result.

Advanced Proficiencies cost the same as the initial D Code of
an Advanced Skill, however, they unlock other talents (Martial
Arts). Namely by buying off the base difficulty of things like
Lightsaber Combat & Alchemical Weapons (Sith Swords),
Swoop and capital Ship piloting, Capital Ship Gunnery, etc.

If you are going to apply one of these rolls to negate a D Code
penalty you expend 1 Free Action to make the Willpower or
Endurance roll. GM discretion is advised as to what a GM will
allow them to be applied to, however, don’t limit your players
by saying “no” to everything.

A note on the amount of skills in our game:
If you review the other versions of the game from West End
Games or REUP you will notice that we have condensed the
skill list. Lets take for example, Starship Piloting:

Unless it’s just crazy talk, like: Player: If I roll a high enough
willpower, I can Fly right? GM: Sure, jump off the cliff, after
rolling willpower and see what happens. Player: I rolled a 20.
GM: Good, now jump. Player: Jumps GM: You feel the air
whipping past you and get the sense of flight, then you realize
you cannot fly and your descent becomes erratic, you hit the
ground and take 10D6 impact damage. Player: What? But I
rolled high GM: Yeah, now roll Strength and feel free to add 5
Character points to not splatter all over the ground).

In the old rules this, singular skill, used to be Starship Piloting,
Space transport Piloting, Capital Ship Piloting, Repulsor Lift
Piloting & Swoop Piloting. However, almost all references in
the canon universe point to the piloting controls being so simple
that almost anyone can jump into any sort of craft and pilot it.
In fact, case in point, if Luke Skywalker can bullseye Womp Rats
in his T-16 (which is a Repulsor Lift / Airspeeder) and then jump
into an X-Wing Starfighter like he was a boss, then this is the
same skill.
The big difference here is to reflect difficulties certain forms of
piloting require an Advanced Proficiency. Swoop Piloting
always levied some sort of crazy d Code penalty on someone
who was unskilled, so now if you pickup the Advanced
Proficiency for Swoop piloting, you simply default back to
Starship Piloting to make the rolls. The same can be said with
piloting a cumbersome Capital Ship, pickup the Capital Ship
Piloting Advanced Proficiency and you can now default back to
Starship Piloting to make your rolls.
We got rid of all the separated skills as well, they were…
cumbersome and kind of redundant. For example, Melee and
Melee Parry have been grouped into Melee Combat. Why have
we done this? Well, because skills like Lightsaber have always
been Melee & Melee Parry in one skill AND if you picked up a
pry bar and because your Ligthsaber was lost, broken or nonfunctional, your Lightsaber skill (which is essentially the same
as Melee) was worthless and you had no skill in Melee combat
with that prybar… Thus we truncated the skills list and added
some of our own.
-If you notice some pretty crazy Advanced Proficiencies like
Mental Sponge or Slutduction. Well, these are Optional
Advanced Proficiencies to add flavor to your game. Like
picking up Advantages (after character generation is over)
through roleplaying and practice, you should be able to continue
to hone your character over time adding bonuses to core areas of
focus (like Punching Bag / Tank which allows you to soak more
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A note on Willpower and Endurance skills:
In the past, skills like these had almost no value. We’ve
changed that. They can now be used to ignore Wound levels,
other status effects and in general, amp up your gameplay.
There are an almost infinite amount of uses for either skill,
technically willpower could even give you a bonus to sniping a
target, reflected in your character’s patience.

Scale:
We’ve enhanced starship combat in to a numerical damage
tracking system that properly reflects how starships/vehicles/
battle stations eat weapons fire. Look at the scale modifiers on
page 121 and you will see what I’m talking about. Fleet actions
take some amount of prep time, but you’re not limited to using
those rules. They simply have a better reflection of durability,
especially in smaller encounters. Once you understand the
damage outputs of ships/weapons and what you’re likely to face
you can run dynamic battles without generating all the numbers.
In fact, you can now hand your players a ship that they will have
to actually repair, beyond a simple D code. It could take them
months to fix a battered warship.
Difficulty Ratings:
We’ve taken difficulty rating all the way up to 360, which is
insane. However, it will allow you to scale a long term game
where people actually grow in skill and can pull off some
incredible feats. In fact, in one campaign I am running, the
players will eventually have to take on a decadent Celestial that
has survived the eons and is toying with reality because he is
bored. It’s a long running campaign, and they are far from that
fight, but when they get there, and defeat the baddie, I have one
last challenge in that setting. Taking on an Empire that
destroyed the Rebel Alliance and has evolved into an super
tyrannical organization of unimaginable power. Which, due to
sheer numbers, is worse. My expectation is that, in this
example, the campaign that has already run for over a year (on
hiatus), will actually span somewhere around 3-4 years of
gameplay. That’s the kind of game you can run (multiple
campaigns) with our system. Always building off the previous
one.

A note on Force Users:
One of the biggest criticisms we have received about our game
mechanic is the plethora of Force Specializations, subclasses,
and how damned powerful the Force actually is. What always
makes me shake my head is… When, exactly, wasn’t it
powerful to be a Force User in Star Wars? Perhaps in Edge of
Empire or the D20’s version? Now look at the WEG core rules
and think. Jedi have always been pretty badass. Unstoppable,
in point of fact, after a certain amount of advancement. The
same can, sort of, be said with our rules as well.
HOWEVER, this is no longer a fact, that’s why we have built
in mechanics for players without the Force, Mundanes if you
will, who can take Advantages like FORCE ARMOR, and then
further their characters by becoming Jedi Hunters (Elite
Developmental Path). It’s never been easy to kill a Jedi, now
you have a fighting chance. We further reduced the impact of
powers like Danger Sense and made them more generalized and
less powerful.
I was told by someone that this game is all about Jedi (only)
and taking an already overpowered Jedi to the next level.
How so? Did he somehow miss all the other cool stuff we put in
this book? The sub class Jedi are limited, (Except the Raw Jedi,
which are almost on the same power level as a Traditional Jedi).
Yes, a Jedi can pull off their powers with relative ease.
However, Advancement is downright tedious playing a Jedi
Especially the Traditional Jedi, as the cost of advancement is
utterly prohibitive for fast advancement from Control, Sense and
Alter being Advanced Skills. Then there’s the fact that you have
to be sort of good, or you go, power-mad-ape-shit and kill your
own party.

So, what does it really take to become familiar with this game?
Read the old, classic West End Games versions of the game.
Understand their rules. Specifically, their Second Edition,
Revised and Expanded core rule book. If, for some reason or
other, you cannot acquire it from D6 Holochron, then look at
Womp Rat Press’s revision of the same system.
Essentially, this ruleset is taking either set of those rules and
performing at total conversion to those systems. I prefer the old,
WEG Core Rules, myself, as a basis for understanding. The
Womp Rat Press revision made some changes to game play that
seems to make things a bit more linear or limited in scope. Like,
finding a mention to multiple actions in their book is painful.
So, while it’s a beautiful re-write, it seems to take something
away from true cinematic roleplaying.
We have tested these rules for both Sci-Fi and Fantasy settings.
They work equally well. So, you can play either with some
personal modification or make a mishmash of them to your
hearts content. We just want to give you options. So, please,
break, bend and / or completely throw out what you don’t like
here and make your own game.
Writing this has been a labor of love over the past 7 years. I
doubt I’m done, with more revisions to this quite possible as we
hammer through more of the gameplay aspects. My formatting
and publishing skills may not be as solid or as clear as they can
be. If you have any questions about anything you see in here
please feel free to check out my Google Plus pages ( https://
plus.google.com/u/0/112018748732789305834 ) or shoot me an
email at jjkerber@gmail.com, I will happily explain.

What we say is that: If you cannot run a game where you can
handle players as Jedi, then don’t allow Jedi in your game.
Duh. Jedi were nasty before, are nasty now and will be nasty
forever. It’s all about running a balanced game, Jedi have a
place in any game, all it requires is a GM that can handle it.
Challenge your players, we provide you the tools to do so on an
epic scale. Most systems try to limit progression, we want you
to have no limits to your freedom to run any game you want and
we want players to feel empowered in any setting you run.
05/04/2017 8:27PM
Recently I was told that this is not so much an overlay as it is a
complete game changer. My answer to that statement is, damn,
I certainly hope so! While some of the WEG rules will remain
intact, most of them just don’t work at a high level or in a game
that covers such a broad spectrum of gaming. So, yeah, this is a
rules upgrade/replacement. I’ve not seen much in the way of
games that allow damn near total player freedom in options.
What you have here, is options, and a framework for making
your own rules. Perhaps this will be a basis to give you ideas of
how we’ve interpreted how the rules “should be”. Rather than
a lattice work of limitations, we endeavor to open up your mind
to throw our what you don’t like, use what you do, then build
your own universe, the way you want to. That’s what gaming
should be, your story, your way, no limits.
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Character Creation Basics:
NPC characters are typically 12D in attributes, usually with no
attribute less than 2D. Alien templates allow for exceptions be
made. The masses of nameless enemies you will fight have 12D
attributes (like Stormtroopers).
Heroes are typically 18D in attributes. Unless of course their
attributes for their race state they begin with more than 12D (for
NPC) thus 13D means your hero starts with 19D and so on.
As a general rule, Heroes should not start with more than 18D
of attributes unless you purchase Advantages that allow you
to. Likewise, alternate racial templates that award additional
attribute dice can be disregarded (GM discretion). Races are
flavor, and some award additional skill benefits and bonuses to
certain skills.
Now let’s talk Dice: You arrange those attribute pools I
mentioned above in groups up to 4D per individual
attribute. Some races allow you to have different minimums
and maximums. However the 18D of attributes do not change
(unless you are playing a Mid or High Powered game) for
Heroes regardless of the listing from older sources for that race,
unless your GM approves it.
Example: Thus even a Twi-Lek hero (listed at 11D base
Attributes) starts with 18D rather than 17D. Humans, normally,
cap out at 4D per attribute, while Force Attribute will max out
at 7D+2 Potential (5D Actual) at character Creation.
The Attributes: Dexterity (DEX), Knowledge (KNO),
Mechanical (MEC), Perception (PER), Strength (STR),
Technical (TEC) and Force Ability (Force Ability A has a cap
of 7D+2 starting regardless of race, possibly modified by
Advantages)
Any non-Jedi only needs to worry about the above listed minus
Force Ability. The Force Attribute represents your ability and
overall power level for Jedi or Jedi like abilities. Dice can be
broken down in to what are called pips. The two of which
represent 2/3 of the way to a full “D”. Thus 2D+2 is just shy of
3D. 3 pips equal 1D, thus your dice can be broken down in to
pips you can throw here and there to show granular differences
between Attribute dice.
Character Points & Heroic Points:
All starting characters begin with 5 Character points & 1 Edge
Point. However, Force Users don’t get Edge Points they begin
with 2 Force and/or Dark Side Points. Non Force Users no
longer have a 5 Force Point cap, there’s no reason to cripple
players just because they’re not playing a Jedi.
Any Advanced Skills or Advanced Proficiencies purchased at
character creation cost 2D (10 points) for proficiency or 2 skill
slots. You must satisfy the base requirements to have an
advanced skill. Base skill must be 3D higher than the Advanced
Skill at all times. Advanced Proficiencies do not have that
restriction.
Racial Generation Rules: No matter what race you are, in
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opposition of the old rules all races are 12D attribute base for
NPC statistics. Any chosen, playable race, begins with equal
footing. Some races will have extra Attribute dice (GM
Discretion) and ones with a LOT of extra Attribute Dice will be
classified as (generally) unplayable.
No player should feel less effective just because another player
chose a race that confers better starting bonuses. If your Race
gives no bonuses and other players are getting them, you get the
“Resourceful” Advantage for free (p.20).
Leave racial Minimum & Maximums alone. Natural Weapons
and armor will remain free at GM discretion, like a Wookie’s
claws even though they may confer fringe bonuses to climbing
because it’s part of the racial norm, just as water breathing is the
norm for Mon Calamari.
Power Level Based Character Generation:
Bare Bones, WEG standard game:
135 Build Points (18 Skills 90, 7D Skill Dice = 35: 135).
No more than 2D per skill. You cannot place a skill D in an
unskilled area. Advanced skills can be purchased at the cost of
2 skills or 2D. Players can chose up to 7D in disadvantages and
can have no more than 7D of Advantages. Heroes Have 18D
Attributes (665 total points)
Standard, building block game:
160 Build Points (20 Skills 100, 10D Skill Dice = 50: 150, +2D
Advantages 10 = 160).
No more than 2D per skill. You cannot place a skill D in an
unskilled area. Advanced skills can be purchased at the cost of
2 skills or 2D. Players chose 2D of Advantages and can elect to
choose up to 8D in Disadvantages; may have no more than 6D
in additional Advantages (beyond the free 2D). Heroes Have
18D Attributes (700 total points)
Mid Power Level, Starting point game:
215 Build Points. (25 Skills 125, 15D skill Dice = 75, +3D
Advantages 15 = 215).
No more than 3D per skill. You cannot place a skill D in an
unskilled area. Advanced skills can be purchased at the cost of
2 skills or 2D. Players chose 3D of Advantages and can elect to
choose up to 12D in Disadvantages; may have no more than 9D
in additional Advantages (beyond the free 3D). Heroes Have
19D Attributes (785 total points)
High Power Level, Starting point game:
270 Build Points, (30 Skills 150, 20D skill Dice = 100, +4D
Advantages 20 = 270).
No more than 4D per skill. You cannot place a skill D in an
unskilled area. Advanced skills can be purchased at the cost of
2 skills or 2D. Players chose 4D of Advantages and can elect to
choose up to 17D in Disadvantages; may have no more than
13D in additional Advantages (beyond the free 4D). Heroes
Have 20D Attributes (870 total points)

Any skill you don’t have proficiency in is considered to have a 5
point difficulty added to its target numbers to reflect that you
just don't have skill there, but you can still pull it off.
Any dedicated skill that requires an advanced skill to operate it
properly, and if used without the advanced skill, suffers a 15
point penalty to its operation (Lightsabers vary in difficulty per
type, and having the skill only removes the base 15 point
penalty).
Character advancement is the same. You spend the amount of
character points that the die code of your skill is currently at and
it increases by 1 pip. Only skills that are used during a game
may be increased unless the GM specifies otherwise.
Attributes cost 10 times their D code to increase by 1 pip.
Advanced Skills/Proficiencies cost 10 points (or 2D Skill/2
Skill Slots at character creation) to buy at 1D/Negate base
difficulty; they cost double their die code to increase per pip.
Standard Skills, that you don't have, cost 5 points to purchase
the skill slot.
Optional Rule: When purchasing a new skill slot you can
award a +1 pip of skill to that slot. Thus showing some level of
initial competence and progression.
Free Actions:
Unless otherwise noted Heroes begin play with two Free
Actions. This total can be modified by Advantages and certain
instances/racial abilities.
Important NPC characters typically only possess a single free
action at most, while general NPC’s possess none.
Exception: Heroic NPC characters possess the same amount
of free actions that a Heroic Player character can.

The Difficulty Rating (DR): (p.104)
You will see dozens of references to the DR in this book. +/values preceding the DR (+1DR). What this means is that it
escalates or reduces the base difficulty to complete a task by the
stated amount. A +3DR would take a Very Easy Difficulty (5)
to Difficult (20) or someone with a –3DR would reduce a Heroic
Difficulty (40) to Difficult (20).
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Heroic Points:
These are the Force Points of the WEG universe, they double all
your rolls. You gain more for using them performing heroic
deeds and sometimes you just get awarded them for performing
above and beyond the call.
Several new mechanisms have been introduced that change
this: Edge Points/Legend Points, Force Points/Harmony Points
and Dark Side Points/Hatred Points.
Edge Points & Legend Points:
Any Non-Force User will receive Edge Points, they are
functionally the same as force points. Every 7 Edge Points you
earn, you have the option to cash them in for one Legend Point
& 1 Edge Point (the starting point being the 1 Edge
point). These can be awarded for exceptional deeds of bravery
and self-sacrifice. Legend points do the same thing as Edge
points doubling all your skills in addition to adding a base
Heroic result (40) that adds to your roll. Legend Points are
rarely lost, they regenerate after each session.
Force Points & Harmony Points:
As before Force Points Double all rolls, when you reach 7 Force
points they can be cashed in for one Harmony Point & two
Force Points (initial starting point for Jedi + the Harmony
Point). In rare circumstances they can be awarded. Harmony
points add a base heroic result (40) to your doubled roll
(s). They also confer a +2 bonus to all force skills in the case of
a standard Jedi and reduce the difficulty for Raw Jedi by 2 per
point for spell casting. Harmony Points are rarely lost, they
regenerate after every session. Harmony Points are negated on a
1 to 1 basis for every Hatred Point you Posses, immediately
destroying one another.
Dark Side Points & Hatred Points:
The easy way to earn Force points is to call upon the Dark
Side. Dark Side Points are functionally no different from Force
Points, with the exception being that if you burn one, you get it
back and another along with it (1 for 2)… Until the Jedi
is consumed by the Dark Side (below).
Every 7 Dark Side Points a Force User earns IMMEDIATELY
generates ONE HATRED POINT. Hatred Points confer no
bonus until the Jedi is Consumed by the Dark Side. The seven
Dark Side Points zero out upon Hatred Point Generation.
Meaning the Jedi must call upon the Dark Side or commit
heinous acts to gain another one.
Atonement only, removes Dark Side Points:
The Force User must perform an act of selflessness and can
remove 1 Dark Side Point per Session in this fashion.
&/or
The Force User does not initiate any aggressive combative
action, however, you cannot allow harm to come to others
without intervening and cannot stand by idly whilst others
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commit heinous acts. Thus, defensive combat actions can be
utilized to protect the innocent and others. Aggressive
combative actions taken will disrupt this atonement. One point
per session will be atoned.
(A Total of up to 2 per session)
Redemption:
Hatred Points can be removed by performing incredibly selfless
acts and exhibiting Heroism of the highest order which results
in the saving of many lives. The first Atonement example can
apply, only if not consumed. Allowing the player to remove 1
hatred point after performing 7 selfless acts.
The second example of Atonement applies with the stipulation
that NO Defensive Combative Action can be taken other than
Dodge, with the added complication that you cannot allow harm
to come to innocents without intervening & you cannot
willingly allow others to perform heinous acts.
Note: Force Users can attempt to help a fallen Force User
redeem. This is considered a selfless act on the part of the
contributing parties. For every 2 Force Points someone (or
multiple Force Users contribute) else gives a Force User
wishing to redeem, reduce their Dark Side Point total by 1. For
every 2 Harmony Points contributed in the above fashion,
reduce Hatred Point totals by 1.
-The points contributed are automatically restored at the end of
the session for the contributing parties. When Force Points are
returned, they receive an extra character point. When Legend
Points are returned, an additional Force Point is awarded to the
selfless parties.

Once the Jedi reaches 7 Hatred Points they are
Consumed. Consumed characters become Game
Master Property in most circumstances.
(Optional Rule, I strongly suggest to use this)
For every Hatred Point a character possesses the GM may take
control of or just tell a player something else happens, ONCE
PER GAME SESSION. Players can resist this temptation by
sheer force of will, with a base target of 15 + 1 Per Dark Side
Point they have (hatred points add +7 to the difficulty). The
character resisting temptation can take NO additional action in
that round, except defense.
Once Consumed, Hatred Points confer the same benefit that
Harmony Points confer to Light Side Force Users. Consumed
Force Users could gain more Force Points but this is highly
unlikely, they typically must call upon the dark side for each
and every force point they use.
It becomes incredibly difficult to willingly perform selfless
or Heroic actions. (Base Willpower Roll vs Target 40+2 per
Hatred Point)

After being consumed, every 10 Dark Side points
they gain, generates a Hatred Point. If the Force
User ever reaches 15 Hatred Points they can no
longer be redeemed.
Calling Upon the Dark Side: (Perception roll; 1FA)
Calling Upon the Dark Side awards a Dark Side Point if
successful that is immediately usable in the same round, (it
expends if you don’t use it) you are awarded a semi-permanent
Dark Side point at the end of the session to carry forward. For
this act (unless your are Mundane or Not Force Sensitive).
Mundane Characters can call upon the Dark Side, they
immediately lose 5 Character points (regardless of whether or
not the outcome is successful). If they don’t have 5 Character
points they suffer a “Stun” effect for 5 rounds.
If successful they gain the effects of a Force Point for that round
immediately.
Base Difficulty is: 25
Mundane Characters with the Force Armor Advantage cannot
call upon the Dark Side.

Any Force User with at least 3D of Attribute that Calls upon
the Dark Side, gains a Dark Side Point at the end of the session
(regardless of whether or not they are successful).
If successful they gain the effects of a Force Point for that round
immediately.
Base Difficulty is: 0
Any Force User Calling Upon the Dark Side while Consumed
by the Dark Side: (Perception Roll):
If successful they gain the effects of a Force Point for that round
immediately.
Base Difficulty is: 25 -1 per Hatred Point
Every 6 Force Points conferred in this fashion confer a “Stun”
level that does not go away for one session.
Note: They do not gain another Dark Side Point at the end of
the session. However they have earned 50% of an additional
Dark Side Point. Gaining one additional Dark Side Point at the
end of a session per two times they call upon the Dark Side.
Please keep track, as this rolls over from session to session.

Mundane and Non Force Sensitive Characters will
never build a pool of Dark Side Points. Any points
called for are removed at the end of the round.
Any character that is not a Force User (and not Mundane),
that calls upon the Dark Side, immediately loses 3 Character
points (regardless of whether or not the outcome is successful).
If successful they gain the effects of a Force Point for that round
immediately.
If they don’t have 3 character points they suffer a “Stun” effect
for 3 rounds.
Base Difficulty is: 20
Any Force Sensitive that Calls Upon the Dark Side, gains a
Dark Side Point at the end of the game session (regardless of
whether or not they are successful).
If successful they gain the effects of a Force Point for that round
immediately.
They always suffer a “Stun” effect for 2 rounds after their
action.
Base difficulty is: 15
Any Force User with Attribute of at least 1D that Calls upon
the Dark Side, gains a Dark Side Point at the end of the session
(regardless of whether or not they are successful).
If successful they gain the effects of a Force Point for that round
immediately.
They suffer a “Stun” effect for 1 round after their action.
Base Difficulty is: 10
Any Force User with at least 2D of Attribute that Calls upon
the Dark Side, gains a Dark Side Point at the end of the game
session (regardless of whether or not they are successful).
If successful they gain the effects of a Force Point for that round
immediately.
Base Difficulty is: 5
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Master Skills List
Advanced Proficiencies (AP):
These are Advanced Skills that require purchasing before
utilizing properly. Typically combat skills, some are actually
enhancements or refinements of situational abilities applying
only to certain encounters.
Advanced Skills (AS):
Exactly as they sound, these skills are like the above costing 10
points to acquire. However, they start at 1D and are tied
directly to the Skill they base off of (ex Medicine is Tied to First
Aid). These dice add directly to anything they compliment,
however, must be rolled individually for complex operations.
Complementary Skills (CS):
These skills allow you to receive bonuses to certain other tasks.
For example, you Appraise your adversary, viewing him with
Macro Binoculars from a distance and determine possible
strengths and weaknesses, Then you roll Tactics / Strategy and
receive a bonus (or penalty) based upon your findings. Bonuses
usually either increase or decrease the difficulty by one level.
However, depending upon the success level of your Appraisal it
can be more. Limit the bonus / penalty to two levels.
Specializations (S):
At character creation you can set aside one of your starting 7D
of skills to create 3 Specializations. Each pip allocated to one of
three skills will allow that skill to have a specialization 1D
above base skill. After character creation, you pay five (5)
Character Points and receive specialization 1D above the base
skill. Specializations increase at ½ point cost rounding up.
Specializations increase either by adding points to them or by
increasing the base skill.
For example, at character creation, Durgo the Thug has a DEX
of 4D, he places 2D into Gunplay making the skill 6D, he wants
a Heavy Pistols specialization. Thus he places 1 pip in Gunplay
and creates the Heavy Pistols Specialization (7D). Now, after
his first encounter with the Empire, Durgo realizes that he needs
a better Tactics ability to counter Imperial Patrols. His
Knowledge is 2D, his Tactics skill is 3D, he pays 3 points to
create Tactics: Small Units (4D).

Dexterity:
(A) Acrobatics
-Advanced Skill based off of the Strength skill Climbing/
Jumping. Dice in Acrobatics stack with Climbing/Jumping
where appropriate. It also reduces falling damage by 1 DR per
success level.
Dodge
Evasion of ranged attacks primarily, it’s an essential skill
everyone should have. Dodge will also mitigate Explosive
effects to a certain degree. If caught in a blast (from heavy
vehicle weaponry, explosives, etc.), for every 5 points on your
roll you mitigate 1 point of explosive damage. Furthermore, if
used to evade melee attacks the skill allows you to sidestep
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melee attacks with grace. If you throw yourself out of melee
range, meaning you disengage as a full action dodge, add +1 DR
to the Dodge level (15 becomes 20).
Gunplay
-Blasters, Firearms, Pulse Wave Weapons, Sonic Pistols, Ion
Pistols, Demp Guns, etc.
Bowcaster
-defaults to Gunplay, however, for anyone under a 4D Strength
it counts as an additional action to reload after each shot.
Unarmed Combat
-Basic Hand to Hand skills, boxing, brawling, etc. Per full D
above attribute you can choose one special move associated with
the “Brawling” Martial art, since it's really not a martial form.
(AP) Lightsaber
-Advanced skill based off Melee Combat that eliminates the
base difficulty of effectively wielding a Lightsaber (15 point
penalty).
(AP) Martial Arts
-Advanced skill based off of Unarmed Combat which reflects a
refinement of hand to hand combat. Skill packages can then be
purchased to further enhance and define this skill set. It adds a
+1D to Unarmed Combat rolls (strike, parry and evasion only;
evasion roll aka Dodge is the Unarmed combat skill not dodge
in this instance, must be utilized to throw oneself out of close
combat, then Dodge takes over once out of Unarmed/Melee
range).
Melee Combat
-Attacking people with hand held weapons like swords, knives,
clubs, bar stools, etc.
Missile Weapons
-Bows, Crossbows, Hand Held rockets, Rail guns, Archaic
Artillery, etc.
Pick Pocket / Palm Item / Steal Item
-Catch All for basic hand related theft
Thrown Weapons
-Grenades, knives, rocks, books, beer bottles, whatever

Knowledge:
Appraisal (CS)
-This is not just appraising the monetary value of a gem stone. It
is appraising an enemy, thinking critically upon their strengths
and weaknesses. Understanding the difference between
Starfighters and capital ships. Can be applied directly to
Tactics / Strategy and other skills as a complementary skill.
Business / Bureaucracy (CS)
-This is the ability to effectively navigate the political landscape.
To mingle with politicians and knowing how to interact with
them appropriately. It's essentially knowledge of Galactic social
etiquette. It is effective in dealing with politicians, military

officers, or any political body including radicals and terrorsits. It
is a complimentary skill and its success can apply up to 2 levels
of negative/positive difficulty to any applicable persuasion,
command, con, teaching or forgery rolls.
(AP) Cultural Savant
An advanced proficiency that applies to the original “Cultures”
skill of the Star Wars universe. It typically adds a flat +1D
bonus to skill rolls when dealing with any culture other than
your own. In some instances the bonus above and a –1DR will
apply. This can also apply as a complimentary skill to many
other rolls involving Art, Business, Bureaucracy, Persuasion,
etc.
(AP) Entrepreneur
An advanced proficiency which typically applies to business
dealings. Think Land Calrissian and you pretty much have this
advanced ability nailed. This typically applies a flat +1D bonus
to all Business dealings. However, as with Cultural Savant, it
can also apply an additional –1DR to many other rolls like
Bureaucracy, Art, Streetwise, Gambling, Persuasion, etc.
Intimidation
-Self explanatory, however, many skills may compliment this.
Even your character's physique can compliment it, or your
personal attractiveness, etc.
Languages
-Again, self explanatory. However, per full 1D in the skill,
above attribute = how many actual languages you can speak
(choose them). You must still roll for reading and writing
checks and this skill alone does not confer fluency in the
nuances of a culture. This does not apply to droids with massive
interpretive language databases. It applies to organic beings.
Scholar (CS)
-This is a catch all area of educational knowledge covering
items like Alien Species, Legal Practices, Planetary Systems,
etc. Many of these areas can be complementary to other skills.
Apply or penalize as necessary.
Streetwise (CS)
-It's like the bureaucracy of the underworld. This skill can aid in
dealing with criminals of all kinds as well as aid in many shady
activities, like knowing when is the best time to break into a
building adding to both Tactics and Security Skills. It can be
applied to Con, Forgery, Pick Pocket, Persuasion, hide, sneak,
teaching, gambling, etc. Only where appropriate. It is not a skill
that will give bonuses to everything, use your discretion on this
GMs.
Survival (CS)
-Pretty self explanatory, but can aid in endurance, climbing/
jumping, Appraisal, Willpower, Technology, Sensors, Hide,
Sneak, Scholar, etc. As applicable.
Tactics / Strategy
The ability to effectively out maneuver / out think an opponent.
It's benefits will save lives and minimize casualties while
simultaneously maximizing your effectiveness in combat.
Combine with Command for maximum effect in leading others
to victory.

Teaching (AS)
-Per success level add 1 free character point to those your are
teaching to be directly applied to the skill or skills you are
instructing. These points are also rewarded to the teacher for
advancement of the teaching skill (only).
Technology / Science (CS)
-Aptitude with various technological topics in Starwars, as well
as scientific pursuits like a knowledge of Chemistry or
Aeronautics / Physics. Can be applied to a multitude of skills as
applicable.
Willpower (CS)
-This is a much underrated skill that has awesome potential and
abilities. Resistance to fear, resistance to negative mental jedi
attacks/abilities, resistance to pain, the ability to keep oneself
alive after being mortally wounded, push yourself to resist the
effects of exhaustion, etc. Success in this could allow someone
to ignore up to two wound levels, operate while they should be
incapacitated or to deliver some final actions after being
mortally wounded / killed. It is always, generally, the last skill
people place dice into because its never been described as
having any real game effect.

Mechanical:
Astrogation / Navigation
-Allows you to plot hyperspace jumps, navigate by the stars on
land, etc. You can shave time off of jumps at the difficulty of +
one point of difficulty per hour you shave off your hyperspace
jump. Land navigation shaving time should be adjusted based
upon the mode of travel (on foot, ground car, speeder, etc)
Beast Riding
-Anything from a Horse, Taun-Taun or dune lizard up to a
Dathomirian Rancor... Or flying creature Eh... Used like piloting
a starship, just with crappier controls ;).
(AP) Blaster Artillery (Starship Gunnery / Vehicle Blasters)
-Firing any indirect sort of blaster/energy/turbolaser/whatever
kind of high tech weapon to shell the snot out of your
adversaries. Pay the 10 points and ignore the penalty.
(AP) Capital Ship Gunnery
-Pay the cost for competency with capital weaponry.
(AP) Capital Ship Piloting
-Pay the cost for competency with piloting capital ships.
(AP) Capital Ship Shields
-Pay the cost for competency with angling heavy capital grade
shielding.
Communications (CS)
-Everything from holo communications, Subspace, PTP,
Comlinks, etc. Compliments you abilities to hack a comm
channel, Jam communications (Security), ECM, etc.
Ground / Water Vehicle Operation
-Piloting a Boat and driving a car aren't so different. Honestly, I
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have driven both in many modes of each type of vessel. I debate
whether or not to simply place all piloting skills under
“piloting”... This is here more for flavor.
Jet/Rocket Pack Operation
-Self explanatory, allows you to use jet and rocket packs. Not
their alternate modes (repulsors), which will be dependent on
other skills.
Power Suit Operation
-Allows the user to utilize all aspects of power suits, exo
skeletons, battle armor. However, if its got a rocket / jet pack /
repulsors, use the appropriate skill. Armor mounted weaponry
still fall under Gunplay or Missile Weapons, though the suit may
offer targeting assistance bonuses. Some massive suits may
mount larger weaponry which may fall to Starship Gunnery or
even Blaster Artillery being needed to operate effectively.
Sensors
-Operating any kind of scanners, long range sensor gear,
portable tech scanners, etc.
Starship Piloting / Repulsorlift Operations / Hover Vehicle
Operations
-Since flying a T-16 is no different from flying a starfighter,
essentially, damned near everyone in the StarWars galaxy
knows how to fly stuff. It's just in there blood, some people are
better than others and that is reflected in the skill dice.
Starship Gunnery / Vehicle Blasters
-Using any type of ship based weapon, speeder guns, walker
guns, etc.
Starship Shields
-Allows you to angle shields for maximum effect, angle them to
intercept the most damage, steal power from engines or guns or
even life support to bring them back up or even double them.
(AP) Swoop Operation
-Pay the cost and become proficient with swoops, essentially
like riding an ion engine from a small starfighter attached to
controls and maneuvering vanes. Based off of Repulsorlift
Operations
Walker Operation
-Allows you to effectively pilot anything that walks that is larger
than battle armor or a power suit. Imperial Walkers, AT-PT, AT
-ST, Battlemechs, Veritech Fighter in Battloid mode (other
modes use the applicable skills) etc.
(AP) Zero-G Operations
-Allows you to effectively move in Zero Gravity. You know
how to dodge appropriately and its used in the place of Dodge in
a Zero-G environment. This even applies to power suits and
their operators. Without it you’re screwed in space. Rather than
being a separate skill, I reflect it here as an advanced skill
purchase. Without it you suffer a 15 point penalty to all actions
in Zero-G / Low Gravity situations.
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Perception:
Command / Leadership
-The ability to lead people into battle, rally protests, force
people through their own fear and get them moving. It is an
invaluable skill that benefits everyone in damned near any
situation dealing with others. It is essential for combat
operations and is usually paired with Tactics / Strategy. Not to
be confused as a Complementary Skill, it is a skill all its own
that will work in conjunction with Tactical / Strategic abilities.
Con
-The Ability to lie effectively, maintain a poker face, bluff
someone into believing you have something you don't or you
can kill them in a second even if you can't. Use at your own
discretion, sometimes even the best con artists cannot lie their
way out of things when the odds and evidence are stacked
against them.
(AP) Concealment Mastery
-Another advanced proficiency that applies a flat +1D to most
Stealth and Hide rolls. However, it goes beyond this in that it
allows you to find the best natural cover, the best types of
materials that dampen technological scanning, emissions, etc. It
can apply an additional –1DR to certain situations where
appropriate. Can also be utilized as counter concealment, as in,
it may aid in Search rolls as well as in instruction of how to hide
or sneak.
(AP) Convincing Liar
As with all Advanced Proficiencies, it confers the flat +1D
bonus to any lies you tell. However, it steps beyond this to a
myriad of possibilities occasionally applying a –1DR as well to
things like bluffing at cards by posture and expression alone, can
be used in interrogations to read when someone is lying, to
pierce falsehoods in conversation and will typically apply to
most sales operations and even some Forgery events.
Forgery (CS)
-The ability to forge documents, fake ID cards, access badges,
altering shipping manifests, doctoring a stolen ships registry to
show you as the Captain / Owner. While there are many skills
that compliment Forgery, Forgery itself also complimments
your ability to enter data into databases and networks, aiding in
the effectiveness of a computer hack. Hacking BOSS would be a
feat in and of itself, but with a high forgery skill... you might be
able to leave a convincing false background.
Gambling
-The ability to gamble effectively and even cheat without getting
caught
Hide (CS)
-This applies more so to items than to yourself, however, it
applies to you when you are motionless. It applies to concealing
a gun on your person, hiding a lightsaber in your sleeve, camo
netting your starfighter on the ground so it's not spotted, etc.
You can even apply a high proficiency in this to spotting hidden
weapons or emplacements with Sensors rolls.

Investigation
-All the methods and abilities to make you an effective Private
Eye or CSI specialist. The best Detectives have high
Investigation skills. Certain skills will compliment this ability,
use other skills where applicable.
(AS) Mental Sponge (Learning)
-The ability to absorb knowledge faster. Typically used in the
classroom environment, however, can be used in a tactic
briefing, or when someone is showing you the ropes of a skill or
a trick you never thought to try, like “Let me show you how to
look for shield interleaving on a capital ship with your sensors,
and then find the gap and fly THROUGH them without killing
yourself and flying into them”
-This is not merely an advanced proficiency, this is a true
advanced skill. Your direct rolls with this skill will either garner
you a flat Character Point boost or will be applied directly to the
skill which you are training in (Much like Engineering or
Medicine can be applied to another technical skill).
-Each success level awards you an extra skill point to be applied
to the appropriate skills for advancement. Success levels are
typically 1 CP earned per 5 points of success.
Persuasion / Bargain / Negotiation
-Self explanatory, however, many skills may compliment this.
Even your character's physique can compliment it, or your
personal attractiveness, etc.
Search
-The ability to notice things, little details, spot traps, ambushes,
find hidden doors and vaults. Locating secret compartments in a
starship. Find hiding civilians so you can kill them if you are a
Stormtrooper... Too bad Stormtroopers don't have search!
(AP) Situational Awareness
-For most instances this is a +1D bonus to resist the effects of
surprise encounters. You, unlike most of your blind and deaf
counterparts, actually get a roll to spot, hear, smell, feel, etc the
surprise before you walk into it (even works while sleeping).
Applying directly to your base Perception. I can also apply to
noticing details that others do not, linking documentation in one
investigation to another, etc. Again, apply a –1DR on occasion
to certain situations, I think it goes without saying that the –1DR
is at GM discretion.
(AP) Slutduction
-This is an advanced knowledge of seduction and yes, it applies
a flat +1D to most persuasion rolls to get in someone’s pants.
However, it goes beyond this as the others do with a –1DR to
certain situations on top of the flat bonus. It is a proficiency
which means you are attuned to all forms of Sexual
interaction… Whether that be merely in innuendo or between
the sheets is another matter entirely. It also allows you to pierce
false advances, or even perceive turmoil in existing relationships
that you can exploit possibly. Knowledge is power, however,
this is both knowledge and sensuality. It applies the bonus to
both sexes for your character.
Sneak
-The ability to move without being noticed. Knowing how to

move from object to object to obscure your approach and the
ability to move quietly, unlike Han Solo who botched when he
stepped on the branch on Endor while sneaking up on the Scout
Trooper.

Strength:
Athletics: Fitness / Run / Swim
-Self Explanatory
Climbing / Jumping
-Pretty Self Explanatory, this will even allow you to flip around
like Luke Skywalker did on the Death Star in Return of the Jedi
(he didn't have acrobatics), granted he was enhancing his
attribute or using force jump to do so.
Endurance / Stamina (CS)
-Ability to push yourself physically beyond your limits, you can
combine with Willpower to really keep going. Can be used in
the place of Willpower for pain resistance, exhaustion
resistance, etc. Directly compliments Willpower in many
Lifting / Carrying
-Self Explanatory
situations.
(AP) Pack Mule
-Pretty self explanatory, you can carry more shit than most
people your size. Adding a +1D to strength rolls. It can also
apply the same bonus to damage in certain situations, especially
damage over time (like strangulation). It will typically grant a –
1DR to your rolls to carry stuff as well. This can be used to gain
a better estimation on the weight of an object, knowing how to
pack effectively and carry more items in the same weight profile
as well as how to skirt certain things like weight allowances that
would typically set off alarms or violate certain ordinances.
This is, inadvertently, one of the best skills to have when you
step on a Land Mine. Applying both bonuses to aid in your
“evasion” of the detonation of it.
(AP) Punching Bag (Tank)
-You’re used to being dealt punishment on a regular basis. You
gain an additional +1D to resist damage in general. It can also
be applied to forms of torture, and other events like holding onto
something way the hell too heavy for you for too long so your
friend isn’t crushed by it. The –1DR in rare circumstances will
apply to this as well.
(AS) Personal Trainer
-This is how to teach people physical stuff, from diets to
workout. It will also allow you to know your limits, which
could save your life by choosing differently based upon that
knowledge. You can also use it like Situational Awareness to
gauge the general build of an individual (applying to Perception
instead of Strength). The Advanced skill is typically applied to
the physical activity people are involved in (includes Zero-G)
-Each success level awards you an extra skill point to be applied
to the appropriate skills for advancement. Success levels are
determined by the GM.
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(AP) Professional Athlete
-Just as it sounds, this applies a +1D bonus to Athletics,
Acrobatics, and other physical (competitive even if under fire)
activities. You know your own limits but this allows you to
breach them and continue onward. Applying the additional –
1DR to situations where you are studying plans, workouts or
even gleaning the base physique of someone.

Technical:
(AP) Capital Ship Repair
-pay the points and gain competency with repairing Capital
Ships. Based off of Starship Repair
(AP) Capital Ship Weapon Repair
-pay the points and gain competency in repairing capital ship
weapons. Individual weapons repair defaults to the skill most
appropriate (blasters, starship weapon repair, etc)
Computer Programming / Repair (CS)
-Rather Self Explanatory, although Hacking is now a
specialization of this rather than an Advanced skill. Many skills
may compliment this (and vice versa), allow as necessary /
where applicable. Also allows you to modify them.
Demolition (CS)
-Skill with placement of explosives, building explosive devices,
etc. Many skills may compliment this. For example, someone
with high repulsorlift repair will know exactly where to place a
bomb that can destroy a speeder in the most lethal fashion or
cripple repulsors on a ship to make it fall out of the sky. Many
other skills like appropriate technology and science abilities can
compliment this skill, further enhancing blast radius, force of the
explosion and even the yields of individual payloads.
-A high knowledge in demolitions will allow you to modify or
even refine the direct yields of weapons that carry an explosive
payload. It’s essentially Engineering for bombs/warheads.
Droid Programming / Repair
-Self explanatory, Droid Hacking is now a specialization as
well. Many skills may compliment this, allow as necessary /
where applicable. Also allows you to modify them.
(AS) Engineering
-An Advanced Skill that combines with various skills where
appropriate (Computer Programming, Droid Programming,
Starship Repair, etc). The ability to reverse engineer tech and
the ability to design new tech from the ground up. Many skills
may compliment this, allow as necessary / where applicable.
This skill only applies it’s bonus to other normal technical skills
if they are at an appropriate level to gain said bonus (3D skill
dice above Engineering D code)
First Aid
-Self Explanatory, Many skills may compliment this, allow as
necessary / where applicable.
General Maintenance / repair
-A catch all skill for numerous tasks that do not include specific
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devices. You can use it to make a bastardized version of almost
anything, a LightFoil is a great example of this, though failure
rates apply at that point. This skill will cover lightsabers (with
the appropriate skill or the Lightfoil without), impromptu
weapons, traps, etc. (can combine with demolitions in the later
cases. Many skills may compliment this, allow as necessary /
where applicable.
-This skill now incorporates repairs that are made to Armor and
Weapons. I eliminated Armor Repair and Blaster Repair and
placed them under this singular skill.
-Ground Vehicle and Water Vehicle Repair are now
encompassed into this skill as well.
(AS) Medicine
-An advanced skill covering Surgery, Cybernetic installation,
Biotechnology, Bacta / Kolto Tank usage, etc. Many skills may
compliment this, allow as necessary / where applicable. Stacks
with First aid for general tasks. This skill only applies it’s bonus
to other medical/biological skills if they are at an appropriate
level to gain said bonus (3D skill dice above Medicine D code)
Repulsorlift Repair (CS)
-The know how to repair anti gravity engines, modify speeders,
etc. Many skills may compliment this, allow as necessary /
where applicable. This skill also compliments many other skills,
like Capital Ship repair. It is one of the few skills that does not
require a technician to have any working knowledge of a Capital
Ship. The technology is relatively uniform across all platforms,
though much larger in operational units as the scale climbs.
Scientific Application (AS)
-The ability to directly apply scientific knowledge (scholar,
technology) in a physical form. While complimentary to things
like Engineering or Starship repair or Demolitions (Chemistry),
Many skills may compliment this, allow as necessary / where
applicable.
-Furthermore as Advanced Skill, the dice can apply to certain
rolls directly. Used much like Engineering is, many rolls will
have to be made with just the Scientific Application dice.
-Simply having this skill will lower the difficulties of many rolls
in the game.
Security Systems / Repair (CS)
-Not to be confused with Hacking. This is the circumvention of
locks, security cameras, shielded doors, etc. Hacking can
compliment this skill as it can be used in tandem to breach
computers systems. Many skills may compliment this, allow as
necessary / where applicable. Can be used to modify as well.
This also includes mechanical locks and mechanisms that act as
security devices. The skill further defines one’s ability to create
technological traps, like laser trip mines, trip wires, pressure
sensitive panels, heat sensors, homing mines, etc. You still
require demolitions to actually attach the warhead to any
improvised device you create. However, many demolitions
devices are prepackaged, thus you do not require this skill to
place them. However, placing them inside a security panel or
console allows this to be used as a complimentary skill.

Starship repair
-Self Explanatory, Many skills may compliment this, allow as
necessary / where applicable. Can be used to modify. This skill
is any kind of starship, most aerodynes, transports, even capital
ship, however, familiarity with Capital Ship systems is
incredibly essential or you suffer a +3DR penalty to all rolls.
Starship Weapon repair
-Self explanatory, Many skills may compliment this, allow as
necessary / where applicable. Can be used to modify. This skill
is any kind of starship weapon, most aerodynes (likely many are
speeders), transports, even capital ship, however, familiarity
with Capital Ship systems is incredibly essential or you suffer a
+3DR penalty to all rolls.
Walker Repair
-Self Explanatory, Many skills may compliment this, allow as
necessary / where applicable. Can be used to modify
(AP) Lightsaber Repair/Construction
(General Maintenance)
-pay the points and you know how to properly construct a
lightsaber, doesn't mean you're any good at it ;), you just don't
have the +3DR to your rolls to construct them anymore. So,
yeah, you’re damn near professional. Any Botch here means
you’ve just constructed a Tapani Esque Lightfoil, that fails
dramatically in combat! Still, you can sell the damn things for a
lot of credits.
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More on Engineering:
It is an advanced skill that must have a base skill 3D higher
than it is at all times. Engineering stacks with a base skill to
provide a higher level of understanding and ability. Stack
Engineering with any repair skill to yield a combined total for
any repair task (not modification or jury rig). Any skill it is
applied to must remain 3D above the engineering skill to gain
this bonus.
Reverse Engineering: Is a pure Engineering roll though skills
like Technology and Scientific Application complement it as
well as does any skill sets that the engineering roll applies to.
Sufficient Skills in these areas (3D above Engineering skill)
reduce all targets by one level per applicable skill.

High levels of re-engineering. Scaling a weapon up = difficulty
35 (technically a weapon is limited to 1 scale up or down).
Scaling down is difficulty 25 if capital, 35 if Higher than Capital
(Dreadnaught+) and 45 if Ultra Heavy
Mass Increase: Scaling up = GM Discretion
Power Increase: Scaling up = GM Discretion
Cannot scale to Death Star unless the weapon is designed as
such (pure Engineering), cannot scale a Death Star Weapon
down or higher.

Thus an engineer with 3D engineering that wants to reverse
engineer the maneuvering thrusters on a TIE Defender who has
6D in starship repair, 6D in scientific Application (or a
specialization under it in propulsion), and 6D in technology (or a
specialization under it in starfighters) ends up reducing his or
her roll by 15 points (granted its an astronomical feat regardless)

Shakedown Cruise: All Engineered or reverse Engineered
devices/ships/etc. are born with flaws. 4-8 (D6 +3, if a 6 is
rolled reduce 1 from the total) Exist. Difficulty to spot a flaw is
Base 60 (Perception) -2 points per month of operation. GM
discretion on the flaws. There’s only so much your engineering
skill can show you, you can make it as good as you can, but it’s
always gonna have to work out the kinks.
-Skilled Engineers can take the Shakedown Cruise Elective that
can make spotting these issues, much easier. Once a flaw is
found, reset the difficulty for the next one.

This roll produces a schematic which can then be produced.

Remove 1 flaw by producing the second prototype.

Pure engineering out of nothing, applies the above competency
difficult reductions. It's actual difficulty is determined by the
GM. Multiply any time taken in addition to the roll by 100 if
extra time is taken.

Remove 1 flaw by placing a prototype into a full production
run.

Pure engineering produces a prototype that must then be
tested. - New or copied tech must be prototyped twice and atwo
shakedown runs / fields tests must occur. Yielding the
optional reduction in costs of 10 and then 5 percent for the
final production run respectively.
Scaling a weapon up or down requires a straight engineering roll
modified by competency difficulty reduction modifiers as
above. Scaling a weapon down is much easier than scaling one
up. Scale Down: 15; Up: 25
Scaling a shield generator down is easier than scaling one up.
Down: Difficulty 20 ; Up: Difficulty 30.
You can only scale a non weapon system up or down by one
level.
Re-Scaling is ship's hull is a complete refit and tear-down. It
requires time and manpower as well as competent engineers on
hand. Difficulty is 30 & time is 15 days per 100m – 1 day per
person assigned to the task over the base requirement.
Minimums are the base days times 100m/2.
Re-Scaling anything to super capital is Epic and requires a
base roll of 50
Re-Scaling anything to Death Star Scale is Insane and
requires a base roll of 90
Capital Ship Weaponry is standard on any capital ship,
regardless of scale. Advanced capital ship weaponry requires
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Aside from the free flaw removal’s at each production stage,
after spotting a flaw it will cost between 5-15% of the base price
of the engineering project. This is based off the severity of the
flaw.
Severity of a Flaw = 1-2: Minor, 3-4: Moderate, 5-6: Severe
(on a D6).
GM discretion as to what the issues are, however, you can
use the following: Mild = -1D / Moderate = -2D / Severe = 3D. Feel free to add any kind of flavor you want here and
flaws can actually be beneficial (to some degree, see the
weapons on the Zebra II Starfighter for more information
on this).

Command and Tactics; Effects of Command:
Taking direct command of a weapon, your crews benefit directly
from the level you beat your target roll by + 1 pip per D your
have in command added to their hit rolls. Even if you meet the
difficulty exactly and it’s a flat success. For every success level
above the target the weapon receives +2 to hit (stacks with the
bonus from your skill dice) and +2 to damage. In any form of
combat speeder scale and up. Character damage is resolved
normally (unless you are involved in mass combat).

success level increase damage 1 nominal point (for all guns)
and reduce damage by 1 nominal point (with a minimum
reduction to 1 for Damage taken from your adversaries) and
no maximum on the damage gains. Difficulty is base +
opposed roll.
Fleet Wide Tactics is the same as Fleet Wide Command
Fleet Wide Opposed Tactics is the same as Opposed Tactics.
Difficulty is base + Opposed roll

Direct Command of Gun emplacements is a difficulty of 5 per
gun.

Command and Tactics (together 2 actions):

Heroes manning gun emplacements do a minimum of nominal
damage code of the weapon emplacement + any points above
the attack roll in pure lethality (1 for 1) added to the base
damage of the weapon.

Direct Command of gun emplacements + Tactics = Command
is as shown above and the Tactics roll adds directly to damage
rolls per gun in addition to the Command bonuses. Tactics
must exceed opposed tactics in order to add damage, otherwise,
damage is reduced.

General Command Rolls add a +1D competency bonus to your
crew (Difficulty 10 + 5 Per additional unit type = Fighter
Squadrons, Ground Forces)
Fleet Wide Command: Add a +1D competency bonus to the
fleet (Difficulty 15 for 2 ships + 1 per additional ship; +5 per
additional unit type as above, +1 per additional unit formation:
12 Ground or Space assets.)

The Effects of Tactics:
General Tactics rolls add a +1D bonus to your damage & -1D
to the damage you suffer in combat (Difficulty 10 + 5 per
additional Unit Type as above)
Opposed Tactics rolls increase your damage and reduce the
damage you take per success level above the opposition. Per

Additional Notes:

Groups of Batteries
When Command, Tactics or Command & Tactics to “Battery
Fire” use the following difficulty chart:
Command: Difficulty 5 + The Number Gun batteries directly
controlled = +1D Competency bonus to hit, +1 nominal damage
per gun battery.
Command + Tactics: Difficulty as above + second action (-1D)
Tactics does NOT have to exceed opposed Capitan. Target
number for Tactics is the same as Command. Each Battery then
receives +1 point of damage per D the officer has in Tactics
(flat damage bonus to each gun, not nominal times the amount
of gun barrels.)
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Any Advantage with an (AP) or (AS) following it means you
can develop it further after the start of gameplay. For the cost
of 10 points, or two game sessions you can pickup the alternate
advancements or a new Advanced Skill.

Advantages:
ABNORMAL SIZE 1D: Your Character is either very large or
very small for her species, lending to it the advantages of such.
Being very small gives a bonus to do things involving Dexterity
(+2D) to all Dexterity based rolls, however the Character is not
nearly as strong and has difficulty with things involving
Strength (Strength can never be increased above 2D). Being
very large has the opposite effect, the Character can do things
easily involving Strength (+2D) to all Strength based rolls,
however the Character is not nearly as quick and has difficulty
with things involving Dexterity (Dexterity can never be
increased above 2D). (+2D to Dexterity or Strength, 2D Max
Attribute on Opposite Attribute Dexterity or Strength)
ACCELERATED HEALING 1D-3D: +2-4 Additional
Recovery Tests; represents natural regeneration. -1,-2 or -3 to
all DR for recovery, +2 per point to roll (+6 Static Max). All
considered to be Wild Dice with no chance of Botching.
AMBIDEXTROUS 1D: Your Character is Ambidextrous, and
can use both hands equally well. Ambidexterity keeps the DR
equal for the off-hand when using Dexterity rolls. Without this
Special Ability, actions suffer a +2DR penalty. Certain actions
can be performed that would normally equal 2 actions (2
SIMPLE actions in the place of 1, Firing 2 Blasters
simultaneously, etc). Note, this does not give you a free attack
or parry, though parrying with the offhand will confer a 1/2 the
normal full parry buff, ONLY if you parry and strike (still
considered 2 actions), additional actions will negate this bonus.
A full round parry, will confer the full parry bonus of the
primary hand and 1/2 the bonus of the other base parry modifier
rounding down for 1FA. For one free action, shots fired (or
melee weapons swung) can trigger simultaneously as 1 Action
Once Per Session. You can reload a weapon (in each hand)
once per combat at no cost in actions.
ARMOR DEFEATING ATTACK 1-3D: Ignore one type of
Armor, Shield or Force Barrier for 1-3 attack(s)/session
ATTACK RESISTANCE 1D-3D: 1-3D resistance vs one type
of attack
ARTISTIC ABILITY 1D: -1DR to Forgery and Art skills
ATHLETE 3D: -1DR all STR Skills including Acrobatics,
lowers damage sustained by -1DR
ATTRACTIVE 1D: -1DR to certain social interactions
AUTHORITY 1D-3D: 1D System, 2D Sector, 3D Galactic
CAPITAL 1D-5D: Your Character has come into a source of
money, whether legal or illegal, which provides a source of
continuous income. 1D: 15,000; 2D: 35,000; 3D: 100,000; 4D:
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250,000; 5D: 500,000 (refreshes every 6 sessions, GM
discretion)
CARDSHARK 1D: Your Character has perfected the art of
playing games of chance and skill. -1 DR for all tests related to
gambling. +1 pip to hand held actions (even gunplay)
CONCENTRATION 1D: Your Character is better at putting
effort behind things when concentrating. If you declare you are
Concentrating ahead of time, after 1FA of Concentrating you
receive a +2D on the next roll. This is especially helpful if a
Character is waiting to ambush an enemy or has time to focus on
a task. This bonus does not work in Combat, after an Initiative
roll, will however work for surprise attacks.
CONTACTS 1D-3D: 1D System, 2D Sector, 3D Galactic
CRIMINAL CONTACTS 1D-3D: Your Character has a
number of discrete contacts in the Criminal Underworld and
may call upon them for information. Per D add: +1D to
Streetwise for locating contacts, -1 DR (maximum) to rolls
pertaining to underworld issues (fencing, smuggling,
racketeering, etc.)
DUAL IDENTITY 1D: One, perfect, additional set of complete
identification (including a disguise DR Heroic); can be taken
multiple times.
EDUCATION 1D: +1D to Scholar, +1D to Appraisal &
Business.
EMPATH 1D: The ability to sense the emotions of other
people and objects passively. -1 DR to any emotional status
“feel” reading, will aid in a myriad of rolls including Force & all
social situations.
ENHANCED ATTRIBUTE 5D: Increase any one attribute
(Including Force Attribute) by 1D, even beyond racial
maximum.
ERSATZ 2D: Your Character deceives others on a nearprofessional level. -1DR to deception/Acting, add an additional
-1DR to all social interactions if character has Dual Identity.
EXPERT 1D: Available at character creation only, only affects
a one Skill, but can be taken twice (for 2 different skills).
Description: Per D invested in the skill at character generation
yields 2D (2D investment maximum for 4D yield in the skill).
Note: If your chose Race already conveys this sort of bonus,
you cannot take it. Example: Duro, Chiss, etc.
EXPOSE FAULT 1D: A Character can quickly analyze an
opponent and expose a weakness to deal that opponent
additional damage. With a successful Tactics roll vs the
opponent’s Perception or Tactics the Character’s next roll can
either add 2D to the roll or +1DR for the rest of the game
session. Can be used on machinery and equipment (tech).
FAME 1D-3D: 1D System, 2D Sector, 3D Galactic
Restriction: Cannot take Forgettable. Your Character has either

purchased or otherwise earned some kind of Fame. Known
everywhere (possibly), some love you and some hate you. The
Fame defines your Character and not by the actions committed
unless publicized. Other Character’s reactions will differ
accordingly. (+/- 1DR to certain rolls at discretion when the
Character is recognized). Generates 1,000 (per D) credits
monthly regardless of circumstances & Contacts 1 (per D).
-1DR to rolls if the Fame is Non Combat related (ex Acting).
FAST REACTIONS 3D: +1 to total Free Actions, a Dodge,
Parry & 5m move can be utilized as free actions even if
surprised. 1 free action can be applied directly to, actual,
Initiative rolls (+1D) when not surprised. Jedi with this ability
and combat sense are unnaturally fast, even for Jedi.
Note: Does not Defeat Danger Sense & Sixth Sense (if Sixth
Sense Succeeds). Reacting parties with successful Sixth Sense
receive -1DR to their defensive actions only due to their
heightened awareness. A Jedi with Fast Reactions or Sixth
Sense has a -1DR to their defensive actions (in addition to their
Danger Sense bonuses). If a Jedi possesses both they receive a
-2DR to their defensive rolls (in addition to their Danger Sense
bonuses).
-Just because a Quick Draw cannot defeat Danger Sense or
Sixth sense doesn’t mean your target goes first. If you beat their
Initiative roll, you go first, though their defensive bonuses still
apply.
(AP) Quick Draw (1-3FA):
Effect: Allows the character to add all three Free Actions to
Quick Draw Dice (+3D).
FAVOR 1D-3D: Your Character has earned powerful favor(s)
from someone; a favor that comes without any strings or
questions, and completes unconditionally. 1-3 favors per 6
sessions.
FELLOWSHIP MEMBER 1D: Your Character belongs to a
fellowship of some kind, an organization with likeminded goals
of the Character, and it provides things such as money, supplies,
information, but their reach is limited. The GM determines the
level of this organization’s power and influence. However, for
clarification the base level of this confers the effective benefits
as follows: Authority 1 & Capital 1 (and will stack with either)
only when dealing with other members of the fellowship. The
Jedi Order is a Good Example of this. Being a noble of some
ancient household is another good example. Either character
choice (being a Jedi or wanting to be nobility) will confer this
Advantage by default, and it cannot be selected as an advantage.
The benefits will apply to the individual whether or not they are
aware of them.
FEAR 1D-3D: -1DR to intimidate, +1D to initial Intimidation
skill. 2: Just looking at you unnerves people, +1 DR to all
opposed social interaction. 3: You seem to radiate evil -1
additional DR to intimidate, people around you make willpower
tests vs moderate (15) or flee.
FEARLESSNESS 3D: -1 DR to all willpower rolls, +1D to all
Social rolls, immune to natural and unnatural fear. Immune to
Negative Force Powers that deal with the Fear.

FORCE ARMOR, Cost: 2D: You have an innate resistance to
the Force; +3D Static Armor (to resist the Force or Magic), you
cannot possess Force Ability or sensitivity. (Must be Mundane)
For more on their resistances see p.101.
FORCE POTENTIAL 4D: Prerequisite: Force Sensitive, You
have an innate ability with the force. Effect: +2D to Potential,
-1DR to all force related Skill Checks (including resistance
rolls). +1 Free Action for Force Abilities Only.
FORGETTABLE 3D: Can take at Creation only, Restriction:
Cannot take Fame. You are hard to remember. Most Characters
have a difficult time remembering your name, your face, but
might remember blurry details, like a rough age or height, male
or female, color of clothes. The difficulty to remember any
details about you is Heroic regardless of how recent the person
made contact with you. (stacks with Master of Disguise)
GIFTED ENGINEER/MEDICINE 4D: The Character has a
strong understanding of Engineering/Medicine and is capable of
applying technically advanced knowledge. -1DR to
Engineering/Medicine, -1 DR to 1 technical Skill, choose 1
technical specialization, Free AS Engineering/Medicine skill.
HYPER MOVEMENT 1-3D: +2/4/6 to Move (can still
increase base)
IMMORTAL 7D: You cannot die of natural causes, you do not
age. You can survive without air, you can survive in vacuum
(treat as Incapacitated after exposure for more than 10 rounds),
and Immune to disease. Weapons will not kill you unless your
head is cut off or you are disintegrated. Any result of a Mortal
Wound “stuns” (2-12 minutes of inactivity) you after 3
rounds. You continue to operate while incapacitated as if you
were wounded 3 times. You regenerate lost limbs (except head)
at a rate of 1 per day. Bonuses from aging are incurred per
lifetime you survive (if GM allows this), no negative aging
penalties suffered. + all bonuses that Longevity receives.
LESSER LIFE FORM CONTROL 1D: -2 DR to all rolls
when dealing with non sentients (does not apply to droids, yet it
applies to Gungans, Sand People, Ewoks, Squib and Furniture)
LONGEVITY 1D: Lifespan increased by 3 times, no age
penalties, -1 DR to resist Toxins and Energy damage over time
(sunburn leading to cancer, radiation leading to imminent
death ), acquire benefits as per page 146.
LUCK 1-3D: -1 DR to up to 3 rolls a game (These rolls cannot
botch. A result of a 1 on the wild die converts to a 6 and will
not wild up), +1 pip to your Roll per D invested (die is wild with
no chance of botch).
MASTER OF DISGUISE 1D: -1 DR to Con for impersonation
and Acting, no makeup required, opposed rolls to pierce your
guise are made at +1 DR. Double bonuses if they have Ersatz.
MEDITATION 2D: Description: The ability to put one’s body
into a state of stasis and peace, able to live in extremely harsh
environments for long periods without the aid of equipment. -3
DR Endurance, Survival, Willpower, -1 DR to all mental checks
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pertaining to survival or clam, ONLY while in meditative state,
can “sleep” in this state and is aware of surroundings on normal
perception check ( at -1 DR). While in this state, opposed Jedi
powers are all at +3 DR. Confers the other benefits to
Hibernation Trance and in the case of a Jedi with Hibernation
Trance, they inherit this advantage’s bonuses inherently (no
need to pickup the Advantage if they possess the power)
MULTILINGUAL BACKGROUND 1D: +3 Languages with
full fluency, includes ability to read and write and understand
the deepest cultural nuances (including your own) (-1 DR to
certain social aspects and Cultural tests)
(AS) Linguistic Savant: Per Full D acquired the above bonus
applies in addition to a +1D to another language at each D.
MUSICAL ABILITY 1D: -1 DR to all musical skills,
including vocalization, appreciation, recognition, etc. Can
complement negotiation, morale, etc. +1D to Art & Acting
skills.
NATURAL LIE DETECTOR 1D: Read surface emotions like
receptive telepathy –1DR to perception checks (Combine with
Empathy or Observant for additional –1DR to checks; or both –
3 DR). Applies to receptive telepathy
NIMBLE 5D: Description: You have a unique gracefulness and
ability to move smoothly, sometimes leaving visual echoes
behind. Acrobatics (Free advanced skill), +1D to Sneak, Dodge
and Acrobatics (AS granted for free), Pick Pocket/Palm item. 1DR to DEX only tests (Unskilled areas of DEX do not suffer a
penalty). Instant Stand & Soft Fall MA Abilities Innate (no
roll).
OBSCURE KNOWLEDGE 1D: -1 DR in specialized area, add
1 skill specialization (non combat, knowledge based only).
OBSERVANT 3D: You have a keen sense of Perception, and
able to notice things more easily others just do not. -1 DR to
notice details and traits over time and +1D on the fly, 2 in 6
chance not to be surprised based upon vision, hearing &
sometimes touch and smell.
ORGANIZATION LEADER 5D: Description: Your Character
now considered a leader or the leader within the Fellowship
organization receives many privileges, such as requesting
financial, militaristic, or other support from the organization that
you previously did not rank high enough to receive. Capital 2D,
Secret Base 2D & Connections 2 are Organizational holdings
available to the Leader.
PATRON 1D-3D: Each D of this advantage gives you access to
more influential individuals as benefactor(s). 1D System, 2D
Sector, 3D Galactic.
PHOTOGRAPHIC MEMORY 2D: Can take this at Character
Creation only. Description: You remember everything seen/
heard. -2 DR to rolls to Knowledge/Perception to recall
anything; previously viewed places, objects, etc. Even details
not previously noticed.
PLUCK AND TUCK 1D: You have practiced larceny to a
point of making it an art form. -2DR to Hide on your person
only, -1 DR to theft by hands or appendage.
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PRENATAL NANOTECH SURGERY 5D: As a rare and
expensive Cybernetic procedure, the Character underwent a
specialized Cybernetic surgery, infusing the Character with the
ability to produce, repair, and utilize Nanobots within the body
capable of catalyzing the Healing process. -2 DR to Natural
Healing Rolls to Heal wounds; May make two extra healing
rolls per day; +2 to stun/wound rating, -2 DR to resist toxins,
Can survive in vacuum for extended periods… Confers Longer
lifespan (as Longevity).
RELIGIOUS ZEAL 4D: The ability to apply one’s religious
zeal to overcome a situation or ignore pain. -2DR to any roll,
May be combined with any other bonus. Player must role-play
this each time used to GM’s satisfaction. 2FA to use.
REPUTATION 1D-3D: Similar to the Fame Special Ability
your Character has earned respect and recognition, but unlike
Fame is not well recognized everywhere. (Blood Stripe) +1 to
+3D to interactions. Corellian’s gain reputation 1 for free (this
can be converted to Infamy if they are criminals).
SECRET BASE 1D-3D: You have funded and somehow
created a Secret Base. 1D: Small Fully Stocked, Battleship
Scale 1D, Base/Station Can support up to two 150m Craft, 2D:
Mid Sized fully stocked, Super Capital Scale 2D, Base/Station
can support up to three 450m craft, 3D: Large Fully Stocked,
Battlestation Scale 3D, Base/Station can support up to five
900m craft. Fully Crewed (droids or otherwise), generates
enough income to keep them happy and operating.
SENSE OF DIRECTION 1D: -1 DR for Navigation/
Astrogation rolls.
SERPENT TONGUE 1D: Can take this only at Character
Creation. Description: You are able to smooth talk others by
voice alone. -1 DR to social in any situation.
SILENCE 1D: +1D to sneak & hide,
SIXTH SENSE 3D: (4 in 6 chance of detecting danger; Cannot
be Surprised) +1 to Free Actions can be used prior to initiative
to Dodge, Parry or 5m movement. Can be stacked with Fast
Reactions & Time Sense for a total of 5 Free Actions, all 5
capable of being used prior to an initiative roll in this case.
With the Danger Sense Innate Power the directional information
will always be nearly perfect, GM Must describe the nature of
the threat even if not directly a threat to the character within
10m.
SKILL MASTERY 2D: Description: The Character receives a
-1DR with a specific skill. Gain a Skill Specialization For Free.
SPACE BORNE 3D: You spent near your whole of life in
space and is capable of sensing the slightest changes in velocity,
gravitational disturbances, and has a nearly perfect intuition for
location relative to the Galactic center. -1DR Astrogation (not
land Navigation), 0-G & Power suit operations (in space),
Vacuum Tolerance: +2D Survival and Soak rolls.
STEEL WILL 4D: Can take this only at Creation. You have a
mental barrier that is unbreakable. Your Character is immune
to all mind-altering attacks (including fear generating ones,
while not naturally fearless). Immune to mental interrogation

and breaking by torture, +3DR for others to “read” you. Note:
A good surface read can still betray motives, loyalties, emotions,
etc. Pierce all Illusions, also has “Force Armor” vs any
Illusionist specific Jedi or Jedi abilities (even if lethal, based off
illusory magic)

AGE (+6/12/18D); examples (+3D): Pre-Teen/Middle Age;
(+12D) Child/Very Old; (+18D) Infant/Near Death
6D: -1D Attributes, 12D: -2D Attributes, 18D: -3D Attributes
(cannot be taken as an “advantage”, aka bonus dice, if
immortal).

SUBCULTURE & JARGON 2D: -1DR to Streetwise,
Scholar, Bureaucracy, Business, Bargain, Con, Persuasion in
your society, +1 pip per skill in related societies, No penalties in
alien cultures.
(AP) Social Chameleon, per additional 10 points you can
assimilate another full culture in to your bonus. These Dice
only apply to one culture each (base bonus applies per culture).

ALLERGY, MINOR (+1D); ALLERGY, MAJOR (+2D)
Minor: Cats, Major: Processed Air

TIME SENSE 3D: +1 Free Action. You know what time it is,
exactly, all the time, and can sense alterations in space-time,
such as getting when getting closer to heavy gravity objects like
a star. -1dr to Astrogation/Navigation, +1 pip to Initiative, +1D
to Dodge skill. Can tie with Sixth Sense and Fast Reactions.

BOUNTY (+1D-3D): 1D System, 2D Sector, 3D Galactic

TOUGHNESS 1D-3D: +1 pip per point to Strength rolls vs.
Damage, increase stun/wound thresholds (+3 per D). Extra +3
to Death time per D.
TRAIT: RESOURCEFUL (Optional): Some races (humans)
are good at coming up with a way out of difficult situations and
finding creative and unique approaches that would otherwise be
unavailable to them. +4D starting skill dice. Aliens start with at
least +4D or more.

BAD LIAR 3D: +2DR to any bluff or con rolls
BLIND: +5D: You cannot see, Epic Fail on any sight based
rolls, Observant yields half.

BURNT-OUT (+3D): You’re bitter; you really have had it with
your career/life (the current path). Cynical and overall possess
an apathy about it. Ex: Failed Jedi, You suck, you know it and it
caused you to choke at the time you should have acted and
prevailed. You carry this burden with you always, knowing you
will never aspire to greatness no matter how much you achieve.
It colors all your actions and imposes a +1 DR to related social
interactions. You must make a Willpower test each time you
chose to increase your related abilities or you simply do not.
CLONE 3D: You’re catalogued in someone’s system,
somewhere. The ramifications of which can be dire. Apply,
Bounty, Death Mark, Age, Hindrance, Hunted, etc GM Choice.

TRANSGENIC POLYMORPHISM 5D: Take any other
species’ Racial Trait in addition to yours. Only one trait set or
power can be utilized at any given time. You can recall the
abilities of up to 1 race you’ve encountered at any time and
ignore negatives. You can even mimic a Jedi’s abilities. The
Benefits of this assimilation require a free action per ability
utilized when they are invoked. Simply using something like
Water Breathing requires only a single simple action. (even
though you can mimic a Jedi, you cannot perform Enhanced
Attribute and enhanced lightsaber combat simultaneously),
consider Jedi attribute as Perception & Force Skills as
Knowledge.

CURIOUSITY 2D: Must overcome willpower exploring
anything interesting (even dangerous) +2DR to resist

VENTRILOQUISM 1D: The ability to throw your voice, +4D
to Con applicable to the projection of your voice only. +1D to
Acting

DEAF 3D: Cannot make a hearing based perception check,
Observant ½ bonuses.

DARK SECRET 6D: You have some serious skeletons in your
closet. No matter how far you get away from them, they always
seem to catch up to you. Alternate ID’s only offer temporary
reprieve. You’re hunted or universally recognized as a pile of
walking manure. If ever discovered, +5DR to all social
interactions if the parities are tied to the events that led to your
secret, +3 DR to relations with everyone else. What your secret
is will be something that even the most vile of enemies of yours
finds appalling.

DEATH MARK 4D-6D: 4D System, 5D Sector, 6D Galactic

Disadvantages:
ABILITY ACTIVATION LIMITATION 3D: This applies to
the activation of a specific (and arguably fundamental) skill or
Force Power. Examples of this exist in people like Corran
Horn’s Grandfather who could not activate Telekinesis. The
limitation here was that he had to actively siphon energy in
order to activate the power. Something similar must apply to
the character taking this disadvantage. This can apply to racial
traits, Cybernetics, Force Powers & Skills (only under certain
circumstances). Skills may require an additional action to use or
a certain circumstance to be present in order to employ them.

DEBT 1D-5D: 1D: 30,000; 2D: 70,000; 3D: 200,000; 4D:
500,000; 5D: 1 million: GM may confer an item/ship at half the
listed value as the “debt”
DEPENDENT 1, 2, or 3D: 1D: You have a sibling that you
have to visit and send money to, 20% fund hit. 2D: You have a
family member that you cannot leave for extended periods; they
are dependent upon you for survival. 40% of all funds and
equipment received goes to them if you are not around. 3D:
60% of all your earnings and property must be funneled to this
individual, they require this to survive. They are near death (and
will remain so). Per D code of the disadvantage make the
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relations of the player persistent as a burden from 2-6 game
sessions.

MUNDANE: (Can never have force ability) +2D to starting
Skill Dice

DEVOTION 1D-3D: 1D System, 2D Sector, 3D Galactic

NIGHT BLINDNESS 3D: +1DR in space, +2DR at night,
+3DR no ambient light.

EMPLOYED 1-3D: 1D System, 2D Sector, 3D Galactic
ENEMY 1D-3D: 1D System, 2D Sector, 3D Galactic
GAMBLING ADDICTION 1D: Must overcome –1 DR
willpower role not to gamble

OVERBLOWN HONOR 2D: Never backs down from a
challenge. +2DR to resist
POOR HEARING 1D: -1DR to all hearing based rolls
POOR VISION 1D: -1DR to all sight based rolls

HINDRANCE 1D: This doesn’t affect you all the time, just
typically invoked by being attacked, and wounded, in the region
of the hindrance: Bad Knee, Rude, Trick Shoulder.
HUNTED 6D: (Masochists can combine this with Dark Secret)
There’s no where you can run to, no where you can hide. In
almost every game session you encounter someone or something
that will identify you on sight and very likely end up spoiling
any other operations you are involved in. You will have to be
very crafty to avoid being seen each game session.
ID TROUBLE / IDENTITY CRISIS 5D: PC has NO
identification of any kind IE: no credit account possible, must
carry cash (no matter where you are), and cannot register
vessels. People are even unlikely to barter with you.
IMPERIAL/FACTION RECORD 1D: Wanted (but not
specifically hunted) for a minor offence, can be taken up to three
times.
IMPLANT-RESISTANT 3D: Someone with this disadvantage
cannot have implants of any kind. There may also be
complications with certain surgical procedures. Prosthetics do
not function with you at all.
INFAMY 1D-3D: 1D System, 2D Sector, 3D Galactic
This applies a +1-3DR penalty to your social interactions as well
as any search rolls performed in security systems to locate your
whereabouts (not search to find you skulking about).
JEDI ACADEMY WASHOUT 4D: Cannot Raise one force
skill above 3D+2, EVER, regardless of what your Attribute is.
Begin Gameplay with 1 Dark Side Point. Traditional Jedi Only
MINOR JEDI 6D: Can only Posses a singular Force Skill,
cannot chose to be Quixotic, Pattern/Chaos, etc. Must still
follow the path of a Traditional Jedi. Other two skills can only
be activated through use of base attribute. You can never obtain
proficiency in any powers that utilize the other two skills (while
the power acts as proficient for the one skill you do possess).
You acquire powers as normal, even if they use all three skills.
Traditional Jedi Only
MISSING LIMBS 1D-4D: 1-4 limbs: Can be supplemented
with a Droid Arm or obvious prosthetic (High quality ones can
be purchased later).
MORAL QUALMS 1D: Code against killing, etc.
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POOR FINANCIAL MANAGEMENT: (+1D-5D): Instantly
looses the same amount of credits that Debt begins with for each
D per Campaign.
QUIRK 1D-3D: examples (+1D): Dependency, Kleptomania,
Indecision, Stutter; examples (+2D): Dependency, Dark Secret;
(+3D): Massive Addiction, Paranoid, Phobic, Vengeful
RELIGION 1D: Must practice/pay homage regularly and Role
Play it. Treat like Moral Qualms.
STERILE 3D: This is not merely infertility. It is a genetic
anomaly which effects more than procreation. Cannot naturally
have children, Bacta & Kloto Tanks only reduce healing
difficulties by 50% (10). Other Bacta/Kolto healing aids only
reduce the difficulty by 2 (instead of 5).
Note: In rare circumstances this can be a good thing, for
example, a genetic disease designed to only attack humans will
not affect you.
TOO GOOD FOR YOUR OWN GOOD 6D: You can never
turn a blind eye to any injustice, you will never back down from
a challenge or a chance to champion the weak. You will always
be the one that sacrifices themselves to save others. Force
Points for you are hard to come by (same with Edge points).
You will never willingly commit a dark act. Begin play with 2
Heroic Points instead of one (or double if Force Sensitive).
Ever after you acquire them at half the normal rate. 2 Heroic
actions are required to gain one force point. 1.5x the Heroic
Points are required to cash into Epic Points (round up).
UNATTRACTIVE APPEARANCE 1D: +1 DR to Rolls in
certain situations, typically in almost every social interaction
where sight is involved.
UNLUCKY 1-3D: GM adds +1-3 DR diff up to 3 times per
game.
UNMISTAKABLE FEATURE(S) 1-3D: Scars, tattoos, etc.
Recognition of the Features: 1D system, 2D Sector, 3D Galactic
WEAK CONNECTION TO THE FORCE 6D: Reduce Force
Attribute Potential by 2D+2, if already lower then the attribute
itself, this caps the core attribute (or locks the player as a
Limited Force User: page 33, with a Maximum attribute of +1
pip, which must be purchased later). Player MUST chose to be
Force Sensitive (1D attribute investment as a minimum).

Character Building Basics:
Let’s build ourselves the most difficult character, the Traditional
Jedi. We will start with our entry level points:
Standard, building block game:
160 Build Points (20 Skills 100, 10D Skill Dice = 50: 150, +2D
Advantages 10 = 160).
No more than 2D per skill. You cannot place a skill D in an
unskilled area. Advanced skills can be purchased at the cost of
2 skills or 2D. Players chose 2D of Advantages and can elect to
choose up to 8D in Disadvantages; may have no more than 6D
in additional Advantages (beyond the free 2D). Heroes Have
18D Attributes (700 total points)
18D of Attribute dice:
Force Attribute: 2D invested = 1D Attribute / 2D+2 Potential
16D remaining
We want him to be dexterous, so he doesn’t cut his hands off
with a lightsaber: Dexterity 4D
12D remaining
We don’t particularly care if he’s bright or not: Knowledge 2D
10D remaining
We want him to be above average toughness: Strength 3D
7D remaining
We want him to possibly be a decent pilot: Mechanical 3D
4D remaining
Down to the wire here, cannot have a hero with less than 2D in
any attribute: So, Perception and Technical both 2D
Not terrible now we need to pick skills:
STR 3D
Climbing/Jumping 5
DEX 4D
Dodge 5
Gunplay 5
Melee Combat 5
(AP) Lightsaber 5 (Traditional Jedi cost 1/2 at character gen)
Unarmed Combat 5
(AP) Martial Arts (+1D Strike/Parry/Evade) 10
KNO 2D
Scholar 5
Willpower 5
MEC 3D
Navigation 5
Starship Piloting 5
Starship Gunnery 5
PER 2D
Sneak 5
TEC 2D
General Maintenance/Repair 5
(AP) Lightsaber Repair 10
Force: 1D/2D+2
Control: 1D 5
Sense: 1D 5
Alter: 1D 5
100 Points thus Far (you had a master so Control, Sense and
Alter were only 1/2 cost)

Now Add Dice to Skills
STR 3D
Climbing/Jumping
DEX 4D
Dodge
Gunplay
Melee Combat 2D 10
(AP) Lightsaber
Unarmed Combat
(AP) Martial Arts (+1D)
-Novice: Brawling 10
KNO 2D
Willpower 1D 5
MEC 3D
Starship Piloting 1D 5
Starship Gunnery 1D 5
PER 2D
TEC 2D
Force: 1D/2D+2
Control: 2D 5
Sense: 2D 5
Alter: 2D 5
(At character generation, after you purchase the initial advanced
skill, additional dice cost the normal price of 5 or 1D each)
50 Points of Skills = 150 Points
Now Lets Add some Flavor: You pick 2D of free Advantages
and can take up to an additional 8D of Disadvantages:
Imperial Record: +1D
They know who he is and it gets worse
Bounty: +3D Galaxy wide Bounty for Jedi
He’s a goody, goody and will not harm unarmed people ...
Moral Qualms: Cannot Harm Unarmed +1D
Giving us 5D (or 25 points) to spend elsewhere, either on skills,
skill dice, advanced traits like Martial arts of lightsaber forms or
advanced combat training, or advantages.
Now Advantages (+2D free for a total of +7D):
Enhanced Attribute 5D: Force Attribute, +2D to skills, add to
Control & Sense
Almost Done, Pick a focus for the Jedi
STR 3D: Climbing/Jumping
DEX 4D: Dodge, Gunplay, Melee Combat 6D
(AP) Lightsaber, Unarmed Combat, (AP) Martial Arts
-Novice: Brawling
KNO 2D: Scholar, Willpower 3D
MEC 3D: Navigation, Starship Piloting 4D,
Starship Gunnery 4D
PER 2D: Sneak
TEC 2D:
General Maintenance/Repair, (AP) Lightsaber Repair
Force: 2D/3D+2
Control: 3D
Sense: 3D
Alter: 2D
Advantages: Enhanced Attribute: Force +1D
Disadvantages: Imp Record 1, Bounty 3, Moral Qualms 1
Focus: Jedi Battlemaster (2D Attribute = +2 pips to Melee &
Unarmed + 2 pips to damage for both)
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Building a Character (Continued):
The Dude, Traditional Jedi
STR 3D: Climbing/Jumping
DEX 4D: Dodge, Gunplay, Melee Combat 6D
(AP) Lightsaber, Unarmed Combat, (AP) Martial Arts
-Novice: Brawling
KNO 2D: Scholar, Willpower 3D
MEC 3D: Navigation, Starship Piloting 4D,
Starship Gunnery 4D
PER 2D: Sneak
TEC 2D:
General Maintenance/Repair, (AP) Lightsaber Repair
Force: 2D/3D+2
Control: 3D
Sense: 3D
Alter: 2D
Advantages: Enhanced Attribute: Force +1D
Disadvantages: Imp Record 1, Bounty 3, Moral Qualms 1
Focus: Jedi Battlemaster (2D Attribute = +2 pips to Melee &
Unarmed + 2 pips to damage for both)
Advanced Proficiencies get rid of the base penalties associated
with those skills. In the case of Lightaber, it removes the base
difficulty of 15 (20 in original rules). Martial Arts, since it’s
dependent upon the move you’re making and the type of attack
reduces the base difficulty by 5 (basic unarmed difficulty is now
0) +1D to Unarmed Combat rolls (Strike, Parry & Damage).
Jedi Inherently add their Force Attribute to Lightsaber
Combat: 6D Melee + Attribute 2D = 8D + Battle Master 8D+2
Add 2 to all unarmed and Melee: Anything in Brackets [+2] is
a static value that does not count against the cost of the skill
being raised.
Any advantage or disadvantage that gives you a –DR or
+DR means: that it either decreases the Difficulty Rating (DR)
by a level or more ; or it increases the Difficulty Rating (DR) by
a level or more.
Almost done, remember to read the Force Section under
advanced rules to learn about what powers a Jedi is inherently
good at and what they are not.
Now pick the Traditional Jedi’s powers:
You receive a bunch of inherent abilities (powers) that don’t
take up Power slots (p.29).
Per Pip of Force Attribute you receive a power slot
- These Power Slots can be placed wherever you want them to
be.
Per Pip of each of the Force Skills you receive a Power Slot
-Each Skill has a locked amount of power slots associated with
it that can only hold powers that utilize that Force Skill.
You can Trade in power slots on a 2 to 1 ratio (In the case of
Alteration, over time, there simply aren’t enough powers that
use it’s slots) to place slots elsewhere.
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Thus, the Jedi Knight’s Force Attribute awards him 6 Power
Slots.
His Control has 9 Slots, Sense has 9 Slots, Alter has 6 Slots
Powers that use multiple Force Skills take up that many total
slots. Thus, Affect Mind, which uses Control, Sense &
Alteration to work, uses a slot in Control, Sense & Alter
If you run out of available Slots under a Force Skill, you can
place the ones from your Force Attribute there to drop more
powers in or trade in slots on a 2 to 1 ratio to drop more powers
where you want them to be.
So long as you have available power slots, learning a new
power is free.
Most (GM discretion) powers can be attempted unskilled at a 5
point penalty to all difficulties (Control, Sense and Alter where
applicable)
-Any powers attempted unskilled can be acquired at the end of
the session (for free if you have the available power slots or for
5 character points).
Out of Power Slots?
If you pay 5 character points for a power, you are awarded the
power slots necessary to use it automatically.

Player Name:

Character Name: The Dude
Type: Old Republic Jedi Refugee
Gender/Species:
/ Human
Age:
Height:
Weight:
Physical Description:

Dexterity
Gunplay
Dodge
Unarmed Combat
(AP) Martial Arts
Novice: Brawling
Melee Combat
(AP) Lightsaber

4D Perception

1
1
1
1

2D

Sneak

6D

Strength

3D

Climbing/Jumping

Technical
Knowledge

2D

Scholar
Willpower

3D

2D

General Maint/Repair
(AP) Lightsaber Build/Repair

Force Attribute:2D(3D+2)
Mechanical
Navigation
Starship Piloting
Starship Gunnery

Standard Inherent Powers

3D Control: 3D
4D
4D

Sense: 3D
Alter: 2D

Advantages:
-Force Focus: Jedi Battlemaster
+2 pips to all rolls (including damage)
for Melee & Unarmed Combat
-Enhanced Attribute: Force Attribute
+1D
Disadvantages:
Imperial Record 1
Bounty 3
Moral Qualms 1

Move
10
Force Sensitive? Yes
Force Points
2
Harmony Points
0
Character Points
5

Equipment: Lightsaber (5D), Heavy Blaster Pistol
(6D) 25 Shots, Jedi Combat Belt, Old Republic Jedi
Battle Armor +2D Physical, +2D Energy (No Dex
Penalty), Jedi Robe, Comlink, 500 Credits.
Background: You never knew your parents, you
didn’t have a normal life. All you knew was the Order,
it was the way of things. You survived the Jedi purge
and are now taking the fight to the Empire, or are you?
Will you follow a darker path? The choice is yours.
You have what few Jedi in the Galaxy still possess,
some rudimentary combat Training which, in your
experience is a massive advantage.
Personality: Your training is far from complete, you
are untested, and more than likely hunted. You have
much growing to do on your journey ahead.
Objectives: Distinguish yourself, by bringing light to
the darkness, vanquishing evil and protecting your
family if they are still alive.
A Quote: “You want to dance? Now you’re speaking
my language. You want weapons in this dance?
Prepare yourself for disappointment, that toy you’re
holding won’t last.”
Connection With Characters: You are the soul
of the group & the voice of reason.

Wound Status
Stunned
Wounded
Incapacitated
Mortally Wounded

33
The Star Wars Roleplaying Game

2

The Force

The Ways of the Force:
Jedi, base all their Control, Sense and Alter abilities off of the
raw, Base, Force Attribute. In the new system force abilities are
both more and less powerful than they used to be. Control,
Sense and Alter are now Advanced skills, under the main force
attribute.
*The Lightsaber/Alchemical Weapon skills are now simply
training. It is considered a one time purchase advanced skill.
2D cost at character creation or 10 points later that must be
learned in two installments to reflect training time. Basing off
Melee skill afterward.
Note:
Traditional Jedi inherently have affinity with lightsabers
Raw Jedi, Pattern Knights & Chaos Knights inherently have
affinity with Alchemical Weapons.
-Acquiring these skills the above Jedi classes need only pay 1D
at character creation to acquire these skills.
Force Skills operate very differently. The Force attribute is the
Base code for a Jedi's Control, Sense and Alter powers.
However, Control, Sense and Alter are all considered Advanced
Skills regarding progression without a master, a book or some
guideline to help you learn.
Force Ability Cost and Benefit:
The Force is so powerful in any edition of this game that in
order to balance it appropriately, we decided to make the Force
Attribute cost more initially at character creation. Below are the
revised effects of attribute investment. Now you’re buying
potential, and starting with less.
1D of Attribute: Force Sensitive, 2D+2 Potential
2D of Attribute: 1D Attribute, 3D+2 Potential
3D of Attribute: 2D Attribute, 4D+2 Potential
4D of Attribute: 3D Attribute, 5D+2 Potential
5D of Attribute: 4D Attribute, 6D+2 Potential
6D of Attribute: 5D Attribute, 7D+2 Potential
The only way you can enhance this is by purchasing
Enhanced Attribute from the Advantages list.
The above now reflect the Maximum force potential you can
have.
So, essentially, Control, Sense and Alter each cost 10 Points to
buy without a master and each start at 1D and stack with the
Force Attribute. If you are trained by a master, or a anyone with
some manner of skill you get those starting Control, Sense and
Alter dice for 1D each instead of 2D at character creation (or 5
Character points each).
Force Powers are “free”, up to the amount of pips you have
under each applicable skill; which we will call slots (some cost a
control sense and alter slot). Thus someone with a control of 1D
has 3 slots for free powers under that skill. After you run out of
slots, additional powers cost 5 points per power to acquire
regardless of the amount of “slots” they reside in.

“slots” should cost 1 power per slot. Thus, instead of Affect
Mind only costing 1 power slot to acquire it would cost 3
(Control, Sense & Alter). This is another limiting factor that I
can understand, yet, do not double or triple the base cost for the
power. It’s like acquiring a new skill slot, nothing more.
Characters can choose a role for their force abilities:
Balanced Jedi must raise their control, sense and alter skills at
the same time. These Jedi are always in harmony with their
abilities. All their difficulties for any force ability are reduced by
one level.
Focused Jedi choose Either Control, Sense or Alter as their
specialty. All abilities under their specialty are utilized at 2
difficulty levels lower (or crank the effect 2 levels higher).
Jedi Battle Masters are focused on combat skills and receive an
additional +1 pip per attribute die to their to skill and damage
rolls using Melee Combat and Unarmed Combat.
Any power that requires multiple skills to activate suffers the
full multi action penalty in the first round, however, any power
that remains “up” is considered a single action by the second
round. Inherent Usable Abilities are not considered actions,
but as free actions (1 Free action to trigger, if you have free
actions remaining, otherwise, 1 Action)

Innate powers DO NOT USE an action to
trigger, they are literally always active.
Wielding a Lightsaber is natural to any Jedi (except Raw Jedi),
however, the act of properly wielding one is Lightsaber skill (an
advanced skill). Knowing this skill removes the 15 points of the
weapon's base difficulty of 20 to wield one immediately.
Inherently, Jedi receive 1D to hit & damage per attribute D
they possess in Force Ability.
-Lightsaber/Alchemical Weapon combat is now considered
Advanced Melee combat. It is a multiple action Control + Sense
and then Control adds (or subtracts) directly to/from damage
and Sense to melee dice pool (it applies to more than just
lightsabers, with the damage code uncapped with lightsabers,
but cannot exceed the base damage code of the weapon like a
sword wielded). Thus you cannot full parry, Just to strike and
parry with this skill “activated” is 4 actions. Once the power is
“up” it only counts as 1 action (so the following round the same
as above would be only 3 actions); Once the power is
“up” (after the initial round you raised it), it can be parked in 2
free action slots so you can full parry. Note: Damage and skill
bonuses conferred by this power add to the base damage and hit
bonuses conferred by standard lightsaber attribute bonuses
gained by a Jedi.
**Lightsaber/Alchemical Weapon Full Parry: Add 15 difficulty
to hit the wielder.

Please Note: Some believe that powers that use multiple power
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-Advanced Ranged Combat is just like Advanced Melee combat
with the following differences: Per 1D in Control add +1 Pip to
damage (or reduce it) and Sense adds directly to Gunplay dice
pool. Force Attribute does not add to the skill/damage of the
Ranged Weapon. Only Lightsabers and Alchemical Weapons
can effectively channel the Force.

Traditional Jedi Practitioners:
Inherent Usable Abilities: (1 Free Action Required to activate
unless listed as Innate)
+1 to Free Actions (3 Base)
Concentration
Life Detection
Danger Sense (Innate)
Sense Force Disturbance – Distance is directly proportional to
Attribute and the gravity of the event. (Innate)
Enhance Attribute - Add Attribute and/or Trigger the Power
Reduce Injury (Innate)
Receptive Telepathy (Innate)
Projective Telepathy
Accelerate Healing
Control Breathing
Transfer Force (Innate)
Magnify/Enhanced Senses - Add Attribute and/or Trigger the
Power
Lightsaber Combat (Attribute Based) (Innate)
Base Proficiency: Lightsaber Combat (Cost 1D for Full)
Lightsabers: The typical weapon of the Jedi. The Damage
codes typically sit around 5D. You can have any variation of
this, though I recommend it not to exceed 5D-7D range of base
damage. Other flavors of them might be smaller ones at 4D like
Yoda’s or even Training Sabers that range from 1D-3D.
Light Foils: The weapon of the Tapani Dueling Class. Also,
it’s no less a Lightsaber than any other … save for the fact that
people not in the know build them like crap and they
malfunction regularly. However, a well constructed Light Foil
is just as durable as any Lightsaber. Damage Codes, as per the
rules from Tapani typically have them ranging from 3D to
4D+2. I would say they should range from 3D-5D. Light Foils
are also difficulty base 10 instead of 15. Lightsaber Advanced
skill eliminates the penalty, the boon here, however, is that I
would always consider the Light Foil to be easier to wield. So,
feel free to give these weapons a +5 bonus hit and deflection
rolls to reflect the balance of the weapon and the construction
quality. Light Foil saber housings are, normally, lovingly
crafted.
Further personalization of the weapons (like to the individual)
will confer between 1 and 3 alternate functions. Like having a
holdout blaster affixed to the base of the hilt, a basket guard
affixed to the saber, protecting both the wileder’s hand, making
it harder for the user to be disarmed and capable of being used
as a Melee enhancement to slam into adversaries' faces or a
modular attachment allowing the wielder to alter the weapon on
the fly into emitting bursts of plasma as a ranged weapon.
weapon at GM discretion (If you are from Tapani, it totally
makes sense).
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Sub-Class Weaponry of the Jedi:
Alchemical Weapons: These weapons represent items like Sith
Swords, which cannot be destroyed by lightsaber strikes. For all
intents and purposes they are point for point and D for D just as
good as a lightsaber (with some exceptions). Essentially, treat
these objects as if they were “Vorpal” swords from a fantasy
setting. These are the weapons of Raw Jedi and even some Jedi.
I am removing the inherently “evil” taint from Sith Swords
unless, of course, the object was specifically designed to inflict
pain or it was created by sacrificing 100 people and channeling
their essences into it. The alchemical creation of a weapon is
the basic fundamental of where all Jedi began. An item that
allows them to channel their powers directly into it just like the
Lightsaber.

Other Types of Force Users:
Raw Jedi
Limited Force Users
Quixotic Jedi
Pattern Knights
Chaos Knights

raditional Force Powers

Redefining the Force
In the traditional game you simply roll Control, Sense or Alter
or a combination of the three. However, with the introduction of
Force Attribute things change somewhat.
Typically Force Attribute can add damage dice to Lightsaber/
Alchemical combat and those dice are rolled as normal.
However, when it comes to a Traditional Jedi’s powers, the only
dice that are rolled for random effect are Character Points, and
anything that forces the Force Attribute above it’s standard
threshold, like Control, Sense & Alter or Force Points, in this
case, the portion of the attribute that is doubled is resolved
normally. Force Attribute, for the purposes of a Traditional
Jedi, is Static. Which means you gain an automatic 6 points
per D of attribute you possess.
All other Force subclasses roll their attribute randomly. This is
the main differentiating factor between a Traditional Jedi vs a
Raw Mage (who’s power is utterly random and flexible) and
even the focused Quixotic Jedi. In the case of the Pattern
Knight and Chaos Knight who each have much more limited
perspective and are arguably much more difficult to corrupt by
dark side energy (they can freely wield any Sith Relic without
fear of corruption). All the training, all the focus and all the
burden of being a Jedi typically falls heavily upon the
Traditional Jedi, they carry the weight of the galaxy with them.
Almost all of their actions have consequences. They are the
most difficult to play, the most difficult and expensive to
increase ability with and, incidentally, the most powerful in a
manner of speaking.
When you look at the beginning of each Jedi Subclass you
see their Inherent Powers list. The Traditional Jedi is no
exception to this, save for the fact that their Inherent powers
trigger off of attribute at a Static level. If you tie Control, Sense
or Alter to them (as actions for more oomph) those dice are
resolved normally.
NOTES: Not all powers will trigger off Force Attribute.
However, Quixotic Jedi, Pattern Knights and Chaos Knights can
violate this, because they are derivatives of the “pure” use of
these abilities.
-Force Attribute NEVER counts as an Action when applied to
any power usage.
-Vs a Raw Mage or any other subclass of the Jedi a Traditional
Jedi can add their Control, Sense or Alter to resist attacks
where Control, Sense or Alter would apply to resist an attack.
-Unless otherwise specified by a power, Force Attribute is
always considered as if it were Armor versus a Force Attack/
Spell. Reducing the assault’s damage by it’s D code.

Control Powers
Absorb/Dissipate Energy (1FA)
Control + Force Attribute
Difficulty: Automatic for sunburn; Very Easy for intense sun;
Easy for solar wind; Moderate for a radiation storm. Characters
may use this power for energy attacks such as blaster bolts and
Force lightning – the difficulty is Moderate. This power can be
kept “up” as a Free Action. It’s 1 DR lower to deflect/dissipate
than Absorb directed attacks (Blasters, Force Lightning, etc).
Effect: This power allows Jedi to absorb/dissipate energy,
including light, heat, radiation, and blaster bolts. If the user fails
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the roll, they take full damage from the energy. This power may
be used to ward off sunburn, heat-stroke, and radiation
exposure, as will as withstand intense heat. This power may also
be used to absorb blaster bolts, as Darth Vader did on Cloud
City. The character must activate the power in the same round
to absorb the blaster bolt or Force lightning -- the power can be
triggered as a Free Action so long as the ability is trained. If no
action dice remain then the Force Attribute is static. Anything
rolled over the base difficulty is resistance to the attack.
-Redirect Energy falls under the purview of this power.
-If used to absorb light, treat as intense sun. Applies a –2DR
to Hide and Stealth Rolls.
Accelerate Healing
Control + Force Attribute
Difficulty: Easy for wounded
characters, Moderate for Wounded Twice (Severely Wounded)
characters, Difficult for incapacitated character and Very
Difficult for Mortally Wounded characters.
Time to Use: One minute
Effect: If you succeed on beating the difficulty, you heal
appropriately. Thus if Mortally Wounded, you might not hit a 25
on your roll, however, if you manage to roll a 10, which is easy,
then it reduces your overall wound level to Incapacitated.
Burst of Speed
Control + Force Attribute
Control Difficulty: Moderate
Required Powers: Enhance attribute
Effect: A Jedi can use this power to enhance his Move rating,
increasing his running and walking speeds dramatically for a
short period of time. Both the duration and Move increase are
determined by the amount the Jedi’s control roll exceeds the
difficulty. The duration can be increased by spending character
points – for each character point spent, the duration is
increased by one round. These points can be spent at any time
before the power fades.
Control Roll > Move
Difficulty By: Increase Duration
0-8 Base Move x1.5
4 Rounds
9-20 Base Move x2
3 Rounds
21+ Base Move x2.5 2 Rounds
Concentration (2FA)
Control Only
Difficulty: Easy if the Jedi is relaxed and at peace; Difficult if
the Jedi is filled with aggression, fear, or other negative
emotions; Very Difficult if the Jedi is acting on the negative
emotions.
Effect: When using this power, Jedi clear all negative thoughts
from their minds, feeling the Force flowing through the universe
and their own being. The individual Jedi concentrates on one
specific task at hand. If the skill roll is successful, the Jedi may
add +4D to any one action in that round. The Jedi may do
nothing other than using the concentration power and using that
one skill for a single action. The Jedi receives no bonus
if anything else is done in that round, including duplicate uses of
the same skill or dodges or parries. This power may be used in
conjunction with Force Points and Character Points. This power
is only in effect for one round and may not be kept up.

Contort/Escape
Control Only
Difficulty: Very Easy for loose bonds; Easy for hand binder;
Moderate for serious restraints; Difficult for maximum security,
Very Difficult for paranoid security, Heroic vs a Force Cage
(can be used as it’s an internalized activation).
Required Powers: Concentration, control pain
Effect: The character may escape bonds by contorting in painful
and difficult (but still physically possible) ways. By stretching,
twisting, and dislocating joints a Jedi can escape almost any
physical restraining device. While this is indeed a painful
procedure, Jedi are trained to block out the pain and focus on the
task at hand.
Control Disease
Control + Force Attribute
Difficulty: As Accelerate Healing
Required Powers: Accelerate healing
Time to use: 1 Minutes to several uses over time
Effect: Control disease allows the Jedi to direct and control the
antibodies and healing resources of her body to throw off an
infection or to resist the diseases within the body. This power
allows a Jedi to control his or her disease. The Virulence of the
Disease is rated by the effective Wound Level you’re targeting.
Success at any level reduces the disease by the appropriate
amount.
Control Pain (2FA to Activate 1FA to Maintain)
Control Only
Difficulty: Very Easy for wounded or stunned characters, Easy
for incapacitated characters, Difficult for mortally wounded
characters.
The power can be kept up, so the character can ignore the pain
of injuries for a long period of time. However, whenever the
character is injured again, the Jedi must make a new control
pain roll, with the difficulty being the new level of injury.
Effect: An injured character who uses control pain can act
as if he has not been wounded immediately after he uses
the skill. The wound is not healed, but the character doesn’t
suffer the penalties of being wounded: a wounded Jedi doesn’t
loose 1D from all actions; an incapacitated character can still act
normally, as can a mortally wounded character. This power can
also be used to shrug off any stun results if they have any Free
Actions remaining. However, the injury can still grow worse
even if the character doesn’t feel the pain. For example, a
character who’s been wounded twice and is wounded again
would still become incapacitated. Mortally wounded users make
the same rolls as other mortally wounded characters, even if
they aren’t feeling any pain.
Detoxify Poison
Control + Force Attribute
Difficulty: Very Easy for a very mild poison (alcohol); Easy for
mild poison; Moderate for an average poison; Difficult for a
virulent poison; Very Difficult to heroic for a neurotoxin.
Time to Use: Five minutes
Effect: This power allows a Jedi to detoxify or eject poisons that
have entered her body. If the Jedi makes the power roll, the
poison doesn’t affect her.

Emptiness
Control Only
Difficulty: Moderate (cannot use without Control)
Note: Characters who are consumed by the dark side of the
Force may not use this power.
Required Powers: Hibernation trance
Effect: The user empties his mind to allow the Force to flow
through him. Characters in emptiness seem to be in deep
meditation and are totally oblivious to their surroundings. A
character in emptiness may not move or take any action except
to try to disengage from the emptiness. While in emptiness, a
character is difficult to sense or affect with the Force. When
another character attempts to use a Force power on the character
in emptiness, add the meditating character’s emptiness roll to the
difficulty for the other character’s rolls. This difficulty is added
regardless of whether or not the empty character would willingly
receive the power’s effect. Once a character gets out of
emptiness, the character gets a +9 bonus modifier to all Force
skill rolls for a period equal to the amount of time the character
spent in emptiness. This bonus is reduced by 1 for every Dark
Side Point the character has. When in emptiness, characters
dehydrate and hunger normally – some initiates have died
because they lacked enough control to bring themselves out of
emptiness. When the character enters into emptiness, the player
must state for how long the character will be in meditation. A
character must make a Difficult control skill roll to exit
emptiness. The character may attempt to come out of
meditation under the following circumstances: When the
stated time has passed. Once each hour beyond the original time
limit. Triggers can be set as well, like physical stimuli, if the
character’s body takes any damage (even stun), they
immediately snap out of the Emptiness. You can shake
someone in Emptiness awake if it was a predefined trigger.
Audible triggers can also be utilized like the warbling of the
bridge sensors when reaching the end of a hyperspace jump.
However, these preset triggers merely reduce the Control
difficulty to emerge from Emptiness by 5. Cannot be affected
by negative, mind affecting, force powers while in this state.
Enhance Attribute (1FA) or 1FA + 1 Action
Force Attribute or Force Attribute + Control
Difficulty: Innate as Attribute or Moderate by Adding Control
as an action.
Effect: A Jedi uses this power to increase a single attribute for a
limited period. An increased attribute can help a Jedi jump
higher, see better, and run faster. All skills governed by
the enhanced attribute increase by the same amount for as long
as the power remains in effect. An attribute increased by this
power remains enhanced for the duration listed below. A Jedi
can only increase one attribute at a time. If a character invokes
the power to enhance a second attribute while the first attribute
is still enhanced, then the first enhancement fades and the
second attribute receives the increase. The Force Attribute is
the bonus to their Attribute, to be kept “up” it must be
sustained as a Free Action.
Force Attribute + Control (added to base Attribute effects)
Difficulty By Duration/Increase
0-13 +1D / 3 rounds
14-25 +2D / 2 rounds
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26+ +3D / 1 round
The above chart only applies to stacking the power activation
with the Inherent ability only. Per Character Point spent, these
additional effects can be extended by 1 combat round.
Force of Will (1FA)
Control Only
Difficulty: Automatic
This power may be kept up as 1FA
Effect: By using Force of will, the character uses his or her own
willpower skill to fight the effects of hostile Force powers. If
faced with a mind-based power, the Jedi’s willpower skill roll
may be added to either the control or Perception code. The
control (or Perception) plus willpower total is referred to as the
“protection number.” If the attack roll is less than the target’s
control (or Perception) roll, the character suffers no ill effects. If
the attack roll is greater than the protection number, the Jedi
suffers the effects of the attacking power, minus the resistance
roll. If the attack roll is greater then the control roll, but less
than the protection number, the Jedi is protected from the power,
but his willpower is considered “battered.” Subtract 3 from the
character’s willpower skill. The Jedi can still continue to
defend, but with the decreased willpower. If a Jedi’s willpower
skill roll ever reaches 0, the Force of will power is automatically
dropped, and the Jedi can only resist with control or Perception.
It takes one day to recover 3 damage from a “battered will,” or
one hour in emptiness (or rage) for each 3 points to recover.
Note: Force of will does not protect against Force lightning or
Force storms or objects hurled by telekinesis. These are
external rather than internal powers, in which case willpower
would be useless. However, it works on injure/kill, telekinetic
kill, inflict pain, and other powers which directly use the Force
to affect the target.
Hibernation Trance (2FA)
Control + Force Attribute
Difficulty: Difficult
This power may be kept up as 2FA
Effect: The Jedi places himself into a deep trance, remarkably
slowing all body functions. The Jedi’s heartbeat slows, his
breathing drops to barely perceivable levels, and he falls
unconscious. When a Jedi enters a hibernation trance,
the character must declare how much time they will spend and/
or under what circumstances the character will awaken: after a
specific amount of time, or what stimulus needs to be present
(noise, someone touching them, etc.). A character can heal
while in a hibernation trance, but may not use any other skills or
Force powers. Hibernation trance serves two purposes. It
allows a Jedi to “play dead.” It can be used to survive when food
or air supplies are low. A character in hibernation uses only
about a tenth as much as someone who is sleeping – he can
hibernate for a week in a dry climate, for up to a month in a wet
climate before dying of thirst. Anyone who sees a Jedi in
hibernation assumes he is dead unless he makes a point to test
him. Traditional & Quixotic Jedi will be able to detect the Force
within the hibernating character and realize that they are alive.
Game Effects: -3 DR Endurance, Survival, Willpower, -1 DR
to all mental checks pertaining to survival or clam, ONLY while
in meditative state, can “sleep” in this state and is aware of
surroundings on normal perception check ( at -1 DR). While in
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this state, opposed Jedi powers are all at +3 DR.
Instinctive Astrogation (Navigation)
Control Only
Difficulty: Very Difficult (Space); Moderate (Planetary)
Modified by astrogation difficulty.
Time to use: One minute
Effect: Instinctive astrogation control is far more difficult than
sense-based instinctive astrogation power because rather than
trying to feel the correct solutions to the hyperspace
equations, the Jedi calculates them in his head. This is quite
possible and is often done as part of training exercises, though
the figures generated are rarely utilized because it is so easy
even for a Jedi to make a mistake. The difficulty is modified by
how hard the task is with a nav computer.
Task is: Modifier (add to difficulty)
Very Easy 0
Easy +5
Moderate +10
Difficult +15
Very Difficult +20
Heroic +30
If the control roll is successful, a Very Easy astrogation roll is
necessary to enter the correct routs into the nav computer. If the
Jedi fails the attempt, she overlooks an obstacle, and sends
the ship down an inherently dangerous path, thereby making the
astrogation difficulty Very Difficult. If the control roll is missed
by five or more points, the astrogation difficulty increases
to Heroic. This is a largely unknown application of the control
power that allows Jedi to plot astrogation paths instead of using
the more well-known sense-based instinctive astrogation
power. Instinctive astrogation control is little more than a
curiosity, studied only by a few Jedi theoreticians.
Reduce Injury (Innate)
Force Attribute + Control
Difficulty: Moderate for Incapacitated characters, Difficult for
mortally wounded characters, Very Difficult for dead characters
(Automatic Success for Traditional Jedi; the first triggering for
a Jedi who has less than 7 Dark Side Points does not cost a
Force Point, per session).
-Can only be triggered once per session, however, if Light Side
(not consumed) it can be triggered twice. Second activation
costs a Force Point.
Effect: By using this power, a Jedi may call upon the Force to
reduce the amount of injury he suffers; this power is normally
only used in desperation because of its long-term repercussions.
When the power is successfully used, the Jedi loses a Force
Point. Any injury that is suffered is reduced to wounded. If the
original injury would have killed the character, he must choose
to suffer a “permanent” (GM Discretion) injury of some kind.
(Cinematically this is not always a necessary thing, especially if
the player was being selfless. I can imagine a damn near
crippled Jedi because they always take one for the team… lol. I
would say NO permanent injuries unless the player was being
stupid.)
Note: Spending Force Points in this manner not at the beginning
of the round – is allowed. Also, it is not always a “selfish” act to
save one’s own life, so the character might be able to get the
Force Point back. If the character was fighting to save others
from doom and fails – and if he doesn’t fight, they certainly die

– this would be considered a heroic action because it involves a
great sacrifice.
Remain Conscious (1FA)
Control
Difficulty: Easy for stunned characters, Moderate for
incapacitated characters, Difficult for mortally wounded
characters.
Required Powers: Control pain
Effect: Remain conscious allows a Jedi to remain conscious
even when he has suffered injuries which would knock him
unconscious. In game terms, when a character with this power
suffers this kind of injury, they ignore the knockout effect. If
the role is unsuccessful, the Jedi passes out. If successful, the
Jedi can do any other actions declared for that round – often
characters will attempt to control pain in the following round so
that they will be able to remain conscious. Once this action is
completed, the Jedi will lapse into unconsciousness, unless
control pain or something else is done to keep the character
conscious (if required).
Note: I am throwing out Resist Stun as a power after working
through this one, as you can sustain it and ignore the effects of
stun(s).
Remove Fatigue
Control + Force Attribute
Difficulty: Moderate.
This power remains up, automatically, 1 action per day (below).
Required Powers: Accelerate healing, Control pain
Effect: The character uses this power to combat the effects of
strenuous work. The Jedi manipulates the Force, causing bodily
toxins to be ejected much more efficiently, thus allowing
for greater stamina. While kept up, the Jedi must make an
endurance + Control check once per day. While using this
power, a Jedi must fail two endurance + Control checks before
he or she is fatigued. The character still has to eat and drink
normally. If the Jedi does fail two endurance checks and
becomes fatigued, a penalty of –1D is applied to all attributes
and skills for 1D hours.
Short-Term Memory Enhancement
Control Only: Difficult
Required Powers: Hibernation trance
Effect: When a Jedi uses this power, they can replay recent
events in order to more carefully examine images and peripheral
occurrences. Using the power, a Jedi can freeze images and
even scan memory tracks to recall details that were seen but not
consciously registered at the time of observation.
In game terms, this power can be used to alert a Jedi to
information, items, other characters, or anything else that passed
before his senses within a specific span of time. In addition, if a
gamemaster provided clues or leads to clues that the players
originally missed or ignored, this power can be used to recall
them. When players get stuck on a puzzle or mystery within an
adventure, this power can alert them to possible solutions, if
those solutions were observed earlier in the adventure. How far
back a Jedi can remember depends on the success of his control
roll.
Skill Roll > Memory
Dificulty by Extends Back

1-8 Through current session
9-20 Through last session
21+ Through last two sessions
Horizontal Traversal (1FA)
Control Only: Moderate
Required Powers: Burst of Speed.
Effect: You can use some or all of your movement on a wall, as
long as you begin and end your turn on the floor. The height
you can achieve on the wall is limited only by your movement
limit. The power replaces your movement for a combat round.
If you fail your Control roll, you fall prone, taking damage as
appropriate for your height above the floor. Treat the wall as
normal floor for the purposes of measuring your movement, but
not for where you can begin or end your move. Shifting from a
horizontal surface to a vertical surface (and vice-versa) costs 2
meters of movement, Force Attribute can negate this. Adding 1
meter of movement per D of Attribute.
Note: If used in conjunction with Burst of Speed, the force
attribute is considered Double it’s rating.

Sense Powers
Beast Languages
Sense + Force Attribute
Difficulty: Easy if the animal is domesticated/friendly (such as
a bantha); Moderate to Difficult if the animal is wild, but nonpredatory (such as an undomesticated tauntaun); Very Difficult
to Heroic if the animal is ferocious/predatory (such as a wild
rancor). This power may be kept up for 1FA
Required Powers: Life sense, receptive telepathy, projective
telepathy, translation
Effect: This power allows the Jedi to translate a beast-language
and allows the Jedi to speak it. As creatures rarely have “true”
languages, the Jedi is actually reading the differences in surface
emotions within grunts and growls and other cues of body
language. Note that the character may keep up this power if the
Jedi needs to continue picking up the emotional state of a
creature. For beasts that can be ridden, subtract 2D from their
orneriness code while this power
is in effect. A creature’s minimum orneriness code is 0D.
Combat Sense (Innate)
Sense + Force Attribute
Difficulty: Moderate for one opponent, modified by +3 for
each additional opponent the Jedi wishes to defend against.
Required Powers: Danger sense, life detection
Effect: Combat sense allows a Jedi to focus on the battle at
hand. Everything else becomes dulled and muted as the Jedi’s
senses are all turned toward the combat occurring around him.
All targets become mentally highlighted in the Jedi’s mind,
enhancing his ability to attack and defend. In game terms, the
Jedi gains important advantages. First, the Jedi may choose
when he wishes to act that round—no initiative rolls are
necessary while the power is in effect. If more than one Jedi is
using the power, whoever rolled highest when invoking the
power determines when he wishes to act. Second, the Jedi’s
attack and defense rolls are increased by +2. Combat sense
lasts for ten combat rounds and doesn’t count as a “skill use”
for determining die code penalties.
Danger Sense (Innate)
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Sense Only or Sense & Force Attribute
Difficulty: None
This power can be “kept up” as 1FA but is typically Innate.
Effect: Danger sense allows a Jedi to extend his senses around
himself like protective sensors creating an early warning system
for as long as the power remains in effect. Depending upon the
nature of the danger the warning may be ambiguous.
Sense (Innate): Per D of Sense the Jedi possesses they receive 1
point toward all defensive actions. These defensive points never
convert into D codes. Thus a 10D Sense = +10 to defensive
rolls (Dodge, Parry, etc., not Strength)
Static: If the power is put “up” (1FA) in addition to a Jedi’s
innate ability, it confers their Static Force Attribute value as a
bonus on top of the Sense bonus. If placed up as a Quixotic
Jedi, it confers the same benefit.
Direction Sense
Sense Only
Difficulty: Easy; modified by proximity. This power can be
kept “up”. Effect: Direction sense allows a Jedi to be guided by
the Force toward a particular goal or destination. It could be an
object of importance, the north pole of a planet, the nearest
cantina, etc., but this power does not sense life forms.
Alternatively a Jedi may use the Force for guidance through a
maze-like cavern. If the Jedi meets the required sense difficulty,
she just knows the general direction the object or location is in:
left, right, forward, behind, above, below. If she succeeds by 10
or more, the Jedi knows exactly in what direction and how far
away the location is from her current position.
Instinctive Astrogation (Navigation)
Sense Only
Difficulty: Moderate, modified by Astrogation difficulty or
Very Easy for Planetary Navigation.
Required Powers: Magnify senses
Effect: This is the more well known ability of the Jedi to
calculate astrogation routes without the use of a nav computer.
The Jedi uses his sense skill to feel through the myriad of
hyperspace routes to determine the safest path. The difficulty is
modified by the treacherousness of the path:
Task is: Modifier (add to difficulty)
Very Easy –10
Easy –5
Moderate 0
Difficult +5
Very Difficult +10
Heroic +15
If the Jedi succeeds at charting the course, they need only
generate an Easy astrogation total to plot a safe path. If the Jedi
fails the roll, the astrogation difficulty is automatically Very
Difficult; if the roll is missed by more than five points, increase
the difficulty to Heroic.
Note: This power can be used to shave time off of a trip.
Increase the difficulty by 1 for each hour shaved off travel time,
with a minimal time within reason to the game master.
Life Detection
Sense + Force Attribute
Difficulty: Very Easy if the subject has Force skills or is Forcesensitive; Very Easy Modified by relationship if not.
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This power may be kept up as 1FA
Effect: This power allows the Jedi to detect the location of
sentient beings who might otherwise remain hidden from their
normal senses. When the power is activated, the Jedi knows the
location of all sentients within 10 meters – if the power is kept
up, the Jedi may know whenever a sentient approaches within
10 meters of them or vice versa. When the Jedi approaches or is
approached by a sentient being, the character makes a Sense roll
and each sentient creature makes an opposed control or
Perception roll to avoid detection. Both actions are “free”
actions and don’t count as a skill use (and thus there are
no die code penalties except those caused by injury). If a tie
occurs, the Jedi detects the creature in question. If Jedi beats the
target’s roll by 10 or more points, the Jedi is aware if the person
has Force skills (yes or no), is Force-sensitive (yes or no),
or if they have met before (yes or no), and if yes, what their
identity is.
Life Sense
Sense Only
Difficulty: Very Easy. Modified by proximity and relationship.
Required Ability: Life detection
This power may be kept up to track a target as 2FA
Effect: The user can sense the presence and identity of a
specific person for whom he searches. The user can sense how
badly wounded, diseased, or otherwise physically disturbed the
target is. A target may use the control skill to hide his identity
from the Jedi that uses life sense. The character’s control skill is
added to the seer’s difficulty.
Life Web
Sense + Force Attribute
Difficulty: See below: modified by proximity.
Note: Must have encountered the species before.
Required Powers: Life detection, life sense, sense Force
Time to Use: 20 minutes
Effect: This power is used to detect large concentrations of
members of a specific species such as humans, Rodians, or
Chadra-Fan. When the power is used successfully, the users
sense the general direction toward the population. If the Jedi
beats the difficulty by 10 or more, she knows the approximate
distance to the population (i.e., hundreds or thousands of
kilometers, or single tens, hundreds, or thousands of lightyears). The base difficulty depends upon the size of the nearest
significant population:
Very Easy — Population in tens of billions
Easy — Population in billions
Moderate — Population in hundreds of millions
Difficult — Populations in tens of millions
Very Difficult — Populations in millions
Heroic — Population in hundreds of thousands
This power may not be used to detect populations smaller than
100,000 individuals. This power may only be used to detect
species that the Force-user has encountered. This power
requires at least 20 minutes of continuous concentration. For
each additional time increment, the Force-user may add +1D to
his or her sense roll.
Magnify Senses (Innate) (1FA to Activate)
Force Attribute & can be used with Sense as an additional

Action to stack the effects.
Difficulty: Very Easy. Modified by proximity.
Time to Use: Instantaneous
Effect: This power allows a Jedi to increase the effectiveness of
his normal senses to perceive things that are otherwise
impossible without aid. He can hear noises beyond his normal
hearing due to distance or softness – he can’t hear or see beyond
normal species frequencies. Likewise, he can see normal visible
things over distances that would normally require the use of
macrobinoculars, and identify scents and odors that are normally
too faint for human olfactory senses. Works with Search and
other optical based skills as an added dice pool.
Force Attribute + Sense (added to base Attribute effects)
You actually Roll Force Attribute if Stacking this power
Difficulty By Duration/Increase
0-13 +1D / 3 rounds
14-25 +2D / 2 rounds
26+ +3D /
1 round
The above chart only applies to stacking the power activation
with the Inherent ability only. Divide Force Attribute in half
and these additional effects can be maintained for a number of
rounds equal to that rounding down.
Merge Senses
Sense + Force Attribute (Sometimes Alter, see below)
Difficulty: Moderate. Modified by proximity.
Time to use: Three rounds
Required powers: Magnify senses
Effect: This power allows a Force user to perceive things
through the senses of another creature, one with animal
intelligence or less. He can see through the eyes of the selected
creature, enjoying the benefits of being bound by the restrictions
of the creature’s vision. He can hear through the creature’s ears;
smell was that creature smells; and physically feel whatever
the creature is feeling. The Force user does not control the
creature, but can make suggestions. The simpler or less
threatening the request, the more likely it will be agreed to. If a
suggestion goes against the nature of the creature or would
put it in an obviously hazardous situation, the Force user must
make an alter roll against the subject’s willpower. Failure
means the suggestion is ignored. While the Force user’s senses
are merged with a creature’s, the Force user’s retains the ability
to make actions at a +2DR. Releasing the target creature can be
achieved instantly with no roll required. The link with the
creature is also broken by the death of either the creature or the
Force user.
Postcognition
Sense + Force Attribute
Difficulty: Easy if seeing less than two hours into the past;
Moderate if seeing two hours to a week; Difficult if seeing a
week to six months; Very Difficult if seeing six months to a
year; Heroic for year to two years, Epic for the distant past.
Required Powers: Hibernation trance, life detection, sense
force
Time to use: Five minutes, +1 DR to difficulty for each minute
cut. Minimum one minute. –1 DR for 1 extra minute.
Effect: Postcognition allows a Jedi to investigate the tenuous
imprints of the Force left on objects when they are handled by
living beings. If that being had any manner of force potential

(even a Limited Force User) reduce the difficulty by –1DR.
The character must be able to handle the target object. The Jedi
can declare how far in the past is being reviewed prior to rolling
postcognition, a specific search by the jedi is considered to
remove 5 from the difficulty. Otherwise, the information comes
in waves, from the most recent to the oldest vision if they roll
high enough. If the roll is successful, the Jedi can determine
who has handled or touched the object and what events have
transpired around it. The Jedi may “search” for specific
incidents or simply review past events, somewhat like viewing a
hologram. If the postcognition roll is equal to or higher than
three times the difficulty number, the character can witness
events when the object was present as if she were there herself.
If the postcognition roll is greater than or equal to twice the
difficulty number, the Jedi gains a good sensory impression of
the event, but is limited in that the primary sense (the sense
which gives the most information, usually sight) is wavery or
obscured; the other sensory impressions come through clearly.
If the postcognition roll is simply greater than the difficulty
number, then all sensory impressions are muffled, tactile sense
is dulled, smells or tastes are indistinct or mixed. The Jedi
receives a vague sense of who handled the object and what
events transpired around it.
Predict Natural Disaster
Sense + Force Attribute
Difficulty: Easy if the Jedi has lived in the area for more than a
year. Moderate if the Jedi has been living within the area
between six and 12 months. Difficult if the Jedi has been
living within the area between one and six months. Very
Difficult if the Jedi has been living within the area less than one
month. Modified by severity of disaster (larger disasters are
easier to predict) and degree to which the disaster could
reasonably be predicted (game masters may decide that disasters
are easier or harder to predict based on a multitude of factors).
Required Powers: Danger sense, life detection, weather sense,
magnify senses
Time to Use: 15 minutes. May be reduced in five-minute
increments by increasing difficulty one level per five-minute
increment (minimum time to use is one minute).
Effect: The Jedi can sense local meteorological and geological
conditions and predict imminent disasters, such as earthquakes,
volcanic eruptions, floods, landslides, avalanches, caveins,
tornadoes, hurricanes (weather sense can also predict these,
possess both powers for a -1DR to all rolls and half the time
requirements), etc. By opening his or her senses to the
environment, the Jedi can predict these disturbances, much as
animals can seemingly sense an earthquake hours or even days
before it happens. Like weather sense, this power does not lend
itself to quick predictions. It customarily takes weeks for a Jedi
to get to know local weather patterns and topography. The
prediction is effective for 12 hours. The difficulty increases by
one level for each additional 12-hour period by which the Jedi
wishes to extend the prediction.
Receptive Telepathy (Innate)
Force Attribute & can be used with Sense for an Action to
stack the effects.
Difficulty: Very Easy for friendly, non-resisting targets. If
target resists, he makes a Perception or control roll to determine
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the difficulty. Modified by proximity and relationship.
Required Powers: Life sense
This power may be kept up if the target is willing and the
proximity modifier doesn’t increase for 1FA
Effect: If the Jedi makes the power roll, he can read the surface
thoughts and emotions of the target. The Jedi “hears” what the
target is thinking, but cannot probe for deeper information.
When used on another player, the gamemaster
asks the player if he minds the power being used on him/her. If
used on a gamemaster character the gamemaster decides if the
target will resist. If the skill’s roll is double the difficulty,
the Jedi can shift through memories up to 24 hours old, though
this takes two rounds. A Jedi cannot sift through memories in
the same round that contact is made – this process takes a full
round. A Jedi can read the minds of more than one person at a
time, but each additional person counts as an additional action,
with separate rolls and multiple skill use penalties. This power
may be used on creatures and other sentient beings, although it
cannot be used on droids.
Sense Force Presence
Sense Only
Difficulty: Moderate for an area; Difficult for sensing details or
specific objects within the area. Modified by proximity.
Effect: This power is used to sense the ambient Force within a
place. It cannot be used to specifically detect sentient beings,
but there are many forms of life and many areas of the galaxy
intertwined with the Force which can be sensed with this power.
Sense Force Presence will tell a character the rough magnitude
of the Force in an area or object (rich, moderate or poor in the
Force), the rough type and quantity of life-forms (“many
insects,” “only microbes and bacteria,” “teeming with plant and
animal life, including higher predators”) and whether the area or
object tends toward the dark side or the light. An area rich in
negative or positive energies may indicate past events or the
activities of past inhabitants. The Jedi may also receive “vague
premonitions” about the area, such as “I sense something
wrong,” or “I sense a great impending tragedy.”
Sense Force Potential
Sense Only
Difficulty: Moderate for friendly, non-resisting targets.
Moderate plus target’s Perception or control roll (whichever is
higher) to determine the difficulty of the probe on an unwilling
subject.
Required Powers: Life detection, life sense, receptive telepathy,
sense Force
Time to use: Six rounds
Effect: This power allows a Jedi to determine whether that
person has the potential to be strong in the Force. This power
only determines the Force Attribute Potential of the target. It
does not reveal any additional information. There are no
negative effects for utilizing this ability.
Sense Path
Sense Only
Difficulty: Moderate
Required Powers: Emptiness, hibernation trance
This power can be kept up for 1FA
Effect: This power informs a character of the “path” he travels:
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whether his current actions are likely to lead him to the dark
side, and whether any specified future actions are likely to do so
(this power may be thought of as farseeing without
control). Bear in mind that without Control, the Jedi does not
have the ability to decide whether he sees the past, present, or a
possible future. The visions he receives are more likely to be
allegorical in nature to receive specific details, the farseeing
power must be used. When giving the results of this power, be
honest but obscure if the character has gained any Dark Side
Points and is attempting to atone, this power will tell him how
successful he has been within a game context. The Jedi can
choose to consciously use this power, or it can be a plot device.
If the latter, at an appropriate point in the scenario, you may call
for a roll on this power, and give the Jedi a vision if he succeeds.
You may use this to tell the players how well they are doing, or
to give them a premonition of doom just before a critical
encounter to heighten the tension. You may use it to warn them
(by showing the future of their current course), to encourage
them (particularly when they have done the right thing but have
no way of knowing), to provide hints, or to foreshadow
upcoming events. A vision from the Force should never be
taken lightly by the players. It should give them something to
think about, along with the attendant chances for good
roleplaying. Bear in mind that different Jedi will tend to receive
different renditions of the same scene, and consequently you
should tailor the details you give to the fit character concerned.
Instead, you might consider altering the way you describe
the scenery; for the dark side, you might always describe rocky
and barren terrain, or with a cold wind blowing, or it might
always be night for the dark side and daytime or dawn for the
light side. You can present these images in as contrary manner
as you wish, provided you are consistent with the descriptions.
Another thing to bear in mind is that it is never easy to tell
which is the right course to take (although the path of darkness
may be clear enough, the path of the light may be far more
elusive).
Shift Sense
Sense + Force Attribute
Difficulty: Moderate for simple phenomena (such as heat or
simple scents); Difficult for more uncommon phenomena (such
as comm frequencies, infrared radiation); Very Difficult for
specific, complex phenomena (such as setting olfactory nerves
to detect the presence of Tibanna gas).
This power may be kept up for 1FA
Required powers: Magnify senses
Effect: The character may shift his or her senses as to detect
phenomena of a different type than normal. Shifting eyesight to
the infrared spectrum, hearing frequencies above or below
normal range for his or her species, etc. This power counts as a
“skill use” for determining die code penalties (unless parked as a
Free Action). Please note that this power is exceptionally
useful in some aspects, but fairly limited in others. For
example, a Jedi may detect comm frequencies, but that does not
mean that the Jedi can listen in on the transmission. The Jedi
will be able to detect that a transmission is present, but may not
necessarily be able to locate the signal’s source, and certainly
will not be able to decode the information carried by the
transmission.

Translation
Sense + Force Attribute
Difficulty: Moderate for humans or aliens. Difficult for droids.
If the target is being purposely cryptic add +1DR to the
difficulty, -2DR if the language is written down.
This power may be kept up for 2FA
Required Powers: Receptive telepathy, projective telepathy, life
sense
Effect: The character may translate a language and speak it.
The Jedi may decipher body language, explore the spoken word,
or translate ancient Sith texts, etc. In order for this to work, the
character must first hear the target speak, or see the works in
written form (such as an ancient text or document). It takes only
one application of this power to “understand” a language. As
long as they all speak the same language and the power is kept
up, the character need not roll for each individual talking. Also
because they also “speak” using beeps and whistles, droids may
be communicated with using this power. Note that the character
does not really know the language. Once this power is no longer
in use, the Jedi is once again unable to understand or speak the
language (but retains any information gleaned).
Weather Sense
Sense Only (-1DR if they have Predict Natural Disaster)
Difficulty: Automatic if the Jedi has lived in the area for more
than a year; Easy if the Jedi has lived in the area between six
and twelve months; Moderate if the Jedi has lived in the area
between one and six months; Difficult if the Jedi has lived in the
area less than one month. Modified for proximity and local
meteorological conditions.
Required Powers: Magnify senses
This power may be kept up for 1FA
Effect: This power allows the Jedi to attune himself to the
workings of local weather patterns. By sensing the movements
of clouds, winds, tides, and solar bodies, someone using this
power can discern patterns in the weather, and so make limited
predictions regarding the behavior of atmospheric phenomenon.
This power does not lend itself to quick predictions, however.
The prediction is effective for four hours. The difficulty
increases by +1DR (per additional day) if the Jedi wishes to
make more extended forecasts.

Alter Powers
Telekinesis
Alter + Force Attribute
This power can be kept up for 1FA
Difficulty: Very Easy for objects weighing one kilogram or less;
Easy for objects weighing one to ten kilograms; Moderate for
objects 11 to 100 kilograms; Difficult for 101 kilograms to one
metric ton; Very Difficult for 1,001 kilograms to ten metric tons;
Heroic for 10,001 kilograms to 100 metric tons. Objects may be
moved at 15 meters per round; add +5 per additional 15 meters
per round. The target must be in sight of the Jedi. Increased
difficulty if the object isn’t moving in simple, straight-line
movement:
+1 for gentle turns
+1DR for easy maneuvers
+2 DR or more for complex maneuvers, such as using a
levitated lightsaber to attack. Modified by proximity.
Effect: By using this power, a Jedi may levitate objects with

mental power. If used successfully, the object moves as the Jedi
desires. A Jedi can lift several objects simultaneously, but each
additional object requires the Jedi to make a new telekinesis roll.
This power can be used to levitate oneself or others. It can be
used as a primitive space drive in emergencies. When levitating
against someone’s will, the target will resist by adding his or her
Perception or control roll to the difficulty number.
Note:
Levitated objects can be used to attack other characters, this
does not automatically give the Jedi a Dark Side Point. Even
Master Yoda has been known to fling objects at adversaries on
occasion. Wanton use of this ability can award Dark Side points
(harming innocents on purpose), however, there are other
precedents when Jedi Faced the Yuzuan Vong and employed
this tactic to great effect. Such objects do up to Force Attribute
damage if under one kilogram, 1.5x Force Attribute if one to ten
kilos, Double Force Attribute if 11 to 100 kilos, 2.5 times Force
Attribute & Speeder-scale if one to ten tons, 3 times Force
Attribute & Starfighter-scale if 11 to 100 tons. Such attacks
require an additional Alter roll by the Jedi, which would be the
hit roll against the target’s dodge. If the character doesn’t dodge
the attack, the difficulty if Easy.
-Kinetic Combat falls under the purview of Telekinesis

Control and Sense Powers
Farseeing
Control & Sense Applying Force Attribute to each roll
individually.
Control Difficulty: Very Easy, modified by the Jedi’s
proximity to the area (this can reduce the difficulty instead of
simply increasing it). +1DR to see the present, +1DR to see the
past, +2DR to see the distant past, +3DR to see the near future,
+4DR to see the distant future.
Sense Difficulty: Very Easy if the target is friendly and doesn’t
resist. If the target resists, make a control or Perception total for
the difficulty. Modified by relationship.
Required Powers: Life sense
Time to Use: At least one minute.
Effect: The Jedi may see the person or place he wishes to see in
his mind as the situation currently exists. The power can also be
used to see the future or the past. The Jedi sees the immediate
surroundings, for example, when a friend is in danger, or what
happened on his home planet in his absence. Farseeing requires
calm conditions and at least one minute, but often takes a few
minutes. Farseeing cannot be done in the face of danger. The
Jedi’s vision may not be entirely accurate:
Power Sense Past/Present
roll > difficulty Future
0-15 50%
/ 10%
16-25 75% / 25%
26-40 90% / 50%
41-60 100% / 75%
The past and present are set and it is merely a matter of the Jedi
having correct perceptions. However, the future is always fluid,
always in motion, never set until it becomes the present –
therefore it is much harder to predict. The percentages on the
chart are a rough measure of how much correct information the
character receives in the vision. For example, 10% means that
the character will only be able to make out the most basic
details of a situation, such as “My friends are in danger.” 25%
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means that the Jedi gets a somewhat accurate vision of what will
transpire, but most major details will be missing from the
vision. 50% means that the character’s vision was about half
right. 75% means that the character has an understanding of the
critical happenings, but the character still has missed a major
detail or two, which, of course, can complicate things. 90%
means that the character has a very accurate and very detailed
vision of what has transpired or will transpire. 100% means that
the character’s vision is even more accurate and detailed,
complete with minor, almost trivial details. When a character
farsees into the future, the gamemaster has to make an honest
effort to correctly represent what will happen: if the characters
get a 75% result, the gamemaster must try to predict what he
thinks the characters will do and what the outcome will be. Of
course, since the future is so fluid, things are always subject to
change. Farseeing is a great mechanic for the gamemaster to
reveal part of the story –enough to tantalize the players, without
ruining the story.
Force Unity (Innate if Trained) (essentially Life Merge)
Control & Sense: Add Force Attribute to each
Control Difficulty: Difficult
Sense Difficulty: Difficult
Effect: A Jedi may attempt to activate this power at his death.
At the moment the Jedi knows death is imminent, the Jedi calms
his mind and body (Difficult control roll), preparing to surrender
his mortal shell. The Jedi then reaches out with his mind,
tracing the ebb and flow of the Force around him and through
him (Difficult sense roll). Upon succeeding at both rolls, the
Jedi’s spirit exits his body and becomes one with the Force,
while still retaining his original identity. His body fades into
nothingness, but the Jedi who passes in this fashion will not die.
The Jedi can make a number of visitations to his close friends
and associates equal to the number of Force Points he had upon
death (multiply by 10 for any Harmony Points possessed). In
this fashion, a player who knows his character is about to die
can ensure that death will mean something, as he can manifest to
important persons in later sessions and warn them of impending
disaster, or offer wisdom and teaching. Only Force-sensitive
characters may witness the visitation.
Note: In rare circumstances this is a means by which a Jedi can
transcend death. A planned event, where the Jedi’s life force is
waning can utilize Force Unity to transfer his or her “self” into
an object like a Holochron utilizing Create Force Talisman. In
other, more rare precedents the Jedi can transfer their presence
into a Force Shard, this can create a Force Ghost if the user is
trapped (Eye of Palpatine). Furthermore, this is part of the
procedure (and basis) for transfer life (a Sith power).
Life Bond (Jedi Marriage Ritual/Stewardship Practice)
Control & Sense add Force Attribute to each individually.
Control Difficulty: Moderate
Sense Difficulty: See below. Modified by proximity.
Required Powers: Life detection, life sense, magnify senses,
receptive telepathy
This power is maintained at no cost.
Effect: A Jedi character may choose the life bond power to
permanently form a mental link with one other individual. If
both characters have the life bond power, reduce all sense
difficulties by one level. Target must be willing.
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On an Easy sense roll, the Force-user is aware of the other’s
general location and general emotional state: whether the person
is frightened, in pain, injured, happy, or experiencing some
other strong emotion.
On a Moderate sense roll, the Force-user experiences the
other’s senses: he or she sees though the other’s eyes, hears
what the other hears, and smells, tastes, and feels what the other
person is experiencing. However, at this level, the characters
are affected by each other’s experiences – both characters share
pain, and if one character is injured, the other character suffers
an injury two levels lower. They can share Character Points.
On a Difficult sense roll, the Force-user is considered
telepathically linked to the life bond partner and can read the
surface thoughts of the other if the other is willing to share those
thoughts. They can share Force Points.
On a Very Difficult sense roll, the Force user can send thoughts
to the life-bonded partner (as per the projective telepathy
power), allowing the characters to carry on a telepathic
conversation. They can share Epic Points.
As an added benefit, the two characters can have
premonitions about each other: for example, if one character is
severely injured, his or her life bond partner will sense that
something bad has happened. This aspect of the life bond power
is modified by proximity only, as outlined below. Sensing
premonitions is automatic of within 11,000 kilometers of each
other. Easy sense roll is necessary to sense premonitions if not
in the same star system but within 10 light-years. If more than
10 light-years but less than 100 light-years away, a Moderate
sense roll is necessary. If more than 100 light-years away from
each other, a Difficult sense roll is necessary. Since the
characters do have such a close bond, the actions of one can
affect the other. If a life-bonded character commits is about to
commit an evil action, the Jedi partner can influence them to
reconsider their action(s). Difficulty to overcome this
suggestion is twice the influencing party’s Force Attribute vs
Willpower. If the other party still commits these acts, the
connected person must test against the Doubled Force Attribute
of the one that engaged in the actions gaining the Dark Side
Point with a Willpower roll (exactly as above). This is an
exceedingly serious commitment, and not to be taken lightly.
Both characters must agree to the life bond for the power to
work and a character may only life bond with one other
individual. Life bonding takes 1 week to complete (as the
Jedi becomes accustomed to the background Force presence of
the life bond partner). During that time, the Jedi’s control is
reduced by 1D. The life bond power may not be activated until
the bond is completely formed. Death is the only means of
severing the life bond. If one member of the life-bonded couple
is killed, the surviving partner enters a near catatonic state of
shock for 20 Hours (a standard day), reduced by a Control Skill
roll in Hours (with a mimimum of a Stun result for 1 hour -1D
to all skills) After emerging, the partner grieves and readjusts to
a solitary existence; all die codes are reduced by -1D for the
same amount of time it took to forge the life bond, mitigated by
Force Attribute. For each D in Force Attribute, reduce this
penalty by 1 pip (can cancel the effects). Any attempt to forge a
new life bond in the future requires a much longer period of
adjustment: 2 weeks for a second bond, 3 weeks for a third
bond, and so forth.

Advanced Melee Combat
Control & Sense Only
Control Difficulty: Moderate; Sense Difficulty: Easy.
This power may be “kept up” after activation for 1FA.
Effect: Lightsaber combat is now considered Advanced Melee
combat. It is a multiple action Control + Sense and then Control
adds (or subtracts) directly to/from damage and Sense to melee
dice pool (it applies to more than just lightsabers, with the
damage code uncapped with lightsabers, but cannot exceed the
base damage code of the weapon like a sword wielded). Thus
you cannot full parry, Just to strike and parry with this skill
“activated” is 4 actions. Once the power is “up” it only counts as
1 Free action (so the following round the same as above would
be only 2 actions); Once the power is “up” (after the initial
round you raised it), it can be parked in 1 free action slot so you
can full parry.
Note: Damage and skill bonuses conferred by this power add to
the base damage and hit bonuses conferred by standard
lightsaber attribute bonuses gained by a Jedi.
Advanced Ranged Combat
Control & Sense Only
Control Difficulty: Moderate; Sense Difficulty: Easy.
This power may be “kept up” after activation for 1FA.
Effect: Advanced Ranged Combat is just like Advanced Melee
combat with the following differences: Per 1D in Control add
+1 Pip to damage (or reduce it) and Sense adds directly to
Gunplay dice pool. Force Attribute does not add to the skill/
damage of the Ranged Weapon. Only Lightsabers and
Alchemical Weapons can effectively channel the Force.
Projective Telepathy
Control & Sense add Force Attribute to each individually
Control Difficulty: Very Easy. Increase difficulty by +5 to +10
if the Jedi cannot verbalize the thoughts he is transmitting (he is
gagged, doesn’t want to make a sound). Modified by
proximity.
Sense Difficulty: Very Easy if the target is friendly and doesn’t
resist. If the target resists, the difficulty is the target’s
Perception or control roll + Force Attribute if target resists.
Modified by relationship.
Required Powers: Receptive telepathy, life sense
Effect: If the Jedi successfully projects his thoughts, the target
“hears” his thoughts and “feels” his emotions. The Jedi can only
broadcast feelings, emotions and perhaps a couple of words –
this power cannot be used to send sentences or to hold
conversations. The target understand that the thoughts and
feelings he is experiencing are not his own and that they belong
to the user of the power. If the Jedi doesn’t “verbally” identify
himself, the target doesn’t know who is projecting thoughts to
him. This power can only be used to communicate with other
minds, not control them.

Control and Alter Powers
Accelerate Another’s Healing
Control & Alter Only
Control Difficulty: Moderate for wounded
characters, Difficult for Wounded Twice (Severely Wounded)
characters, Very Difficult for incapacitated character and Very
Difficult (30) for Mortally Wounded characters.
Alter Difficulty: Very Easy

Required Powers: Control another’s pain, control pain
Time to Use: One minute
Effect: If you succeed on beating the difficulty, you heal
another being appropriately. Thus if Mortally Wounded, you
might not hit a 30 on your roll, however, if you manage to roll a
15, which is moderate, then it reduces their overall wound level
to Incapacitated.
Control Another’s Disease
Control & Alter Only
Control Difficulty: As Accelerate Another’s Healing
Alter Difficulty: Very Easy
Required Powers: Control another’s pain, control pain.
Time to Use: One minute
Effect: This power allows a Jedi to help another character
control his or her disease. The Virulence of the Disease is rated
by the effective Wound Level you’re targeting. Success at any
level reduces the disease by the appropriate amount.
Control Another’s Pain
Control and Alter Only
Control Difficulty: Very Easy
Alter Difficulty: Easy for wounded characters; Moderate for
incapacitated characters; Difficult if mortally wounded.
Required Powers: Control pain
Effect: This power allows a Jedi to help another character
control pain, under the same rules and conditions outlined in the
same rules and conditions outlined in the control pain power.
The Jedi must be touching the character to use this power.
Note: The Jedi doesn’t have to be touching the other individual,
and instead modifies the difficulty by proximity.
Control Breathing (Innate once activated) 1FA to Activate
Control and Alter + Add Force Attribute to both rolls
Control Difficulty: Moderate
Alter Difficulty: Very Difficult
Required Powers: Concentration, telekinesis
Effect: This power allows a Jedi to control the amount of
oxygen flowing into their body. The Jedi takes control of the
surrounding atmosphere, pulling oxygen molecules through
the skin into the lungs. With this power the Jedi can effectively
breathe underwater, and conversely, a water breather could
survive on land. In game terms, this power negates the need for
a breath mask, mechgill, or any rebreather gear. In the cold of
space or a hard vacuum, however, this power would be of little
use. Even if the Jedi could somehow survive the drastic changes
in pressure or the extreme temperatures, there is not enough
oxygen in these environments for the Jedi to “grab.” The power
will remain up until the character either takes incapacitating
damage or willfully drops it.
Create Force Talisman
Control & Alter: Force Attribute adds 1 pip to the items
rating per D (max +1D).
Control Difficulty: Moderate.
Alter Difficulty: Difficult.
Required Powers: Concentration, control another’s pain,
control pain, transfer Force.
Effect: By using this power and spending a Force Point, a Force
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user can imbue an item of personal significance with Force
energy, thereby creating a Force Talisman. A Force Talisman
grants its possessor a bonus to resist Force powers, adding this
bonus to any rolls made to resist hostile Force powers. A Force
user can only possess one talisman at a time. The bonus granted
by the talisman depends on the amount by which the Force user
succeeds at his alter skill roll.
Alter Roll > Resistance
Difficulty By: Static Bonus
0-8
+2 pips
9-16 +1D
17+ +1D+1
Note: This ability is known to Light Side Jedi (though rarely
used as they instill a principal in their students to rely upon
themselves) as well as Sith practitioners. Light Side Relics do
exist and can be found in any number of locations (including
objects that grant force powers and Attribute to those who are
not inherently Force Sensitive). Some carry secondary abilities,
like locked force powers or even attribute enhancements. To
add these, DOUBLE all difficulties for creation. Roll once for
the item itself and then for the power associated. Imbuing
with Force Attribute requires the SACRIFICE of a D of Force
Attribute either willing or unwilling.
Detoxify Another’s Poison
Control & Alter Only
Control Difficulty: Very Easy
Alter Difficulty: As Accelerate Another’s Healing
Required Powers: Accelerate healing, accelerate another’s
healing, control pain, control another’s pain, detoxify poison.
Time to Use: Five minutes
Effect: This power allows a Jedi to remove or detoxify poison
from a patent’s body faster than is normally possible. Wound
Level is the Virulence of the Poison. While using this power,
the Jedi must remain in physical contact with the patient. As
long as the Jedi is in contact with the target, that person is
considered immune to the effects of the poison. Failure to make
the required control and alter difficulty checks or breaking
physical contact during the use of the power causes the patient a
wound.
Force Jump (2FA to activate)
Control & Alter + Force Attribute applied directly to
distance times the difficulty tier in Meters Only.
Control Difficulty: As Below
Alter Difficulty: As Below
Required Powers: Enhance attribute, telekinesis
Effect: A Jedi uses this power to increase his jumping ability in
order to perform impossibly high leaps. They use the special
table below to determine difficulties. If the control roll exceeds
the difficulty, the character gains an immediate bonus in 1.1 foot
increments to the Jump, if the Alter roll exceeds the difficulty
they gain an immediate bonus in 1 meter increments to the
Jump. If the Jedi fails any Force skill roll, the power is still
activated and their Force Attribute determines the distance they
actually jump, albeit a bit uncontrolled. Multiply the point value
of the of the Attribute by the Jumping tier to gain the exact
amount of meters. (2D attribute: 12 x Difficult (x4)=48 meters)
At the gamemaster’s discretion, a failed power activation roll
might mean the Jedi fails to achieve the desired height or
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distance, fails to properly cushion his landing and suffers some
falling damage, or both. A Jedi always has some ability to
correct the jump mid flight for 1FA or 1 Action if no FA remain.
Height Jumped Jumping Difficulty/Environmental Damage
0 - 10 meters Very Easy
2D Character Scale
20 - 50 meters Easy
3D Character Scale
70 - 150 meters Moderate
4D Character Scale
200 - 300 meters Difficult
3D Speeder Scale
350 - 500 meters Very Difficult
4D Speeder Scale
600m - 1 Kilometer Extremely Difficult
3D Walker Scale
Note: This power also deals with distance fallen, and will
successfully protect the Jedi from any such fall. However, the
distance fallen has a direct correlation on how much
environmental damage the Jedi’s impact actually has. Expect
floors to buckle and the area around the landing point to warp
and even cause a concussive blast within 1-10 meters.
Place Another in Hibernation Trance
Control and Alter Only
Control Difficulty: Very Easy. Modified by relationship
Alter Difficulty: Very Easy. Modified by proximity.
Required Powers: Hibernation trance
Time to Use: Five minutes
Effect: This power allows a Jedi to put another character into a
hibernation trance. The affected character need not be in
physical contact with the power’s user and must agree to be
“shut down” – this power cannot be used as an attack to knock
others unconscious. This power can be used to bring another
character out of a hibernation trance, but the alter difficulty is
increased by +1DR.
Remove Another’s Fatigue
Control & Alter Only
Control Difficulty: Easy; Alter Difficulty: Moderate. Modified
by proximity and relationship.
Required Powers: Accelerate healing, accelerate another’s
healing, control pain, control another’s pain, remove fatigue.
Effect: This power allows the Jedi to remove the effects of
effects of fatigue in another. Unlike the basic power, the Jedi
must wait until the target is actually fatigued, before offering
assistance. Hence the penalties for failing an endurance check
can be counteracted, but must be addressed as they occur. Since
it is an external ability, the endurance checks are performed as
endurance +2 pips per D the Jedi possesses in Alter.
Return Another to Consciousness
Control & Alter Only
Control Difficulty: Easy, modified by proximity and
relationship; Alter Difficulty: Easy for incapacitated characters;
Difficult for mortally wounded characters.
Required Powers: Control pain, remain conscious
Effect: The target returns to consciousness. The target has the
same restrictions as imposed by the remain conscious power.
Transfer Force (Innate)
Automatic Success, no roll required, Expends 1 Force Point
Time to Use: One minute
Effect: This power will save a mortally wounded character from
dying because the Jedi is transferring her life force to the target.
When a character has force transferred to him, he remains

mortally wounded, but he will not die provided he isn’t injured
again. The injured character is in hibernation and will stay alive
in this state for up to six weeks. The Jedi must be
touching the target character when the power is activated.
When this power is used, the user must spend a Force Point (this
is the life force that is transferred to the target). This use is
always considered heroic, so the character will get the Force
Point back at the end of the adventure.

Sense and Alter Powers
Dim Another’s Senses
Sense & Alter + Force Attribute added to each roll
Sense Difficulty: Easy, modified by proximity.
Alter Difficulty: Target’s control or Perception.
The attribute and skills are reduced as long as the power is kept
up for 1FA
Effect: This power greatly reduces the Perception of the target
character. If successful, reduce the character’s Perception
and all Perception skills, depending upon the result.
Alter greater than or equal Reduce to control or Perception
by Perception (Perception can be reduced to negative levels)
0-5 -1 pip
21-24 -3D
6-10 -2 pips
25-29 -4D
11-15 -1D
30+ -5D
16-20 -2D
The power may be used on more than one target at a time, with
an increase of +3 to the sense difficulty for each additional
target; the target with the highest control or Perception roll
for the entire group.
Force Shield
Sense & Alter + Force Attribute added to Alter Only
Sense Difficulty: Easy
Alter Difficulty: Moderate
Required Powers: Absorb/dissipate energy, concentration,
magnify senses, telekinesis.
This power may be kept up as 1FA
Effect: This power allows the Jedi to surround his body with a
Force-generated shield. The shield can be used to repel energy
and physical matter away from the Jedi’s body, down to the
molecular level. The shield acts as Force Attribute +1D of
Static Armor (6 points per D), and will collapse after soak is
depleted only after the Shield takes a “Wound” result against it’s
rating resolved in the same fashion as if Force Attribute + 1D
were a Strength roll. This Wound result will deflect up to a Kill
result damage as a final act.
Note: This Shield will generate it’s own limited environment
and can protect a Jedi even after they’ve been “spaced” in
Vacuum. Combine with Control Breathing for 4 Hours of Air in
Vacuum. Use Telekinesis to move and even Hibernation Trance
to extend Air by 20 times. It will require multiple action use, but
will keep a Jedi alive until they can signal someone via
Projective Telepathy if left deep space.
-The Jedi can extend the Force Shield: per 1m additional
coverage increase the Sense & Alter DR by 1.

Control, Sense and Alter Powers
Affect Mind
Control, Sense & Alter + Force Attribute applied to each

Control Difficulty: Very Easy for perceptions; Easy for
memories; Moderate for conclusions. Modified by proximity.
Sense Difficulty: Target’s control or Perception roll
Alter Difficulty: Very Easy for slight, momentary
misperceptions, minor changes to distant memories, or if the
character doesn’t care one way or another. Easy for brief visible
phenomena, memories less than a year old, or minor emotions
regarding a coming conclusion. Moderate for short
hallucinations, memories less than a day old, or if the target has
strict orders about the conclusion. Difficult slight disguise
to facial features, hallucinations which can be sensed with two
senses (sight and sound, for example), memories less than a
minute old, or if the matter involving the conclusion is very
important to the target. Very Difficult for hallucinations that
can be sensed with all five senses, a major memory change, or if
the logic is absolutely clear and coming to the wrong conclusion
is virtually impossible.
Effect: This power is used to alter a character’s perception so
that he senses an illusion or fails to see what the Jedi doesn’t
want him to see. This power is used to permanently alter a
character’s memories so that he remembers things incorrectly or
fails to remember something. This power can also be used to
alter a character’s conclusions so that he comes to an incorrect
conclusion. Before making skill rolls, the character must
describe exactly what he wants the effect to be. The power is
normally on one target; two or more targets can only be affected
if the power is used two or more times. A character believes he
is affected by any successful illusions – a character who thinks
he is struck by an illusionary object would feel the blow. If he
thinks he was injured, pain would be felt, or if he thought he was
killed, he would become unconscious. The character does not
suffer any true injury. This power can’t be used to affect droids
and does not work through recording devices.
Battle Meditation
Control, Sense & Alter + Force Attribute added to each roll
Control Difficulty: Varies on the number of targets:
Number of Difficulty
Individuals
1-2 Very Easy
3-20 Easy
21-100 Moderate
101-1,000 Difficult
1,001-10,000 Very Difficult
10,000+ Very Difficult (30)
Sense Difficulty: Varies based on the number of targets:
Number of Difficulty
Individuals
1-2 Very Easy
3-20 Easy
21-100 Moderate
101-1,000 Difficult
1,001-10,000 Very Difficult
10,000+ Heroic (40)
Alter Difficulty: Varies based on the number of targets:
Number of Difficulty
Individuals
1-2 Very Easy
3-20 Easy
21-100 Moderate
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101-1,000 Difficult
1,001-10,000 Very Difficult
10,000+ Heroic (40)
This power can be kept up as 1FA
Time to Use: Immediate
Effect: Battle meditation has two possible effects. The Jedi can
force her adversaries to abandon their assault and turn on each
other, or she can alter the tide of the battle, strengthening
her allies and at the same time weakening her enemies. Before
initiating the power the Jedi must state which effect she wishes
to use. The targets of this power must have initiated combat for
the effects to take hold. Enemies are defined as those who seek
to oppose the Jedi’s immediate goal (rescuing a prisoner,
defeating a group of dark siders, et cetera); allies are defined as
those who seek to uphold and forward the Jedi’s goal. When
attempting to turn attackers against each other, the Jedi’s highest
skill roll (control, sense, or alter) to activate the skill becomes
the difficulty the targets must beat to avoid the effect.
Otherwise they immediately see their allies as the “true” enemy
and attack. The Jedi must maintain the effect each round for the
combatants to continue fighting. Once the power is dropped, its
effects wear off instantly. On a successful roll to change the
balance of the battle in the Jedi’s allies’ favor (the power’s
second function), the Jedi’s enemies lose the Force Attribute of
the caster’s + 1D for every 4D they have in their best Force
skill, in an attribute determined by the Jedi (i.e., Strength,
Dexterity, et cetera) to a minimum of 1D, while her allies
receive a bonus of the same value to an attribute of her
choosing.
Enhanced Coordination
Control, Sense & Alter + Force Attribute added to each roll
Control Difficulty: Moderate, as modified by proximity.
Sense Difficulty: Difficult
Alter Difficulty: Dependent upon the number of people affected
by the power.
Individuals
Affected: Difficulty:
1-10 (10)
11-100 (15)
101-500 (20)
501-5,000 (30)
5,001-50,000 (40)
50,001-500,000 Heroic (50)
1 Million (60)
This power can be kept up as 2FA
Effect: This power allows the Jedi to coordinate a group at the
subconscious level to perform certain tasks more efficiently. The
Emperor often used this power to increase the fighting ability of
his troops, mentally driving them on and supplementing their
will to fight. This power can only be used on individuals who
are in agreement with the intent of the Jedi, and it in no way
grants the Jedi mental control over the troops affected. Instead,
it links the troops on a subconscious level, allowing them to
fight more proficiently and with better organization. If the
power is successfully called upon, the Jedi
picks three specific skills. The skills must be the same for the
entire group. For every 3D (round down) that individuals in the
group have in those skills they receive a +1D bonus (choose 5
skills). The power may be kept up, but if new troops join the
battle, the Jedi must make a new roll.
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Force Harmony
Control, Sense & Alter of the strongest Jedi + their Force
Attribute and all the other Attributes present added toghter
in Static fashion.
Control Difficulty: Difficult. Modified by proximity.
Sense Difficulty: Difficult. Modified by relationship.
Alter Difficulty: Moderate.
Required Powers: Life detection, life sense, receptive telepathy,
projective telepathy
This power can be kept up as 2FA (each Jedi Participating)
Effect: This power allows several willing Jedi to manifest the
power of the Light Side. As long as this power is operating, it
bathes the users in the celestial illumination that is of the light
side. It can act as a shield against the powers of the dark side,
giving 5D Static Armor +1D per participant after the first, for
each Force user involved to resist the effects of powers called
upon by dark side servants. The number of Force-users linked
in this power is limited by
the number of dice that the power’s imitator has
in their Force Attribute.
Note: Triggering a Force Point will double the effects of the
Static Armor, Triggering an Epic Point will add base 40 to the
doubled, static protection. For each additional Member that
trigger’s a Force Point the Static Armor will raise by 2D, Epic
Points that are triggered instead add an additional 5D of Static
Armor + 40. The Celestial “blast” of layering Force Points
and/or Epic Points can destroy a Sith Lord or throw a Force
Storm out of control that destroys the Sith Lord creator.
Projected Fighting
Control, Sense & Alter Only
Control Difficulty: Difficult
Sense Difficulty: Difficult
Alter Difficulty: Moderate. Modified by proximity.
Required Powers: Concentration, telekinesis
The target must be within the Jedi’s line of sight.
Effect: Projected fighting allows the user to strike at an
opponent, inflicting damage without physically touching the
target. Use of this power in many cases is simply using the
Force for attack. However, the Jedi attempting to use projected
fighting can elect to cause stun damage only, and even then
should only attempt to use this power if it is to protect innocent
life from immediate danger. A user who uses projected fighting
for any other reason, or causes anything more serious than stun
damage, receives a Dark Side Point. After successfully using
the power, the user makes a unarmed combat (add Martial Arts)
skill roll. If attacking a Force sensitive, the target may use the
unarmed combat skill to avoid the attack. Otherwise, the target
cannot deflect the Jedi’s blows. If the unarmed combat roll is
successful, the user rolls his or her full Strength versus the
target’s Strength. The user may target a specific portion of the
body at the appropriate difficulty and even make multiple
strikes.
Note: This attack ignores any non-Force related armor, though
Force Armor as a Mundane will apply. This power can be kept
up as 1FA as long as the user can see the target.

ark Side Powers

Unclassified Powers
Force Scream
Note: This is an involuntary power that may be activated when a
Dark Jedi loses control of her temper.
Effect: The dark side of the Force is seductive, offering
tremendous power to lure the weak willed into its grip. Fear,
anger, and jealousy are the ties that bind the servants of the dark
side, and by tapping into such emotions, the Dark Jedi are
capable of unleashing untold devastation. The power to destroy,
however, does little to improve control of these abilities. Dark
Jedi who have become angered sometimes lose control of their
emotions. This can trigger shock waves that ripple through the
Force, devastating the Dark Jedi and those unfortunate enough
to be in close proximity. The Force scream has been called “a
wave of hatred amplified and fueled by the dark side, that is
capable of smashing through mental and physical defenses with
ease.” A number of references to Dark Jedi in Old Republic
archives often mention the Dark Jedi losing control, violently, in
the final moments of battle with the Jedi of the light side of the
Force. In game terms, a Force scream is a reflex, usually
occurring when Dark Jedi are provoked into losing their
tempers. A Dark Jedi must make a Difficult willpower roll
whenever angered to the point of rage; if the roll fails, the Jedi
releases the Force scream. All of the Dark Jedi’s die codes
are reduced by 2D for one hour, and he must rest for one hour or
suffer an additional -2D penalty until rested (penalties are
cumulative). The Force scream causes damage equal to
the Dark Jedi’s alter skill to all beings within 50 meters,
including the Dark Jedi who unleashed this mental energy.
Force-sensitive characters roll their alter dice and Static Force
Attribute (or Static Force Armor) to resist damage, those
without the alter skill use Strength.

Control Powers
Channel Rage (Innate)
Control Only
Control Difficulty: Easy. 1FA to activate, no action cost to
maintain after the first round.
Warning: Anyone who uses this receives a Dark Side Point.
Effect: This power, when used, channels the character’s anger
and rage into a berserk fury, which increases his prowess in
battle. Game effects include a temporary +2D bonus to
Strength, and a -1D penalty to all defensive skill rolls. Raging
characters are unable to perform any action or Force power
that requires patience and/or concentration. When use of
channel rage ends, the user loses two pips from his Strength die
code for every round the power was kept up (reducing his
Strength die code to a minimum of 1D).
Rage
Control Only
Control Difficulty: Difficult
Required Powers: Hibernation trance
Warning: A Jedi who uses this gains one Dark Side Point.
Note: This power can only be used by characters who have been
consumed by the dark side of the Force.
Effect: Rage allows a character to feel the influence of the dark
side. It is a counterpart to emptiness. The character must tense
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himself to allow the mindless rage of the dark side to posses
them. Any character in rage will appear lifeless. The Forceuser is amplifying the negative aspects of his personality,
leaving his face clenched in a rictus of horror and fear. A
character must determine how long he wishes to stay in the
trance when he enters it. Barring an attack or arrival of a
specific person (as explained below) the Jedi remains in the
trance for the duration. Every four hours, the character must
make a Difficult control roll or he will come out of the trance.
When the Jedi leaves this state, he receives a +9 modifier to
all Force skill rolls for a period equal to that spent in rage.
After the bonus has subsided, the character takes one die of
damage for every two hours he was in the trance. Like
emptiness, rage makes characters oblivious to their
surroundings; they are rendered immobile. Unlike emptiness the
character will strongly exude the dark side. This internal
focusing even provides some protection against others using the
Force to manipulate them in some way. Add the rage control
roll to the difficulty of the Force power employed by the
“attacking” character. Characters also dehydrate and hunger
twice as fast as normal in rage and are more susceptible to
damage (-1D to Strength when resisting damage from physical
and energy attacks while in this state). Characters who plan an
extended trance require intravenous nourishment. In rage, the
character is less oblivious to his surroundings than a Jedi in
emptiness. For example, any physical contact by a living being
is made may revive the character in rage (for which the Jedi will
need to make a Moderate control roll) and it will provoke an
instant berserker-like attack, regardless of who the other
character is. The character then must make a Difficult control to
cease the attack before the “offending” character is killed. A
character using rage can choose to anticipate the arrival of a foe,
using a Difficult sense roll (modified by relationship) with the
life sense power at the time they enter rage. This will allow
them to instantly awaken (an Easy control roll) if the expected
person comes within five meters of the person in rage. This
power may be used in a preparation ritual for the transfer life
power. When an enraged person uses transfer life, their original
body is completely consumed by the dark side, often bursting
into blue flames. For every three points by which the control
roll exceeded the rage difficulty, the body does 1D damage
upon
the explosion (three-meter blast radius).

Alter Powers
Bolt of Hatred
Alter Only
Alter Difficulty: Moderate
Warning: Anyone who uses this gains a Dark Side Point.
Note: This power is a Sith discipline.
Effect: The Force-user creates in his hand a radiant sphere of
pure hatred which he can hurl at any target within his line of
sight. After a successful alter roll to initiate the effect, the
Force-wielder makes a thrown weapons roll with a 2D bonus to
launch the bolt of energy at his target. Characters hit by the
sphere suffer 6D Static Damage and automatically loose a
Character Point.
Note: This effect is immediately reduced by Static Force
Attribute, if Doubled and the soak succeeds or under the effects
of an Epic Point, this attack is immediately dissipated. For each

Harmony Point Possessed, reduce the effect of the Bolt of
Hatred by 1 pip as well (prior to determining any outcome).
Any Force or Harmony points spent to resist this power are
IMMEDIATELY recovered at the end of the game session.
-Force of Will defends against this power, subtracting a number
of pips from the D code of the damage equal to their Willpower
D code.
Dark Side Web
Alter + Force Attribute
Alter Difficulty: Difficult
Warning: Anyone who uses this gains a Dark Side Point.
This power may be kept up.
Note: This power is a Sith discipline
Effect: When successfully initiated, this power summons
strands of dark side power that wrap around the Force-user’s
target, ensnaring him in a mesh of brilliance. The lattice of
energy severs the connection between the Force and the trapped
individual and saps the strengths from his body. In game terms,
the target of the dark side web loses a number of Force skill dice
up to the number of the Force-wielder’s alter dice.
Note: Force Attribute immediately mitigates this effect equal to
it’s D code. If a Force Point is used, it can completely negate
this effect, or a Harmony Point spent to resist will instantly
deflect this attack. Any Force or Harmony points spent to resist
this power are IMMEDIATELY recovered at the end of the
game session.
Injure/Kill
Alter Only
Alter Difficulty: Targets opposing control or Perception roll
Required Powers: Life sense
Warning: Anyone who uses this receives a Dark Side Point.
Effect: An attacker must be touching the target to use this
power. In combat, this means making a successful unarmed
combat attack in the same round that the power is to be used.
When activated this user makes one roll. If it is higher than the
character’s resisting control or Perception total, figure damage
as if the power roll was a damage total + Strength and the
control or Perception roll was a soak roll to resist damage.

Control and Alter Powers
Aura of Uneasiness
Control Difficulty: Easy. Modified by proximity, but limited to
line of sight.
Alter Difficulty: Easy.
Warning: This is a “Grey” power, and does not generate a
Dark Side Point.
Note: This power is a Sith discipline
Effect: This power allows a Sith to project a field of vague
discomfort and unease around him, which causes non-sentient
creatures to avoid him.
Create Force Talisman
Control & Alter: Force Attribute adds 1 pip to the items
rating per D (max +1D).
Control Difficulty: Moderate.
Alter Difficulty: Difficult.
Required Powers: Concentration, control another’s pain,
control pain, Force weapon, transfer Force.

Effect: By using this power and spending a Force Point, a Force
user can imbue an item of personal significance with Force
energy, thereby creating a Force Talisman. A Force Talisman
grants its possessor a bonus to resist Force powers, adding this
bonus to any rolls made to resist hostile Force powers. A Force
user can only possess one talisman at a time. The bonus
granted by the talisman depends on the amount by which the
Force user succeeds at his alter skill roll.
Alter Roll > Resistance
Difficulty By: Bonus
0-8
+2 pips
9-16 +1D
17+ +1D+1
Note: This is not necessarily evil. The object created could be
evil, however, in many circumstances this object is beneficial in
nature to ANY force user. This ability is known to Light Side
Jedi (though rarely used as they instill a principal in their
students to rely upon themselves) as well as Sith practitioners.
Light Side Relics do exist and can be found in any number of
locations (including objects that grant force powers and
Attribute to even people who are not inherently Force Sensitive).
Drain Energy
Control & Alter Only
Control Difficulty: Very Easy for simple devices (datapads,
holorecorders, droid callers); Easy for power packs (such as
blasters); Moderate for energy cells (lightsabers, force pikes,
vibro weapons); Difficult for portable generators (EWeb
repeating blasters, droids).
Alter Difficulty: Easy if the target is a non-sentient piece of
equipment. If the target is a droid, the alter difficulty is the
droid’s Strength roll.
Required Powers: Absorb/dissipate energy.
Warning: This is a “Grey” Power, not necessarily Dark Side
Effect: Use of this power allows a Jedi to drain the energy from
power packs, energy cells, and similar power sources. This can
render powered and electric equipment useless until the power
source is replaced or recharged. Power generators larger than a
portable generator, such as a fusion generator (used in power
droids, vehicles, and ships) are too large to be drained
by this ability. Using this power takes a full round. It can affect
a single target within the character’s line of sight up to 10
meters away.
Note: This ability is known to Light Side Jedi as well as Sith
Practitioners. Corran Horn’s grandfather (Halcyon Horn) used
the ability to drain the energy cell of a Dark Jedi and then used
the power surge to manifest the Telekenitic ability he lacked (he
had no affinity for TK) to crush his disarmed adversary by
manipulating Dissipate Energy immediately after the draining to
channel that power into an attack. Contrary to popular belief,
he didn’t die from the action, it was a series of fatal Lightsaber
strikes that actually killed him, he used his last Force Point to
destroy the Dark Jedi.
Electronic Manipulation
Control & Alter Only
Control Difficulty: Easy for non-sentient machines; Moderate
for sentient machines; Difficult for sentient machines hostile to
Sith (See notes at the end). Modified by proximity.
Alter Difficulty: Easy for slight alteration; Moderate for

53

significant changes in programming; Difficult for major
reprogramming.
Required Powers: Absorb/dissipate energy, affect mind
Warning: Anyone who uses this gains a Dark Side Point.
Note: This power is a Sith discipline & another“Grey” Power
Effect: This power allows the practitioner to channel his anger
into the electronic circuits of a computer, droid, or machine, and
reprogram it by manipulating its physical and electrical
components. The reprogramming can only restore original
reprogramming which has been altered, not actually rewrite a
computer’s programming. Since this Sith power can only be
evoked in a state of rage, the Jedi have long avoided using it.
Other Notes: There is a derivative use of this ability which
does not use rage to fuel it. It is more like an Affinity for Droids
and allows a Light Side Jedi to have a connection to a Droid
Host allowing them to channel the effects of Accelerate
another’s Healing into the Droid, effectively repairing it and
restoring it while preserving it’s “sentience”. That ability is
recorded in the Jedi Archives and is not often taught as there is
some argument over the relevance and existence of “sentient”
Droids. Not to mention it’s dual use as a Sith power, possibly
opening up a path to the Dark Side. Benevolent use of this
ability does not generate a Dark Side Point. In the case of
encountering a hostile droid, this ability can be used in Light
Side fashion to “befriend the Droid” thus converting it’s
subroutines to a default setting where it no longer sees the Jedi
or their allies as enemies.
Feed on Dark Side
Control & Alter Only
Control Difficulty: Moderate
Alter Difficulty: Moderate when activated
Required Powers: Sense Force
Warning: Anyone who uses this receives a Dark Side Point.
This power can be kept up for 1FA
Effect: This power allows a Jedi to feed on the fear, hatred, or
other negative emotions of others to make himself more
powerful. It does not matter to the dark side why the others are
filled with dark emotions; the feelings alone suffice.
In game terms, in any round in which a character using this
power is in the presence of a light side Force-sensitive who
gains a Dark Side Point, the character gains a Dark Side Point
and a Force Point. If multiple characters gain Dark Side
Points in the same round, the character gains multiple Force
Points. These Force Points must be spent within five minutes of
being received. Dark Jedi use this power to gain power
from the anger and hatred they create in their foes. For player
characters who are quick to anger, it is impossible to die-roll
their way out of this situation. The only way to stop a Jedi from
gaining extra Force Points from this power is to resist the dark
side. This can be extremely difficult, particularly since there is
nothing to prevent the Dark Jedi from doing everything in
his power to provide these negative emotions. This might
include deception, the butchering of innocents, taunts, insults,
threats against the characters, their friends, families, home
planets or bases, and anything else likely to make them call on
the dark side. Players who fail to devise a better way of
defeating a Dark Jedi other than by brute force are very likely to
be destroyed if faced with this power.
Note: Any Jedi that has the capability to “Burn” Dark Side
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points, that does so (See Juyo and Vapaad) strips an equal
amount of Force Points from the practitioner of this power.
Jedi practitioners of these combat forms can sense the
“Feeding” with a Moderate Sense (reduce this difficulty per tier
after “Base” these combat practitioners have in Juyo or Vapaad
by 1 point. Or if they possess both forms (even at base,
immediately reduce the difficulty by 1 and add both forms to the
reduction per tier after “Base”) roll and thus can activate this
ability. This activation will NOT trigger the threat warning of
the one “Feeding”. Such an event will cause the “Feeding”
Jedi to suffer a D-Code penalty to all actions equal to the
amount of Dark Side Points “Burned” for a number of rounds
equal to the Dark Side Points Burned. Light Side Jedi, or
rather, “Grey Jedi” can be very effective at combatting Dark
Side users and Sith Practitioners. Truly, the best defense is a
good offense vs the Dark side and having knowledge of how the
Dark Side works can be a Jedi’s greatest ally.
Force Lightning
Control & Alter Only
Control Difficulty: Difficult, modified by proximity, limited to
line of sight.
Alter Difficulty: Target’s control or Perception roll
Warning: See Below.
Effect: This power taps into electrical currents and ambient
static that exists everywhere. Some say it’s a corruption of the
Force, other’s recognize it for what it is, a tool (see below).
When used it produces bolts of white or blue energy that fly
from the user’s fingertips like sorcerous lightning. The bolts
tear through their target, causing painful wounds. Since this
power is Force-generated it can be Force-repelled using
absorb/dissipate energy & Advanced Melee Combat (not the
standard, innate Lightsaber combat). Force lighting courses
over and into its target, convulsing the target with serious pain,
and eventually killing him. Armor does not protect a character
from Force lightning. Force lightning causes 1D of damage for
each 2D of alter the user has (rounded down: a character with an
alter of 5D would cause 2D of damage).
Note: This is a “Grey” area power. It can be used (and mostly
is) as a means to slowly torture it’s target to death. However,
there are many precedents that exist that show the ability being
utilized in combat vs. Dark Side Jedi. Technically even the use
of Absorb Dissipate Energy to deflect this assault back at the
caster is, in essence, no better than the user who created the
assault. Even Maser Yoda has turned this sort of assault
against it’s originators. It COULD be used effectively as a
deterrent to combat other Dark Side Jedi by showing them you
are more than capable of playing on their terms. Any Grey Jedi
(one with 1 or more Dark Side Points, that is not consumed)
using this power for “good” against another Dark Sider or
forces of the dark side (even troops) will not gain a Dark Side
Point. Though this is NEVER considered a heroic act and any
Force Points or Epic Points burned to fuel this will never be
restored.
-This ability can, and will affect Droids and electronics
contrary to popular belief. In these circumstances, it bypasses
all Armor, all “Shielding” (like Ion Dampening techniques)
and directly strikes the target’s resistance codes.

Hatred
Control & Alter Only
Control Difficulty: Moderate.
Alter Difficulty: Target’s control or Perception.
Required Powers: Control pain, inflict pain, injure/kill, life
detection, life sense, hibernation trance, rage, waves of
darkness.
Warning: Anyone who uses this receives a Dark Side Point.
Effect: This power is similar to Force scream, but is used
voluntarily. The character using this power releases his hatred
into a blast of Force energy. Successful use of this power deals
Force Attribute Static damage to all targets within ten meters of
the character, and gives each one a -1D penalty to all rolls for
the remainder of the round. The effects of this power last a
single round, though the duration can be increased by spending
character points – for each character point spent, the duration is
increased by one round. These points can be spent at any time
before the power fades.
Note: Static Force Attribute directly reduces this ability’s
effect, for a complete negation the defender would have to
possess equivalent Force Attribute or 1D above to eliminate the
-1D penalty to all rolls.
-Force Points and Epic Points can mitigate this blast as well,
directly translating into a full Static Barrier for the Jedi
employing them in defense. Character Points function as
normal.
Inflict Pain
Control & Alter Only
Control Difficulty: Very Easy. Modified by proximity
Alter Difficulty: Target’s control or Perception
Required Powers: Control pain, life sense
Warning: Anyone who uses this receives a Dark Side Point.
Effect: The target experiences intolerable pain. The user causes
damage by rolling her alter skill, while the target resists damage
with their control, Perception, or willpower. The damage is
figured as a stun attack, although if the target suffers any
damage at all, they are so crippled by pain that they are
incapable of acting for the rest of the round and the next round.
Waves of Darkness
Control & Alter + Force Attribute Applied to Each
Control Difficulty:
Area of effect: Difficulty
1-2 meters Moderate
3-10 meters Difficult
11-20 meters Very Difficult
21-30 meters Heroic
Alter Difficulty:
Area of Effect Difficulty
1-2 meters Moderate
3-10 meters Difficult
11-20 meters Very Difficult
21-30 meters Heroic
Warning: Anyone who uses this gains a Dark Side Point.
This power may be kept up for 2FA
Note: This power is a Sith discipline
Effect: The user delves into the darkness of her own spirit and
dredges up the feelings of hatred, jealousy, greed, and rage that
linger in the shadowed recesses. Using the Force as a

power source, she expels these vile emotions in waves of dark
side energy that radiate outward in an expanding sphere.
Anyone caught in the disturbance suffers immediate confusion,
and a few seconds later, feels fear. In game terms, those
entering the area infested by the dark side waves must make a
willpower or control roll against the Force-user’s control Only
total for initiating the effect. Anyone who fails the roll cannot
take his next action (in this combat round or the next) and must
flee on the successive round. Anyone who succeeds becomes
confused and can take no more than one action each combat
round until he exits the field of dark side energy.

Control and Sense Powers
Sith Sorcery
Control & Sense Only
Control Difficulty: Difficult.
Sense Difficulty: Moderate.
Required Powers: Enhance attribute, feed on dark side, life
detection, life sense, sense Force.
Warning: Anyone who uses this receives a Dark Side Point.
Effect: Sith sorcery is used to channel the spirits of dead Sith
lords into a character’s body, augmenting his own natural
abilities at the risk of possession. If successful, this power
grants bonuses to attacks, resistance rolls, Strength
(to resist damage only), and any use of dark side Force powers
(ie, any powers that give Dark Side Points when used). The
extent of the bonus and the power’s duration are determined
by the amount the Jedi’s control roll exceeds the difficulty. The
duration can be increased by spending character points – for
each character point spent, the duration is increased by one
round. These points can be spent at any time before the power
fades.
Control Roll >
Difficulty By: Bonus Duration
0-6 +2 4 rounds
7-12 +1D 4 rounds
12-18 +1D+1 3 rounds
19-24 +1D+2 3 rounds
24+ +2D 2 rounds
Special: Whenever Sith sorcery is used, in addition to receiving
a Dark Side Point, the character opens himself up to possession
by Sith spirits. He must immediately succeed in a Moderate
willpower skill check, with the difficulty increased by the
amount of the bonus received. For example, a Dark Jedi beats
his control roll difficulty by 8 points, gaining a +1D bonus.
When the power fades, he must make a willpower roll with a
difficulty of Moderate +1D. If the skill roll succeeds, there are
no complications. If it fails, however, the character is possessed
by a dark side spirit.

Sense and Alter Powers
Force Wind
Control & Sense Only
Sense Difficulty: Moderate
Alter Difficulty: Moderate to affect 5 meters; Difficult to affect
10 meters; Very Difficult to affect 15 meters.
Required Powers: Magnify senses, shift sense, telekinesis
This power may be kept up for 1FA
Warning: Anyone who uses this gains a Dark Side Point.
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Note: This power is a Sith discipline
Effect: This power allows the Sith to manipulate and channel air
currents to form powerful and destructive tornadoes that can lift
people into the air and fling them about. The
cyclone does the Sith’s alter code in damage to all within its
range. Directly resisted by Static Force Attribute and Alter if
the target is a Force User. Alter constitutes the use of
Telekinesis and counts as an Action to deflect.

Control, Sense and Alter Powers
Control Mind
Control, Sense & Alter Only
Warning: Anyone who uses this receives a Dark Side Point,
plus an additional Dark Side Point for every evil action they
force a victim of this power to undertake.
Note: The difficulties of this power are significantly decreased
for those who have been consumed.
Control Difficulty: Moderate, as modified by relationship.
Targets with an affinity for the Force (i.e., have Force skill or
Force Points) may make an opposed control or Perception rolls:
base difficulty + 1DR per success level starting with a moderate
success (15) on the opposition's Control or Perception rolls.
Sense Difficulty: Easy for a Jedi who has turned to the dark
side, as modified by proximity. Moderate for a Jedi who is of
the light side, as modified by proximity.
Alter Difficulty: Moderate, depending on the number of targets
being controlled and whether or not they are willing. Forcesensitive targets may make opposed rolls, base difficulty + 1DR
per success level starting with an easy success (10) on their
Control or Perception rolls.
For a Jedi who has turned to the Dark Side:
Number Willing / Unwilling (Non Force Sensitive)
1 Very Easy
/ Easy
2 Easy
/ Moderate
3 Moderate
/ Difficult
4-5 Difficult
/ Very Difficult
6-8 Very Difficult / Extremely Difficult
Number Willing / Unwilling (Force Sensitive)
1 Moderate
/ Difficult
2 Difficult
/ Very Difficult
3 Extremely Difficult / Heroic
This power may be kept up as 2FA
Effect: The use of this power allows a Jedi to take control of
another person turning him into a puppet who must obey the
Jedi’s will. When used successfully a Jedi can control the
actions of others, making them serve his will like automations.
The power may be kept up to allow the user to maintain control
of his target’s mind – the Jedi must make a new roll if a new
target is to be added. Characters versed in the ways of the Force
(with any Force skills) can actively resist by rolling a control or
Perception total. Always add Static Force Attribute to the
resistance total. It is extremely difficult to control the mind of
a Force User. A character with an inherent affinity for the
Force may resist by rolling a Perception total. The character
may choose either the difficulty for the power use or his own
roll. If the Jedi attempts to control more than one such Forcesensitive character at the same time, for all characters beyond
the first, add +1 for each die code of Perception or control. The
Jedi must make a new power roll whenever he attempts to take
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over a new target. Targets may be released without a roll.
Control mind cannot be used to control droids or computers.
Create Force Storms
Control, Sense & Alter and apply Force Attribute to
Damage Code Only
Control Difficulty: Heroic
Sense Difficulty: Heroic
Alter Difficulty: Heroic modified by proximity. Modified by
diameter of storm desired:
+5 for 100 meters or less; +10 for 100 meters to 1 kilometer;
+15 for a base of 1 kilometer and +2 for every additional
kilometer. Modified by damage: +5 per 1D (stacked with Force
Attribute) of damage. The user must make Heroic rolls each
successive round to control the storm. They must also make a
Very Difficult roll to dissipate the storm.
Required Powers: Hibernation trance, life detection, life sense,
magnify senses,
receptive telepathy, sense Force, telekinesis, farseeing,
projective telepathy, instinctive astrogation, rage.
Warning: Force Storms are immensely destructive and violate
the laws of nature. A Jedi using this power automatically
receives a Hatred Point. Jedi already consumed receive a Dark
Side Point.
Effect: This is one of the most destructive Force powers known.
It allows the Jedi to twist the space-time continuum to create
vast storms of Force. The power also allows limited control of
these storms. Capable of creating annihilating vortices, the
storms can swallow whole fleets of spaceships or tear the
surfaces off worlds. This power requires an extreme focus of
hate and anger to an almost palpable degree and there is
considerable danger involved. Some are capable of creating
Force storms, but fail at harnessing what they have foolishly
unleashed. Often, those who fail to control the storm are
themselves consumed and destroyed. If the Force-user is
destroyed, the storm dissipates within minutes. When creating
a Force Storm, the character must determine the diameter and
amount of damage (on a capital scale). If the Force user fails
on any of her rolls, she successfully summons the storm with the
desired damage, but the storm attempts to consume the
summoner. At a +10 difficulty, the summoner can use
unusual maneuvers with the storm, like creating a vortex to draw
victims to a specified point.
Doppleganger
Control, Sense & Alter Only
Control Difficulty: Very Difficult
Sense Difficulty: Very Difficult
Alter Difficulty: Heroic.
Required Powers: Control pain, emptiness, hibernation trance,
life detection, life sense, magnify senses, receptive telepathy,
sense Force, telekinesis, projective telepath , control another’s
pain, transfer Force, affect mind, dim another’s senses
This power must be “kept up” for 2 FA.
Warning: Anyone using this receives a Dark Side Point.
Time to Use: Five minutes
Effect: This power creates a doppelganger of the Force-user.
Though the doppelganger is more than merely an illusion, it will
interact with people and appear to be real. It can harm others,
and use weapons and armor. The user can sense all normal

senses through the doppelganger, including a “feel” of normal
substances. Doppelgangers also register normally on all droids’
audio and video sensors. Those with the doppelganger believe it
to be a real person. The doppelganger acts with half the skill
dice of the person that created it. A Standard “Kill Result” is
required to destroy it or the will of the creator.
Notes: Force Ghosts can utilize this power as an “Innate”
ability. Powerful enough Force Ghosts can maintain the
Doppelganger almost indefinitely and manifest it at will. Any
destruction of their Doppelganger will weaken their presence by
the same amount of Dice the Doppelganger possesses for a
number of round equal to that D Code (effectively diminishing
them by half their own ability) and the Doppelganger cannot be
manifested for a number of rounds equal to twice the
Doppelganger's highest skill. Doppelgangers can wield
weapons and even kill or fight beside Characters when
manifested. Dissipation of these manifestations requires a
“Kill Result” as per standard rules as if they were actually
alive. For Force Ghosts, this manifestation is not considered a
Dark Side action and does not generate a Dark Side Point.
Though using the Doppelganger to commit atrocities still
generates them as normal.
-If the creator of the Doppelganger is killed or the link with
the Doppelganger is severed while the power is in effect, the
Doppelganger is “freed” and continues to act on it’s own,
developing a sense of self and can even go a completely
different route in the course of it’s existence. It cannot be “reacquired”. For all intents and purposes it begins life with 2
Force Points and no Dark Side Points as a Traditional Jedi. It
retains limited memories which pertain to possessions of it’s
former self and can utilize these as a basis for the acquisition
of gear. In this instance it possesses no allegiance to it’s
creator. Some Sith Lords have been known to employ this as a
means to continue to exist when faced with an Extinction
event. Some even leaving behind instructional materials for
the Doppelganger to find.
-It is rumored that Exar Kun is one such being, with his
Doppelganger wandering the galaxy, ageless and performing
acts of redemption for his atrocities against the Galaxy. This
can present an interesting plot or story element in any
campaign. This manifestation of him is likely close to his
original skill and power level after thousands of years. A
mysterious light side benefactor that remains in the shadows.
Showing up at flashpoints in history to save a child or entire
groups of people.
-Further evidence suggests one such instance of a Sith being
having left behind materials for their Doppelganger and
through the course of the Doppelganger’s inquiry it
inadvertently triggered (a planned event) a Sith object which
transferred the being’s true essence into the Doppelganger, thus
“resurrecting” the Sith Lord. Darth Pagueis “The Wise” is
possibly an example of such an act.
Drain Life Energy
Control, Sense & Alter Only
Control Difficulty: Easy.
Sense Difficulty: Easy. Modified by proximity.
Alter Difficulty: Easy.
This power may be kept up for 2FA.
Warning: Anyone who uses this gains a Dark Side Point.

Note: This power is a Sith discipline
Effect: This power allows a Sith to draw power from nearby
non-sentient beings to boost his ability to go without sleep. As
long as this power is kept up, the Sith will not fatigue or
require sleep. Use of the power depends on a ready supply of
nearby insects, small rodents, birds, and so on to draw energy
from. This power may not be used to draw energy from
sentient beings.
Drain Life Essence
Control, Sense & Alter Only
Control Difficulty: Very Difficult, inversely modified by
relationship. For example, a close relative would add +30 to
difficulty, while a total stranger of an alien species would add
nothing.
Sense Difficulty: Use chart below:
Number of Victims Difficulty
1 - 5 Very Easy
6 - 50 Easy
51 - 1000 Moderate
1,001 - 50,000 Difficult
50,001 - 1 million Very Difficult
1 million to 10 million Heroic
Alter Difficulty: Easy for willing, worshipful subjects.
Difficult for ambivalent or apathetic individuals. Heroic for
enemies. Add +2 DR to the difficulty if individuals are imbued
with the light side of the Force & +1DR per D of Force Attribute
they possess.
Required Powers: Control pain, hibernation trance, life
detection, life sense, magnify senses, receptive telepathy, sense
Force, telekinesis, farseeing, projective telepathy, control
another’s pain, transfer Force, affect mind, control mind,
dim another’s senses
This power may be kept up for 2 FA.
Warning: Anyone who uses this gains a Dark Side Point.
Effect: This power allows a Jedi to draw life energy from those
around him and channel the negative effects of the Dark Side
into those victims. All living things are a part of and contribute
to the Force; even those with no awareness of the Force are
affected by and are a part of it. Many beings go through their
daily lives wasting much of their life energy. This power draws
that life energy from beings, allowing a Jedi to use that energy
to further his or her own ends. To draw this energy the Jedi
must roll this power once a day. This power is considered up at
all times and thus die penalties apply. The amount of energy the
Jedi draws depends on the number of individuals affected by the
power and the length of time they have been drained. For
individuals who have been drained for less than one week or
longer than one month:
1-5 – one Force Point per week
6-50 – one Force Point per five days
51-1,000 – one Force Point per three days
1,001-50,000 – one Force Point per two days
50,001-1million – one Force Point per day
1 million to 10 million – Force Point per 12 hours
For individuals who have been drained longer than one week
and less than one month:
1-5 – One Force Point per five days and
+1D to all Force skills.
6-50 – One Force Point per three days and
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+2D to all Force skills.
51-1000 – One Force Point per two days
and +3 to all Force skills.
1001-50,000 – One Force Point per day and
+3D+2 to all Force skills.
50,001-1 million – One Point per 12 hours
and +4D to all Force skills.
1 million to 10 million – One Point per 6
hours and +4D+2 to all Force skills.
Memory Wipe
Control, Sense & Alter Only
Control Difficulty: Moderate
Sense Difficulty: Target’s Perception or control roll. Modified
by relationship.
Alter Difficulty: Target’s Perception or control roll. Modified
by relationship.
Required Powers: Control pain, hibernation trance, life
detection, life sense, magnify senses, receptive telepathy, sense
Force, telekinesis, farseeing, projective telepathy, affect mind,
control mind, dim another’s senses.
Note: This power is a Sith discipline
Warning: Anyone who uses this gets a Dark Side Point.
Effect: This dreadful power allows a Sith to sift through a
person’s mind and destroy all knowledge of specific events or
learned skills. Use of the skill requires direct contact with the
target, and only one specified objective can be perused per
session.
Telekinetic Kill
Control, Sense & Alter + Force Attribute Added to Damage
Control Difficulty: Easy, modified by proximity
Sense Difficulty: Easy, modified by proximity
Alter Difficulty: Target’s control or Perception roll
Required Powers: Control pain, inflict pain, injure/kill, life
sense
Warning: Anyone who uses this receives a Dark Side Point.
Effect: This power is used to telekinetically injure or kill a
target. The user makes his alter roll against the target’s control
or Perception total to determine damage. The exact method
used to kill the target varies: collapse of the trachea, stir
in the brain, squeeze the heart, or any number of methods.
Note: Force Attribute or Force Armor directly resists this
ability at a Static Level, reducing overall damage, it is even
considered static resistance if a Force Point or Epic Point is
used. Base Control Becomes Static with a Force Point (the
doubled portion remaining variable) and the doubled Control
roll becomes Static with expenditure of an Epic Point. Mundane
Characters with Force Armor consider their Willpower Skill to
be Static if an Edge or Legend Point is Used.
Transfer Life
Control, Sense & Alter
Note: Force Attribute is Only used to destroy a “Host’s Spirit”
in a Attribute vs Willpower or Control Roll (Directly resisted by
Hosts’s Static Force Attribute)
Control Difficulty: Heroic, modified by relationship. If the
victim is unwilling, increase the difficulty by +15.
Sense Difficulty: Heroic, modified by proximity. If the target is
unwilling, increase the difficulty by +15.
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Alter Difficulty: Variable, depending on willingness and Force
affinity.
Circumstances Difficulty
Specially Prepared Clone Host Body Easy
Recently Dead Body Moderate
Live Willing Host Very Difficult
Live Unwilling Host Heroic
Live Unwilling Doppelganger Legendary
Those that are Force sensitive may make an opposed Control
roll or the Skill that is most applicable in the case of Subclass
Jedi (Raw mages & Chaos Knights default to Willpower +
Force Attribute as noted above, Pattern Knights act as if they
were Traditional Jedi for the purposes of this resistance).
Required Powers: Absorb/dissipate energy, accelerate healing,
control pain, emptiness, detoxify poison, hibernation trance,
reduce injury, remain conscious, resist stun, life detection, life
sense, magnify senses, receptive telepathy, sense Force,
telekinesis, injure/kill, farseeing, projective telepathy, receptive
telepathy, accelerate another’s healing, control another’s pain,
feed on dark side, inflict pain, return another to consciousness,
dim another’s senses, transfer Force, affect mind
Warning: Anyone using this ability receives 1 Hatred Point. If
attempting to possess unwilling host, they receive 2 Points. All
their skills and attributes are cut in half for a number of weeks
equal to the amount of Hatred points this power generates.
Effect: This power allows character to transfer his or her life
energy into another body. The key to immortality itself, this is
one of the most difficult and evil of all dark side powers. To
overcome a spirit already residing in a body is nearly
impossible. This is why the power is nearly useless without the
ability to clone host bodies. Though theoretically possible, it is
not yet known what the effect on an unborn fetus would be.
Fortunately, there is almost no history of this power being used
successfully. It is believed that if the user’s body perishes as an
attempt fails, the user’s life energy is lost, dispersed to the void.
Note: Successful Possession of a willing or Unwilling host
results in a net gain of Character Points Equal to half the Host’s
skill base (in addition to gaining the base attributes of the host).
These points must be immediately reinvested in the appropriate
skill areas (either raising or gaining skills the possessing spirit
didn’t possess before). Fragments of the host’s memories will
remain, however, and thus consider the new being to be mildly
insane. Manifesting both personalities from time to time (could
cause them to perform good and even selfless acts).
Alchemy
Control, Sense & Alter + Force Attribute to each roll
Control Difficulty: Moderate.
Sense Difficulty: Moderate.
Alter Difficulty: Varies (see below).
Required Powers: Accelerate another’s healing, control
another’s pain, control pain, enhance attribute, enhance
another’s attribute, feed on the dark side, hibernation trance,
injure/kill, life detection, life sense, place another in
hibernation trance, sense Force, Sith sorcery, transfer Force.
Warning: Anyone who uses this receives a Dark Side Point.
Effect: Using ancient Sith equipment and arcane formulae, a
character with this Force power can alter the molecular
composition of living beings, creating dark side mutants.
All changes made to a being with this power create horrific

physical mutations. Altering multiple aspects requires multiple
rolls, with each roll taking one minute and granting an
additional Dark Side Point. To use this power successfully
requires thousands (or millions) of credits worth of alchemical
equipment and raw materials (as well as a subject). Each
alteration made inflicts 4D damage against the subject. This
power can also be used to reshape inanimate matter.
Alteration Alter Difficulty
Add Claws or Fangs
(strength +2 damage) Difficult
Add Horns
(strength +1D damage) Difficult
Add Natural Armor
(+1D versus energy)* Heroic
Add Natural Armor
(+1D versus physical)* Very Difficult
Alter Physical Appearance
(+1D to Intimidation)* Moderate
Grant Darkvision (20’) Very Difficult
Increase Attribute (+1 pip) Heroic
Increase/Decrease
Size By Half* Heroic
Increase Move Score +2
(up to twice original score) Very Difficult
Make Target Obedient
(-1D to Willpower) Very Difficult
*Each additional use of this alteration on
the same target increases the alter difficulty by 5
points and grants an additional Dark Side point.
Force Illusion
Control, Sense & Alter + Force Attribute added to all rolls
Control Difficulty: Moderate, modified by proximity.
Sense Difficulty: Moderate, modified by proximity.
Alter Difficulty: Target’s control or Perception.
Required Powers: Affect mind, dim another’s senses, life
detection, life sense, projective telepathy, receptive telepathy,
sense Force.
This power may be kept up for 2FA
Effect: Characters with the power of Illusion can manifest
images that seem completely real to those who perceive them.
These illusions cannot cause physical harm, though they might
cause others to make mistakes if they do not realize their true
nature. Maximum range for an illusion is 10,000 meters from
the user.
Note: This is not specifically a Dark Side power, it can be
utilized as one to mislead people to their deaths. It is recorded
in the Jedi Archives at almost every major Jedi Academy.
However, it is rarely utilized and more often than not it is used
by Sith Practitioners. This Power can be bound to a Force
Talisman/relic as a static effect with the strength of the original
casting. More than one of these talisman can exist (unlike the
singular defensive one, and they cost as the standard Talisman
does).

Questionable Powers
Please Note: Any powers listed in this section are so rarely
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employed and utterly questionable to ever be employed, or have
anyone tasked with employing by any group of individuals. The
precedent for it’s existence was utilized upon Ulric Quel’Droma.
Even after the part he played in the Sith Wars it is arguable that
he was redeemable. This ability left him defenseless and
ultimately he was murdered, gunned down in a senseless crime.
The application of this ability should only be utilized upon the
Un-redeemable, the utterly corrupt and completely insane
beings. They are listed here under the Dark Side Powers due to
their corruption of the natural flow of the Force.
Sever Force
Control, Sense & Alter + Force Attribute to each Roll
Control Difficulty: Difficult.
Sense Difficulty: Varies (see below).
Alter Difficulty: Target’s control or willpower + Static Force
Attribute
Special: Anyone using this power must spend one Force Point
(which does not double rolls, though an Epic Point will double
them but not grant the flat +40 bonus) and gains a Dark Side
Point due to the unnatural alteration of the flow of the Force.
Required Powers: Affect mind, battle meditation,
concentration, hibernation trance, emptiness, force harmony,
force of will, life detection, life sense, projective telepathy,
receptive telepathy, sense Force, sense Force potential.
Effect: This power severs a dark sider’s ties to the Force,
preventing him from using any Force skills. It is not effective
against a character who has less than Seven Dark Side Points
(assuming they have 1 Hatred Point), and it cannot be used by
anyone possessing even a Single Dark Side point. The effects of
Sever Force are “permanent”, and the only way for a target to
reverse the effects are to reduce the number of Dark Side Points
they have below 1 Hatred Point. The power’s sense difficulty
depends on the number of Hatred Points possessed by the target.
The sense difficulty is Epic if the target only has 1 Hatred Point,
Legendary if they have 2, Heroic if they have 3, Extremely
Difficult if the target has 4, Very Difficult if the target has 5,
Difficult if the target has 6, Moderate if the target has seven or
more Hatred Points. The amount by which the character using
sever force makes his alter skill roll determines how effective
this power is at severing his target’s connection to the Force. If
successful, the target of this power must roll a control check
each time he attempts to use a Force power. The base difficulty
of this roll is detailed on the following chart:
Alter Roll > Force Use
Difficulty By: Difficulty
0-10 Moderate
11-20 Difficult
21-30 Very Difficult
31-40 Heroic
41-50 Legendary
51-60 Epic
Note: The base difficulty for the target to use Force powers is
further modified by the number of Dark Side Points they
possess. If the target reduces his Dark Side Point total below
three, he no longer needs to make this roll and the power’s
effect is dispelled. Furthermore, the same ability cannot be used
against them ever again.
-If the Target does not have Control, they cannot resist with
Willpower. It is Pure Force Attribute Only (though this can be

60

doubled by the use of a Force Point and Epic Points Apply as
normal)
-This is a game unbalancing “Light Side” power, and as such, I
have almost completely re-tooled the difficulties and applied all
of the effects of the ability to our custom game rules presented in
this book. You will note that most of the Sith abilities listed
above have counters to their powers, those counters are possible
due to the redesign of the Force System. Whether or not this
power would ever have to be deployed should be left up to your
Gammaster. In my Mandalorian Campaign, it may be justified
at some point in the later, more advanced story.
-Force Harmony can be utilized to link multiple Jedi to lend
their abilities to the caster in rare circumstances. However,
each Jedi present and lending power to this even gains,
immediately, (including the caster) 1 Hatred Point, which does
not force them to become erratic, but must be atoned for over
many game sessions.

elee Combat Forms

Lightsaber Training Explained
Lightsaber training is now a one time purchase Advanced skill.
Much like Capital Ship Gunnery is, which removes the 15 point
penalty and then bases off Starship Gunnery. In the same vein
of logic, once you purchase Lightsaber Training, it removes the
base difficulty of the weapon then you base the skill off of
Melee Combat.
Cost of Lightsaber Training: 2D (1D for Traditional Jedi, Raw
Jedi, Pattern Knights & Chaos Knights) at character creation or
10 character points. If purchased after character creation, it
requires two game sessions to pickup the skill (5 points one
game and 5 another, actively using the weapon and training with
it). This was done in an effort to both simplify the skill list as
well as making Melee Combat a usable skill if Jedi were ever
disarmed and had to rely upon other weapons. In earlier
revisions of the game, I had Lightsaber as an Advanced skill that
would start at 1D and grow from there, stacking with Melee
combat.

Possessing Mental Sponge will further mitigate the cost (and
possibly time) as well as an effective trainer.
Merging Incomplete Combat Styles: It is possible that some
styles will never reach completion (or cannot be completed).
The details for this are on page 43.
Variants of many of these styles exist in the form of nonlightsaber dueling. Any Force Attribute benefit is ignored.

Lightsaber Combat Styles: This is where things start to get
interesting with the weapon. These are like sword fighting
styles or special moves, or bonuses conferred directly to the
player for spending time learning them and investing character
points equal to their cost. These can be conferred to players at
character creation at the GM’s discretion, where appropriate.

Advanced Rules for Melee Combat:
Performing the same maneuver multiple times in a row will
become predictable, any identical attacks made after the first
will incur a +1DR to your difficulty to pull them off. Effective
Melee is all about description of your assault, simply describing
how you swing makes all the difference in an RPG. Combining
multiple melee forms seamlessly will always keep your
adversary off balance.
1. Switching between styles in the same attach sequence, if you
have more than one, will cause confusion in your opponent
(only if they are not familiar with the Melee form you switch
to or not at the requisite mastery level). This will reduce
your DR by 1 level for the next attack. If your adversary is
familiar with the melee style from a different, yet similar,
Melee combat style (Juyo vs Vapaad) the DR is only
reduced by 1/2 of it’s rating (Difficulty 5 reduction becomes
2.5 rounded down to 2).

How they work: Lightsaber combat styles work in a couple key
ways. Any basic moves, that you buy, can be used at any time.
However, with combat styles, assuming you have more than
one, you must take 1 free action to actively switch between the
forms.

It’s all about making the combat more cinematic and, actually,
driving forward that thing we’re all supposed to be doing
anyway, roleplaying! What’s fun about having a player say
over and over again “I chop him, I slice him, I cut his arm off”?
It get’s old.

Static Bonuses: Apply as a 1 for one bonus to skill or Attribute
even if the form is not utilized. It’s a boon from the training.

If you are a Melee master, show it

Locking a Lightsaber Combat Style: Each style comes with
the base combat form, at a cost and time dedicated to training.
Under it you can acquire certain abilities. However, certain
abilities will elude your ability to perform until you have
achieved a certain level of mastery. There are four tiers of
mastery per Lightsaber Combat Style: Base, Novice, Expert and
Mastery.
Seamlessly switching between multiple combat styles: Once
you have mastered two Combat Styles you can purchase tandem
mastery. It comes at a cost, however, once purchased you can
combine the best elements of the two Combat Styles into one
fluid style, gaining the benefits of both.
After Mastering each additional style, the cost to combine the
new style into the mix grows. A true master combines all his/her
styles into one seamless, utterly fluid, combat form of deadly
grace.
Combining 2 Styles: Base Cost of both 1/2 (rounding up) Rules
for acclimating to a seemless form are: per 5 points of cost
(rounding up) you must spend one session or 1 month training.
Adding a third style: Base cost of 3rd style 1/2 + 5, with the +5
climbing to +10 with a 4th style addition and so on and so forth.
The cost can be mitigated by the student training for an
additional month(s). Per month reduce the cost by 5.
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“Loosing my calm, and my desire to remain defensive, I break
my double handed grip on my lightsaber, opening my arms
wide, inviting this bastard to his demise, I flip my lightsaber,
spinning, from my left hand to my right, seamlessly switching
into Juyo form, discarding my defensive Chii-sho form. I alter
my stance and lash out with the anger that now fuels me after I
witnessed the dark Jedi drop my Twi-lek friend. Still spinning, I
whirl my lightsaber in an ever increasing circle of death, tearing
up the flooring and severing the bridge supports they stand
upon, sending him & his companions to their deaths.” Now,
that, would be something to picture in the mind don’t you think?
This can be repeated for as many melee styles you have,
however, it must be a new style each time and you must have
enough Free Actions to seamlessly switch forms.
-Thus if you Possess Shii-Cho, Ataru & Juyo and you are facing
multiple opponents. You initiate your assault with a double
handed strike with your lightsaber to cut the blade off your
opponent’s sword from Chi-Sho, followed up with the Jumping
bonus from Ataru to flip over the opponent you just disarmed &
the aggressive form of Juyo as you land, slicing upward from
thigh to shoulder on your last adversary. You would apply the
–1DR to each attack. Note that you will have to expend 1 Free
Action per form change after the first (2) and each attack after
the first is an Action that reduces your dice pool to perform the
attacks.

-If Tandem Mastery exists between forms, with two or even all
three in the above example, the switching of forms does not cost
you a Free Action, for each form that works in harmony with the
next. You are only limited by the amount of dice you apply to
attacks, defense and other actions (like Dodge).
2. Anyone you face that does not possess any type of Melee
Training will be at a disadvantage during your first encounter.
Suffering a –1DR to all defensive results. This only works once
for each opponent. If the Style is obscure, like Blinding
Darkness, then double this disadvantage and apply it normally
against anyone unfamiliar with it. On a SECOND
ENCOUNTER, apply a –1DR to the same adversary you face
due to the obscurity of the form. If you face them again, a third
time, they suffer no penalty. This can be applied to almost any
very obscure Melee form at GM discretion.
Basic Moves anyone can develop: These are bonuses you can
pickup:
5 Character Points Each: (or 1 month of practice each)
Increase Opposed Target Numbers by 1 point
Reduce Difficulty Rating by 1 point
Wield Single Handed
Wield off handed (for non ambidextrous individuals); reduces
off hand penalty by -1DR.

Old Republic Jedi Forms (precursor to Imperial timeline)
Form 1: Shii-Cho; Requirements: None
This form is the most basic form of lightsaber combat. Its first
moves are not so much intended for combat but more to learn
body control. Later teachings provide the student with
rudimentary fighting moves, while training and especially
mastery in that basic form can prove to be very powerful in
duels.
This is a Double Handed Style
Base Cost: 10 (2 sessions of training)
Base Benefit: +1 to Control (static), +5 to Melee Defense (not
ranged)
Novice Cost: 5 (one session)
Novice Benefit: Unsahkable Grip
+2 DR for anyone attempting to disarm them
Cannot botch and injure themselves with the lightsaber
Expert Cost: 10 (2 sessions)
Expert Benefit: Rigid Stance
-2 DR for them to remain standing / +2 DR for another to knock
them down.
Cannot botch and injure another with the lightsaber
Mastery Cost: 10 (2 sessions)
Mastery Benefit: Precise Strike
-1 DR to target a precise location
+1 DR to opponent’s attack while the strike is being performed
Form 2: Makashi; Requirements: 3D Dexterity
An elegant and stylised form of lightsaber combat, Makashi
does not so much concentrate on strength but on finesse and
skill. It needs wits and a quick mind. Makashi includes many
thrusts, ruses, and fast attacks, not so much cutting. It is very

efficient against other lightsaber combatants.
Base Cost: 15 (3 sessions of training)
Base Benefit: +1 to Sense (static), +1 DR to redirect ranged (not
block)
Novice Cost: 10 (two sessions)
Novice Benefit: Feint Attack
+1 DR for anyone attempting to strike them in melee combat
-1 DR to successfully execute the Feint
Expert Cost: 15 (three sessions)
Expert Benefit: Lightning Mind
-1 DR for tactics rolls regarding their current combatant(s)
Tactics can be used a a free action once per round
Mastery Cost: 20 (four sessions)
Mastery Benefit: Riposte
-2 DR to parry a strike that is immediately followed up by an
attack that has a –1 DR to succeed.
*If Dual wielding, user can riposte 2 assailants simultaneously
as a free action for the second riposte. Cannot double up on one.
Form 3: Soresu; Requirements: 3D Dexterity, Endurance 4D
First developed to counter the development of blaster weapons
with parries, Soresu is the most defensive style of the Jedi Order
and it is said that a true master of that form cannot be
overcome. The practitioner combines Force senses with agility
to block any attacks directed at him. However there are almost
no real offensive strikes in that form. Soresu duels tend to last
long and usually end when the attacker begins to make mistakes
due to fatigue or frustration. Then is the time to strike for the
Soresu practitioner. (Single Saber form)
Base Cost: 20 (4 sessions of training)
Base Benefit: +2 to Attribute for defensive actions only, +2 DR
to all attacks performed.
Novice Cost: 15 (three sessions)
Novice Benefit: Enhanced Full Parry
+10 to Full Parry
Expert Cost: 20 (four sessions)
Expert Benefit: Enhanced Parry
+10 to Parry (does not combine with above because it assumes
you are taking multiple actions)
Mastery Cost: 25 (five sessions)
Mastery Benefit: Perfect Balance
The Master cannot lose his/her footing. They always manage to
remain upright, no matter how badly they seem to sway. Trip
attacks fail, snares will not phase them, unstable ground is stable
to them. Acrobatics or Jumping performed in conjunction with
this will always find the master on his/her feet. They cannot
botch a test to remain standing.
Form 4: Ataru; Strength 3D, Acrobatics Advanced skill
Ataru is an acrobatic form of fighting, there are many jumps
and quick maneuvers in it, intended to attack the opponent from
as many angles as possible. It is fast, exhausting and agile.
Ataru combines acrobatics with offensive maneuvers, confined
spaces will truncate the forms usefulness.
Base Cost: 20 (4 sessions of training)
Base Benefit: +2D to Climb/Jump, if in confined space all
actions suffer a –1 DR penalty
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Novice Cost: 15 (three sessions)
Novice Benefit: Skilled Mobility
-1 DR to terrain modifiers whilst attacking an opponent when
jumping. -1 DR while performing multiple attacks on a single
foe.
Expert Cost: 20 (four sessions)
Expert Benefit: Speed and Grace
+5 to (additional to base) move or Acrobatic maneuver as an
additional free action per round while this form is utilized.
Mastery Cost: 25 (five sessions)
Mastery Benefit: Death from above
The Master Leaps into the air, force enhanced, for purposes of
the distance consider attribute +1D, and throws his saber(s) at
his assailant(s). Whilst in this enhanced jump the master is
controlling his movements through the force, consider the
temporarily unarmed Master to have the benefit of a Full parry
(+15 to defense) vs all types of attack. Note: This IS an action, the
jump isn’t if used as a free action, but the force enhancement is.

Form 5: Djem So; Strength 3D, Melee 8D
Djem So is an offensive form of Soresu and is almost as effective
against blaster weapons. However it does not stick to defence
but concentrates on redirecting attacks and moving into an
offensive position making counterattack easier. Some warn that
this form is very close to the dark side.
Base Cost: 20 (4 sessions of training); 1/2 cost having Soresu
Base Benefit: +2 to Attribute for offensive actions only, -1 DR
to all attacks performed after a successful parry.
Novice Cost: 15 (three sessions); 10 with Soresu
Novice Benefit: Enhanced Full Assault
+10 to Full Attack (1 FULL attack action)
Expert Cost: 20 (four sessions); 15 with Soresu
Expert Benefit: Enhanced Assault (strike and parry)
+10 to Attack (adds to the above but does not stack with above)
Mastery Cost: 25 (five sessions); 20 with Soresu
Mastery Benefit: Enhanced Lethality
The Master does not cause 1 point of damage per 5 points above
their target numbers, they deal 1 per 3 points for any remainder
of the roll after they reach their target number / exceed their
opponents roll. On the case of Full lethality games the damage
is increased by an additional 1 per 4 points of the total!
Form 6: Niman (cannot stack with listed forms); Perception 3D
Form VI is a conjunction of the Forms 1, 3, 4 and 5. It is
popular with most non-combat Jedis, diplomats or teachers who
want a broad training in lightsaber combat, without
concentrating on one aspect of that art. Form VI also includes
stares, postures and screams that draw upon the diplomatic
skills of a Jedi enabling him to “persuade” opponents that
surrender would be the best solution.
Due to the rather defensive nature of Form VI users of that
power gain +2 to defense rolls, while attack rolls suffer a –2
penalty.
Base Cost: 30 (4 sessions of training); reduce cost by 5 per
listed form (1,3,4 & 5)
Base Benefit: +1 DR Bonus to defense rolls, +1 DR penalty to
all attacks.
Novice Cost: 20 (four sessions); Reduce by 5 per skill at least
1D above attribute (Bureaucracy & Business)
Novice Benefit: Aggressive Posturing
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Niman user receives a –1 DR to all bureaucracy & business tests
Expert Cost: 25 (five sessions); Reduce by 5 per skill at least
1D above attribute (Intimidation and Con)
Expert Benefit: Threatening Posturing
Niman user receives a –1 DR to all Intimidation & Con Tests
Mastery Cost: 30 (six sessions); Reduce by 5 per 2D of
Persuasion or Intimidation above attribute (max 15 discount)
Mastery Benefit: Aggressive Negotiations
Niman user receives a number of bonus equaling one point per
Persuasion or Intimidation D above attribute (choose one) These
bonuses may be distributed to attack or parry rolls during
combat ( with a maximum of +2D per roll ). Note: user must
roleplay out each posture, and vocalize appropriately whether it
be persuading the foe(s) to back down or threatening them to
flee.
Form 7: Juyo; Strength 3D, Sense 2D, Dark Side Points
Unlike the rhythmic and partly almost dance-like maneuvers of
other forms, Juyo is the exact opposite. It breaks the rhythm and
therefore surprises any defender. The break of rhythm is
accomplished by intuitive action, guided by the force. As a
consequence it can be dangerous to use this form, since it may
lead to the dark side. Very few Jedi usually are able to master
this form.
Base Cost: 30 (6 sessions of training) & 2 Dark Side Points
Base Benefit: Any attack done with Form 7 can only be parried
or dodged with a –2D penalty and due to the close connection
with the Force, the character receives a bonus to initiative rolls
equal to the dice in Sense – to a maximum of 4D.
Novice Cost: 20 (four sessions) & 2 Dark Side Points
Novice Benefit: Focused Anger
The Juyo artist receives a +1 bonus to melee attack & defense
for each dark side point. This makes Juyo very attractive for
Dark Side users and tempts others to give in to the Dark Side.
Expert Cost: 25 (five sessions) & 2 Dark Side Points
Expert Benefit: Focused Rage
The user calls upon the Dark Side for a dedicated assault. –1DR
to attack + above. +1 DR to Parry due to the all out strike.
(Generates 2 Dark Side Points, rather than 1. Count the 2
additional points in their Melee Bonuses)
Mastery Cost: 30 (six sessions) & 2 Dark Side Points
Mastery Benefit: Focused Hatred
The Juyo artist receives a +1 bonus to Force powers for each
dark side point. The user BURNS 2 dark side points to double
all rolls +20 as if it were a weaker version of a Harmony Point.
Roll D6, 1-3: 1/ 4-6: 2 this determines how many rounds the
user suffers a –1D penalty to all actions as the darkness takes its
toll upon the user (dazed effect). The user CANNOT call upon
the Dark Side in this round + a number of rounds equal to the
dazed effect. Must have at least one Dark Side point to utilize.
Note: Each tier of mastery consumes (removes) 2 Dark Side
Points, which is effectively showing that the practitioner had to
invest / generate Dark Side energy in order to learn the combat
form. This form is taught by the Jedi Order, it is not an
inherently “evil” combat form. However, it does present Jedi
with temptation.
Once learned, it is not lost if the Jedi possesses no Dark Side
Points. Only the benefits requiring a Dark Side Point will be
lost.

Training cannot be attempted unless the Jedi has at least 2 Dark
Side Points from previous experiences (cannot call upon the
Dark Side simply to gain the pre-requisite, must have them 1
session prior to training).
-Actively utilizing Juyo will not prevent a Jedi from Atoning.
Again, once they have the knowledge they do not lose it.
Form 8: Sokan; Dexterity 3D, Dodge 5D, Acrobatics(A), Alter
5D. Sokan is a lightsaber style that concentrates on mobility
and evasion, not unlike Ataru. It uses quick maneuvers and
tumbles as well as fast lightsaber strikes to vital areas of an
opponent. Sokan’s basic philosophy is “not to be where the
enemy strikes”
Base Cost: 20 (4 sessions of training) 1/2 if Ataru is possessed
Base Benefit: Sokan users gain +1D to dodge rolls when using
Sokan in combat. Dodge can be used as a free action. However
Sokan needs much room to be used. If the Sokan performer is
within confined spaces or cannot move due to wounds or similar
restraints he receives a –1D penalty for any roll with that art. +1
to Alter (Static)
Novice Cost: 10 (2 sessions)
Novice Benefit: Altered Force
-1 DR to climbing/jumping, Driving Roll Strike: Jedi dives into
a roll while spinning his/her lightsaber with body momentum.
Creates a force Push effect equivalent to the normal damage of
the strike. Cannot be parried, only resisted with Alter +
Attribute. The intent is to be parried, for the effect to work. +10
to defense, full attack action.
Expert Cost: 15 (3 sessions)
Expert Benefit: Tactical Leap
The user enhances their force jump to position themselves
favorably vs. their adversaries. Jump is free action, only once
per combat. -1DR to attack rolls & + 1DR to defense rolls until
the adversaries reach equal footing.
Mastery Cost: 20 (4 sessions)
Mastery Benefit: Enhanced Evasion
Allows the user to safely disengage from a close combat
situation. They jump away to safety. +20 to defense (and
resisting force pull) + 2D attribute for determining distance
jumped.
Form 9: Shien; Dexterity 3D, Melee 6D; Single lightsaber style
Shien is a rarely practiced art and features an unorthodox grip
of the lightsaber. The blade is hold horizontally all the time with
the pommel pointing at the opponent. A strike is performed by
“throwing a punch” at the enemy, while the blade is whipped
forward in a broad arc.
Base Cost: 25 (5 sessions of training)
Base Benefit: This move restricts the defensive capabilities of
the wielder. Therefore any attempt to parry attacks ( including
blaster bolts ) is done with a –1D penalty. But this unorthodox
method also improves the own ability to overcome an enemy’s
defense. A Shien user receives a +4D bonus to attack rolls.
However since this art can be foreseen rather easily, this bonus
is reduced by 1D for each round of combat with the same
opponent to a minimum of 1D.
Novice Cost: 20 (4 sessions)

Novice Benefit: Robust Sweep
The user swings the lightsaber in a reversed position, reaching
outward to the full extend of arms length starting from the side,
The grip is still inverted. The wielder can strike anyone, within
this arc, as if it were a single act. -1D to damage per person
struck. Performable once per combat. Strike and Parry (only
two actions allowed)
Expert Cost: 25 (5 sessions)
Expert Benefit: 360 Degree Sweep
The user performs the actions as above, save for the momentum
does not cease. The user continues it, reversing his grip on the
lightsaber to cover the backward arc, whilst spinning the blade
to his other hand, and then returns it to his primary at the
maneuver’s conclusion. This allows the user to strike everyone
in a 360 degree arc of him/her as a single act. –1D to damage
per person struck, Performable once per combat. Strike and
Parry (only 2 actions allowed)
Mastery Cost: 30 (6 sessions)
Mastery Benefit: Blind Thrust
Allows the user deliver a blinding fast strike, behind them. The
Attack is armor defeating (worn armor is useless). Attempts to
parry are at –1 DR. Even if the assault fails, the opponent is
thrown off balance attempting to get out of the way of the strike.
All their actions are at –1D for the next round.
Form 10: Jar’Kai; Dex 3D, must be ambidextrous or have
purchased the Wield off handed training under the base skill of
lightsaber, Melee 7D
Form 10 teaches the art of using two lightsabers in combat.
While many Jedi learn the basics of that form, only few ever
master it. Form 10 has one primary weapon used solely for
attack, while the second blade can be used for defense or
offense. Some species have more than two hands or comparable
limbs.
Base Cost: 40 (8 sessions of training)
Base Benefit: Any Full Parry confers the full 15 points to
defense per lightsaber for a total bonus to full parry of 30. (only
2 can be used in this fashion, because some races have many
arms)
Novice Cost: 30 (6 sessions)
Novice Benefit: Flashing Defense
Anyone wielding a single melee weapon is at a disadvantage
assaulting a trained Jar’Kai wielder -1DR to their attack result
(reduction of their total roll by one step).
Expert Cost: 35 (7 sessions)
Expert Benefit: Force Blindness
The user alters the flow of energy into each blade and slams
them together for one action, this causes an intense flash of
focused light to roll outward from the user. The opponent must
roll willpower (Only Willpower), difficulty is: 30 +1 per D the
user possesses in Force Attribute. Blindness lasts for D6 roll 13: 2 rounds/ 4-6: 3 rounds
Mastery Cost: 40 (8 sessions)
Mastery Benefit: Blade Shield & Double Sweep
Blade Shield:
The Jedi circles both blades in front of him, spinning them and
by that creating a shield in front of him. This gives him a +2D
bonus to any parry rolls. Full Parry Action
Double Sweep:
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The Jedi gabs both sabres upside-down and moves both hands
from an outward position and back again. Any opponent within
that 180 degree angle is hit twice. Reduce Damage by –1D per
person struck, due to the difficulty of the action.
Modified Forms: The user must have attained Mastery in the
base, original, form in order to learn these.
Some Jedi swordsmen are so adept in one form that they begin
to modify it into a personalized style. Obviously a trainer is
needed for such variant forms, which are probably very rare,
often only one Jedi at a given time knows that style. But
remember a Jedi using a modified form also gains the
advantages of the basic form and of course has access to the
maneuvers. All the penalties and bonuses stack / are eliminated.
Form 3 Variant: Jen-Kar; Soresu required, Dex 3D
This variant was developed by Jedi Master Ronen Tal-Ravis in
the late days of the Republic. Jen-Kar means “Strong Tree” in
the language of his homeworld Muthan. Jen-Kar modifies the
idea of Soresu. It is as defensive ( with only one actual offensive
move ) and intended for use against a large number of
enemies – but works as fine against a single one. The Jedi
hardly moves when using this form, like a tree in a storm, he
bends and turns but he does not change his position. That way
the attackers have to come to him and the Jedi spends no
strength on movement, but can keep his concentration
on defense. Additionally Jen-Kar users are especially trained in
defending against attacks in the back. No penalties apply for
parries against such attacks. However since Jen-Kar is a very
stationary style it may not be used before or after movements of
more than one third of the characters movement rate, with the
exception of the first or last action (which is typically an Aerial
Strike). (single Saber Form)
Base Cost: 25 (5 sessions of training)
Base Benefit: This further focus gives another +2 to Attribute
for defensive actions such as parry or block. However the
movement restriction reduces any attack rolls by –2. Base
Novice Cost: 15 (3 sessions)
Novice Benefit: Aerial Strike
(opening attack or closing attack only)
Leap is performed as a free action. The user then jumps high up
into the air and comes down at a desired location, with the blade
directed downwards. Before landing the blade is thrust into an
opponent. This is usually referred to as the opening maneuver
of Jen-Kar. The Jedi gets himself in a good position and
surprises the enemy. The adversary always looses initiative,
reduce any counter attack by –2DR on the opening and closing
rounds only. Can only be performed twice per combat
Expert Cost: 15 (3 sessions)
Expert Benefit: 360 Degree Defense
The Jedi spins the lightsaber’s blade around in one hand and
moves the weapon arm from one side to the other, effectively
creating an impassable wall. This gives another –2DR to parry
rolls against blasters, but no attack actions may be performed
this round.
Mastery Cost: 25 (5 sessions)
Mastery Benefit: Unbowed, +1 Force Attribute (Static)
Almost nothing can remove the master from his/her feet.
Charge attacks vs the jedi instantly fail due to the terror
generated by charging into the whirling death of the master’s
blade. Assailants will deviate well before the last moment and
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those fearless enough will push the boundaries, but remain just
out of contact range. Any beasts charging will deviate from
such a charge. Charging adversaries will all fall prone, only
instant stand will mitigate this. Fearless opponents will not fall,
but can be cut in half normally.
Assume that the master weighs an additional 1,000 Kg per D of
force attribute they possess for the purposes of removing their
footing. Nothing short of capital scale weaponry will shake
them.
Form 7 Variant: Vaapad; Juyo, Sense 4D, Dark Side Points,
1 Hatred Point for Mastery
Vaapad takes the “bad side” of a Jedi and channels his negative
emotions through combat maneuvers. This is extremely
dangerous, since it touches the path of the dark side and so far
only Jedi Master Mace Windu has successfully trained (and
created) that art, while some others failed. Vaapad additionally
concentrates on hurting enemies at essential points (without
necessarily killing them but making them incapable of
continuing combat). However it can only be used if the
performer has at least three Dark Side points.
Base Cost: 40 (8 sessions) & 3 Dark Side Points
Base Benefit: Maim Opponent
This attack can only be performed twice in any combat. If the
attack is successful the user causes one wound instantly to the
opponent, but no other damage is delivered. Attack is
performed with a –3 DR to succeed.
Novice Cost: 30 (6 sessions) & 3 Dark Side Points
Novice Benefit: Channeled Anger
The Vaapad artist receives a +1 bonus to all defensive actions
for each dark side point. Stacks with Juyo.
Expert Cost: 25 (5 sessions) & 3 Dark Side Points
Expert Benefit: Channeled Rage
The user calls upon the Dark Side for a dedicated assault. –1DR
to attack + above. +1 DR to Parry due to the all out strike.
Stacks with Juyo (even the penalties, Generates only 1 Dark
Side Point).
Mastery Cost: 20 (4 sessions) & 1 Hatred Point
Mastery Benefit: Channeled Hatred
The user BURNS (Cleanses) 1 Hatred Point to enhance all rolls
as if it were a Burned Harmony Point. The user suffers a Dazed
effect for 1 round (-1D to all actions) after performing this
maneuver. The user CANNOT call upon the Dark Side in this
round + a number of days equal to their Force Attribute D Code.
Note: You will notice that Vaapad becomes easier to learn with
each successive mastery level. It is the seduction of the
Darkside. It was designed to utilize the Dark Side AGAINST
Dark Jedi, cleansing the Jedi who is a master of this art form.
-It is 1/2 cost at each tier if Juyo at the same mastery tier is
already possessed.
-Just as with Juyo, each tier consumes 3 Dark Side Points to
learn (except for Mastery). They can still use the combat form
without Dark Side Points, see Juyo on page 22.
-Practitioners of Vapaad are less likely to be seduced by the
Dark Side of the Force. Per Tier possessed add a +2 static
bonus to Willpower rolls to resist the Dark Side in all it’s forms
(even seducing the practitioner to become Dark Side).
-Masters of the form can sustain 1 Hatred Point as if their total
was 0.

Current Lightsaber Forms

Era: Old Republic to Rise of Empire and beyond
Saber Rake; Requirements: 3D Dex (double cost per D under);
requires light foil for special maneuvers, 4D Melee
(fundamentals can be taught to standard lightsaber wielders).
This form is outlawed anywhere outside the Tapani Cluster. In
fact, it is illegal to practice even there, however, it is practiced
anyway. The Tapani houses are a noble people with long
standing traditions. This style of lightsaber combat was
spawned, originally, from the Jedi Academy on Pelagia. An
academy which always stood apart from the one on Coruscant.
The Pelagian Academy was always looked upon with distrust
and disdain due to their unorthodox views. They married, had
relationships, lived normal lives and allowed their passions to
guide them. This form reflects harmony in sync with almost a
classical air. It’s maneuvers might seem over formalized,
however, what few fail to grasp is that it is one of the most
deadly close combat forms for attack and defense in the galaxy.
Few ever truly master the form, however, it’s continued practice
over the centuries has allowed for a degree of customization
unseen in other forms. Variants of this form can exist without
mastery. This is a single or dual bladed style
Note:
The base form is acquirable for 2D at character creation if you
are From Tapani and are a Saber Rake. Later, if you are of
Tapani heritage you can acquire the base form for 1/2 cost.
This overrides the cost for acquiring the Base form ONLY and
even overrides the Dexterity limitations for those under 3D.
Base Cost: 40 (8 sessions of training)
Base Benefit: Taunt, Dancing, Base ability(s) & inherencies
Taunt:
For every 2D above attribute the practitioner possesses in
Persuasion (including attribute) reduce the DR of the taunt by
one level. Taunt is a free action. The effect of the taunt will
goad an adversary into a duel, a –2D to all actions in the first
round of the engagement. Others possessing this form reduce
the level of the taunt by countering and possibly taunting the
initiator! Anyone not possessing the combat form can use only
perception to resist. Anyone with over blown honor is at a D
code of the disadvantage penalty to resist. Those with mental
resistance like Iron Will, gain their Dcode as a bonus to resist
(not counter).
Dancing:
The best elements of Tapani court dancing are incorporated into
the footwork, body control and fluid movement of the duelist.
This ability is inherent and does not count as an action (free or
otherwise). It is always active. Per D in Art (including
attribute) the practitioner possesses add 1 pip to Climbing/
Jumping, Athletics & Endurance. Add 1 to movement per 2D in
perception.
Inherent Abilities:
Increase Opposed Target Numbers by 1 point
Reduce Difficulty Rating by 1 point
Wield Single Handed
Wield off handed (for non ambidextrous individuals); reduces
off hand penalty by -1DR.

Master off Handed Eliminates off hand penalty (-2DR)
Novice Cost: 40 (8 sessions); Dex 3D+1, Melee 5D
Novice Benefit: Unshakable Grip, Strike and Parry, Flourish
Unshakable Grip:
+2 DR for anyone attempting to disarm them
Cannot botch and injure themselves with the lightsaber
Strike and Parry:
+2 to strike and Parry
Flourish: (Free action)
The practitioner whirls the blade in a dramatic, fashion.
Showing their wielding competency and driving their foe
backwards. -1 DR to intimidation rolls, +1 DR to defense,
usable once per combat, per opponent. Does not work twice
against the same adversary.
Expert Cost: 40 (8 sessions); Dex 3D+2, Melee 6D
Expert Benefit: Fluid Unyielding Stance, Basket Guard Slam,
Disarm; Cannot botch and injure another with the lightsaber
Fluid Unyielding Stance:
-2 DR for them to remain standing / +2 DR for another to knock
them down. +1 DR to defense, can only move 1/4 in this round
for this specific bonus.
Basket Guard Slam: (must have basket guard, otherwise is a
hilt slam) The practitioner, whilst locked in close combat
changes his/her footing fluidly (Dancing) redistributing their
mass and slides their blade across their opponents bringing their
fist in line with their opponents face and either slams their
basket guard into their foe or reverses their grip on the lightfoil
and slams the hilt into their adversary’s face. Only once per
combat, free action, Target difficulty: 20 Damage STR +1D +
Stun (additional –1D, stun effects are present regardless of
damage delivered and even effect those immune to stun as a
surprise… even jedi). (Hilt Slam does +2)
Disarm:
This is an incredibly difficult maneuver to perform with
lightsabers/lightfoils. It involves inflicting no damage upon
their opponent, yet slicing the emitter off their adversaries
lightsaber/lightfoil. Difficulty: 30 vs Non Jedi; 40 vs Jedi can
only be performed once per opponent, period. For all other
weapons, it has no limitation upon uses. Reduce the difficulty
by 10 for either category for non lightsaber/lightfoil (even
blasters).
Note: You’re not targeting the person, or the Jedi. Thus they
gain no benefit of advanced warning whatsoever. There is no
threat to them.
Mastery Cost: 60 (12 sessions); 4D Dex, Melee 8D
Mastery Benefit: Precise Strike, Riposte, Humiliate,
Harmonious Passion
Precise Strike:
-1 DR to target a precise location
+1 DR to opponent’s attack while the strike is being performed
Riposte:
-2 DR to parry a strike that is immediately followed up by an
attack that has a –1 DR to succeed.
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*If Dual wielding, user can riposte 2 assailants simultaneously
as a free action for the second riposte. Cannot double up on one.
Performable only once per combat
Humiliate: (Free Action)
Involves unparalleled precision, there is no threat to the
adversary whatsoever. It only succeeds if the maneuver is
pulled off. During your duel you increase momentum, and do
one of three things to your opponent.
1: You slice pieces of their clothing off: Difficulty: 25
Dropping their trousers, cutting off their cloak or slicing off
their gun belt. -2 DR to Intimidation as an additional free
action (2 free actions)
2: You trip your opponent up using your superior footwork and
fluid grace. Difficulty: 30 ; Instant Stand can counter this if
used as a action (saving an action); otherwise –1 DR to
intimidation and +2DR to any attacks your opponent attempts to
deliver.
3: You Use your Cape/Clothing to whirl off whilst spinning,
tossing it directly into their face. Conferring a surprise action,
regardless of ability or resistance. This is considered
underhanded by some, purist, duelists… Can only be performed
once, successfully, per 5 game sessions.
Surprise action is one Free Strike vs non Jedi. Jedi must roll
initiative at a –2D penalty.
Harmonious Passion: (Cannot have Darkside points)
Harmonious Passion serves in two functions:
Non Jedi: Gain the equivalent of a 2D Force attribute for
lighsaber dueling, attribute enhancement and enhanced senses
while in the combat as well as resistance to force powers. Once
per 10 game sessions they can BURN 2 force points for the
effect of a Burnt Harmony Point.
Jedi: Double the duration of any Force points burned and add
30 to any Harmony points burned. Once per 5 game sessions.
They can also burn 2 force points for the benefit of a stock
Harmony Point once every 10 game sessions.
Note: Harmonious passion reflects the abilities true origins.
Developed over centuries as a purist’s combat form against the
darkside and the sith. The Jedi Academy on Courscant were not
so much distrustful of the Pelagian Jedi Academy as they were
jealous (yes). The art from was NEVER taught to anyone
outside the Tapani Cluster. Masters of this form were thought
to have been wiped out when Palpatine Ordered the Jedi Temple
in Pelagia Destroyed. No wonder why he feared them. Even the
Jedi Temple on Coruscant still stands…
Variants of this form are commonly encountered amongst
Actors and even those not proficient with Lightsabers. Lord
Brandl, is among one of the most skilled in sword dueling and it
borrows heavily from the above, minus of course, any
connection to Harmonious Passion and lacks Taunt &
Dancing. The forms vary wildly, assume the costs are half and
the benefits are half, with less advantages per tier.
Once Core competency in this form is gained, practitioners
typically mix and match elements from other forms (any Novice,
Expert or Mastery tiers from other forms can be dropped in).
True Masters of the form will create their own variants
accordingly, building off the primary form and enhancing it.
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Imperial Jedi: Strength 3D, Dex 3D, Melee 4D
This is the basic form taught to Imperial Inquisitors and agents
of the Darkside. It borrows heavily from Juyo, though it is not
considered a variant. It is less effective. Cannot be stacked with
Juyo, though it will cut all the costs of Juyo in half. It was
meant, by design, to be inferior to precursor forms. The Empire
cannot have its Inquisition as a threat to the heads of the Empire
now can they?
Base Cost: 15 (3 sessions of training)
Base Benefit: Any attack done with this form can only be
parried or dodged with a –1D penalty and due to the close
connection with the Dark Side, the character receives a bonus to
initiative rolls equal to the dice in Sense – to a maximum of 2D.
Practitioner gains a Dark Side Point
Novice Cost: 10 (2 sessions)
Novice Benefit: Refined Anger
The Imperial Jedi artist receives a +1 bonus to attacks for every
2 dark side points & +2 for Each hatred Point possessed. This
makes the Imperial Jedi form very attractive for Dark Side users
and tempts others to give in to the Dark Side.
Practitioner gains a Dark Side Point for learning this tier
Expert Cost: 15 (3 sessions)
Expert Benefit: Refined Rage
The user calls upon the Dark Side for a dedicated assault. –1DR
to attack + above. (Earns only 1 Dark Side Point)
Practitioner gains a Dark Side Point for learning this tier
Mastery Cost: 20 (4 sessions)
Mastery Benefit: Refined Hatred
Practitioner gains a Dark Side Point for learning this tier
The user BURNS a dark side point to double all rolls +10 as if it
were a weaker version of a Harmony Point. Roll D6, 1-3: 2 / 46: 3 this determines how many rounds the user suffers a –1DR
penalty to all actions as the darkness takes its toll upon the user
(dazed effect). The user CANNOT call upon the Dark Side in
this round or the following one.
Raw Focus Form: Force Potential 4D (cannot be combined
with other forms); Not limited to Raw Jedi
This is a power based lightsaber/Alchemical Weapon form that
is rarely seen but has some incredible effects.
Base Cost: 25 (5 sessions of training)
Base Benefit: Any channeled usage of this form further refines
a Raw Jedi’s focus of their core attribute and confers a +1D to
all Melee / Force related abilities for this form only, must use a
melee attack/form power for it to apply. This form can be
utilized with a Lightsaber just as well as it can be utilized with a
stick or a table leg or any object wielded as a Melee weapon.
Unrefined Melee:
The practitioner's attacks seem unrefined, unpredictable and
simply erratic, there is no discernible rhythm to their strikes. +1
pip to all parries per D of attribute.
Stun Wave:
The Jedi connects with their adversary in melee, either hitting
them or connecting with their melee weapon (or the ground, a
wall, etc) and releases a pulse of stunning energy. 1 Action,
Stun Damage is 15 degree arc, range 1m per D of attribute
(including above enhancement) Stun Damage, as per the stun
effects of a Blaster. Usable once per combat
Novice Cost: 15 (3 sessions)
Novice Benefit: Energy Bolt
The user unleashes a bold of refined energy from either the

lightsaber or melee object. Base damage is Attribute + the
damage code of the object, Range 10m per D of attribute,
automatic hit, 1 action.
Expert Cost: 15 (3 sessions)
Expert Benefit: Telekinetic Sweep
The user sweeps their melee weapon in a 30 degree arc and a
TK blastwave rolls forth, Damage is Attribute + D code of the
weapon, Range is 2m per Attribute D, effect as per force push.
Blast arc rolls in any direction available either pushing foes
backward and up or sideways or down. 1 action, 2 if two
weapons used
Mastery Cost: 30 (6 sessions)
Mastery Benefit: 360 Degree Blast Wave
The used slams one or both weapons (if dual wielding) into the
ground at his/her feet. Channeling all of their energy into a
focused 360 degree blastwave. The blast has both the effects of
TK (physical) and Energy. Throwing some enemies through the
air, others are torn into pieces, yet others are smashed against
other objects. Performable once per combat, is not discrete and
will kill friend and foe alike. Damage is Attribute D code 1/2 +
object used + any additional object (like another lightsaber or
stick). Area of Effect is limited to 1m per D of attribute. 1
action, 2 if two weapons used.
Cacophony of Melody:
The Master’s connection to the force and his/her grasp of their
inherent ability has reached a harmoniously resonant peak.
There is discord to the melody, however, their grasp of
Unrefined Melee has become refined in a sense that only they
can understand.
Choose One Mastery ability from ANY other Form
Basic Control/Sense Form: Control 3D, Sense 3D
Anyone can learn this from on their own, It is fully
customizable. Reflecting a smattering of principals and
fragments of teaching materials (or none at all). For many, this
is all there is, self taught.
Base Cost: 5 (1 session of training)
Base Benefit: Add +1 pip to Damage (or reduce it) for each D
in Control, add +1 pip to strike and parry per D in Sense
Novice Cost: 10 (2 sessions)
Novice Benefit: Basic Defense, +1 Control (Static)
+5 to Melee Defense Only
Expert Cost: 10 (2 sessions)
Expert Benefit: Basic Deflection
+5 to Ranged Defense Only
Mastery Cost: 10 (2 sessions)
Mastery Benefit: Redirection, +1 Sense (Static)
+5 to redirect deflected ranged attacks (includes objects you
don’t deflect with your lightsaber using Alter).
Customization: Take an ability from any fragment of knowledge
or studied form and plug it in at each tier, including the base
level. The cost for doing so is double the listed cost of that tier
it is pulled from divided by the number of benefits it normally
has (you’re only getting one ability). Lessened by Learning or a
Trainer +/- 2 months training time per 5 points you want to get
for free.
Archaic Melee Form: Dexterity 2D, 2D Perception
Somewhat customizable, this is a formalized and trained combat

style that generally applies to conventional and Archaic Melee
Weapons. All of these principals can be applied to Lightsaber
combat. Various forms of this are taught throughout the
Galaxy .
Base Cost: 10 (2 sessions); 250 Credits
Base Benefit: Increase Opposed Target Numbers by 1 point,
Reduce Difficulty Rating by 1 point, +5 Difficulty to be
Disarmed, Wield Single Handed
Novice Cost: 10 (2 sessions); 300 Credits
Novice Benefit: Understanding Combat Basics
Wield Off Handed, +1 to Melee Combat, Move +1
Expert Cost: 15 (3 sessions); 400 Credits
Expert Benefit: Style Maturity
+1 to Melee Combat, Primary Specialization, Secondary
Specialization
Mastery Cost: 20 (4 sessions); 500 Credits
Mastery Benefit: Style Evolution
+1 Melee Combat, Double Base Benefit, Eliminate Off Hand
Penalty with chosen Secondary Weapon
Additional Abilities Acquirable: 5 Points Each
Two Handed Style (+3 to rolls and damage with Two Handed
weapons), Single Handed Style (+2 to rolls and damage with
only one weapon), Dual Wield Style (+1 to rolls and damage
with both weapons)
Kai-kan Requirements: Melee 8D, Jar’Kai Mastery
In lightsaber combat, a kai-kan was a reenactment of a famous,
usually ancient, very dangerous, lightsaber or even sword battle,
which only very well trained Jedi attempted to perform. This
form automatically is awarded as Tandem Mastery form if
studied after Jar’Kai is mastered and does not count toward the
escalation of costs for adding additional styles to a single fluid
form.
Base Cost: 10 (2 Sessions of Training)
Base Benefit: Complex Combat Posture, +1D to Damage
The Form allows the practicioner to utilize either hand to hold
their weapon and perform these maneuvers flawlessly, even if
they are not Ambidexterous. Typically, Masters of this form
transition their blade from one hand to the other, spinning it
fluidly (and actually letting go of it) and catching it in the other
hand. It is an unparalleled defensive and offensive combat form
if the practitioner's primary arm is incapacitated.
Complex Combat Posture: The Practitioners are nuanced with
abrupt and fluid posture and blade positional changes. These
nuances are difficult to interpret. Apply a +5 Defensive
modifier to all attacks performed against the Kai-kan
practitioner.
Novice Cost: 15 (3 Sessions of Training)
Novice Benefit: High Parry, +1D to all Melee Parries
High Parry: Forces a melee attack directed at the practitioner,
upward and away from the Jedi. This, forced defensive action
has two benefits. First, it throws your adversary off balance for
one combat round following the Maneuver applying a –1D
Penalty to their next attack. It forces a natural Dexterity roll,
difficulty 10, failure indicates they stumble backward loosing
footing and are at a –1D to defense to all actions until the end of
the next round (can be exploited in the same round if the Jedi
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declared an attack action). This can be performed once per
adversary.
Expert Cost: 20 (4 Sessions of Training)
Expert Benefit: Overhead Parry, +1 to Move (Permanent)
Overhead Parry: Holding the saber so the blade is parallel to
your spine the wielder snaps the blade upward and then
performs what would typically be considered a combat strike,
specifically driving an adversary’s blade upward and away from
the practitioner. This adds 3D of Static Defense (18 points) to
their defensive posture for the following round, as the opponent
recovers from the speed and force of the parry action. Note: A
Defensive Parry Must succeed in the combat round this is
performed in order for this effect to. This requires a Full Parry
Action. The maneuver also lines the practitioner up for a follow
up assault at the next mastery tier.
Mastery Cost: 20 (4 Sessions of Training)
Mastery Benefit: Drop Stance, Ignore Wound Level
Drop Stance: When performing an Overhead Parry in the prior
combat round, the practitioner can (1FA) enter the Drop Stance,
immediately, after the Full Parry. This maneuver allows the
user to subtract 1D from their Full Parry (and maintain the Full
Parry) to perform a lateral strike against their adversary
immediately after entering Drop Stance: after the Overhead
Parry the user drops suddenly placing weight on one knee,
leaning inward toward the adversary and thrusting the other leg
backward for stability. The follow up strike is a standard on,
however, the Full Parry bonus applies.
Ignore Wound Level: Just as it sounds (1FA)
Blinding Darkness Requirements: Must be taught by Exar Kun
himself. This is a single, dual & double bladed style
This is the combat form of one of the greatest lightsaber
wielders the Galaxy has ever known. The only other master to
pace him in combat was Ulric Quel’Droma. This unique blend
of styles has not been seen in over 4,000 years.
Base Cost: 80 (16 sessions of training)
Base Benefit: Flawless Single, Dual and Double Forms,
Perfect Ambidexterity
Single Lightsaber Form:
+10 to Hit, Damage & Defense
Dual Lightsaber Form:
+10 to Hit, Damage & Defense, Full Parry bonus from Second
saber if used while performing a multi action parry (15).
Double Bladed Form: (Difficutly Base is 25 -15 for lightsaber
proficiency = 10) Damage is considered Double for the attack
form from the Lightsaber (10D; 2 Blades) +20 due to the bonus
of the ability, must be used while whirling the saber single
handed. +10 to Hit, Damage & Defense (x2)
Perfect Ambidexterity: Even if you don’t have Ambidexterity
normally, you have it now. You are capable of single hand
wielding the dual saber to near perfection.
Novice Cost: 80 (16 sessions); Force Attribute: 4D; Melee 6D
Novice Benefit: Dexterity, Strength, Brilliant Defense
+1D to Dexterity (permanent)
+1D to Strength (permanent)
Brilliant Defense: (Free Action); Double Blade Only
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The practitioner whirls the blade with blinding speed, can only
move 1/2 move in this round. Can only perform Free Actions.
It creates a dazzling plasma force barrier that it equivalent to
10D (2 blades) + TWICE the user’s Force Attribute (not
accounting for Force Points or Character points expended,
which can be added to the effect). The barrier is 5m across and
remains in effect one round after it’s creation.
Expert Cost: 80 (16 sessions); Force Attribute 5D, 5 Darkside
Points
Expert Benefit: +10 to Defense vs Lightsiders, +5 to Defense
vs Darksiders; +10 to Defense vs Sith. Applies to all defense
rolls whether or not the practitioner is actively expecting an
attack or holding a lightsaber(s).
Mastery Cost: 80 (16 sessions); Force Attribute 5D; Melee 8D
Mastery Benefit: Pure Loathing
Pure Loathing: Allows the practitioner to expend as many
Dark Side points as he or she has and never suffer ill effects
from them. Allows the user to maintain up to 20 Hatred Points
prior to having to roll to be consumed. Immediately unlocks the
Hatred Point restriction of having to be consumed in order to
gain benefits akin to Harmony Points.
Note: The nature of the form places the user in direct line with
exposure to Ancient Sith Magic and will UTTERLY corrupt the
user at a certain point down the road if no restraint is utilized.
For the first 6 DarkSide points burnt in this fashion award the
Player an Immediate HATRED Point, without telling them.
For the next 5 burnt, award another. For the next 4 burnt,
another and so on and so forth.

atrial Arts Forms

Martial Arts Training Explained
(FA = Free Action, KD = Knock Down, KO = Knock Out,
A = Attack, D = Defense, UA=Unarmed, WP = Weapon,
Opp= Opposed Roll)
Martial Arts training is now a one time purchase Advanced skill.
Conferring a flat +1D bonus to your Unarmed Combat to hit and
damage.
Martial Arts Combat Styles: This is somewhat similar to
lightsaber forms. Though, arguably it can be less costly to
pickup it you’re talking generic Martial arts or Brawling.
How they work: Martial Arts basic moves, that you buy, can be
used at any time. However, with combat styles, assuming you
have more than one, you must take 1 free action to actively
switch between the forms.
Locking a Martial Arts Combat Style: Each style comes with
the base combat form, at a cost and time dedicated to training.
Under it you can acquire certain abilities. However, certain
abilities will elude your ability to perform until you have
achieved a certain level of mastery. There are four tiers of
mastery per Martial Arts Combat Style: Base, Novice, Expert
and Mastery.
Seamlessly switching between multiple combat styles: Once
you have mastered two Combat Styles you can purchase tandem
mastery. It comes at a cost, however, once purchased you can
combine the best elements of the two Combat Styles into one
fluid style, gaining the benefits of both.
*After Mastering each additional style, the cost to combine the
new style into the mix grows. A true master combines all his/
her styles into one seamless, utterly fluid, combat form of
deadly grace. (again, very similar to Lightsaber Forms)
*A true master combines all his/her styles into one seamless,
utterly fluid, combat form of deadly grace.
Combining 2 Styles: Base Cost of both 1/2 (rounding down)
Rules for acclimating to a seamless form are: per 5 points of
cost (rounding down) you must spend one session or 1 month
training.
Adding a third style: Base cost of 3rd style 1/4 +5 (rounding
down), with the +5 climbing to +10 with a 4th style addition
and so on and so forth.
Merging Incomplete Combat Styles: It is possible that some
styles will never reach completion (or cannot be completed).
The details for this are on page 43.
Advanced Rules for Hand to Hand Combat:
Performing the same maneuver multiple times in a row will
become predictable, any identical attacks made after the first
will incur a +1DR to your difficulty to pull them off. Martial
Arts is all about changing it up, and using multiple maneuvers
and even combining multiple combat forms seamlessly to always
keep your adversary off balance.
1. Switching between styles in the same attach sequence, if you
have more than one, will cause confusion in your opponent
(only if they are not familiar with the Martial Arts form you
switch to or not at the requisite mastery level). This will
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reduce your DR by 1 level for the next attack. If your
adversary is familiar with the combat Maneuver from a
different hand to hand combat style the DR is only reduced
by 1/2 of it’s rating (Difficulty 5 reduction becomes 2.5
rounded down to 2).
This can be repeated for as many combat styles you have,
however, it must be a new style each time and you must have
enough Free Actions to seamlessly switch forms.
-Thus if you Possess Brawling, Martial Arts & Jedi Martial Arts
And you are facing a thief with no hand to hand skills. You
initiate your assault with “Punch” from Brawling, followed up
with “Kick” from Martial Arts & “Roundhouse” from Jedi
Martial Arts you would apply the –1DR to each attach. Note
that you will have to expend 1 Free Action per form change
after the first (2) and each attack after the first is an Action that
reduces your dice pool to perform the attacks.
-If Tandem Mastery exists between forms, with two or even all
three in the above example, the switching of forms does not cost
you a Free Action, for each form that works in harmony with the
next. You are only limited by the amount of dice you apply to
attacks, defense and other actions (like Dodge).
2. Anyone you face that does not possess any type of Martial
Arts Training will be at a disadvantage during your first
encounter. Suffering a –1DR to all defensive results. This only
works once for each opponent. If the Style is obscure, like Nogri
Martial Arts, then double this disadvantage and apply it
normally against anyone who possessed an unarmed combat
form if they’ve never faced a Nogri before. This can be applied
to almost any very obscure martial arts form at GM discretion.
The Maneuvers:
Blind Fighting Difficulty: 15 FA
-Allows you to fight in utter darkness or while blinded without
penalty.
Disarm Difficulty: 15 or opposed roll, success 1D meters
-Allows you to disarm a held weapon in hand to hand combat.
1. This maneuver can also be utilized to pull holstered
weaponry off an opponent and discard it or retain it for your
own use.
2. It can be combined with sleight of hand to steal weapons and
weapon sized items from an individual that is unaware of the
theft. A successful skill use in this case (against the base
difficulty) will reduce the difficulty of sleight of hand by –1DR.
Elbow Smash Difficulty: +10, STR+2D
-Quite simply you slam your elbow into your opponent for
enhanced damage.
Flip Difficulty: Successful Parry Difficulty 20FA, Roll to hit for
3D Damage Effect otherwise parry is successful (once per
combat session)
-On a successful melee or unarmed parry you can spend a Free
Action to try to “throw an opponent” with a quick maneuver,
flipping them off their feet and slamming them into the ground, a
wall, the ceiling (Wookie), etc. This causes 3D Damage,
Physical armor does not provide protection against this attack,
only strength. Likewise, Strength does not add damage, only

lethality does. Must spend 3 FA or 1 Action to stand (1FA with
Instant Stand)
Flying Kick Difficulty: 25 FA, then roll to hit, STR+4D
-Allows you to launch yourself into the air and slam into
someone with your foot. Range is limited to standard
movement. It is assuming you build momentum prior to
launching yourself.
Foot Sweep Difficulty: +5
Applies a Stun result to the target (-1D to all skills for 1 round)
for throwing them off balance, and will apply +2D to damage if
you add an additional +10 to the difficulty (+15) by attempting
to break your opponent’s ankle in the process.
Head Butt Difficulty: +5-10, STR +1D or +2D FA
-Allows you to viciously slam your forehead into an opponent.
The difficulty defines how much force you apply. The more
focused assault requires you to expend 1 Free Action.
Hold/Grapple Difficulty:20FA, then roll +1D bonus after
-You are immobilizing a target. Spend the free action, beat the
base difficulty and then perform the action adding +1D to your
success roll, damage is pure Strength modified by lethality.
Reduce the difficulty by 5 if you intend to deliver no damage to
your opponent.
Instant Knockdown Difficulty: +15, Opponent Full Stun 1rnd
-You slam your opponent into something with such force that
they black out for the remainder of the current combat round.
They must then regain footing as 3 Free Actions or 1 Action
(unless they have instant stand) and remain at a –1D Stun
penalty to all rolls in the second round.
Instant Stand Difficulty: 15, FA
-Beat the difficulty and you regain your footing for 1 Free
Action.
Instant Stun Difficulty: +15 Stun D6 regardless of damage done
-You know exactly where to strike an opponent to knock them
out for a short time. A successful attack also applies Strength
damage modified by lethality. If you forgo the added damage,
reduce the difficulty by 5 and reduce the stun result to 1D3
rounds.
Instant Wound Difficulty: +20, +1DR Damage, Min Wounded
-You know how to aim for vital points in your adversary.
Success indicates that they take an instant wound + your
strength in damage modified by lethality and then the total is
factored up to the nearest, higher, damage level (15 would
become 20 following the difficulty rating chart). If you forgo the
added DR Damage, reduce difficulty by 5.
Kick Difficulty: +10, STR +2D
-You are adept at kicking an opponent for maximum damage.
Multiple Strikes Difficulty: +15 Additional Attack(s) are FAs
-Adds mores strikes after your initial Action, adding a Base
difficulty of 15 to your free action strikes (only), and you are

only limited in the amount of them by how many Free Actions
you spend after the first , initial, Action. Note: Targeting a
single location for stacked damage adds additional difficulty to
your assault as normal. Performable once per combat.
Nerve Punch Difficulty: +25, Limb useless on success 3D rnds
-You are striking a vital nerve which will paralyze your
opponent’s limb for 3D6 rounds if you are successful. The
difficulty can be reduced by 5 for every D6 you shave off the
time. (-10 to the difficulty for D6 rounds) This attack causes no
physical damage.
Nerve Punch 2 Difficulty: +30, Opponent Unconscious 3D rnds
-You are hitting a vital nerve which cuts off blood to the brain of
your opponent momentarily. This causes them to fall
unconscious for a number of rounds. The difficulty can be
reduced by 5 for every D6 you shave off the time. (-10 to the
difficulty for D6 rounds) This attack causes no physical
damage.
Power Block Difficulty: 20 FA, Then roll to parry STR+1D
-This Defensive maneuver allows you to hammer your opponent
with the force of your parry, causing damage to them. Spend a
Free Action, beat the bas difficulty and then roll your parry. If
the Parry is successful, you cause your opponent damage as
noted above.
Punch Difficulty: +5, STR +1D
-A very basic attack consisting of additional force behind your
blows.
Reversal Difficulty: 20 FA to break any grapple, +2D after
-Prerequisite: Hold/Grapple (see below)
-Allows your to reverse a hold/grapple attack. You spend a
Free Action, rolling against the base difficulty. If you succeed,
you break the grapple. Then you roll Unarmed combat as
normal and apply a +2D modifier on the result to your success
and lethality. Reduce the difficulty by 5 if you intend to cause
no damage to your opponent.
Note: if you do not possess Hold/Grapple this simply breaks the
hold you were in, and applies a +1DR penalty to any of your
adversaries attacks against you in the current round.
Silent Strike Difficulty: +20, STR+3D kill result can be KO
Prerequisite: Surprise Attack or must be actively be successfully
using stealth.
-You deliver a stealthy attack that hits your target unaware and
at a vulnerable point. If the intention is to kill the difficulty is
normal, if the intention is to Knock them unconscious then the
difficulty is 5 less. They are knocked unconscious for the rest of
the fight. Note: If your player decides to kill them on the ground
after getting the difficulty reduction, reduce their character
point pool by 5 or strip them of a heroic point, GM discretion.
Spinning Kick Difficulty: +15, STR+3D
-using momentum and pivoting on one leg you build force and
power behind an enhanced kick attack. Hammering your
opponent with more damage.
Shoulder Throw Difficulty: +10, 1D Meters STR+1D
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-You grab your opponent and by using balance and leverage,
your toss them into the ground, a wall, etc. with enhanced force.
They must expend 3 FA or 1 Action to stand (Instant Stand = 1)
Weapon Block use Unarmed to Parry armed at no penalty
-Without this maneuver, when parrying a Melee weapon, you
suffer a +1DR to block the attack(s). With this you suffer no
penalty.
Feint Difficulty: 5 / Opposed (Brawl vs search/Per) +2D next
-You bluff your opponent into thinking your strike is coming
from a different angle of assault. Base difficulty is 5, period, to
pull off the feint if they don’t have any form of Martial Arts or
it’s your Brawling roll, modified by how many actions you are
taking against their Search or straight Perception roll if they
don’t possess search. If Successful, your following attack gains
a +2D skill bonus to it (only your follow-up attack).
Flawless Counter Difficulty: 25FA after Parry = -1DR attack &
-1DR to defense
Prerequisite: Must be called in your actions when declaring
what you are doing. You must still spend an action to retaliate.
-Succeed on a Parry, spend a free action and make the base
difficulty with your Unarmed roll, and your counter attack is
performed at a –1DR and your opponent suffers a reduction of
their defensive roll by one level.
Roundhouse Difficulty: +15 STR +3D + Automatic Stun 1FA
-Expending an Free Action allows you to swing with incredible
force and blinding speed, causing enhanced damage and adding
a Stun result to your adversary (-1D to all actions in the current
and following round).
Snap Kick Difficulty: +15 FA, STR +1D
-A lightning fast kick that only counts as a Free Action, if
successful does some added damage. Only performable once
per combat.
Triple Kick Difficulty: +20 2FAs, STR +1D, 3 Strikes
-Adds two more kicks to the first. Spend an Action to kick and
two free actions to perform the others, the difficulty only applies
to the Free Action Strikes. Stacking damage incurs additional
difficulty as always. Performable once per combat.
Hilt Blow Difficulty: +5 FA, Automatic Stun
Prerequisite: Melee Weapon in hand
-Allows you to slam the hilt, basket guard or pommel of a melee
weapon into someone’s face or other vital area. The Attack
doesn’t cause lasting damage and applies an automatic Stun to
your adversary. Roll to hit as normal with the additional
difficulty. Only performable once per opponent. Stun affects
the current round if you have the initiative and the subsequent
round if you don’t.
Pivot Kick Difficulty: +15 FA, STR + 2D, trip
-Levering off an object you swing yourself with enhanced force
at your opponent. Spend a Free Action and then roll to hit.
Tosses your opponent ot the ground and must regain footing for
3 FA or 1 Action or 1FA if they have Instant Stand.
Performable once per combat.
Rolling Throw Difficulty: 20 FA, roll to hit, 4D Dmg, 1D+2 m
-grabbing your opponent you throw them which causes them to
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tumble across a surface. Expend a Free Action, beat the base
difficulty with your dice pool modified by all the actions you
took in a round and then roll to hit with that same pool of dice if
successful. Success indicates they take the stated damage and
tumble the 3-8 Meters. Armor is ineffective, resisted with pure
Strength. Usable once per opponent only.
Throat Jab Difficulty: 30 2FA, Opp looses actions & Stun 1
Prerequisite: Must have the Initiative
-You throat punch and adversary, causing them to gasp for air.
Expend 2 Free Actions and beat the base difficulty with your
modified dice pool accounting for all the actions you took in the
round and it succeeds. Your opponent looses all their actions
other than defensive ones. All Defensive actions are reduced by
2D. In the following round they are “Stunned” and suffer a –
1D to all actions. Performable once per opponent
Defensive Roll Difficulty: 20 FA, +4D to resist Damage
Prerequisite: Must be your only combat action
-Rolling away from danger and / or using existing cover or your
lower profile you gain additional damage resistance until your
next initiative begins. Expend the Free Action and beat the base
difficulty and it succeeds. You can move half your base move in
any desired direction. Reduce difficulty by 5 per D of damage
resistance you forgo.
Hand and Saber Difficulty: 15 FA, 1 Melee & Unarmed no pen
Prerequisite: Must be holding a Melee Weapon
-Expend the free Action, beat the difficulty with your modified
Unarmed dice pool accounting for all actions you took in the
round and you can perform a free unarmed Attack in addition to
your Melee Attacks. Performable once per opponent.
No Fall Difficulty: 20 FA, No trip, on feet and resume actions
-Any assault that causes you to be tripped or fall, fails to deliver
the desired result. Expend the Free Action, beat the difficulty
with your modified dice pool after all actions you took are
accounted for and it will negate the effects of any martial arts
maneuver that causes you to take damage from being flipped,
rolled, tripped, thrown, etc. Performable once per opponent you
face, per combat encounter. Note: So, in previous examples
some Maneuvers can only be used once per opponent. Because
once they get hit with them, they learn and avoid future trickery.
However, in this case, you can perform this defensive maneuver,
once per opponent (if more than one) in additional encounters if
they are, say, recurring villains. It’s effectively a get out of Jail
free card that’s reusable.
Soft Fall Difficulty: 20 FA, soften impact of fall by 4D
-Expend the Free Action, beat the base difficulty with your
modified Unarmed Dice Pool (or just the full pool if falling to
your death) and it lessens falling damage by 4D.
Weapon Juggle Difficulty: 15 FA, +2D on next attack &
defense roll
Prerequisite: Ranged or Melee Weapon in Hand
-By using deft movements and flipping a weapon from hand to
hand you confuse your opponent. Clearly the Jedi were not
flipping their lightsabers for pure style, it was to confuse the
anticipation of their strikes. Spend the Free Action, beat the
base difficulty with your modified dice pool (in this case it would
apply to the weapon, not unarmed combat’s dice pool) and you
gain a +2D bonus on your next attack & defense roll. Defense

will apply to overall defense while the attack bonus is only to
one attack. Performable once per opponent
Reversal Elbow Difficulty: 15 FA, lightsaber free hit or Melee
Weapon STR +1D + Weapon Code
Prerequisite: must be holding a melee Weapon
-Confers a free Melee attack while engaged in hand to Hand
combat. Expend the Free Action, beat the base difficulty with
your modified Melee Skill pool accounting for all the actions
you took in around and if successful, you gain a free Melee
Attack resolved normally with your remaining dice Pool for tha
skill. Performable once per combat.

missing limbs however.
Axe Kick Difficulty: 20 FA, Attack stun or better –1DR & +1DR
to damage, KO D6
-Swinging you leg upwards and bringing it down in a chopping
motion with severe force you do enhanced damage and have a
chance of Knocking your opponent out. Expend a free Action,
beat the base difficulty of the ability with your modified
Unarmed Pool and you can perform this Free Attack. Using
your modified Unarmed pool with a –1DR to strike your
opponent, if the result of your Strength damage modified up by
one level (15 to 20) is a stun result or greater then your
opponent is Knocked Unconcious for D6 rounds. Usable once
per opponent

Shoulder Charge Difficulty: 15 FA, Opposed STR KD STR +1D
-You slam into an adversary with your shoulder, using your
body weight and tensing up as if you were bashing down a door.
Expend the Free Action, beat the difficulty with your modified
unarmed dice pool and you pull the maneuver off, then roll an
opposed Strength check, adding =1D to your result. If you beat
their roll, they fall and take damage. They must stand as normal
3 FA or 1 Action (1 FA Instant Stand). Performable once per
Opponent

Martial Art Leap Difficulty: 15 FA, up to +18 m to Jumping
Distance, player choice.
-Performing this maneuver you manage to pull off wire stunts
only seen in Chinese Epics. Expend the Free Action, beat the
difficulty with your modified Climbing/Jumping Skill pool (Add
Acrobatics if possessed) and a success allows the player to
choose the additional distance they traverse in addition to
normal jumping distance.

Falling Roll Difficulty: 20 FA, +2D to Dodge FA, no KD
-Expend a Free Action, beat the base difficulty with your
modified Unarmed dice pool and it negates the effects of a
Knockdown, trip, throw, etc. However, with the added benefit
that you gain a +2D to your Dodge for the current and
following rounds. Performable once per opponent, per combat.

Power Melee Block Difficulty: after successful Parry, Add STR
Damage as a separate damaging attack.
Prerequisite: Must be holding a Melee Weapon or some sort of
shield, tables and chairs or car doors work as well.
-You block an attack with such force that it causes damage to
your opponent. Performable once per opponent

Multiple Kicks Difficulty: 20 FA, 2 Kicks FA STR +1D+2
-You expend 2 Free Actions to gain 2 free kicks. Beat the base
difficulty to perform successfully, you automatically hit. You
cannot target location. Damage will never stack. Performable
once per opponent.

Power Stand Difficulty: FA, Kick or punch STR+1D from KD
Prerequisite: Must be Knocked Down, Tripped or Thrown
-You lever off your hands or feet to slam momentum backed
force into your opponent. Expend one Free Action to pull off
and your reprisal attack benefits from a +1D to damage (can
carry over into the following round). If you have instant Stand
as well, add +1D to the Damage of the attack. The Attack itself
counts as an action. Performable once per opponent

Opportune Shot Difficulty: 20 FA, UA Parry then Ranged -1DR
& +1D to your roll.
Prerequisite: Must be holding a ranged weapon
-While in in hand to hand combat, you expend a Free Action,
beating the base difficulty with your Ranged Weapon skill’s
modified dice pool accounting for all the actions you took in the
round, if successful, you can make a ranged attack at the person
you are fighting at a vastly reduced difficulty. The ranged
attack still counts as an action. Performable once per opponent
Charge Difficulty: Free Action, -2DR to all your defensive rolls
for the round, STR +4D on the damage & KD rolls and -2DR to
your attack roll, Opp STR or KD
-Throwing caution to the wind you barrel into your opponent.
You suffer a defensive penalty, you gain the Strength +4D to
damage bonus to Melee Weapons used while doing this
(including Lightsabers) and your opponent will suffer a Knock
Down effect as described at length in several above Combat
maneuvers. Note: You can do this as often as you wish, you can
traverse your base movement. GM’s will happily kill you if you
do this all the time due to the vast reduction in your defenses. If
you are facing a lightsaber wielding opponent and you don’t
have one, think twice, or even at length before you try this. You
will probably hit them, and they will likely fall, you might be

Retrieval Difficulty: None, FA, Pickup stuff with feet / legs
-Anything you lost from a Disarm or want to pickup that’s
within 1.5m of you can be instantly snagged with no expenditure
other than using a free Action.
Alter Aim Difficulty: None FA, Opp STR –1DR, inst miss use
WP
Prerequisite: Must be within Base Move of the Gunman, it’s the
only action other than defensive ones that can be performed in
the round.
-Engaging an opponent that’s about to fire a ranged weapon
with unarmed combat. This allows you to interrupt a shot that
would have otherwise hit. Requires you to be in proximity to the
gunman. A successful Opposed Strength roll made while
reducing the Gunman’s effective strength toll by 1 Difficulty
rating (a 10 becomes 5) instantly causes the shot(s) in that
round to miss. Usable only once per opponent
Back Strike Difficulty: none FA, then attack as normal –2DR
Prerequisite: you must be behind your opponent, successful
stealth or surprise is necessary.
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-You strike them on their blind side at vastly reduced difficulty.
If they are not evading, convert the –2DR to +2DR to Damage
on the Unarmed or Melee Strike (Unarmed damage of 15
becomes 25 + Lethality).
Ground Strike Difficulty: +15, STR +3D Static Damage to kill
Prone Targets
Prerequisite: opponent must be knocked down, prone, sleeping,
etc.
-With the intention of killing your opponent, you hammer them
while prone and vulnerable in vital areas with an unarmed or
Melee Strike (Applies the additional damage to Lightsabers as
well)
Surprise Attack Difficulty: 30 3FA or 1 Action, Auto Initiative
-Performable once per combat the player can opt to “Seize the
Initiative”. Expend the 3 Free Actions or 1 Full Action and beat
the base difficulty with the modified dice pool applicable to the
attack accounting for all the actions they take in the round.
Success means you win initiative.
Triple Parry Difficulty: None. 2FA, +3D to Parry, Full Parry
-Allows you to Full Parry in Unarmed or Melee combat by
expending 2 Free Actions. Performable only once per combat
encounter.
Back Flip Difficulty: FA, +2D to Parry, Climb/Jump, Dodge
-Performable once per combat, you can expend a Free Action to
gain a substantial defensive bonus.
Hasty Blow Difficulty: +10 to melee and Unarmed, 3 FA or 1
Action
-Blazing fast strike that supersedes initiative, must be in melee
range (next to the adversary). Performable only once per
opponent. While they can still perform defensive actions, these
are done so at a –2D difficulty.
Joint Kick Difficulty: +20 to attack, ignore armor, +2D Dmg
-Designed to bypass armor, hitting weak points this lethal
assault is difficult to successfully execute.
Crescent Kick Difficulty: +20 to attack, head, STR+3D+ Stun
-Swinging you leg upwards with force catching your opponent
under the chin with jarring results. Stun effects last for the
current round and for two subsequent rounds (-1D to all
actions)
Handspring Kick Difficulty: none. 3FA or 1 Action, STR+2D,
avoid obstacle
-This is a combination of Attack and Defense, using the terrain
or environment (trees, tables, vehicles, etc.) You push off an
obstacle, hammering an opponent with a kick. It confers
complete avoidance of 1 attacker that would otherwise hit you in
the combat round. Really good for kicking a Jedi with a
Lightsaber in the balls. Performable once per combat
Palm Strike Difficulty: FA, STR
-Talk to the hand! This free attack, performable once per
opponent, consumes a free action and delivers Unarmed
damage to your adversary. Ignores Armor
Rear Kick Difficulty: 2FA, STR+1D+2 kick behind no pen
-If you are flanked, or someone is unsuccessfully sneaking up on
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you, this is a good way to let them know you mean business.
Kicking out with force directly behind you or slightly off to the
side, they will think twice about trying that again.
Wrist Chop Difficulty: FA, drop obj, Opp STR –2DR
-This is basically a super easy Disarm. Your Opponent will
drop whatever they’re holding instantly. Numbness in that wrist
will make that hand useless for 1D3 Rounds. Performable once
per opponent
All special moves can technically be acquired. Without a base
form to tie it to, Double training time (2 months). You can
create your own form, technically. That will take a lot of time,
however, training another will cost them half and refund you
character points equal to your Teaching Success Level.
All Costs can be mitigated by good Learning rolls. However the
base targets are going to be high.

Brawling: Requires you to have basic instruction or learn the
hard way.
Base Cost: 5 (1 session of training); Str 2D
Base Benefit: +1 pip to strike or parry, Punch
Novice Cost: 5 (1 sessions)
Novice Benefit: +1 pip to strike & parry, Roundhouse
Expert Cost: 5 (1 session); Unarmed 2D
Expert Benefit: +1 pip to damage, Kick
-Mastery Cost: 5 (1 session); Unarmed 3D
Mastery Benefit: +1 pip to damage, Hold/Grapple, Reversal
Additional Acquirable Maneuvers: Weapon Block, Shoulder
Throw, Charge, Elbow Smash, Feint, Head Butt (5 points each)
Martial Arts (Generic): Requires a teacher, can be honed with
practice outside class. The teacher can be a book, or datapad
or an instructional video.
Base Cost: 10 (2 sessions of training)
Base Benefit: +1 pip to strike & parry
Punch, Kick, Hold/Grapple
Novice Cost: 10 (2 sessions); Unarmed 3D
Novice Benefit: +1 pip to strike, parry & dodge
Snap Kick: Free Action, add 15 to difficulty STR +1D only once
per session, otherwise counts as an action.
Palm Strike: Add 15 to difficulty STR +1D, if damage exceeds
opponent’s STR by 10 they are –1D penalty for D6 rounds (not
wild). Disarm, Reversal
Expert Cost: 10 (2 sessions); Unarmed 4D
Expert Benefit: +1 pip to damage
Weapon Block, Spinning Kick: Add 20 to difficulty +3D
Damage
-Mastery Cost: 10 (2 sessions); Unarmed 5D
Mastery Benefit: +1 pip to damage armed or unarmed
Instant Stand, Instant Knockdown
Additional Acquirable Maneuvers: Multiple Strikes, Rolling
Throw, Falling Roll, Blind Fighting, Flip (5 points each)
Jedi Martial Arts: Requires a teacher or a book/datapad,
holochron or force ghost. It is an extinct art form after Episode
III, technically. Records of this form do exist in various
databanks and libraries.
Base Cost: 15 (3 sessions of training); Dex 3D, Unarmed 5D
Base Benefit: add 20 to the difficulty to have your limbs
chopped off (or damaged) in Melee combat. Weapon Block,
Blind Fighting, +1 to strike and parry per force point, +1D to
Parry & Dodge per Harmony Point, +1 to Control (Static)
Novice Cost: 15 (3 sessions); Unarmed 6D
Novice Benefit: add 5 to Melee defense vs losing limbs or
taking damage. Disarm, Instant Stand, Punch, Kick
Expert Cost: 20 (4 sessions); Unarmed 7D
Expert Benefit: add 5 to melee defense as above, Roundhouse,
Spinning Kick, Power Block: Free Action, add 20 to difficulty,
parry does STR +1D. +1 to Control (Static)
-Mastery Cost: 20 (4 sessions); Unarmed 8D
Mastery Benefit: Add 5 to Melee defense as above, Flip,
Elbow Smash, Flying Kick, Instant Stun
Additional Acquirable Maneuvers: None

Jedi Battle Master Martial Arts: Requires a holochron or force
ghost. It is a dead art form, dead for over a 1,000 years. Much
easier to master than “Modern” Jedi Martial Arts, even with the
added costs considered. Technically, this Art form was still
taught at the Pelagian Jedi Academy until it was destroyed.
Base Cost: 30 (6 sessions of training); Dex 2D, Unarmed 3D
Base Benefit: add 25 to the difficulty to have your limbs
chopped off (or damaged) in Melee combat. Weapon Block,
Blind Fighting, +1 to strike and parry per force point, +1D to
Parry & Dodge per Harmony Point. Control +2 (Static)
Tranquil Combat: may substitute perception for strength to
calculate base brawling damage.
Defensive Roll, Foot Sweep, Hand and Saber, Soft Fall
Novice Cost: 15 (3 sessions); Unarmed 4D
Novice Benefit: add 5 to Melee defense vs losing limbs or
taking damage. Disarm, Instant Stand, Punch, Kick, No Fall
Expert Cost: 20 (4 sessions); Unarmed 5D
Expert Benefit: add 10 to melee defense as above, Roundhouse,
Spinning Kick, Power Block: Free Action, add 20 to difficulty,
parry does STR +1D, Nerve Punch, Weapon Juggle
+2 Sense (Static)
-Mastery Cost: 25 (5 sessions); Unarmed 6D
Mastery Benefit: Add 10 to Melee defense as above, Flip,
Elbow Smash, Flying Kick, Instant Stun
Additional Acquirable Maneuvers: None
Imperial Guardsman Martial Arts: Must be Imperial or ex
Imperial Guardsman
Base Cost: 15 (3 sessions of training)
Base Benefit: Brawling above attribute adds to endurance rolls.
Punch, Power Block, Weapon Block
Novice Cost: 10 (3 sessions)
Novice Benefit: Hilt Blow, Pivot Kick, Throat Jab
Expert Cost: 15 (3 sessions)
Expert Benefit: Rolling Throw, Multiple Strikes, Instant
Wound, Instant Stand
-Mastery Cost: 10 (2 sessions)
Mastery Benefit: Whirlwind Kick, Silent Strike, Foot Sweep
Additional Acquirable Maneuvers: None
Jala’ishi Martial Arts: Must be a Storm Commando
Base Cost: 20 (4 sessions of training)
Base Benefit: Stealth Training - Practitioners of Jala’ishi are
said to be the best infiltrators in the galaxy. A Jala’ishi martial
artist adds brawling above attribute to Sneak and Hide tests.
Punch, Kick, Blind Fighting, Silent Strike
Novice Cost: 15 (3 sessions); Unarmed 5D
Novice Benefit: Disarm, Instant Stun, Foot Sweep, Reversal
+1 to Hide and Sneak
Expert Cost: 15 (3 sessions); Unarmed 6D
Expert Benefit: Instant Wound, Nerve Punch
+1 to Hide and Sneak
-Mastery Cost: 10 (2 sessions); Unarmed 7D
Mastery Benefit: Nerve Punch 2, Multiple Strikes
+1 to Hide and Sneak
Additional Acquirable Maneuvers: None
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Hapan Standard Martial Arts: Must be Hapan (normally)
Base Cost: 25 (5 sessions of training); Unarmed 5D
Base Benefit: Brutal Strikes - Hapan Martial Artists inflict an
additional +1D damage when using their martial arts (above and
beyond base damage listed for maneuvers). Roundhouse, Feint,
Kick, Weapon Block, Foot Sweep
Novice Cost: 25 (5 sessions); Unarmed 6D
Novice Benefit: Power Block, Snap Kick, Foot Sweep, Elbow
Smash, +1 pip to Strength (Static)
Expert Cost: 25 (5 sessions); Unarmed 7D
Expert Benefit: Flawless Counter, Triple Kick, Multiple Strikes
+1 pip to Dexterity (Static)
Mastery Cost: 25 (5 sessions); Unarmed 8D
Mastery Benefit: Flying Kick
+2 pips to Strength (Static)
Additional Acquirable Maneuvers: None
Note: Attribute gains will allow you to raise your maximum
attribute cap. Thus, normal strength can be raised to 5D (for
humans for example) and Dex to 4D+1.
K’Tara Martial Arts: (Alliance of Free Worlds, Common)
Base Cost: 15 (3 sessions of training)
Base Benefit: Never Surrender - K’tara practitioners have a
durasteel resolve and are not easily shaken. K’tara martial artists
may use any dice in unarmed combat above attribute as a bonus
to their willpower rolls. Kick, Roundhouse
Novice Cost: 15 (3 sessions)
Novice Benefit: Disarm, Elbow Smash, Hold/Grapple, Reversal
Expert Cost: 10 (2 sessions)
Expert Benefit: Falling Roll, Instant Stun, Multiple Kicks
-Mastery Cost: 10 (2 sessions)
Mastery Benefit: Shoulder Charge, Opportune Shot, Foot
Sweep
Additional Acquirable Maneuvers: None
K’Thri Martial Arts: (Galactic Renown)
Base Cost: 20 (4 sessions of training)
Base Benefit: Side Step - K’thri practitioners are fast and
reflexive, avoiding melee attacks rather than blocking them.
They may use their Dodge skill +10 to move away from any
unarmed or melee strike (will count towards defense vs. ranged
as well), MUST be engaged in Melee / Unarmed Combat to use.
Kick, Punch, Disarm, Reversal
Novice Cost: 15 (3 sessions)
Novice Benefit: Flip, Spinning Kick, + 1D to Athletics
(permanent)
Expert Cost: 10 (2 sessions)
Expert Benefit: Flying Kick, Instant Stand, Multiple Strikes
-Mastery Cost: 10 (2 sessions)
Mastery Benefit: Shoulder Throw, Blind Fighting, Foot Sweep
Additional Acquirable Maneuvers: None
Tapani House Guard Martial Arts: Must have served in the
Tapani House guard, a house member, or an old Senate Guard.
Base Cost: 25 (5 sessions of training)
Base Benefit: Reflexive Fighting - Practitioners may add any
skill D above attribute from Brawling to the following skills:
Melee, Dodge and Climbing/Jumping.
Hold/Grapple, Disarm, Punch, Kick
Novice Cost: 10 (2 sessions)
Novice Benefit: Instant Stun, Instant Knockdown, + 1 to attack
rolls
Expert Cost: 15 (3 sessions)
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Expert Benefit: Head Butt, Nerve Punch, Elbow Smash, +1 to
Defense Rolls
-Mastery Cost: 15 (3 sessions)
Mastery Benefit: Shoulder Throw, Spinning Kick, Weapon
Block, +1 to all Damage Resistance Rolls
Additional Acquirable Maneuvers: None
Note: Also known as Rebublic Senate Guard Martial Arts,
however, the form has been discontinued in the New Order by
the Empire.
Jensaarai Rek’Dul Martial Arts: Still taught in some corners of
the Galaxy, very quietly.
Base Cost: 15 (3 sessions of training)
Base Benefit: Rek’dul Form - Jensaari martial artists gain a
+1D bonus to any Parry rolls made, so long as they have a melee
weapon in-hand.
Add 5 to Melee defense vs losing limbs or taking damage.
Defensive Roll, Hilt Blow, Kick
Novice Cost: 10 (2 sessions); Unarmed 3D
Novice Benefit: add 5 to Melee defense vs losing limbs or
taking damage. Instant Stand, Spinning Kick, Elbow Smash
Expert Cost: 10 (2 sessions); Unarmed 4D
Expert Benefit: add 5 to melee defense as above, Reversal
Elbow, No Fall, Foot Sweep
-Mastery Cost: 10 (2 sessions); Unarmed 5D
Mastery Benefit: Add 5 to Melee defense as above, Power
Block, Instant Wound, Shoulder Charge
Additional Acquirable Maneuvers: None
Note: Taught in many smaller Jedi Academies across the
galaxy. This form was a combination of Sith Martial Arts and
Old Republic Jedi Martial Arts. It was MUCH easier to learn
and master than the “Modern” Jedi Martial Arts form, and it
was also widespread. For the Master of Jedi Martial Arts, it is
a wonderful addition for merging with. Reduces all costs of
learning Jedi Martial Arts by 5 points if Learned first. The
reverse does not apply. It’s a “bit” darker of a form.
Teräs Käsi Martial Arts: Originally taught by Followers of
Palawa, created prior to 3678 BBY, this combat form has a
small, yet devout following.
Base Cost: 30 (6 sessions of training); Unarmed 5D, Dex 3D
Base Benefit: Unconquerable Mind - Immunity to Mental
Based Attacks (Jedi or otherwise). Predictive Combat - Static 6
added to base Defense & another Static 6 added to Parry/Evade
rolls, Move +1, Instant Stand, Blind Fighting, Punch, Kick,
Charge.
Novice Cost: 30 (6 sessions); Unarmed 6D, Dex 3D+1
Novice Benefit: add 20 to the difficulty to have your limbs
chopped off (or damaged) in Melee combat. Move +1, Shoulder
Charge, Disarm, Reversal; Previous tier’s maneuvers 2 difficulty
lower
Expert Cost: 30 (6 sessions); Unarmed 7D, Dex 3D+2
Expert Benefit: add 5 to Melee defense vs losing limbs or
taking damage. No Fall, Instant Stun, Instant Wound, Nerve
Punch; Previous tier’s maneuvers 2 difficulty lower, Move +1
-Mastery Cost: 30 (6 sessions); Unarmed 8D, Dex 4D
Mastery Benefit: add 5 to Melee defense vs losing limbs or
taking damage, Palm Strike, Wrist Chop, Ground Strike, Triple
Parry, All Maneuvers are difficulty 5 lower, +1 Move
Additional Acquirable Maneuvers: Any only 2 points each.
Note: This is an ultra deadly combat form. It requires the
utmost patience and practice to master. It can be utilized with
Melee weapons, and Cannot be combined with any other hand

to hand form (style must be performed alone).
-You MUST have a master to be taught this form. Each tier is
likely to require a different master, located somewhere in the
galaxy and seeking out each master should be treated as if it
were a quest / campaign. Instructional recordings can only
teach you 1/2 of the BASE tier.
Imperial (Republic) Martial Arts : It can be taken as an
elective at any Imperial Academy. The combat form is more
focused than brawling, yet it is a generalized mass trained
combat form designed to be merged with basic Brawling. The
combat from was trained to Republic military during for almost
a thousand years prior to the Empire and as such it is taught in
many dojos and can be found any world that was once a
Republic ORD in addition to Imperial Academies.
Base Cost: 5 (1 session of training); Brawling Base
Base Benefit: +1 pip to strike & parry, Feint
Novice Cost: 5 (1 session); Brawling Novice, Unarmed 3D
Novice Benefit: +1 pip to strike, parry & dodge, Disarm
Expert Cost: 5 (1 session); Brawling Expert, Unarmed 4D
Expert Benefit: +1 pip to damage
Weapon Block, Vicious Strike(1FA): +1 Level of Damage (once
per combat).
Mastery Cost: 5 (1 session); Brawling Mastery, Unarmed 5D
Mastery Benefit: +1 pip to damage unarmed & Melee
Vicious Strike II (1FA): +1 Level of Damage (once per game).
Additional Acquirable Maneuvers: Falling Roll
Imperial (Assassin) : This is only trained to Imperial Assassins,
Royal Guardsmen, Storm Commandos, and other Elite Units
(like assassins). It can be acquired if you are Officer or higher
rank in the Empire otherwise. It is a more focused form of
Generic Martial Arts.
Base Cost: 10 (2 sessions of training); Unarmed 4D
Base Benefit: +1 pip to all unarmed rolls &damage
Punch, Kick, Hold/Grapple, Reversal, Disarm
Novice Cost: 10 (2 sessions); Unarmed 5D
Novice Benefit: +1 pip to all unarmed rolls & damage
Snap Kick: Free Action, add 15 to difficulty STR +1D only once
per session, otherwise counts as an action.
Palm Strike: 1FA, add 15 to difficulty STR +1D, if damage
exceeds opponent’s base STR roll (ignore toughness) by 10 they
are –1DR penalty for D6 rounds (not wild), only once per
session. Nerve Punch & Nerve Punch II
Expert Cost: 10 (2 sessions); Unarmed 6D
Expert Benefit: +1 pip to all unarmed rolls & damage
Weapon Block, Vicious Strike (1FA): +1 Level of Damage
(once per combat).
Mastery Cost: 10 (2 sessions); Unarmed 7D
Mastery Benefit: +1 pip to all damage rolls (including ranged
weaponry), Instant Stand, Instant Knockdown
Vicious Strike II (1FA): +1 Level of Damage (once per game).
Additional Acquirable Maneuvers: Any
Mandalorian Martial Arts: Typically the only instruction
centers are found on Mandalore. However, there are a couple
throughout the galaxy. Most Bounty Hunter’s guilds have
adopted this as the standard fighting style and it is available at
all major guild halls.
Base Cost: 15 (3 sessions of training); Unarmed 4D

Base Benefit: +1 pip to strike, parry & dodge, Move +1
Punch, Kick, Hold/Grapple
Novice Cost: 15 (3 sessions); Unarmed 5D
Novice Benefit: +1 pip to strike, parry & dodge, +1D to Power
Suit Operations
Sensor Sweep: Automatic, -1DR to any Power Suit based
sensors rolls (if possessed). Not surprised 1 in 6, adds to sixth
sense.
Targeting Boon: 1FA, -1DR to hit with ranged weapons, once
per combat. Disarm, Reversal
Expert Cost: 15 (3 sessions); Unarmed 6D
Expert Benefit: +1 pip to strike, parry & dodge, +1D to
General Maintenance & Repair
High Evasion: 1FA, -1DR to Evade in Power Suit, once per
combat.
Powered Blows: Requires Strength Enhancement to armor, 1FA,
once per combat, Static 6 to damage.
Weapon Block, Spinning Kick: Add 15 to difficulty +3D
Damage
-Mastery Cost: 15 (3 sessions); Unarmed 7D
Mastery Benefit: +1 pip to strike, parry & dodge
Boost Suit Performance: requires power armor, 2FA, Double
any singular speed code/Jump distance, once per session.
Duration 2 combat rounds.
Soak Damage: Automatic, triggers as if Reduce Injury at static
Perception rating. Once per session. Can be called after a
killing strike is received.
Instant Stand, Instant Knockdown, All bonuses now apply to
Power Suit Operations rolls
Additional Acquirable Maneuvers: Multiple Strikes, Rolling
Throw, Falling Roll, Blind Fighting, Flip, Soft Fall, No Fall,
Opportune Shot, Alter Aim, Retrieval, Instant Stun (2 points
each)
Nogri Martial Arts: Essentially the same as standard Martial
Arts (Generic). Triple all cost codes to any non-Nogri (GM
Discretion). +1DR to attack and defend if never encountered
before, normal afterward (cannot be combined with other forms)
Base Benefit: Vicious Strike I - Always active
Novice Benefit: Instant Wound +10 Difficulty, Multiple Strikes
+10 Difficulty
Expert Benefit: Vicious Strike II - Always Active
Mastery Benefit: -1 DR to all strike, parry and evade rolls,
Vicious Strike I & II always apply to Knives

Merging Incomplete Combat Styles:
-If the forms you are wishing to merge are un-mastered, the base
cost is 1/2 of the total tiers (of the lowest cost form, rounding
up) you wish to merge with the next form.
-If one of the forms is mastered, the base cost is 1/4 of the total
tiers (of the lowest cost form, rounding down) you wish to
merge with the other form.
This represents the creation of a Custom Combat form ONLY
for the first combined in this fashion. All other subsequent
combinations constitute an increased cost for merging
additional forms as normal (+5 per additional).
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3

Sub-Class
Jedi & other
Force Traditions

Force Roles (or paths):
Raw Jedi explained/expanded

Note: Their Force Attribute acts as Static Armor vs all negative
Force effects. Thus someone with an attribute of 3D has 18
points of Static Armor vs damage (or a base difficulty of 18,
often enhanced by a Willpower roll).
While any Raw Jedi has the ability to become a Traditional Jedi,
they must first overcome a Very Difficult (25) Willpower roll in
order to cast aside their “concepts” of how the Force is
accessible.
Raw jedi ONLY use their attribute to utilize their abilities.
They can inherently use all powers, on the inherent powers list
as one of their two free actions per round. The real joy of this
Jedi subclass is the removal of restrictions. No formal training
is necessary. You are a spell caster, and if you actually craft
spells that you put down into formulae their casting becomes
easier. You use spell components to amplify your power which
are consumed in the casting. Furthermore, you can create (or
find) Foci which allow you to either cast specific spells to
channel through these objects or you simply utilize the spells
that have been burned into these items by another caster.
In the case of powers raw Jedi cannot use traditional Jedi
powers at all. They may be similar, however, the effect will
never be identical. There is always a randomness to their magic/
force manifestation.
Now, lets say you want to really hit your stride. You then
manifest your core ability and decide to try something that no
power covers, like (as awful as it sounds) Magic Missile or a
bolt of either invisible or visible energy/mental trauma/whatever
and fire it at someone.

Anyone familiar with the Expanded universe should think of
the Witches of Dathomir. They are a perfect example of the Raw
Jedi. Force users that originally had powers as skills / spells
that triggered with that skill’s rating in dice for the ability and
it’s effects.
This is a Force Attribute based Jedi. However, if you’re
really looking to over complicate things there’s almost no
reason why they can’t multidiscipline in the path of a
Traditional Jedi. The two principals of Force Manipulation are
compatible with one another, it’s simply a matter of whether or
not you can justify it in game and you actually have enough
points to spread all over the place.
There are precedents of Dathomirian Witches that became
Jedi and Vice Versa, where Jedi became Alchemists, typically
referred to as the Sith Alchemist. The trouble actually occurs
when you blend the disciplines. You are governed by both sets
of rules at that point in time. Thus a Raw Mage picking up
Traditional Jedi principals now can no longer focus the Force
into directed attacks without gaining Dark Side Points! So,
multidiscipline at your own Character’s peril. Consider them to
be “Limited Force Users” for the purposes of Traditional Jedi
Principals and Power Acquisition limitations, with a Cap of 5D
instead.

Base Difficulty is 10 (5 + 5 for one level higher to manifest the
ability on the fly) + 5 per additional attack / missile. Thus:
Casting one missile, that does your attribute’s damage to
someone requires you to roll a 10 on however many dice you
have.
YOU AUTOMATICALLY HIT, the only resistance to this is
if you have Force Armor, Force Attribute or having Absorb/
Dissipate energy up and armor where applicable. This
resistance is NO different to a any Jedi vs. Jedi combat. If a
trained jedi hits you with force lightning or uses TK to push you,
your Attribute directly reduces this ability. It’s the same here,
except that Raw Jedi will likely have a higher attribute in most
circumstances.
Lets take the above example and make it a spell. For the cost of
5 character points you “lock” the ability. Base Difficulty is 5
+5 per additional attack / missile. That’s where they start to get
nasty.
Standard rules apply for adding character points, except if you
cast multiple missiles you must spend up to 2 character points
PER missile to deal damage to multiple foes or a single foe.
Up to 3 character points can be spent on any non combat power.
Duration: Unless otherwise specified by the caster, the
duration of a power is instantaneous. Any spell that is set to be
sustained adds 5 difficulty to roll. Any Spell that lasts a number
of rounds equal to the caster’s attribute adds 5 difficulty to the
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roll. Twice the attribute in rounds 5 more difficulty, and so on
and so forth.

components do.

So say you want to animate a suit of armor to fight pursuers, the
base spell is 10 + 5 (Sustain) + 5 (Attribute in rounds) + 5
(Attribute in stats for the armor) = 25 to pull it off. The armor
would have it’s normal characteristics + your attribute divided
amongst Dex and Str and remain in effect for your attribute in
Rounds.

Expendable Material Values and Effects:

Imbuing items with attribute: as above, per 5 difficulty you
add the object imbued (temporarily) will have a total amount of
attribute dice equivalent to your Force Attribute. GM discretion
on this, it can easily get out of hand (for maximum conferred
STR & DEX, no intellectual or piloting skill can be conferred)
Area of Effect:
Lets take it step further and say you want the spell / on the fly
manifested ability to have Area of effect. You add 5 to the roll,
this gives you 1m per D of attribute you have top the area of
effect. Even at the edge of this area of effect, the blast is at full
attribute damage. Per 5 in difficulty that you add to your roll,
the area of effect DOUBLES. Thus, by adding 10 to your roll,
you affect 2m per D of attribute that you possess. It can get
pretty wicked and very difficulty to pull off, very fast. Count all
pips in attribute as 1.1 additional feet. (3.3 feet = a meter).

A note on Spell Complexity:
As a general rule, the number of additional functions you add to
a spell should not exceed 2 + Force Attribute D expressed as 1
for 1D. Anything exceeding this number becomes a second
action. With subsequent enhancements to a spell becoming
additional actions.
Limitations:
On the Fly Spells: 1 + 1 functions
Attribute Enhanced Spells: Force Attribute D code in Functions
+ above
Locked Spells: +1 spell function (memorized)
Casting from a Grimoire: +1 spell function + locked bonus
Grimoire Casting requires the physical book (which can be
destroyed along with the locked spell)
Memorized Spells: 1 Locked Spell Per D of Force Attribute
Memorized Spells reduce difficulty by 5 but do not add
additional functions to spells.
Now lets talk buffing your powers beyond using character
points (can be used in conjunction with character points /
force points always).
You can utilize consumable components for added
effectiveness. Or you an tie the “spell” to force resonant
materials that don’t get burned up in the casting. Furthermore,
the more valuable the material that is expended / the spell is tied
to = more power. You can bind a number of spells to each item
based upon its material quality D rating. Expendable
components typically yield a higher return than non-expendable
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0-10 Credits: +1D
20-50 Credits: +2D
100 Credits: +3D
1000 Credits: +4D
10,000 Credits: +5D
50,000 Credits: +6D
100,000 Credits: +7D
1,000,000 Credits: +8D
5,000,000 Credits: +9D
10,000,000 Credits: +10D
The limitation to the above is that the object must be something
the player can carry. It can, actually, be any component found
in the wild like a priceless painting in a museum, on the wall,
whilst the character is being pursued! However, the spell effect
must make sense to the spell being utilized. Thus creating a
hallucinatory terrain identical to the painting that comes to life
and dazzles and confuses the pursuer, is what I’m talking about.
As always, utilize GM discretion on this. There could be
massive ramifications for destroying priceless objects!
An example of a basic material would be like a ball of sulfur
consumed in the casting of something like a fireball. That
material should be in the 0-10 credit range. A package of
refined, high yield, gunpowder 20-50 credits, a package of
Thermite 100 credits, However, burning something like a
firegem, valued at 50,000 credits would add the characteristics
of it’s actual explosive ability to the spell effects in addition to
the bonus listed here.
The bonuses can be used for either Effect (Damage) or to
add to your roll for success, or split between the two at the
player’s discretion.
Any power that is kept “up” for a Raw Jedi is considered one of
his or her 2 free actions in a round! Thus you could sustain a
“fly” spell without using an action after initially taking an action
to cast it.
Any Spell, manifested ability or mimicked force power is
considered to be one action. Multiple actions diminish
Attribute, when your attribute hits ZERO, regardless of
your consumables / foci bonuses, you can perform no
additional actions for the round (even dodge).
Foci:
These are the items that don’t get consumed in casting and allow
you to have one spell per pip they have in their D code attached
to each of them. Spells must be crafted specifically for them.
Foci Values and Effects:
Force Token / Jedi Coin 300-500 credits: +1 pip
Lightsaber Crystal 2,500+ credits (must be natural): +2 pip
Force Resonant Material 5,000 credits, extremely rare, usually
metal and fashionable into things like belt buckles, brooches,

ornate hair pins, alcohol flasks, etc: +1D
Powerful Jedi Student clothing is priceless: +1 pip
Powerful Jedi Knight garb is priceless: +2 pips
Powerful Master’s Robe/Clothing is priceless: +1D
Sith Lord’s Armor is priceless and has other negative effects:
+2D (full suit) reduce by 1 pip per piece missing.
Old Republic Jedi Battlemaster’s armor is priceless: +2D
Force Artifact is utterly priceless, like a holochron: +2D
Kalibur Crystal is priceless: It’s rating is whatever its rating is
up to 5D
Note: You can expend a Foci. If burned, this triples it’s D code.
Unless you’re screwed, you should never burn any of these
items. Any Foci at a +1D rating or higher immediately
generates a force point for the user that is triggered when
burned.
Some items may not be usable if you are a darksider. They may
actually have adverse effects as will the Sith Armor, like
nightmares and haunting. The reverse applies to Lightsiders.
Sacrificial Expenditure:
This is rare.. Can be massively evil, or it’s your final act…
Sacrifice a mundane for power: +2D immediate dark side point
Sacrifice a force user for power: +2D + their attribute as above
Self Sacrifice: +120 Suicide + Attribute
Willing Sacrifice: Mundane +3D; Force User + 4D + Attribute
The first 2 require you to KILL them first, this may be difficult
Limitations:
Only one spell per D in attribute can be memorized at any given
time. Otherwise the spell must be cast from a Grimore or a
datapad or scroll or something written.
The advantage of a memorized spell is a 5 point reduction to
difficulty in casting it.
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Raw Jedi Alchemy & Inherent Ability:
The Raw Jedi is incredibly flexible but does not benefit from
any Jedi like inherent abilities save for “Empower Object”.
Inherent Raw Jedi Abilities: (All Innate)
+1 to Free Actions (3 Base)
Base Proficiency: Alchemical Weapon (1D cost for Full)
Cantrip (1FA)
Control Alchemical Object
Counter Casting
Detect “Magic”
Disrupt “Magic” (Variable)
Identify Object
Mage Sense
See Aura
Sense Force Disturbance
Transfer Force (2FA)
Detect “Magic”: Does not allow the user to sense Force, it
allows the user to inherently see items (that are visible) that are
Enhanced/Enchanted/Possessed for what they are. Jedi will not
glow, however, any sustained Traditional Jedi ability requires an
opposed Force Attribute roll to determine. Attempting to
identify multiple sustained abilities requires multiple rolls at the
cost of 1FA each. Range is Line of Sight or (if obscured) 1m
per D of Potential, pips are expressed as 1.1 feet.
Disrupt “Magic”: A Raw Jedi can disrupt the effect of a Force
Ability or Object. This applies to any power they are within
range of. The Disruption can only target a single D code at a
time (which is typically sufficient to temporarily disrupt the
static effect a Force Artifact which triggers at a defined power
level).
Range: 1m per D of Potential, Pips translate to 1.1 feet.
Disruption Effect:
Actions per round:
Effect (Round up):
1FA
1 pip per 3D of Force Potential
2FA
2 pips per 3D of Force Potential
3FA or 1A
1D per 3D of Force Potential
Counter Casting: The Raw Jedi actively attempts to counter
the casting efforts of an opposed Sub Class Jedi. Subtract as
many dice from the opponent as the Raw Jedi wishes to apply to
the effort within range. Range is 1m per D of Force Potential,
pips are 1.1 feet. Note: This, first reduces Force Potential, then
reduces their Attribute (attribute is considered double for
Counter Casting), if it reduces their attribute to 0D, they cannot
cast or sustain spells. “Full Round Action (s)” (mage can still
use defensive actions or already sustained spells).
See Aura: Allows the practitioner to get the general feel for the
disposition of another. It works basically like receptive
telepathy without the communication aspect and it translates
into general feelings pulled from the surface emotions of a
being. Even if the being read has no visible tells, the power still
extracts the general sense of the target.
Sense Force Disturbance: The same as the Jedi Ability.
Mage Sense: Allows the Raw Jedi to get a generalized sense
when another Raw Jedi is around. It does not pinpoint their
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location, however, can be used as a generalized warning as it
will spike if their counterpart’s intention is to harm them.
Cantrip: A basic spell that can be cast with a free action, like
ignite a candle or candles, melt ice or wax, dust a small area,
clean dirt from garments, chill or heat a drink, etc.
Identify Object: Allows a Raw Jedi to instantly recognize the
powers of an object. Any Alchemical item is instantly
recognized along with any powers that are tired to the object.
Some items may require research and time (GM Discretion).
This does not extend to Holochrons other than understanding
their base significance (Sith or Jedi). Same with Sith Armor,
you will know it has negative effects, research will be required
for the specifics.
Control Alchemical Object: The Raw Jedi can choose to
suppress any abilities that an object has and trigger them as they
wish to. Example: The Raw Jedi comes into possession of a
Chaos Knight’s sword that is normally tossing off oscillating
light, a foul stench and Force Sleaze… The Raw Jedi can
suppress any or all of these abilities AT WILL. The Raw Jedi
can choose to manipulate their output to behave differently (like
only outputting Force Sleaze instead of the obscuring stench).
Raw Jedi Alchemy:
Allows the Raw Jedi practitioner to create imbued objects that
allow them to focus their spell effects through the “enchanted
items” as if they were minor artifacts.
1.

2.

3.

They can create an unlimited number of objects as
described in the “Create Force Talisman” Force Power.
They can have up to 3 +1 per 4D in Force Potential in effect
simultaneously. However, after the first, the others must
perform different functions (you cannot have 3 Talismans
with Force Resistance). The others can (as their base
difficulty) have individual Traditional Jedi Force Powers
tied to them, that activate at a Static Attribute & Skill Code
equal to one quarter the Raw Jedi’s Force Potential
(rounding up). Example: Bracers of Enhance Attribute
(must specify the attribute) or a ring of Reduce Injury.
Note: Anything providing attribute bonuses does NOT
provide a Static buff. Just the Die Code.
They can create an Alchemical Weapon: Creation takes 1
month & 10,000 Credits. It becomes a Static Weapon,
locked at the D code of the base material strength of the
item (normally 2D) +1D. Increase the cost of the item by
5,000 if Force Resonant Materials are used: Yields a +2D
to material strength. (You can technically find a 3D base
material, add force resonant material and end up with a 5D
Static Weapon, add 5,000 to base cost). 3D Static Weapon:
10,000 Credits. 4D Static Weapon: 15,000 Credits. 5D
Static Weapon: 20,000 Credits.
Any spell cast through these Alchemical Weapons will gain
the benefit of +1D (+2D if Force Resonant materials are
used) of the object as a Foci Bonus. Up to 3 spells may be
tied to any such object. Only One Object can be actively
used for any action. However, they are not limited to
possessing merely one. They can use as many as they have,
but only one at a time.

The White Current (Raw Jedi)

perception roll for Current practitioners. No amount of drugs,
Acid Trips or otherwise can alter they way they perceive their
surroundings.
Pierce Illusion: allows the White Current user to immediately
identify illusions and pierce them, regardless of the power level
of the Current user that created the illusion.
-Furthermore, this includes all optical illusions. That includes
Jedi Knights that are bending light, and any stealth enhanced
individuals. Their ability to notice these individuals strips away
stealth bonuses and merely requires a Very Easy Perception roll
to notice them. The ability counteracts, all technological stealth
devices as well (including cloaking devices). The Mage must
actively be in a place where he/she can see the cloaked ship,
however, otherwise the ability has no effect.

New Powers:
Force Immersion

Originally, the principles of the order were based upon the
Falanasi teachings which were typically pacifist in nature. This
is not always the case with the followers of the Current. Many
become disenchanted with their lives of seclusion in their
illusory masked cities. Others, unwilling to simply allow the
events of the galaxy to unfold while terror reigns supreme, strike
out to bring their unique talents to bear against the Galactic
Empire.
Followers of the White Current cannot affect the physical
realm. Their core abilities are based off the Raw Jedi.
However, anything beyond their own, personal, bodily control,
will never take a tangible aspect. Everything outside of
themselves is an illusion. For all intents and purposes, consider
them to be Raw Jedi with a –3DR to casting any illusion, on the
fly or otherwise.
-Sustaining illusions will drain the practitioner, however, all
their illusionary spells can be sustained (their spell complexity
only includes the “initial” + 10 for a sustained spell) until they
drop the power.
Willpower & Endurance offset this; Difficulty 10 +5 per 1/2
hour the Current practitioner maintains the illusion. Combine
Willpower & Endurance rolls.
1st Failure: Stun, 2nd Failure: Wound, 3rd Failure: Dispelled
The Inherent power list below is similar to the Raw Jedi with the
following modifications:
Inherent Raw Jedi Abilities: (All Innate) As Raw Jedi &
below:
+1 to Free Actions (3 Base)
Pierce Illusion (Instant, no action required)
Cantrip (1FA) - Illusory
Perception Manipulation Immunity
Perception Manipulation Immunity: Means just that, it is
impossible to ever alter a Current user’s perception of anything.
They see right through disguises, notice reconstructive surgery,
and see things as they should be, or as they naturally are (they
even notice holograms for what they are). Difficulty is base 5,

Ability Use: Unique and Innate to Current Mages
Description: The Current Mage has the ability to completely
immerse themselves into the flow of the Force itself, it yields
the following effects:
True Awareness: 2 FA Complete Awareness of all
surroundings and reveals all beings, no matter how powerfully
obscured (even at a Celestial Level)
Flawless Obscure: 2 FA The Practitioner is rendered invisible
to everyone other than another practitioner of their art actively
using True Awareness.
Obscure Others: 1 A per individual The Practitioners can
immerse others into the Force Current. Difficulty is 10 per
additional being, DR reduction from the class itself does not
apply here (only if provided from perks), however, foci and
expendable spell components will aid the transition. Anyone
brought into the Force Current with the practitioner, gains the
same core perception as the Current Practitioner.
-Once Immersed into the Current, individuals cannot be injured
unless another Current practitioner directs adversaries to target
their general location in the force.

Force Locker
Ability Use: Unique and Innate to Current Mages; 4A
Description: The Current Mage has the ability to create an
extra dimensional storage area that exists within the Current and
moves with him/her. Items stored there can be called to hand at
will (1 FA per item).
Duration: 1 Day per D of attribute
Weight Allowance: 1,000 KG per D of attribute.

Force Dimension
Restriction: Must exist on a planet’s surface.
Ability Use: 1 Week of casting, -1D Force Attribute 1 Month
Description: The Current Mage has the ability to create an
extra dimensional realm within a structure that is incredibly real
and affects all within with real results. Mundane characters
cannot enter unless they accept an “invitation” once entry is
gained they lose all Mundane resistances. The realm is fully
furnished and include defenders that all have the Mage’s Force
Attribute as all their core attributes. Realm is fully furnished,
and the initial structure must be at least the size of a hut. Think
“Baba Yaga’s” Hut. Caster controls everything within.
Duration: Permanent, Locked to a single Dwelling only one can
exist at a time.
Mobility: The Dwelling is mobile, it has a base move of 10
Durability: The Dwelling becomes DS Scale 2D, 4 locations.
Weight Allowance: 125M Squared per D of casting Attribute.
Effectively 7,500 Metric Tons of volume per 125M.
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Traditional Jedi as Raw Jedi:
Generally speaking, any Traditional Jedi (Control, Sense, Alter)
has the capacity to practice Raw Jedi Mage arts. Functionally,
once they acquire the ability to re-channel the force (no less than
1 month of training or 1 session of gameplay) they can begin
casting spells to a limited degree. Consider them as “Limited
Force Users” for the purposes of casting and all applicable rules
(found on the next page), except they can maintain two on the fly
spells.
As mentioned in passing, Traditional Jedi can wield Alchemical
Swords, however, any tainted objects can subject them to an
Immediate Dark Side Point. Sith, specific, swords almost
always grant an immediate Dark Side Point and the Jedi will
ALWAYS be aware of this as the object radiates “Evil”.
Alchemical Weapons, in a Traditional Jedi’s hands confer the
same bonuses as a Lightsaber effectively and they are
considered to have base proficiency (not advanced Proficiency)
and thus only require 5 character points in investment to acquire
the Alchemical Weapon skill. Base Proficiency eliminates only
5 points of the difficulty of the weapon.
Force Channeling, Using Foci, Fetishes or an Alchemical
Weapon applies as usual. However any channeled combative
magics using these buffs are subject to an additional Dark Side
Point being generated for the Jedi due to the enhanced nature of
the assault.
Alchemical Magic can, very easily, open a Traditional Jedi up
to the Dark Side. Any attacks channeled in the same fashion
that a Raw Jedi would utilize as a standard attack will generate
a Dark Side Point for the Traditional Jedi.
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An example of a Traditional Jedi practicing Raw Jedi Arts is the
“Sith Alchemist”. While this example was generally quite Evil,
this is not indicative of all “cross class” Traditional Jedi that
acquire this form on the Force as an ability.
Instances of Traditional Jedi as Raw Mages is somewhat rare
but not unheard of. Many sages were hybrids of the Raw Jedi
Principals and although it is not spoken about in any detail, the
creation of Force objects, Holochrons included, would not have
been possible if a Raw Mage/Traditional Jedi was not present
during the item’s creation.
It is quite likely that many Jedi Masters have at the very least,
dabbled in this form of Force Manifestation. Typically, any
unexplained Force Manifestation from any past or present Jedi is
easily explainable by applying the principals of the Raw Mage.
While any Traditional Jedi has the ability to become a Raw
Mage, they must first overcome a Very Difficult (25) Willpower
roll in order to temporarily cast aside their “concepts” of how
the Force is accessible.
Video games like the Force Unleashed are prime examples of
the blending of a Raw Jedi with a traditional Jedi. He began
with Raw Jedi potential and gradually evolved as a hybrid of
the two using both Elemental Powers in his assaults and force
manifestations. He wielded a combination of the Raw Focus
Form and Imperial Jedi combat forms simultaneously. It’s a
bit less glamorous in the formal RPG, because he would have
gone insane from touching the Dark Side constantly (as many
of the clones that used only Dark Side powers did).

Limited Force Users

only resulting in a lowering of core temperature “getting the
chills”. +1D to ALL Perception or search rolls when one
triggers.
Enhance Attribute (Innate) - Force Attribute is the only bonus
Receptive Telepathy 2 FA - Force Attribute is the only bonus
Accelerate Healing (Innate) +2 (3) Natural healing Rolls per
day at +2 & reduce healing targets by –1DR
Magnify/Enhanced Senses 1FA - Force Attribute is the only
bonus
Enhanced Combat (Innate): Add attribute to defensive or
offensive rolls; ONE OR THE OTHER, DEFENSIVE or
OFFENSIVE (can trigger Enhanced Attribute and this power
naturally)

Not all beings can become Full Jedi. This describes the rules
classification for Jedi that not only suffer Limited potential but
also have a limitation to their grasp about how they can perceive
the Force. These individuals might be Force Users, however,
their connection is so limited that they detect as non-Force
Sensitive. Thus even the Empire’s Force Scanners will fail to
detect these individuals.
Initial investment in Force Sensitivity only requires 10 Points,
and thus not a Full Attribute Die (1 Pip only). They begin play
with +1 Pip in attribute only, with a theoretical Maximum of 1D
Force Attribute.
They do not start play with 2 Force Points, in fact, they are
considered to have Edge points as they are less Jedi and more
Mundane. Thus they start play with 2 Edge Points. As such
they do not acquire Dark Side Points, nor will they ever
benefit/suffer from them. Their connection to the Force is
Muddled and draws from both the Dark and Light sides of the
force in equal measure.
While barely registering as a Force User, they do gain a handful
of Instinctive Usable Abilities. Like glimmers of a premonition
of danger or a sense of “I have a bad feeling about this”.
They are ineligible for all Force Disadvantages in the
Disadvantages section (save for 1). If Weak Connection to
the Force is chosen (page 14) they can never raise their Force
Attribute above +1 pip (However, the disadvantage is only
worth 3D to them and does not require an Attribute D
investment.)
Inherent Usable Abilities:
+2 to Free Actions (4 Base)
Danger Sense (Innate); Limited Detail = +1 Pip to avoid + Sense
as normal if they acquire it, for a Free Action they can add +1D
to evade in the round the attack occurs, they do not get the sense
the round prior.
Sense Force Disturbance (Innate); Incredibly Limited, typically

Alchemical Weaponry or Lightsabers - They gain the bonuses of
a Pattern Knight (page 35) to some extent ONLY if they are
proficient in Alchemical Weapons or Lightsaber. Their
Attribute will apply to Strike, Parry or Evasion while wielding
one (pick one per combat round, all do not apply
simultaneously)
Trainable Abilities:
As with any Force User, if you present them with the ability to
pickup skills and abilities from a book, or a Master, they can
learn.
1. The Traditional Force
They can acquire Control, Sense and Alter, though at a
substantially capped potential. None of these abilities can be
raised above 2D+1. Furthermore, the acquisition of these
abilities does not count as an Advanced Skill. They are straight
cost, just like a skill and are purchased and raised in the same
manner.
2. The Raw Mage
In addition to the above, they can also pickup the principals of
Raw Jedi Force ability. They are governed by all the rules a
presented in the book and limited by their Attribute.
Only One On The Fly spell can be attempted at any given time
and no more than one can be sustained.
They are not limited to number of “Locked” spells. More than
one can be cast in a turn.
Can they call upon the Dark Side? Yes. The difficulty to do
so is a flat 20. There is no “stun” effect associated with this, and
they are not granted (penalized) by retaining the Dark Side Point
at the end of the game session.
What happens if they traverse a Chaos Node or a Pattern?
Do they become Jedi? No. They will gain attunement,
however. Traversing a Chaos Node or a Pattern will grant +1
pip to Force Attribute, each one will allow them to increase their
Force Skills by +2 pips. They would cap out at 1D+2 Attribute
& 3D+2 for Force Skills.
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Quixotic Jedi

(this includes ripping their weapons away with Telekinesis).
They do not gain additional powers, however, they benefit from
the following list of inherent powers just as any traditional Jedi
does with the following modifications:

Quixotic Jedi are Force practitioners that don’t quite fit into the
role of a traditional Jedi. For whatever reason, they can never
gain Control or Alter as advanced skills. While some might
think this neuters your ability as a Jedi, you need to look at the
benefits.
1. They’re focused, meaning all Sense rolls are made at a –2
DR difficulty.
2. You never have to worry about raising the other two skills,
which is incredibly costly. You also don’t really need to
have a high attribute at all. Sure there’s a benefit, but most
of the abilities can be pulled off with Pure Sense rolls, and
easily at that.
3. While the Quixotic Jedi don’t require a master, they can
benefit from instruction. They raise their Sense as an
Advanced Skill ALWAYS, however, any training medium,
whether that a book, a Jedi Knight or an Alien Vegetable of
the Force, will act as if they had the Training Advanced
Skill equivalent to their Sense D Code and will confer these
bonuses to the Quixotic Jedi if they spend the time. Such
training can only benefit the Quixotic Jedi once, per
medium (increase rewards by 100%, yes x2). This is
because the Quixotic Jedi is so observant that there’s
nothing more to learn in multiple sessions.
4. Attack: Quixotic Jedi’s combat abilities come into play
easily. You can play the Gun Kata Master (pictured above),
a melee expert or even an enhanced hand to hand fighter.
Quixotic Jedi Apply their Force Attribute to Damage and
their Sense dice become extra Action dice (to strike, parry
& Dodge). You can do all three, they are simply individual
powers: Gun Kata, Paladin (Melee) and Bruce Lee
(Unarmed).
5. Defense: When a Quixotic Jedi enters his combat form (1
Action if not innate, which can be parked as a Free Action
after the first round of activation), they can parry with their
Guns, the Melee Weapons or their Hands/Feet/Teeth,
whatever, any static Damage weapon at no penalty. Their
weapons are effectively indestructible so long as their
power is “up”. Furthermore, any attempt to disarm them is
made at a penalty equal to their combined Force Attribute
and Sense dice on top of any base difficulty
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Inherent Usable Abilities:
+1 to Free Actions (3 Base)
Accelerate Healing (2FA) - Attribute + Sense
Control Breathing (2FA) - Attribute Only
Danger Sense (Innate) Attribute + Sense
Enhance Attribute (2FA) - Attribute Only
Instinctive Astrogation Sense (2FA) Attribute + Sense
Sense Force Disturbance (Innate) Attribute + Sense
Reduce Injury (2FA) Attribute + Sense
Receptive Telepathy (Innate) Attribute + Sense
Projective Telepathy (Innate) Attribute + Sense
Sensory Deprivation (Variable; below) Sense Only
Life Sense (Innate) Attribute + Sense
Magnify/Enhanced Senses (1FA) – Add force attribute Or
trigger the power and stack the effects.
Quixotic Combat (Innate for 1 Form) (Attribute Based
Damage Bonus + Sense for Strike/Parry/Evade)
-Choose one of the three Forms: Gun Kata (Ranged), Paladin
(Melee) or Bruce Lee (Unarmed).
This, core, focus does not take an action to activate, it’s always
“on”. Other combat forms can be acquired, however, they
require a power use to activate.

New Powers:
Sensory Deprivation
Ability Use: Unique and Innate to Quixotic Jedi
Description: The Quixotic Jedi is so adept at enhancing his or
her sensory abilities that they can, actively, shut down sensory
receptors in the body. Thus depriving themselves of the ability
to feel, see or hear anything outside of their own selves. The
difficulties to perform this ability are as follows:
Resist Stun: 1 Free Action (immediately dispels all stuns that round)
Ignore Wound: 1 Free Action (Maintained)
Ignore Wounded Twice: 2 Free Actions (Maintained)
Ignore Incapacitation: 1 Action per round (Maintained)
Ignore Mortal Wound: 2 Actions per round, will die in 2D6
rounds… Will likely be offset as Reduce Injury will auto trigger
Close Mind: 1 Action & 1 Free Action per round Immediately
Resist, perfectly, any mental Assault (Force Ability or
otherwise, this does not pertain to Interrogation or Empathic
Readings)
Ignore Everything: 1 Action & 2 Free Actions per round.
Adds Force Attribute + Sense Dice to any Interrogation /
Empathic Read & Even Narco (Drug) Interrogation. The Jedi is
always aware of current wound levels, so they know when they
are about to die.

Quixotic Combat
Ability Use: Unique and Innate to Quixotic Jedi
Description: The combat form of the Quixotic Jedi. One type
per Character can be Innate (and not trigger an action), the
others can be learned as powers (picked up without a master as
the player wishes after character creation for 5 points each).
Effect: Force Attribute adds Damage & Sense Adds to Strike/
Parry/Evade rolls. (Yes even to dodge in any form, assume the
Jedi is flipping around like Riddick or something ;) ).

Pattern Knights (Jedi)

They do not gain additional powers, however, they benefit from
the following list of inherent powers Just as any traditional Jedi
does with the following modifications:
Inherent Usable Abilities:
+1 to Free Actions (3 Base)
Accelerate Healing (2FA) Attribute + Control
Control Breathing (2FA) Attribute + Control
Control Pain (As Force Power)
Danger Sense (Innate) Attribute + Control
Detoxify Poison (As Force Power)
Enhance Attribute (1FA) Attribute + Control
Instinctive Astrogation Control (2FA) Attribute + Control
Sense Force Disturbance (Innate) Attribute + Control if local
Reduce Injury (1FA) Attribute + Control
Receptive Telepathy Trump Only (Innate) (Drawn Picture)
Projective Telepathy Trump Only (Innate) (Drawn Picture)
Magnify/Enhanced Senses (1FA) – Add force attribute Or
trigger the power and stack the effects. Attribute Only
Pattern Combat (Innate) (Attribute Based Damage Bonus +
Control for Strike/Parry/Evade with Pattern Item/Enchanted
Weapon). This also applies to unarmed combat.
-This is always active, Pattern Items (their signature weapon)
can be called to hand, instantly, over any distance.

New Powers:
Shadow Walking
Pattern Knights are much like Quixotic Jedi in the sense that
they are a more focused type of practitioner. They can never
gain Sense as a skill (more about Alter later). The benefits are
as follows:
1. They’re focused, meaning all Control rolls are made at a –2
DR difficulty. (If they Multidiscipline in Chaos Knight
reduce to –1DR due to lack of Focus)
2. Pattern Knights don’t gain additional abilities and cannot
lean more powers from a Jedi or a book. They all are
initiated by walking a “Pattern” of their family or otherwise.
Increasing Control is ALWAYS full cost. They do benefit
from instruction, like a Quixotic Jedi. After initiation, they
can even go so far as creating their own pattern (or focus of
their power). Pattern creation can be deadly, however, the
benefits are massive.
3. Once Initiated they gain access to all Inherent Usable
Abilities as well as immediate access to their native Ability:
Shadow Walking (Plane Shifting/Folding Space)
4. Enchanted Item Creation:
A. Each Pattern Knight can create one enchanted weapon of
choice, limited to archaic melee and ranged weaponry. This
is a static weapon, indestructible and has additional
properties.
B. Trump Creation: Any place they can think of or they have
seen, that can be drawn (even in rudimentary fashion on any
surface, typically on something like a playing card) allows
them to use it as a focus to Shadow Walk to that location
immediately. -1 DR to their difficulty
5. Combat: Force Attribute Adds to damage with their
signature weapon. Furthermore, the Control skill adds to
Strike/Parry/Evade.

Ability Use: Unique and Innate to Pattern Knights
(You can take your time for up to a +5D bonus to your rolls)
Dice Pool: Force Attribute + Control
Time to use: 3 Rounds to perform, 2 Actions per round
Description: The Pattern Knight can, effectively, fold space as
well as shift into another reality. The details of that reality are
largely created by player description, however, the GM should
take full liberty with the inhabitants of said realm. They could
be hostile. The difficulties to perform this ability are as follows:
No Trump Focus: Folding Space Raw is dangerous. Base
difficulty is 60 (-2 DR: 30 +/- GM discretion) for any area
within a Known & Mapped, sector. They can bring up to
1,000 Kilograms per D of attribute + 100 Kg per point they roll
on control. Any failure here directly adds to wound levels per
level of difficulty the player misses their roll by. (30 difficulty
must be hit on Attribute + Control)
Trump Focus: Folding space with the aid of a Trump Card or
reference object (depiction of the area) reduces the overall base
difficulty to 40 (40 –2 DR = 25). Doubles Weight Allowances.
A # of Knights = to the initiator’s Force Attribute can work in
Tandem and stack Dice directly
Plane Shifting: 1 Full Round Action, once per day (you may
not perform other actions, including dodge). You cannot gate
into another plane of existence across the known galaxy.
However, you can describe a plane of existence where every
step you take is a mile and traverse great distances and emerge
at another point in the sector much further away.
No Trump Focus: Base Difficulty is 30 (-2 DR = 20)
They can bring 4,000 Kg per D of attribute + 400 Kg per point
they roll on Control.
Trump Focus: Base Difficulty is 20 (-2 DR = 10)
They can bring 12,000 Kg per D of attribute + 1,200 Kg per
point they roll on Control.
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Note: Their Pattern Weapon (must be a pattern created
weapon) is Considered to be a Non-Expendable Foci of +2D for
the above abilities only.
Pattern Knights are NOT limited to only their perspective of
Order and the Force. If they discover a Node of Discourse, they
can traverse it (like walking a pattern, but utterly chaotic) and
gain the abilities of a Sorceror as well as their own.

Pattern Magic
The Pattern is the focus of the Pattern Knights abilities. The
pattern is a manifestation of Order placed upon the Chaos of the
Galaxy. It is a willing creation of the individual that forces it
into existence. It looks much like a glowing maze on the
ground. The effects of the pattern tie in to the fabric of reality in
the areas in which they exist and they alter their surroundings by
casting “Shadows” which allow the Pattern Knights to Plane
shift. So long as one pattern exists in a sector, any Pattern
Knight (even if not affiliated with the Pattern) can Plane Shift.
Pattern Knights can always Fold Space as normal. Patterns are
effectively indestructible, however, they can be destroyed by a
member of the bloodline… It is a deadly and difficult process.
As is the process to repair a Pattern. Should a Pattern be
destroyed, any Shadows it has cast are so too destroyed along
with anything in them.
Once you begin walking a pattern, you cannot stop. You cannot
escape, you cannot go backward. You must complete it or die in
the process. Preparations to walk any pattern can be taken,
extending the time taken by 2 hours per +1D bonus you gain, up
to a maximum of a 3D bonus.
Walking a Pattern:
This difficulty is largely left up to the GM to decide. However,
it should be a test of Willpower and Endurance. Simply walking
a pattern to gain it’s knowledge is not all that difficult. The
player cannot be Mundane. Or the pattern will kill them. If the
player is not Force Sensitive, a successful navigation of a
Pattern will render them Force Sensitive.
If a Force Sensitive walks a Pattern Successfully, they will gain
1D of Force Potential.
If a player with a Force Attribute Walks a pattern, they will gain
abilities randomly determined by the GM in addition to the
standard abilities (as will the Force Sensitive and the Non Force
Sensitive even though the newly, only Force Sensitive's will not
be able to access any abilities that require Base Attribute to
work, however it is possible for a Force Sensitive to have a 0D
Attribute and Control Dice.
Note: Walking a pattern doesn’t necessarily create only Pattern
Knights, it could awaken latent powers that will allow someone
to become a Raw Jedi or a Traditional Jedi, in rare
circumstances about 10% chance for each: Pattern Knight
80%, Traditional Jedi 10%, Raw Jedi 10%.
Creating a Pattern:
Base Difficulty is 120, the process is lethal to the user if they
fail their roll, they die. This creates a broken Pattern. Foci can
be used for the creation of a Pattern, however, these Foci are
absorbed by the Pattern upon creation.
Foci Creation: 1 Year & 20,000 credits per D bonus, up to a
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possible +3D. It is an enchanted object forced into being by the
creators sheer force of Will and part of their Force Essence.
Pattern Creation takes 24 hours + any Prep time.
Successful Creation of a Pattern, permanently, drains the creator
of 1D of Force Attribute.
Benefits of Creating a Pattern:
1. You can fold space, from anywhere, at any time with
anyone to the Pattern you created. You can, likewise,
return to the place you left from in the same fashion (once
that route has been created, the route deteriorates, after 24
hours): Difficulty: 25 (-2 DR 15)
2. Create Pattern Ghosts: You can, quite literally, be in
multiple places at the same time. You can create up to 1
clone of yourself at any given time and dispatch it on
missions. It will, for all intents and proposes, be you,
though it will know it is not. This clone is immune to mind
assault (including force attacks), and is utterly loyal. You
can see what it sees. You do not have to be present at your
pattern to create it. You can do this, at will, anywhere.
3. You can instantly travel to a number of Shadows your
pattern casts, with anyone, with no weight limit, so long as
it is only one vessel. (So you can effortlessly move a
starship of any size into and out of a Shadow). No roll
necessary. Must be in the sector your Pattern exists in. The
Number of initial shadows your pattern casts is: 1 per D of
attribute you had at creation. 1 Additional Shadow each
Century.
4. Immortality: You immediately Gain Immortality as a result
of your pattern’s creation.
5. Folding Space in your Sector becomes Easier -2DR.
Folding space in any other sector is at -1DR. Plane Shifting
in your Sector of Space is at -2DR and in any other sector 1DR. All weight Allowances in your Sector are x10, in any
other sector are x5.
6. The Pattern has a certain level of Sentience. If threatened it
will summon up to your Force Attribute (at the time of
creation) in Pattern Ghosts to defend it.
7. Over time (50 years, 10 years per section starting from the
sublevel up) the Pattern will create a fortification to cover
itself. Said fortification will be a Castle of some sort, with
the equivalent of Planetary Shields of 6D, the Structure
itself is Battlestation Grade with a Hull rating of 6D and 5
locations. 4 Castle sections and the sublevel where the
Pattern resides.
8. Your Pattern location is in its own plane of existence and
will attract inhabitants that are aligned to you. They will
come to man the walls, carry out trade and will establish a
society there. This generates income: 100,000 Credits
annually.
9. No technological weaponry works in your Pattern Realm, at
least none known. (Though they can be constructed there)
Notes: Traditional Jedi Knights can traverse Patterns, likely
with ease. Benefits of doing so vary wildly but never change
their perspectives on the Force. Raw Jedi can traverse them as
well. Likely awarding points toward increasing Force Attribute
or, simply raising Force Potential.
-Pattern Knights are few in number, in any realm they exist in.
Typically locked to particular noble bloodlines. While more
powerful than the average Chaos Knight… the Chaos Knights
outnumber Pattern Knights by a factor of 100.

Chaos Knights (Jedi)

of some elemental effect of choice.
Inherent Usable Abilities:
+1 to Free Actions (3 Base)
Accelerate Healing (2FA) - Attribute + Alter
Enhance Attribute (1FA) - Attribute Only
Sense Force Disturbance (Innate) - Attribute Only
Receptive Telepathy (2FA) Attribute Only
Projective Telepathy (1FA) Attribute + Alter
Transfer Force (2FA)
Discordant Combat (Attribute Based Strike/Parry/Evade Bonus
+ Alter for Elemental Damage Effect)

New Powers:
Sorcery:

The Chaos Knights are a typically a race of Demonic looking
Humanoids, they can become shape shifters and typically
choose Human forms, their human forms are only accessible
after traversing a Pattern (which applies Order to their forms,
which vary wildly). Only one form can be chosen and it must
be that of some standard life form (like a Human). Their force
beliefs are based off of Chaos, and their power focus is a Node
of Discord.
Perhaps an easier way to imagine them fitting properly into the
Star Wars universe would be to, simply, say they are
descendants of the original Sith species.
Anyone can traverse a Node of Discord, even the Mundane.
The benefits are as follows:
1. They’re focused, meaning all Alter rolls are made at a –2
DR difficulty. Unless they multidiscipline in Pattern
Knight which reduces this to –1DR due to lack of focus.
2. They all are initiated by taking the Trial of Discord. It is
believed that Nodes of Discord existed long before Pattern
Magic. Increasing Alter is ALWAYS full cost. They do
benefit from instruction, like a Quixotic Jedi.
3. Once Initiated they gain access to basic powers. In addition
they have immediate access to their native Ability: Sorcery
& Teleportation
4. Enchanted Item Creation:
A. Each Chaos Knight can create one enchanted weapon of
choice, limited to archaic melee, or a wand or a Staff. This
is a static weapon, indestructible and has additional
properties. Creation takes 3 Months & 20,000 Credits
B. Once Initiated they can Fold Space and after walking a
pattern, they can traverse Shadows & Shape shift.
5. Combat: Force Attribute Adds to Strike/Parry/Evade with
their signature weapon. Alter adds to Damage in the form

Chaos Knights are prepared Spell Casters, only. They do not
access the Force like Raw Jedi do and cannot create spells on
the fly. They must create spells, formally, (as in all aspects of
the spells effects must be defined), at a cost of 5 points per spell
& all their spells REQUIRE material components. However,
the rules for their spell casting is just like a Raw Mage with the
following differences:
1. They must have spells Created, Prepared & possess material
components for each spell. -2DR for Created Spell and
Prepared Spell -1 DR each. This gives you the ability to
add Area of Effect, more duration, etc, to spells, or keep
them simple and cast multiple without incurring a multi
action penalty). Characters begin with their Force Attribute
in Spells, ie 3D Force attribute = 3 Spells. Spells must be
detailed. Spell Casting only costs 1 Free Action for them.
2. Force Attribute is their Casting Ability, Alteration Skill is
the Effect of the spell. -2DR to alteration applies to the
effect of the spell. Thus, if it’s damage based, the effect of
the damage output is +2 DR levels (13 Damage becomes 15
& then 20). Or in the case of something like Accelerate
Another’s healing, it reduces the difficulty of the dice rolls
by –2DR (a difficulty of 10 becomes 0).
3. They can Have up to 2 Spells Per D in Attribute Prepared
per day. (Yes, they are limited to how many spells they can
cast in a day).
4. Their Focus Weapon is Considered to be a Non-Expendable
Foci of +2D. They gain no benefit from additional non
expendable Foci. (cannot be a Pattern Created Weapon)
5. They do not benefit from Casting from a Grimoire.

Teleportation:
Ability Use: Unique and Innate to Chaos Knights
(You can take your time for up to a +5D bonus to your rolls)
Dice Pool: Force Attribute + Alter
Time to use: 1 Full Round Action, Once per Day
Description: The Chaos Knight can Fold Space. Their Focus
Weapon always acts is if it were a Trump Focus like the Pattern
Knights (in addition to it’s +2D bonus to cast). The difficulties
to perform this ability are as follows:
No Enchanted Object: Folding Space Raw is dangerous. Base
difficulty is 60 (-2DR: 30 +/- GM discretion) for any area within
a sector. They can bring up to 500 Kilograms per D of attribute
+ 50 Kg per point they roll on control. Any failure here directly
adds to wound levels per level of difficulty the player misses
their roll by. (30 difficulty must be hit on Attribute + Alter)
Enchanted Object: Folding space with the aid of the
Enchanted object, will reduce the overall base difficulty to 40
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(40 –2 DR = 25). Triples Weight Allowances A # of Knights =
to the initiator’s Force Attribute can work in Tandem and stack
Dice directly
Note: These practitioners of the Force are not Evil, they do not
believe in ritual sacrifice.
Note: Pattern Knights are NOT limited to only their perspective
of Order and the Force. If they discover a Node of Discourse,
they can traverse it (like walking a pattern, but utterly chaotic)
and gain the abilities of a Chaos Knight as well as their own.

Discordant Magic
Discordant Magic is the focus of the Chaos Knights’ abilities.
Discordant Magic is a manifestation of Chaos in the galaxy with
no limiting factors. It is a willed into existence by the Sorcerer,
utilized for Teleportation, Enchanted item creation or focused
into formal spells. A Node of Discord looks like swirling
madness when viewed from a distance. The effects of the Node
tie in to the fabric of reality in the areas in which they exist. So
long as one Node exists in a sector, any Chaos Knight (even if
not affiliated with the Node) can Teleport. Discord Nodes are
effectively indestructible, and their appearance is random.
Though, there is typically at least one Node of Discord per
sector of space if not more. Some inhabited, some not.
Once you begin traversing a Node of Discord, you cannot stop.
You cannot escape, you cannot go backward. You must
complete it or die in the process. Preparations to traverse any
node can be taken, extending the time taken by 2 hours per +1D
bonus you gain, up to a maximum of a 3D bonus.
Traversing a Node of Discord:
This difficulty is largely left up to the GM to decide. However,
it should be a test of Willpower, Cunning and a Physical
challenge. Traversing a Node of Discord is difficult. The player
can be Mundane. If the player is not Force Sensitive, a
successful navigation of a Node of Discord will render them
Force Sensitive.
-If an Non-Force Sensitive traverses a Node of Discord
Successfully they will become Force Sensitive and can Acquire
the Alter Skill without having an Attribute. Though only
powers tied directly to Alter can be utilized at this point.
-Mundanes that successfully traverse a Node of Discord do not
become Force Sensitive, they become more Force Resistant,
adding a one time 1D bonus (whether or not they possess force
armor to begin with) to resist the effects of the Force in all its
manifestations. Traversing a Node of Discord as a Mundane
Successfully allows any Mundane to then attempt to Walk a
Pattern for a similar boon, though this is much more deadly.
-If a Force Sensitive traverses a Node of Discord Successfully,
they will gain 1D of Force Potential.
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Traversing a Node of Discord as a non force Sensitive:
Base Difficulties:
Willpower: 30
Endurance: 30
Dodge: 25
Climbing/Jumping: 20
Random GM created logic test—No roll required, player musty
figure how to navigate the obstacle in alone.
Any failure, at any point = Death
Traversing a Node of Discord as a Mundane:
(With or without Force Armor, Force Armor still applies to
all combat situations)
Willpower: 40
Endurance: 50
Dodge: 30
Climbing/Jumping: 25
Random GM created logic test—No roll required, player musty
figure how to navigate the obstacle in alone.
&
Random GM created Lethal One on One combat facing an
opponent of equivalent ability (typically themselves), though
their “twin” is more linear and less apt to be creative.
(Optional) Walking a Pattern after Traversing a Node of
Discord as a Mundane:
This is a pure Trial of Willpower and Endurance:
Willpower: 90: Can Add Force Armor to the Roll
Endurance: 90: Can Add Force Armor to the Roll
Any failure, at any point = the player is utterly obliterated
Notes:
-Only an uninitiated Jedi or a Pattern Knight can gain the Full
benefit of emerging as a Chaos Knight upon completion of the
trial.
-Traditional Jedi Knights, Quixotic Jedi & Raw Jedi can
traverse Nodes of Discord, likely with ease, this will be child’s
play to them. Benefits of doing so vary wildly but never change
their perspectives on the Force. Likely awarding points toward
increasing Force Attribute/Force Potential or simply increasing
one other the other or both (GM discretion).

Enchanted Items for Pattern and Chaos Jedi:

of the item:

As stated earlier these items simply take time and money to
create. No rolls are necessary, like the complex creation the
Raw Mages go through to create a Foci Weapon.

1.

Pattern Knight Enchanted Items:
In addition to all previous statements about a pattern knight
being able to summon this item to hand over any distance, their
weapons have the following additional properties:
1.
2.

3.
4.

5.
6.

7.
8.
9.

The item is considered to be a 5D Static Damage Weapon
In their hands, the item is effectively weightless for
purposes of carry weight. It has all the heft and weight
necessary to properly strike, however, it is more typically
wielded like a lightsaber, a weapon of finesse and skill,
showcasing the users prowess. As such, the item can be
effortlessly thrown.
Strength is always to the Damage code if the weapon is a
melee weapon and Perception is added if it is a Ranged
Weapon, however this is random, not a static addition.
It is a pattern item, anywhere the weapon is left the player
can, in one full round action Fold space for themselves and
up to two other individuals, directly to the object with no
difficulty. Though they cannot return in the same fashion.
The object acts as a permanent Foci if the Pattern Knight is
initiated at a Node of Discord, applying the same bonus as a
Chaos Knight’s weapon.
Only an initiate of the Pattern, initially, can have a weapon
of this caliber. A Chaos Knight that initiates by walking a
Pattern can never gain the ability to create a Pattern
Weapon.
If the Pattern that the weapon is tied to is ever destroyed,
the item looses all properties and becomes a normal weapon
+ 2D (Sword becomes High Quality +4D damage weapon).
The Item emits light in a variable radius, from nothing out
to 30 feet. Player Controlled.
While the item can be effortlessly called to hand, it can still
be disarmed or torn from their grasp. Recovery can occur
on the following combat round in such circumstances.

2.

3.

4.

5.

Can Be called to hand if within 100 meters of the wielder
for 1 FA. If anyone is holding the weapon they are called
with the item. Player can summon the item with the foreign
user attached to any location within that 100 Meter radius
(even if it causes them to fall to their deaths).
It sheds random, often osculating colored lighting but
otherwise as per the Pattern Knight item property. And will
Pulse when danger is near (100m radius, user cannot be
surprised, however user cannot hide the light) when drawn.
It produces wildly random effects during combat. Often
surprising even the wielder due to it’s chaotic nature.
Anything from Chain Lightening to Showering the
combatants in multicolored flowers and even the possibility
of spewing manure. These properties will never harm their
wielder, though they may soil their clothing.
The item ALWAYS emits a totally random from of stench
& Force Sleaze, so utterly foul that it confuses any attempts
to track the wielder (Force based or otherwise). Consider
the 5D static code of the weapon to be the added difficulty
(+30).
The Item can be purposefully broken. It immediately
teleports the user to safety, range is based off of a 5D roll,
10m per pip (50-500m). The item detonates with the force
of a 15D Static Blast wave (90 Damage) in a 15m radius.
The user must, literally and purposefully (full round action)
break the weapon and they are Ground Zero for the
Explosion.

Notes: Pattern/Chaos Knights can create other, Permanent,
enchantments. These Enchantments are impressive. For
example they can create a semi autonomous, semi sentient,
Magical Computer. However, such enchantments can only
occur after they have mastered both a Node of Discord and
Walked a pattern, these creations must remain in proximity to a
Pattern to continue to exist. They expend 1 pip of Force
Attribute permanently, per creation. The uses of such objects is
myriad and can be incredibly useful if the player is creative.

Chaos Knight Enchanted Items:
1. The item is considered to be a 5D static Damage Weapon.
2. In their hands, the item is effectively weightless for
purposes of carry weight. It has all the heft and weight
necessary to properly strike, however, it is more typically
wielded like a lightsaber, a weapon of finesse and skill,
showcasing the users prowess. As such, the item can be
effortlessly thrown. Though the item cannot be called to
hand by default.
3. Strength is always to the Damage code if the weapon is a
melee weapon and Perception is added if it is a Ranged
Weapon, however this is random, not a static addition. If
the item is a wand, it is considered ranged and fires bolts of
energy.
4. It is a Foci item as per the Chaos Knight description. It can
be utilized by others in the same fashion as it is not bound,
specifically, to the Chaos Knight.
You may Choose one of the following as an additional property
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4

Droids as
Characters

Droids as Characters

Droids can end up looking wildly different from standard
characters, with the ability to have 1D in attributes rather than
2D minimum. Some droids won’t even possess certain
attributes.
Follow the following breakdowns:
Bare Bones, Droid: 665 Points
No more than 3D per skill. You cannot place a skill D in an
unskilled area. Advanced skills can be purchased at the cost of
2 skills or 2D. Players can chose up to 7D in disadvantages and
can have no more than 7D of Advantages. No attribute can be
above 3D base.
Standard, Droid: 700 Points
No more than 3D per skill. You cannot place a skill D in an
unskilled area. Advanced skills can be purchased at the cost of
2 skills or 2D. Players chose 2D of Advantages and can elect to
choose up to 8D in Disadvantages; may have no more than 6D
in additional Advantages (beyond the free 2D). No attribute
can be above 4D base.
Mid Power Level, Droid: 785 Points
No more than 4D per skill. You cannot place a skill D in an
unskilled area. Advanced skills can be purchased at the cost of
2 skills or 2D. Players chose 3D of Advantages and can elect to
choose up to 12D in Disadvantages; may have no more than 9D
in additional Advantages (beyond the free 3D). No attribute can
be above 5D base.
High Power Level, Droid: 870 Points
No more than 5D per skill. You cannot place a skill in an
unskilled area. Advanced skills can be purchased at the cost of
2 skills or 2D. Players chose 4D of Advantages and can elect to
choose up to 17D in Disadvantages; may have no more than
13D in additional Advantages (beyond the free 4D). No
attribute can be above 6D base.

Looking at character generation we a discussed several different
methods for creating a droid. One of the best concepts was
contributed by Xeen, who put a lot of work into the creation
system. Initially, I was going to list it here, as it was written.
However, in an effort to balance the system with the existing
build points I have taken the core of his rules and replaced his
point costs with the point mechanic we use to build all player
characters.
For Droid creation you will be looking almost exclusively at the
“Total Build Points” per package. All the costs are the same,
effectively and costs for certain Droid modules, attachments,
and weaponry are in the following pages. Attributes cost 30
points per D (or 10 per pip), Skill slots cost 5 points, Skills cost
5 points. No skill dice can be placed in an non-proficient skill
(no skill slot). Advanced Skills cost 10 points.

If you are purchasing an existing droid model, the total cost
of the droid must fit within each point cost “power level”. If
not, you cannot play that droid. Furthermore, if the Droid
possesses attributes that are greater than the listed maximums of
the power levels, you cannot play that droid. When selecting a
pre-existing droid model no additional dice can be placed in
Attributes over the base model at character creation.
(Advantages still apply)
-If you pay for a base model and have points left over, those can
be spent on skills, Advantages or Hardware upgrades.
Inherent Issues & benefits with playing a Droid:
Droids can never learn certain Advanced Proficiencies:
The list below apply because no matter how hard a Droid tries,
they’re never going to have the range of sensation that a Human,
Twi-Lek or any other race will. However, droids can purchase
certain hardware upgrades that may confer abilities that are very
similar.
Mental Sponge
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Convincing Liar
Cultural Savant
Entrepreneur
Slutduction
Situational Awareness
Punching Bag/Tank
Droids cannot raise their attributes with Character Points,
however:
Droids can be modified or modify their attributes using standard
modification rules (up to 1D+2 above their base D codes).
Engineering rules for enhanced modification of engineering
enhancements are applicable as well (taking things beyond the
1D+2 modification). Modification and Engineering rules are on
the following pages. Advantages still apply.
Droids have difficulty learning new skills:
Based upon the level of their core processing, droids have
differing degrees of learning. Some, have no ability to learn
whatsoever. Droids cannot perform any skill they do not
possess. Circumvented by Advantages and advanced hardware.
Memory Loss:
Droids are susceptible to memory wipes, which reset them to
factory settings (wipes out all skill advancement). This can be
circumvented by Advantages and at least one hardware
upgrade.
Restraining Bolts:
Restraining Bolts, as well as, other programming may force
droid players to do things they do not want to do. This can be
circumvented by Advantages and advanced upgrades.
Life Preservation Hardwired Programming:
Even Battle and Security Droids are programmed to only kill at
certain times. All other droids will not act in any way with the
intention of harming a sentient life form. This can be
circumvented by Advantages, Disadvantages or hardware
upgrades.
Droids are subservient:
Droids are also unable to think outside of the box. Only through
special software or hardware does this change for a base model
droid. Through extensive role-playing can a droid develop out
of this disadvantage (GM discretion). This can be circumvented
by Advantages, extensive programming (Droid Engineering) or
advanced hardware upgrades.
Note: A Droid can become sentient through gameplay as well,
typically 30 game sessions if not memory wiped.
Activation/Deactivation Switch:
All Droids are built with a activation & deactivation switch.
This can be circumvented by a Hardware upgrade (internal
locked switch).
Ion Weaponry:
This weapon is effectively a blaster set to stun for a droid.
However, vs this type of weapon they lose any inherent
toughness (later in the list) vs Stun. This can only be resisted
effectively by Ion Hardening/Shielding (like a Magnetically
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Shielded Speaker) and Advantages.
DEMP Weaponry:
In addition to providing the effect above (Ion Weaponry),
DEMP guns will utterly fry a droid. What this means to you is
that you can permanently lose functionality, skills, etc. DEMP
weapons are utterly lethal to droids. Consider DEMP as having
the effects of Ion Weaponry (the loss of 2 points of resilience at
each wound level) & the Droid looses a D of strength (which
can mean they may have no resistance roll at all). This effect
can be better resisted by Ion Hardening and Advantages.
-Per wound level including stun, reduce one skill by 1 pip.
Droid Movement Systems:
Wheeled and Tracked are free, Bipedal and quadrupedal are 5
points, flight systems (repulsor) are 5 additional points. Extra
limbs, bought in pairs cost 5 points. Base movement is assumed
to be 10. For every point below 10, refund 5 build points. For
every point above a move of 10 the cost is 5 build points.
Note: Rocket & Jet Packs cost 10 points, they have static
movement distances they traverse. Please refer to the model of
Rocket or Jet pack you want in the D6 Equipment Guide
(downloadable from D6 Holochron) or one of the many other
WEG D6 Sourcebooks.
Droids can “buy” skills:
Skill packages can be acquired to circumvent learning problems
and installed into the droid. This constitutes learning the base
skill (not providing additional dice). The cost varies and is
listed on page 91. (note: Advanced skill purchases only grant
the skill slot, not a starting 1D in that skill).
Droids can use skill trainers to learn skills:
The kind of enhancement granted is based off the rating of the
skill package. Typically 1-7D (rating). The rating is the
Training skill of the skill package, points awarded are resolved
normally (every 5 points rolled = 1 skill point toward the skill).
Note: More expensive Static skill packages may be available.
Droids are all tougher than their Meatbag counterparts:
No matter which way you look at it, droids are just tougher in
general. They’re not made of soft tissue. Increase the Wound
rating (including stun) of Droids by 2.
Furthermore, Droids do not suffer the negative effects from
wound levels. They suffer no D pool loss. Any sort of “inflict
pain” effect has no effect on Droids (including DEMP
weaponry, if they survive).
Droids all have to recharge to remain functional:
Droids can operate for 24 (1 Day) hours prior to experiencing
any sort of appreciable power drain.
After the first 24 Hours:
+1-12 Hours: -1 pip to all skills
+13-21 Hours: -1 pip to all attributes
+22-30 Hours: -2 pips to all skills (stacks with above)
+31-40 Hours: -2 pips to all attributes (stacks with above)
+41-45 Hours: -1D to all skills (stacks with above)
+46-50 Hours: -1D to all attributes (stacks with above)

+51-60 Hours: -1D to all attributes and skills (stacks with
above)
+61-70 Hours: -1D to all attributes and skills (stacks with
above)
+71-80 Hours: mandatory shutdown
-A 24 hour charge can be acquired in 1 hour if the facility is
provisioned for Droids. (this includes almost all starships)
-A 24 Hour Charge can be provided by any standard portable
(beer can sized) power cell. Recharge rates are 8 Hours per
hour.
Note: This does not apply to damage resistance unless it is
something like an Energy Shield. Also, if an attribute or skill is
reduced to zero, that attribute no longer functions. Thus, if the
droid possesses a lot of skill slots with no skill in them, then the
first –1pip to skills disables them.
Droids need Maintenance:
For Example, a simple oil bath will apply a +1D bonus to all
droid skills for 8 hours. However, this is not required (the
effects of well rested).
-Routine Maintenance (for 1 hour daily): +2 to all repair rolls for
1 day.
-Full Maintenance (4 hours daily): +1D to all repair rolls for 1
day.
-Every 1 day a droid has no maintenance, reduce repair rolls by
1 pip (maximum 1D penalty).
Note: If a droid has hands, it can perform self maintenance only
at a routine level.

Droids have an alternate list of Advantages and
Disadvantages:
Many of the normal advantages are not applicable to Droids.
Some of the Advantages and Disadvantages listed may cost
differently than they do for Meatbags.

Advantages:
AMBIDEXTROUS 1D
ARMOR DEFEATING ATTACK 1-3D
ATTACK RESISTANCE 1D-3D
BACKUP MEMORY 1D: Able to retain all memory even after
a memory wipe. The technician performing the memory wipe
will believe they are successful (even though this is not the
case).
CAPITAL 1D-5D
COMMAND OVVERRIDE 1D: Allows the droid to ignore
restraining bolts and command software/hardwired directives.
CONTACTS 1D-3D
CRIMINAL CONTACTS 1D-3D
ENHANCED ATTRIBUTE 3D
EXPOSE FAULT 1D
FAME 1D-3D
FAST REACTIONS 1D
FELLOWSHIP MEMBER 1D
FORGETTABLE 3D
HEURISTIC EVOLUTION 3D: Grants Droids the ability to
use skill they do not possess. Consider any skills they don’t
have, but want to acquire to cost double for the purposes of
Initial Cost to purchase (10 points for normal skill / 20 points for
advanced skill), afterward the skill advances as normal. A droid
attempting an unskilled roll suffers no penalty (normal) & a 10
(advanced) point penalty to attempt it. (A Heuristic Processor
performs the same function).
Note: Droids with either this advantage or the Hardware will
become sentient if not memory wiped over an extended period
of time. Approximate time is GM discretion, however, 15 game
sessions is the norm (half of 30 for droids without this ability)
HYPER MOVEMENT 1-3D: +2/4/6 to Move (must specify
the motive type ie: Repulsor, Ground, Underwater, space, etc.).
LIFE PRESERVATION OVERRIDE 1D: Allows the Droid
to ignore it’s life preservation programming.
LONGEVITY 1D: Can operate for up to 3 days without a
recharge. However, replenishment will follow standard rules on
each 24 hour segment of power to be replenished.
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OBSCURE KNOWLEDGE 1D

MORAL QUALMS 3D: Cannot remove life preservation
programming, ever.

PATRON 1D-3D
QUIRK 1D-3D
PHOTOGRAPHIC MEMORY 1D: Perfect, recorded
memory. Feel free to piss off the GM and tell them you cannot
possibly forget anything. Even better than the Meatbag version.
NANOTECH 3D: Allows natural healing to occur. -2 DR to
Natural Healing Rolls/Repair Rolls to repair damage, always
consider as if Bacta & Medpack are present for the rolls; May
make two healing/repair rolls per day; +2 to stun/wound rating.
Drains energy x2 (2 hours for every hour). Eliminates the need
for Maintenance, but does not confer additional bonuses other
than above. (maintenance bonuses still apply if the droid is
properly maintained)
SENTIENCE 6D: You learn new skills as Meatbags do, with
the ability use skills, unskilled and to purchase new skills as
normal. Cannot be memory wiped (as Backup Memory).
Note: After 15 (the time it takes a Droid with a Heuristic
Processor/Heuristic Evolution to become Sentient) Game
Sessions you increase Your Knowledge, Perception & Technical
Attributes by +1pip as an added bonus.
SECRET BASE 1D-3D
TIME SENSE 2D
TOUGHNESS 1D-3D

Disadvantages:
ABILITY ACTIVATION LIMITATION 3D
BOUNTY (+1D-3D)
BURNT-OUT (+3D)
CURIOUSITY 2D
DARK SECRET 6D
DEATH MARK 4D-6D
DEBT 1D-5D
DEPENDENT 1, 2, or 3D: For all the Nanny Droids out there.
ENEMY 1D-3D
GAMBLING ADDICTION 1D
HINDRANCE 1D
HUNTED 6D
IMPERIAL/FACTION RECORD 1D
INFAMY 1D-3D
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ZERO MORAL COMPASS 6D: You have evolved your
programming to have no life preservation. This might sound
like a benefit, however, you have absolutely no value
association for any life form in existence. You kill without
thought, without remorse and with wanton abandon. If a
negotiation is taking too long, you solve the problem by killing
the negotiators (on both sides). If the player doesn’t act
accordingly, the GM can tell them what actually happens.
You are a threat, even to your own party members, doesn't
matter if they are droids or not. The GM can take control of
your character if you are not roleplaying this appropriately.

Building a Droid:
-Any Droid attachment that does not have a specific skill
code associated with it costs 5 build points.
-Any Droid Attachment that has a bonus costs 5 + 5 per D of
the bonus in build points.
-Skill Slots cost 5 points
-Skill Dice cost 5 points
-Attribute Dice cost 30 points
-Each additional function something performs over the
norm costs 5 additional points
-Each Additional point of Movement above 10 costs 5 points,
Movement associated with alternate modes of movement
cost 5 points PER point.
Example: Photoreceptors are 5 points, Photoreceptors in the
Human Range cost 5 additional. A Droid Vocabulator costs 5
points, one capable of replicating organic speech costs 5
additional points.
-Armor (attached to the Droid’s Frame) on Droids costs 5 Build
Points per D, you must specify the kind of damage it is
applicable to (Physical, Energy, Ion).
Example: You want your Droid to have 2D of armor that
protects against Physical, Energy and Ionization. It’s essentially
purchasing 6D of armor.
2D Physical = 10 Points
2D Energy = 10 Points
2D Ion = 10 Points
Total = 30 Points
-Consider Armor on Droids to be Static Protection. 6 Points per
D. A Droid suffering a Wound result = Degrades their armor by
1D per wound level (not Stun) in that location to standard
resistance Dice.
It still acts as traditional armor, but looses it’s static resistance
until repaired.
-Shields on Droids are the same as armor, you must specify the
kind of damage it is applicable to. Consider Shields on Droids
to be Static Protection (6 Points per D, only making a D code
roll after the static protection is depleted). A Droid Suffering a
Wound result = Degrades their shields by 1 Static D per wound
level turning the shields into standard resistance dice. Very
similar to Armor, except the shield rating reduction is not per
location, its in general.
-Integral/Starting Weaponry costs 5 points per D of Damage
of the weapon. Ranges are associated with typical weaponry in
that classification (Blaster Pistol, Rifle, Repeating Blaster, etc.)
Here’s a Mid Powered Example:
Droideka Destroyer Droid
Type: Droideka Series Destroyer Droid
DEXTERITY 3D (90)
Gunplay: - Heavy Repeating Blaster 8D+2 (25 1st D is a
specialization tacking the +2 on the specialization)
Unarmed Combat 7D (20)
KNOWLEDGE 1D (30)
MECHANICAL 1D (30)
PERCEPTION 1D (30)
Search 4D (15)

STRENGTH 3D (90)
TECHNICAL 1D (30)
3 Skill Slots (15)
Equipped With:
-Two mounted heavy repeating blasters (8D damage, range: 375/200/500) (40)
-Body armor (+1D to Strength to resist physical & energy) (10)
-Defensive shields (+3D to Strength to resist energy) (15)
-Remote processor (500 Km range) (5)
Move: 4 (30 refund) walking (5), 25 (125) in “wheel mode”
Size: 1.5 meters tall
Total Build Points: 545
You would have 240 points remaining for skills and
attachments in a Mid Powered game. Using the rules I built
this droid off of the converted stats from the D20 sourcebook.
Dark Trooper Phase Two
Type: Super Stormtrooper Droid
DEXTERITY 3D (90)
dodge 5D (10), missile weapons 6D+1 (15), vehicle blasters 7D
(20), Unarmed Combat 6D+2 (20; broken into pips)
KNOWLEDGE 2D (60)
intimidation 5D+2 (20; broken into pips)
MECHANICAL 3D (90)
repulsorlift operation 5D+1 (10)
PERCEPTION 2D (60)
search 4D (10)
STRENGTH 4D (120)
climbing/jumping 6D (10)
TECHNICAL 1D (30)
8 Skill Slots (40)
Equipped With:
-Armored shell (+2D to Strength when resisting damage, –1D to
Dexterity) (20 Energy & Physical –5 for Dex penalty = 15)
-Assault cannon (plasma load damage is 6D, range 3-25/
50/200) (30)
-Comlink (5)
-Heuristic processor (The droid is able to use skills untrained)
(15)
-Infrared vision (can see in the dark up to 30 meters) (5)
-Long-range rockets (ﬁred from assault cannon; range:
1050/200/800, blast radius: 0-2/4/8/12, damage: 12D/9D/
6D/3D) (60, based off the primary direct fire damage)
-Magnetic feet (the droid’s feet are equipped with
electromagnetic grippers) (5)
-Maneuvering jets (+1D bonus to its repulsorlift ops skill) (10)
-Repulsorlift unit (altitude of 100 meters) (5 + 50 for 10m
movement flying)
-Vocabulator (tallows it to replicate organic speech) (5 + 5 for
Organic Speech)
Move: 10 (walking or ﬂying) Walking 10, Flying as above
Size: 3.5 meters
Total Build Points: 825
The Dark Trooper fits into a High Power Level game with 45
points to spare. Please note that it’s Heuristic Processor costs
the same as the Advantage.

99

Core Droid Equipment:
Add Perfect Synthesis to any secondary modifier for 5 points
(5 for attachment + 5 for Human Range + 5 for perfected
Human range = 15)
Any Attachment that adds a skill (without a D code) the droid
does not possess = 5 Points for the attachment (manipulator
arm / welder) & 5 points for the associated skill (10 if
Advanced).
Example: Investigation and Analytical Computer
(Investigation skill & Scientific Application Advanced Skill)
20 points for no skill dice in either skill (the advanced skill
requires at least 1D to be useful, so 5 more points = 25)
Example: Broad-band Broadcast Antenna (communications)10
points (antenna + Communications Skill slot)
Photo Receptors - Eyes, with medium visual fidelity. 5 points
-Add Human Range to them for 5 points = High Definition
Vocabulator - Speech Box, synthesizes language clearly in a
robotic tone. 5 points
-Add Human Range to them for 5 points = near perfect synthesis
-Add Perfected Human Range for 5 more points = flawless
synthesis
-Add Multi spectrum for 5 points and are capable of playing
back any number of sounds, including creating an auditory
narrative (like C3P0 on Endor with the Ewoks).

Combat Module: Selective deactivation of Life Preservation
subroutines in combat situations. Situation must be battlefield
conditions or a clearly defined firefight. 5 points
Life Preservation Override: 10 points (always on)
Highly modiﬁed AA-1 Verbo-brain (Human Emulation):
5 Points for the core hardware + 5 for Human Replication + 5
for Perfected Human Replication = 15 points
Human Bio-fibers: 5 Points
Clone vat-grown skin: 10 Points
Humanoid Body: 5 Points
Defiance Module: Willpower Skill slot: 5 attachment + 5 skill =
10 Points
Restraint Nullification Module: Nullifies Restraining devices
and all software (even hardwired programming added later) 10
Points. +1D to Security Rolls (skill not granted)
Integral Weaponry: Cost is 5 per D of damage, ranges follow
standard weapons.
Starting weaponry: 5 Per D of Maximum damage (for grenades
Point Blank Damage) per D code associated with a weapon
system (for multiple functions like a Dark Trooper’s Assault
cannon which has Missiles and a Plasma Blaster)

Locked Storage - A region of the Droid, internally, where their
Activation/Deactivation switch is typically re-located. 5 Points

Assume Arc Welders convey the General maintenance & repair
Skill slot in addition to Melee Combat skill slot + the Maximum
Damage code (An R2 unit’s Arc Welder 1D-5D Damage = 25 +
2 Skills 10 = 35 Points)

Internal Storage - 5 points per 2 KG (must make sense, GM
discretion).
-Add Sensor Shielding Difficulty +20 - 5 Points
-Add Sensor Shielding Difficulty +40 - 10 Points

You should have an idea how this works.

Heuristic Processor - Allows for more human like application of
skill usage. 15 Game sessions without a memory wipe converts
this into Droid Sentience. 15 Points (p.87 see Heuristic
Evolution)
Hardened Secondary Storage - Functions as a backup that is
updated constantly in the event of a Memory wipe. It is Ion
Shielded, ruggedized and can survive the destruction of a droid.
-Hardened 4D Static Resistance (24 points of Armor); 4D of
Static Ion Resistance (24 Points of Armor).
-4D vs Energy and Physical is like 8D = 40
-4D Ion = 20
-2 Static Modifiers = 10 + 10 = 20
- + memory module 5
Total: 85 Points
Note: You effectively apply the static resistance to your rolls,
with vs Energy or Physical are 4D (+24). Vs Ion/Demp 8D
(+48).
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As a general rule if a droid has more than one type of equipment
attached, redundant modules will add passive bonuses to the
same skill (-1DR up to a maximum of -2DR). (10 point
modules that convey the same skill).
Note: Using multiple modules in tandem for this sort of
operation should cost the player one free action per additional
module stacked for the DR bonuses.

These are cleaner breakdowns provided by Xeen

points to spare.

Here are two low powered Game examples:
R2 Astromech Droid
Dexterity: 1D
Knowledge: 1D
Mechancial: 2D
- Astrogation 5D
- Starship Piloting 3D
Perception: 1D
Strength: 1D
Technical: 2D
- Computer Prog/Rep 4D
- Starship Rep 5D
4 Skill Slots
Equipment:
- Three Wheeled Legs
- Retractable Heavy Grasper (+1D to Lifting)
- Retractable Fine work grasper
- Extendible video sensor
- Small Electric Arc Welder (1D to 5D Damage)
(General Maint/Repair + Melee Weapons)
- Video Display Screen
- Holographic Projector/Recorder
- Fire Extinguisher
- Acoustic Signaler
- Small Cargo area
- Additional tools and equipment
Move 5
Total:

30pts
30pts
60pts
15pts
5pts
30pts
30pts
60pts
10pts
15pts
20pts
free
10pts
5pts
5pts
35pts
5pts
5pts
5pts
5pts
5pts
5pts
-25pts
365pts

Easily fitting into a Bare Bones, WEG style Game with 300
points to spare.
EV Supervisory Droid
Dexterity: 1D
Knowledge: 3D
- Intimidation 4D
- Languages 4D
- Appraisal: Droids 5D
Mechanical: 1D
Perception: 3D
- Command: Droids 5D
Strength 1D
Technical 3D
- Computer Prog/Rep 4D
- Droid Prog 5D
- Droid Rep 4D+1
7 Skills
Equipment:
- Humanoid Body
- High Frequency Comlink (Communications)
- Broadband Antenna
(Communications)
- Photo Receptors
- Auditory Receptor
- Vocabulator
Move: 7
Total:

30pts
90pts
5pts
5pts
10pts
30pts
90pts
10pts
30pts
90pts
5pts
10pts
5pts
35pts

A high powered example:
Arakyd Viper Probot
Dexterity: 3D
- Gunplay: 5D
- Dodge: 5D
Knowledge: 2D+2
- Intimidation 7D+2
- Scholar: Planetary Systems 4D+2
Mechanical: 3D
- Astrogation 5D
- Communications 6D
- Sensor 6D
- Starship Piloting: Hyperdrive Pod 5D
Perception: 3D
- Persuasion 4D
- Hide 5D
- Investigation 6D
- Search 6D
- Sneak 5D
Strength 4D
Technical 2D+1
13 Skills
Equipment:
- Multipurpose Appendages
- Repulsorlift Engine
- Investigation +1D and Analytical Computer +1D
(Investigation & Scientific Application)
- Planetary Sensor Array
Passive 10m/0D
Scan 100m/1D
Search 500m/2D
Focus 10m/3D
(Base Ability treated as a skill + D Code)
- Various Recording Devices
- Broad-band Broadcast Antenna (communications)
- Blaster (damage 5D)
Move 12
Total:

90pts
10pts
10pts
80pts
25pts
10pts
90pts
10pts
15pts
15pts
10pts
90pts
5pts
10pts
15pts
15pts
10pts
120pts
70pts
65pts
5pts
5pts
30pts
5pts
10pts
15pts
20pts
5pts
10pts
25pts
10pts
905pts

This one runs 35 points over a High Powered Game. You can
offset this with your free Advantages and by choosing
Disadvantages.

5pts
10pts
10pts
5pts
5pts
5pts
-15pts
475pts

Easily fitting into a Bare Bones, WEG style Game with 195
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Skill Packages:

Perception Skill Packages: 250 Credits / Skill Slot

These are individual, base, skill slots. These are only
applicable after Character generation, in game. Below is the
cost associated with acquiring the skill slots.

The only restricted skills in this area are Hide, Sneak and Con.

Installation is very simple, the droid need only have a means to
interface with a computer. If the droid does not have this , a
technician can open the droid up to load the data into it. Any
installation requiring a technician should cost about 150 credits.
Naturally, most technicians will not install a combat/restricted
package.
Assume that the skill medium registers itself to the individual
droid. Thus it cannot be used on another Droid. A computer
programming roll of 50 will reset this allowing it to be loaded
onto another Droid.
Time to install is either near instantaneous or about an hour with
a technician.

Cost Modifiers:
-Standard Pricing is a flat fee that can be haggled over to
reduce.
-Black Market Pricing starts at twice (x2) the base price, this
price can be reduced by excellent Streetwise rolls. Haggling
with Persuasion is going to be at a bare minimum.
-Some locations will have less availability and demand higher
prices. Any non-mainstream world will modify the base price by
x1.25. Any off the grid world will modify it by x1.5.
Mainstream worlds are like Coruscant, Alderaan, Bastion, Mon
Calamari, or the capital worlds of the Tapani Sector (almost
any sector capital is considered a mainstream world except for
backwater domains like Elrood).
-Advanced Skills increase the base package cost by three (x3).

Dexterity Skill Packages: 500 Credits / Skill Slot
Essentially combat skills, typically restricted, these packages are
normally only available on the Black Market. Availability
varies wildly. GM discretion is advised.
Note: Dodge is widely available, it is not considered dangerous.
It is 250 Credits.

Knowledge Skill Packages: 300 Credits / Skill Slot
Not terribly restricted, these packages are widely available.
However, certain specialized areas are more restricted (like
Technology (Imperial), Streetwise, Intimidation, Willpower (for
obvious reasons, no one wants a willful droid).
As always, the more restricted packages are likely available on
the black market.

Mechanical Skill Packages: 400 Credits / Skill Slot
Any skill that is merely piloting related, is generally available.
However, any gunnery skills, shield skills, or otherwise combat
related are restricted and must be acquired through the Black
Market.
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Strength Skill Packages: 150 Credits / Skill Slot
No skill is restricted under Strength.

Technical Skill Packages: 200 Credits / Skill Slot
The technical field is not very restrictive, however, the obvious
restrictions are weapon repair, walker repair, demolitions,
security and any kind of oddball specializations (like
cybernetics).

Skill Trainers:
These are actual skill gains. They use the same rules for the
Skill Packages (slots). However, Advanced Skills modify these
costs by five (x5) instead of three.
-They function as the Training Advanced Skill granting 1 pip per
5 points rolled.
Standard = the random, variable skill package. Apply a +4
modifier to the final roll (if you purchase a 1D package you’re
guaranteed at least 1 skill point. Only one D is considered wild
no matter how many dice you’re rolling.
Static = non random, flat maximum (6 on every D). You still
roll 1D per skill pool as the wild die. Again, add a +4 Modifier
to the total.
Standard Example: You purchase a 1D Gunplay Standard
package. Which is a singular 1D6(wild) +4 = your training
result. A 5D package would be 5D6 +4 (one of the dice is wild)
= your training result.
Static Example: You purchase a 1D Gunplay Static package.
Which is a flat 6 + you Roll 1D6, add the result to the total +4 =
Your training result. A 5D package would be 30 + you roll 1D6
+4 = Your training result.
Note:
-Wild Dice here do not botch.
-The training package must be at least a rating of 1D above
your current skill in order for it to be valid. Otherwise you gain
no benefit from the package.
-Typically, these packages never exceed 7D.
Standard Dexterity: 250 Credits / D
Standard Knowledge: 150 Credits / D
Standard Mechanical: 200 Credits / D
Standard Perception: 125 Credits / D
Standard Strength: 75 Credits / D
Standard Technical: 100 Credits / D

Static Packages modify the cost per D by two (x2)

5

Elite
Development
Paths

Elite Developmental Paths
These are advanced core knowledge, higher levels of training
and tactical ability. There is no special requirement for starting
down one of these paths and you are not limited to only a single
choice here. You can pursue as many as you want to. They
become rather cost prohibitive, generally (not all of them) they
cost 150 Character Points to go from start to finish with. Some
have additional electives you can take at certain tiers or at any
time.
Costs listed are in character points per tier achieved, as far as
time to acquire each tier of study, training time is similar to
Martial Arts and Melee Weapon Forms, 5 Character Points per
session. GM discretion will allow more or less to be absorbed
based upon Instruction methods and the individual’s ability to
learn.
The skills are meant to enhance and refine the core
characteristics of certain player builds.
Many of the modifiers apply directly to rolls and in other
instances they apply directly to soak values for ships and troops
under your command.
More than simple advanced skills, these Elite training packages
are meant to elevate your players above and beyond the norm.
In the past we have applied some of these modifiers to rolls and
damage resistances through high rolls. However, the bonuses
listed here give you a tangible benefit to the trained and/or battle
hardened professional.
As always, it’s up to the Game Master to determine if he or she
wants to allow all, some or none of these Elite Developmental
Paths to exist.
I think it goes without saying, however, learning these paths
typically requires a knowledgeable instructor. This kind of
training can be provided to players by the Rebel Alliance, the
Empire, third party groups, etc. There can, very well, be costs
associated with advancement. You can make these costs non
linear (not just money/credits) and say, for example, a
Starfighter Ace that is pursuing the next tier in their
advancement must successfully shoot down “x” amount of
enemy ships. Perhaps certain tiers even require a Capital Ship
kill. I leave this up to the GMs out there.
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Advanced Pilot School
Note: Bonuses conferred apply to Snubfighters, Speeders &
Swoops the benefits are reduced to +2 pips per D (granted) in
Space Transports for direct piloting, gunnery and damage
reduction. Tactics and non combat abilities always apply to any
craft. Some Capital Ships apply as well (GM discretion, +1 pip
per D granted)
The advanced skill confers the following fringe benefits:
15 = High level understanding of combat maneuvers +1D
competency bonus to pre planning tactics. +1 to Mechanical
30 = Enhanced understanding of dog fighting +1D competency
bonus to piloting rolls. Add +1D to the Armor of the fighter in
the hands of the pilot only. +1 to Mechanical
40 = Enhanced understanding to effective anti capital ship
tactics resulting in an additional +1D to hit and damage for any
type of capital ship, + 1D bonus to damage to assault specific
locations like Shield Generators, Bridge, Gun Emplacements,
Hyperdrive, etc (using starfighters). (+2D for specific location).
Increase pilot’s maneuverability vs. Capital ships by +1D (Even
anti Starfighter emplacements). +1 to the Nominal Damage of
your Starfighter vs Capital ships (only)
50 = Battle Hardened, hardcore pilot; reduces all terrain
modifiers by one level, adds +1D to gunnery. Adds +1D a
competency bonus to all starship repair rolls (including
weaponry, computer repair, etc). Add +1D to Sensors and
communications rolls.

Add +1D to the Shields of the fighter in the hands of the Pilot
only (if no Shields add an additional 1D of Armor)
+1 to Technical
60 = Ace pilot; All starfighters: Reduce all damage taken by 1D,
increase all damage dealt by 1D. Double fighter resistance
points only in the hands of the Ace (including previous Armor
and Shield Bonuses in the total before doubling), increase space
units by 2, Maneuverability by 1D, reduce all terrain modifiers
by one level. They know how to coax the maximum out of every
craft they touch. +1 to Mechanical
Optional Skill Packages:
10 = Armor Defeating Attack (1 level)
10 = Enhanced Astrogation: +1D to Astrogation/Navigation
rolls. Reduce difficulties by 1 point.
15 = Craft Familiarity: Pick one craft +1D to Piloting, Gunnery
& Repair/Mod Rolls (Available outside this package to anyone)
15 = Race Pilot: Increase Space Units by 1 & Atmosphere
performance appropriately. (Available outside this package to
anyone)
15 = Stunt Pilot: Reduce Terrain DR by 1 level; reduce terrain
levels by 2 for any obstacle course (even asteroid belts and
oncoming space traffic patterns, Available outside this package
to anyone)
20 = Fearlessness Advantage purchasable
Must be proficient at base 30 point level
20 = Expert Astrogatgation: Reduce DR by one level
Must be proficient at base 50 point level
30 = Master Astrogator: Increase Hyperdrive performance by
one level.
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Advanced Ground Command School
An enhanced skill set that has benefits above and beyond
standard Infantry training packages
The advanced skill confers the following fringe benefits:
15 = High level understanding of military ops +1D competency
bonus to preplanned tactics. +1 to Knowledge
30 = Enhanced understanding of Military Formations +1D
competency bonus to Command rolls. Soldiers under your
command (and vehicles) ignore light stun effects / ionization
effects (1D penalty negated) if the commander is in active
communication with all units affected. A command roll of 20+1
per vehicle/unit of troops (10 troops per unit) will allow forces
to ignore 1 wound level (including vehicles); must be actively
maintained as an action thereafter to continue the benefit.
–1 to all damage taken by you & those under your command
40 = Enhanced understanding of effective anti Vehicular tactics
resulting in an additional +1D to target and damage to any type
of vehicle being employed to assault ground units, that includes
all craft up to and including Capital Ships. +1D bonus to
damage to target specific locations on vehicles only (up to and
including Capital Ships using ground forces). +1 to nominal
damage for all the anti vehicle weapons you employ.
50 = Battle Hardened, Field Commander; reduces all terrain
modifiers by one level (for those under your command), adds
+1D to Tactics. Adds +1D a competency bonus to First Aid &
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medicine rolls to those under your command (including
you). A command roll of 25+1 per vehicle/unit of troops (10
troops per unit) will allow forces to negate/heal 2 wound levels
(including vehicles). Usable once per combat.
60 = General; Any vehicle that is used as your mobile
command. Double its Hull points, increase Damage by 1D for
all its weapons and reduce all damage taken by 1D.
Exemplifying the effectiveness of your command. While this
vehicle is active, and can be seen by troops on the battlefield,
the following benefits occur: Your troops gain a +1D Morale
bonus to their primary skill and they double their willpower
rolls, incapacitated troops/vehicles will operate as if stunned for
1 round, and ignore two wound levels if an active command roll
of 30+1 per unit/vehicle is actively maintained as an action.
+1 to Nominal Damage for your Vehicle
Optional Packages:
10 = Armor Defeating Attack Advantage (1 level)
15 = Toughness Advantage (1 level)
Must be proficient at base 30 point level
15 = Head Hunter Squad/Vehicle: Designate a single unit to
search for high value targets on the battlefield. +1D to Search,
+1D to hit for selected unit. Order issued is 1 Free Action per
round.
Must be proficient at base 40 point level
20 = Clandestine Operations: During any given battle you
designate a single unit to employ stealth and attempt to flank
enemy forces/acquire more advantageous positioning. +1D to
stealth, + 1 DR to any search checks vs them. 1 Free Action per
round

Jedi Hunter (Mundane Characters with Force Armor Only)
An enhanced skill set that has the benefit of allowing you to kill
Force Users better.
The base advanced skill confers the following fringe benefits:
15 = Student: Can employ Lightsabers or Alchemical
Weaponry if proficient and add their Force Armor as a bonus to
Strike, Parry and Damage as if they were Jedi using Force
Attribute & Lightsaber Combat.
30 = Initiate: High level understanding of unarmed fighting
techniques: Martial Arts Advanced Proficiency Granted,
Advanced anti Force Training +1D to resist/soak the effects of
negative Force Powers directed at them.
40 = Blooded: Enhanced understanding of Combatting Force
Users +1D competency bonus to a weapon skill of choice, +1D
to quick draw, +1 pip to Force Armor.
Note: The Hunter is recognizable to some force users Infamy 1
Awarded. Requirement: Have Killed a Force Sensitive
50 = Renowned Hunter: Enhanced understanding of how to
fight multiple Jedi simultaneously +1D to all defensive rolls vs
multiple Force Users. +1 Free Action vs Force Users (only),
you may opt to use free actions for additional defensive dice vs
Force Users (any defensive roll including damage resistance).
This stacks with advantages like Fast Reactions, Sixth Sense and
Time Sense. +1 pip to Force Armor.
Note: The Hunter is recognizable to most force users Infamy 2,
Enemy 1 (Specific Type of Force User) Awarded.
Requirement: Have Killed any Sub Class Force User
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60 = Mage Bane: All Subclass Jedi (not Traditional Jedi) suffer
a –1D Force Attribute deficiency when facing you in combat (at
any range). 1 additional recovery test per day. All recovery
Tests made at +2 and at 5 difficulty lower. All medical supplies
utilized double their bonus to your rolls (and difficulty). Gain a
1 in 6 chance of not being surprised (stacks with sixth sense).
+1 pip to Force Armor.
Note: The Hunter has attracted attention. Enemy 2 (All
Subclass Jedi) Awarded, Requirement: Have Killed a Raw Jedi
70 = Legendary Void Hunter: Gain a permanent +1D evasion
bonus against everyone and a 2 in 6 chance of not being
surprised (stacks with sixth sense). Time Sense awarded due to
attunement and training in Anti Force User tactics. +1D to
Force Armor.
Note: The Hunter is recognizable to all force users, Infamy 3
and Enemy 3 (All Force Users) Awarded. Requirement: Have
Killed a Traditional Jedi
Optional Packages:
5 = Fleet Footed: +1 to Move, +1D to Athletics
10 = Acquire Brawling Mastery (1/2 Cost)
15 = Focus: Gain the Concentration Advantage
15 = Genetic Manipulation: Gain the Longevity Advantage
20 = Acquire Martial Arts Mastery (1/2 Cost)
25 = Attuned Reflexes: Gain the Fast Reactions Advantage
30 = Defensive Fighter: -1 DR to all Defensive rolls
35 = Acquire Archaic Melee Form (-20 to cost)

A word on Jedi Hunters:
Please note that the granted Infamy and Enemy Disadvantages
specifically apply to more constrained viewpoints. The player
will be infamous in Jedi circles, they will have attracted enemies
that believe they are a threat to all Jedi. However, this does not
preclude the player from being an active part of any ongoing
campaign. Nor does it prevent them from being friends with
party members that practice the Jedi Arts. The usefulness of
having an “Anti-Jedi” around is an exceptional one. They are
formidable foes to any Dark Jedi you might have players face in
combat.
These individuals might work with the Jedi Order to root out
Dark Jedi and take the fight to them. It is not an uncommon or
impossible thing to believe that the Jedi Order didn’t employ
assets like these to hunt down Jedi that had lost their way or to
root out vestiges of the Sith order. There was relative peace in
the galaxy for over a thousand years at one point in time. My
argument is simple, the Null-Force users have always existed.
No one may sing their songs, no one will willingly talk about it
but they exist nonetheless. There are two sides to every coin
and as such both extremes have always existed in the galaxy.
Examples can be found in the beings that feed off the force.
Notes on Mundane beings with Force Armor: Mundane
beings possessing Force Armor are utterly immune to the force
abilities of Null Force Beings (creatures that feed on the force)
like the Derripan. It does not matter how powerful they are,
whether or not they are bonded to and feeding off of a Force
User. They cannot be harmed by these beings’ Force Abilities.

Force Armor D Code does not Double, however the +40
granted by an Epic Point will apply to Force Armor.
4. A Jedi Hunter can have an additional 2D of Force Armor,
which compounds the danger to Jedi, countering most if not
all Jedi at a Core level.
5. It acts as if it is Static Armor (18-30 points) vs Force
Imbued Damage (not the base Lightsaber Damage, however
it is effective vs Alchemical Weapons) & increases
difficulty numbers on every level by the same degree vs
Traditional Jedi Targeting them with powers like Force
Lightning. An Epic Point’s +40 bonus will apply here (not
the doubled D code).
6. Vs a Raw Jedi Force Armor negates negative “spell” effets
vs them on a D for D basis (they can use character points,
Fetishes, Foci & Heroic/Epic Points to imbue their spells
past Force Armor). In close combat, contact with a Force
Armor Wielder will “dispel” spell like effects that are
sustained on a D for D basis. Force Talismans will be
likewise disrupted (but not destroyed and temporarily
disabled).
7. If a Jedi possesses the Force Potential Advantage, it
reduces the effectiveness of Force Armor by 1D. If a Jedi
has purchased Enhanced Attribute: Force Attribute as an
Advantage, this 1D bonus cannot be negated.
Clearly, the guy that commented about this being a game about
all powerful Jedi didn’t get this far...

These individuals are often employed to hunt the Force
Corrupted beings that inhabit the galaxy. Creatures who are so
deadly to a Force User, yet, almost no threat to the Mundane
with Force Armor (like Sith Abominations created with Sith
Alchemy). Granted the possessed can still harm them with
weaponry or standard attacks.
In the Rebellion era, do not award the Infamy or Enemy
Disadvantages because there are simply too few Jedi left in the
galaxy to truly matter.
What does Force Armor actually do?
The 3D base Advantage is like Static Armor vs Jedi.
1.

2.

3.

If you’re a Jedi and you have a 3D Force Attribute or less,
the base Lightsaber Combat (Inherent Power) does not
function. Only through the usage of Advanced Melee
Combat can you receive a bonus. It negates the Attribute
aspect of Danger Sense on a D for D basis. (Does not
matter if the Jedi expends a Heroic or Epic Point to Double
the base attribute.)
On a D for D basis, any ability that provides additional dice
to a Jedi are Negated while in close combat with a Force
Armor wielder (examples: Enhanced Attribute: +3D bonus
max and any rollover dice from triggering the power,
Magnify Senses, Reduce Injury’s Attribute bonus and any
rollover).
When Using a Heroic or Epic Point, the base (or enhanced)
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Advanced Naval Command School
An enhanced skill set that has benefits above and beyond
standard Naval training packages
The advanced skill confers the following fringe benefits:
15 = High level understanding of military operations +1D
competency bonus to pre planning tactics. +1D to your ships
Armor. +1 to your ship’s Shields
30 = Enhanced understanding of Naval Formations +1D
competency bonus to Command rolls. Ion weapons suffer –1D
effectiveness vs. your ship/fleet. +1 to the Shields of your fleet
ships & Starfighters even if they don’t have them (not you)
40 = Enhanced understanding of effective anti Capital Ship
tactics resulting in an additional +2D to target and damage to
any type of Capital Ship (your ship); +1D all other ships. –1 to
your Adversaries Ships shields (can be countered by same level
tactician), +1 to your Ship’s Nominal Damage per gun vs
Capital ships (only)
50 = Battle Hardened, Naval Officer; reduces all terrain
modifiers by one level (for those under your command),
adds +1D to Tactics. +1D to your ship’s shields.
Adds +2D a competency bonus to all sensors and shield rolls to
those under your direct command (your ship); +1D to all others.
+1 to the Shields of your Fleet, including Starfighters even if
they don’t have them. (not you)

60 = Admiral; Any vehicle that is used as your mobile
command. Double its Hull & Shield points (include previous
bonuses prior to doubling), increase Damage by 1D for all its
weapons and reduce all damage taken by 1D. Exemplifying the
effectiveness of your command. While your ship can be seen by
your fleet, the following benefits occur: Your troops gain a +1D
Morale bonus to their primary skill (starfighter pilots gain this to
piloting and gunnery), consider bridge to have 1D shields for
terms of targeted locations, even if shields are knocked out.
+1D of Armor to all ships & starfighters under your command
(not you) , +1D to Knowledge
Optional Packages:
Ship Must possess Starfighter Scale weapons in the
appropriate fire arc
15 = Anti-Starfighter Screening: Your active commands place
pressure on starfighter formations in battle. Increase terrain
modifiers for starfighters by 1 DR, increase starfighter gunnery
vs. your troops by 1 DR. Add 1 to nominal damage of point
defense weaponry.
20 = Class Familiarity: Choose one Scale Class, +1D to all
repair/mod rolls, +1D to Maneuverability, +1D to tactics for this
class of vessel.
Must be proficient at base 30 point level
30 = Lone Wolf: Whenever you are cut off from your fleet,
operating independently or you only have one ship, you know
how to make every moment count and stay alive. Reduce all
terrain modifiers for your ship by 1. Increase the DR of all
targeting you by 1. Lower the DR of anything you fire upon by
1 +1D to all repair rolls, +1D to the ships engineering kill.
Astrogation Packages may be purchased by the ship’s
navigator. (see starfighter) at half cost.
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Advanced Wet-work
An enhanced skill set that has benefits of allowing you to kill
people better ;)
The advanced skill confers the following fringe benefits:
10 = Please Don't Hurt me: High level understanding of covert
operations +1D competency bonus to pre planning tactics, +1D
to tactics on the fly in the moment.
20 = Silent but Deadly: Enhanced understanding of Infiltration
+1D competency bonus to Hide & Stealth rolls, +1D to damage
from any stealth attack.
30 = Crowd Control: Enhanced understanding of effective anti
Personnel tactics resulting in an additional +1D to target any
group of people. This includes people in vehicles, as well as on
foot. A +1D to all damage by area of effect (including automatic
fire) blasts is also conferred. +1D to all Unarmed combat
damage; when fighting 2 or more opponents in hand to hand
combat you may opt to use a free action(s) to add to your parry
or dodge rolls (+1D per free action used).
40 = Hard Boiled: Against all odds, you've made it this far.
Assassins typically don't have long life spans. +1D to all
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damage resistance rolls. 1 additional recovery test per day. All
recovery Tests made at +1. All medical supplies utilized double
their bonus to your rolls. Gain a 1 in 6 chance of not being
surprised (stacks with sixth sense).
50 = The Killer: Choose 3 tools of the trade, which you are more
adept at using than others. Gain a permanent +1D bonus to
damage with each, quadruple their resistance rolls (and soak
points) for durability and gain a +1D competency bonus for
accuracy/placement with each. Gain a permanent +1D dodge/
parry bonus and a 2 in 6 chance of not being surprised (stacks
with sixth sense).
Optional Packages:
10 = Fleet Footed: +1 to Move, +1D to Athletics
10 = Toughness Advantage (2 levels at 10 each)
10 = Dirty Fighter: You use anything and everything in your
environment as a weapon/advantage. Per free action expended
add +1D to damage (max +2D, GM Discretion).
15 = Survival Training: +1D to all Survival rolls including
endurance, lift/carry, climbing/Jumping.
15 = : You utilize anything at your disposal to find your mark.
+1D to Streetwise, Bureaucracy, Persuasion, Interrogation, Con,
Business for purposes of hunting/locating someone/something
only. (Mission specific, cannot be used to obtain random gear)
15 = Armor Defeating Attack (1 level)
30 = Sixth Sense Advantage

Advanced Rifle Marksman
An enhanced skill set that has benefits of allowing you to kill
people from range better:
The base advanced skill confers the following fringe
benefits:
5 = Knowledge of the best vantage points and terrain +1D
competency bonus to pre planning tactics or perception &
Specialization to Gunplay Repair (rifles & carbines) (+1D)
15 = Enhanced understanding of ranged weapons +1D
competency bonus to Gunplay rolls with rifles & carbines, +1D
to damage from your first shot, +1D to repair & Modification
rolls for Gunplay.
30 = Enhanced understanding of how to damage/cripple
Vehicles resulting in an additional +1D to target and damage to
any type of vehicle, includes all craft up to and including Capital
ships. +2D to target and Damage specific locations (ie cockpit).
40 = Cool Head, Steady hands: Reduce all terrain modifiers by
one level, Ranged weapons in your hands gain 25% to their
range, ignore one wound level, +1D aim bonus for a singular
shot (Stacks with aim bonuses), +1D to damage for the first
shot only (stacks with previous levels naturally).

50 = Sniper Elite: Any Rifle or Carbine in your hands Gains a
permanent +1D bonus to damage, quadruple their resistance
rolls for durability (and soak) and gain a +1D competency bonus
for accuracy. Double Search Bonuses for using a Scope or
Binoculars/Macro Binocs, reduce difficulty to target location by
one level. Reduce Terrain Modifiers by 1 for maneuvering to
vantage points and better ground and increase the DR of people
targeting you by 1 DR while actively using cover. Consider all
cover to confer damage soak (even if you are shot through it)
equivalent to 10 points per D of Strength you possess.
Optional Packages:
10 = Fleet Footed: +1 Move & +1D Athletics
10 = Concentration Advantage purchasable
15 = Optimum Cover: Consider all cover to confer +1DR for
opposed to hit you, cover confers 5 points of soak per D of
strength you possess (stacks with sniper elite).
15 = Well Hidden: +2D to Hide rolls (must be stationary/prone),
+2 DR for opponents to locate your position (only if you fire
only once per round, +1DR if you fire twice per round, no bonus
if you fire 3 times, -1DR if you fire 4 times, etc).
20 = Time Sense Advantage Purchasable
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Optional Packages:
5 = Adept Footing: +1 Move & +1D Athletics, Climbing & Jumping
5 = Toughness (All three levels purchasable at 5 points each)
5 = Armor Defeating Attack (All three Levels for Melee Attacks only)
10 = Brawling at Mastery Level (1/2 Cost)
10 = Expose Fault
10 = Archaic Melee Form (-45 to cost)
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Advanced Melee Combat
An enhanced skill set that has benefits of
allowing you to kill people in melee better.
The base advanced skill confers the
following fringe benefits:
15 = Knowledge of the best venues for a
fight +1D competency bonus to pre
planning tactics. +1 to s/w/d rating
+1 to Strength
30 = Enhanced understanding of melee
weapons +1D competency bonus to melee
hit rolls. +1 to s/w/d
+1 to Dexterity
40 = Enhanced understanding of how to
mix Melee and Unarmed combat. Can
perform one free action (uses both free
actions) Unarmed attack in tandem with a
melee attack. Adds 20 to the difficulty to
damage your bare strike (lightsabers, for
example have a 20 point difficulty to end
up cutting your arm or leg or head off).
Ignore one Stun per round. +1 to stun/
wound ratings.
+1 to Strength
50 = Fluid Movement: Reduce all terrain
modifiers by one level while moving,
increase base movement by 1, increase
difficulty to hit you by one level (with
anything), reduce difficulty to target
location by one level. Ignore the penalties
of one wound level. * If Mortally
Wounded, treat as incapacitated below
(3D rounds before death). If wounded
again = death after final action. +1 to stun/
wound ratings
+1 to Dexterity
60 = Melee Master: Melee Weapon in your
hands Gains a permanent +1D bonus to
damage, quintuple their resistance rolls for
durability (and soak) and gain a +1D
competency bonus for accuracy. Weapon
can be thrown (and recovered) up to 3x
Strength in Meters with no loss of
accuracy, Situational Awareness: Cannot be
surprised when your guard is up (Full
Action: Allows for Full Parry OR Dodge vs
a surprise attack). Ignore the penalties of
two wound levels. * If mortally wounded,
you can operate as Wounded Twice for
5D rounds, at which point you die. If
wounded again, you become incapacitated
and act as if wounded thrice (-3D all
actions) and subtract 2D from survival
time. If wounded again, you die after
making one final action.
+1 to stun/Wound ratings
+1 to Strength & Dexterity
Stun/Wound rating: Increases up to 5
points

The Grey Jedi (Jedi Characters maintaining Dark Side Points)
A Traditional Jedi that blurs the lines between what is normally
considered the Dark Side in order to combat Dark Jedi & Sith.
The base advanced skill confers the following fringe benefits:
15 = Touching Evil: Each Dark Side Point Possessed confers a
+1 to force Powers (Control, Sense & Alter) , this reflects
advanced training that is utilized to combat Dark Jedi.
30 = Forbidden Knowledge: Enhanced understanding of
Combatting Dark Side Powers by learning them. Choose 4 Dark
Side or Sith specific powers. Any time encountered, the
character has a +1D of Static resistance to them. These abilities
can be employed to combat Dark Jedi without fear of generating
Dark Side Points or Hatred Points so long as they are utilized to
directly counter a Dark Jedi or Sith. You do not earn Dark Side
or Hatred points for acquiring the 4 powers.
50 = Deeper Mysteries: Gains the ability to read and speak the
Sith Language fluently. Gains the Alchemical Weapon
Advanced Proficiency and can utilize Sith Swords without fear
of Corruption (unless the Jedi allows it). Gains the knowledge
of all, known, Sith worlds and artifact/temple locations.
Emptiness can now be utilized to purge excessive Dark Side
energies, so long as these energies were gained fighting Dark
Side Jedi/Sith. Otherwise, standard methods of redemption are
required. Thus, a character can eliminate up to one Hatred Point
(7 Dark Side Points) after a day spent in Emptiness. Note: The
character cannot be GM controlled with the acquisition of 1
Hatred Point and up to (and no more than) 6 additional dark
Side Points.

60 = Dark Blight: All Dark Jedi (not Sith) suffer a –1D Force
Attribute deficiency when facing you in combat (at any range).
Grants 1D of Static Force Armor against Powers and all attacks
(including Alchemical & Lightsaber) of the any Force user, in
addition to the effect above, only if the Jedi has less than 1
Hatred Point.
70 = Sith Lords are my specialty: Gain an additional +1D (2D
total) of Static Force Armor vs all Force Abilities (as above).
Can earn & burn 1 Hatred Point as if it were a Harmony Point,
gaining all the benefits so long as they are combatting a Dark
Jedi or Sith Lord, with no penalties. (they can have 2 Hatred
Points and up to 6 additional Dark Side Points without fear of
corruption).
Optional Packages:
5 = +1 to s/w thresholds
5 = +1 recovery test per day
10 = Fleet Footed: +1 to Move, +1D to Athletics
15 = +1 Free Action
15 = Increase Dark Side Threshold by +1 (8 DS Points generate
a Hatred Point)
25 = +1D to Force Attribute
30 = Acquire Jedi Martial Arts Mastery (-40 to cost)
35 = Increase Dark Side Threshold by +1 (Must have the
previous tier, 9 DS points generate a Hatred Point)
40 = Acquire Juyo Mastery (-65 to cost)
30 = Acquire Vaapad Mastery (-85 to cost; Must already
possess Juyo Mastery).
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Several thoughts on Grey Jedi:
Grey Jedi are Traditional Jedi that are no less devoted to the Jedi
Order than their linear counterparts. It is a fine line to walk, and
very few every are selected to shoulder the burden of the task.
Mace Windu was the first Jedi in almost a four hundred years
that was trained, out of curiosity, to fulfill the role that many
others had in past generations during the times of the Old
Republic. However, it is arguable that Mace Windu was
actually a Grey Jedi. In all likelihood, he possessed some level
of this Elite path. Just because you are a Grey Jedi does not
mean you cannot be devoted to the ideals of the Jedi Order.
The previous student that was instructed in the path of the
Grey Jedi was Jedi Master Dooku, by none other than Master
Yoda himself. After that failure to produce a viable student was
made manifest, Marcus Hejarran, Mace Windu’s only student
would be the last known Jedi Knight to have been tutored in the
arts of the Grey Jedi (by Mace Windu himself). It remains to be
see as to what Hejarraan was taught and what, actually, became
of him.
Grey Jedi are not evil, that is, unless they want to be. They
are given all the tools to become a dark menace. It is only the
belief that there must be a Jedi that knows the Dark Side in order
to be able to defeat it. Thus, the Grey Jedi is presented with an
incredibly difficult task. They must embrace the Dark Side,
almost always carrying a piece of it with them while
maintaining a focus on the Light Side of the Force. They must
be capable of governing the amount of darkness they can
shoulder in their pursuit of the agents of darkness within and
outside their ranks.
It’s really up to the player on how far they take it. It always
is, because the seduction of, actual, power is really hard to pass
up in a role playing game! You can push the envelope with a
Grey Jedi, but there are limits. Once you reach that first Hatred
Point, it will be all too easy to gain another for the player that
cannot separate the concept of the Gray Jedi from the desire to
win. Jedi don’t win often, as much as they seem to… Sacrifices
must be made. To remain true to the Jedi Code you, simply,
have to allow the Dark Siders to win a lot. You cannot turn a
blind eye to a Dark Sider harming innocents, regardless of if
you are a Grey Jedi or not. That, ignoring of the innocents is
what gets most Grey Jedi to fall.
Unlike the Jedi Hunter, which is based more off of Experience
and survival, in addition to understanding how Jedi operate, the
Grey Jedi has a plethora of training materials available and
need never have faced another Dark Side user in direct combat.
It’s more than likely that their exposure to the Dark Side
governs them in some manner. Thus their Code differs from that
of the traditional Jedi Order. (see image on p. 147)
Training: Grey Jedi only ever take on one student, in a
traditional academy. Typically this is due to the nature of their
exposure to the Dark Side of the Force. Very few can shoulder
this mantle and remain dedicated to the protection of the Jedi
way and the upholding of the laws that govern society as a
whole. The Grey Jedi is typically the lone champion of a Jedi
academy. Their word is always valued, yet their presence
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always garners a level of distrust among the scholars and their
peers. It is not uncommon that they have developed at least one,
non lethal, rivalry within their own order. It is not uncommon
for them to take other students with them, and teach them the
ways of the force, however, these other students are never taught
the Darker Arts of the Force.
The process of taking a student as a Grey Jedi typically
involves, NOT training their student in any Dark Arts. At least,
not for a number of years. Juyo, for example, is typically not
instructed until just prior to a Jedi Student’s testing for the title
of Jedi Knight. The testing becomes a severe one, typically
involving some sort of Jedi mission gone terribly wrong. One
such instance, in recent history would be the Trial of Mace
Windu’s student Marcus Hejarraan:
On mission in Hutt space a low level Jedi Counselor managed to
anger a minor Hutt lord and was captured, their retinue was
killed in the process of the reprisal by the Hutt. Mace Windu
argued with the Jedi Council, for days, that an amicable
conclusion for the issues with Gongola the Hutt had reached a
point where the only solution was a direct assault to retrieve
their captured counselor. Eventually, the council agreed, on
one condition. That Mace Windu send in only his student. This
was to be his testing for the title of Jedi Knight. With knowledge
of his just being exposed to the Dark Side of the Force the Jedi
Council could find no better trial than to test the young Jedi
with the task of extracting the Jedi Counselor by any means
necessary. Marcus rarely talks about the nature of his testing.
What is known is that a “Rogue Jedi” entered the court of
Gongola the Hutt and slaughtered most of Gongola’s criminal
enterprise, sparing Gongola only because he would suffer the
predations of his Hutt peers for decades. Leaving that kind of
impression on a Hutt is… Dangerous to say the least. The
Rogue Jedi, though never formally identified as Marcus
Hejarraan was marked for Death or capture by the Minor Hutt.
The rescue of the Jedi Counselor Alissa Tenebe has been long
suspected to have involved an intimate relationship involving
Marcus Hejarraan as they had to evade Hutt patrols for almost
a year on the way out of Hutt Space and on a round about path
through the Galaxy, so as to throw off the pursuit of the “Rogue
Jedi” and allow him to re-emerge as a Jedi Knight some 11
months later. Whether or not this relationship is still
maintained remains to be seen.
Marcus came out of the entire experience with a fair amount of
resolve and contrary to popular belief, you cannot see the or
sense the exposure to the Dark Side in him. It is, only, in rare
moments of constrained, controlled and focused anger where
anyone will have seen Marcus break composure. On Duro,
almost a year after his Knighting, he touched the Dark Side
once more, furious about being constantly beset on all sides by
adversaries; facing Dark Siders at every turn, who were always
one step ahead of him. Not many Jedi can say they could
maintain that kind of control over the course of two years. What
is known is that he is trusted by Windu and as far as he is
concerned, that’s all that matters.

Xeno Archaeologist
An enhanced skill set that has the benefit of allowing you to rob
tombs, discover lost technologies and decipher ancient
languages.

This advanced path confers more than pure archeology, it
represents a lifetime of placing oneself in danger and hazardous
situations. Thus, it confers combat functionality and
survivability in addition to other more, “pure” intellectual
pursuits. It allows for the purchase of a more extensive list of
useful Advantages, after the fact, at any time than you would
normally possess in addition to granting some throughout the
course of your progression.
The amazing benefit of this package is that it can be acquired at
any time, from holonet courses, instructional holos, data pad
libraries, at archives, listening to audio recordings, reading old
books, etc. Assume the cost for any progression to be 2,500
credits per tier (if the cost is met, reduce CP costs by 1/2,
rounding down, not the time involved to acquire however).
Optional packages cannot be purchased in this manner.
-The above Cost represents a CP cost reduction method. If the
money is not present the tiers/packages can still be learned.
-Xeno-Archeological Finds, donated to a Museum, can be
substituted for cash (which can be quests).

The base advanced skill confers the following fringe benefits:
15 = Student: +1D to all Scholar rolls involving research and
investigation into lost knowledge. +1 to Knowledge
20 = Undergrad: High level understanding of ancient cultures,
architecture and wonders. +2D to Cultures rolls, Navigation for
searching ruins & avoiding dangers (sentient or traps) &
tracking objects once tied to those sites or cultures. +1 to
Perception
30 = Bachelor’s Degree: Enhanced understanding of lost
languages with the ability to decipher and communicate in those
languages orally or written -1DR to all rolls. +1D to Gunplay
and Dodge. Choose one dead language (written) at fluency. +1
to Dexterity
40 = Master’s Degree: Enhanced understanding of how to
Coordinate a Dig site. +1D to all Command rolls, Perception,
Search & Survival rolls while at or near a location of
Archeological significance (regardless of whether or not you
know it’s there). +1D to locate/notice through investigation,
computer search or raw perception/search rolls any site of
significance. Choose one dead language (spoken to the one
chosen above) at fluency. +1 to Knowledge
60 = Doctoral Program: Permanent –1DR to all Investigation,
Search and Archeology rolls. Apply this bonus to all previous
tests as well (including Gunplay and Dodge).
Choose one dead language (written and spoken) at fluency.
Choose 1 culture you are an expert on, apply a static 6 to all
rolls concerning it. +1 to Strength
75 = Post Doctoral: Gain Situational Awareness AP, Teaching
AS & Mental Sponge AS. If already possessed, confer 10 points
toward their advancement. If Situational Awareness is already
possessed, award Observant Advantage. Choose 2 Cultures you
are an expert on, apply a static 6 to all rolls concerning them
(can stack with above). Reputation 1 conferred, Choose one
dead language (written) at fluency. +1 to Perception
100 = Indiana Jones: Confer one level of Toughness,
Accelerated Healing & Fast Reactions Advantages. If Fast
Reactions is already possessed confer Quick draw AP for free.
Advanced understanding of ancient technology, confers Danger
Sense (Perception is Attribute, Search is Sense for determining
defensive values) while at Dig sites and in Ruins. -1DR to
understand/disarm/avoid traps or mechanisms. Reputation 1
(stacks) conferred, Choose one dead language (written or add
spoken to the above) at fluency. +1 to Strength, Dexterity,
Knowledge & Perception
Optional Packages:
5 = Acquire Brawling Mastery (1/4 Cost); (Requires Student)
5 = Acquire Fame (requires Doctoral level for Fame 1, Post
Doctoral for 2 and Indiana Jones for 3)
5 = +1D to Languages (Requires Undergrad)
5 = +1D to Bureaucracy (Requires Post Doctoral)
5 = +1D to Art (Requires Bachelor's Degree)
5 = +1D to Beast Riding (Requires Undergrad)
5 = -1DR to operate & repair ancient tech
10 = Fleet Footed: +1 to Move, +1D to Athletics
10 = Acquire Martial Arts Mastery (1/4 Cost)
15 = Acquire Artistic Ability Advantage
15 = Acquire Multilingual Background Advantage
15 = Focus: Gain the Concentration Advantage
25 = Acquire Archaic Melee Form (-30 to cost)
25 = Acquire Subculture & Jargon Advantage
Note: Any Skill bonus acquired in an unskilled area only
confers the skill (until the skill is purchased).
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Advanced Criminal
An enhanced skill set that has benefits of allowing you to Evade
damn near anyone better:
The base advanced skill confers the following fringe benefits:
5 = Knowledge of the best places to hide, fence or steal from
+1D competency bonus to Streetwise, Pick Pocket/Palm item
Contacts 2: You gain two contacts in the underworld on one or
two separate systems.
10 = Enhanced understanding of navigating pirate jump points
and evading main hyperspace lanes as well as where to lay low
on world +2D competency bonus to Astrogation/Navigation
rolls for pirate jump points/hasty jumps. +2D for locating a
good place to lay low on world.
Contacts 1: You gain another underworld contact in another
system
20 = Enhanced understanding of how to secure and hide your
cargo. Adds +20 to your Hide roll. This includes hidden stashes
not on your ship. Furthermore, you can have one sensor
shielded compartment per D of your ship’s hull (3 total at 3D+2,
base difficulty to detect 45 + 3 per D you have in Hide above
attribute)
Contacts 2: You gain a contact that has ties to the underworld in
a Sector
30 = Slick Evasion: Reduce all terrain modifiers by one level
while moving, on foot or in any vehicle, increase base
movement by 1, Ground speed by 10% or space units by 1.
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Increase difficulty to hit you by one level (with anything),
reduce difficulty to evade tractor beams, glop grenades, nets,
snares, etc by one level.
Contacts 2: You gain a contact that has ties to the underworld in
another sector(s)
Alternate Identity: You gain another Identity
40 = Master Smuggler: Space Transports (including Capital
ships that are considered transports/ bulk freighters) piloted by
you Gain a permanent +1D bonus to maneuverability, reduce all
damage taken by 1D in anything (on foot, speeder, walker,
starfighter or Capital ship) double their resistance rolls for
durability (and soak) and gain a +1D competency bonus for
piloting. This deal just went south!: You always know,
moments to minutes before it happens, when a deal just turned
sour ( Lead time = 1 round per D in search above attribute).
+1D to all Streetwise rolls to Fence items.
Contacts 3: You gain a contact that has some level of galactic
ties (might not be everywhere, but damn close)
Alternate Identity: You have yet another Alias you can go by
Optional Packages:
5 = Acquire Brawling Mastery (1/4 Cost)
5 = Fleet Footed: +1 to Move, +1D to Athletics
10 = Toughness (All three levels purchasable at 10 points each)
10 = Dirty Fighter: You use anything and everything in your
environment as a weapon/advantage. Per free action expended
add +1D to damage (max +2D or higher at GM Discretion).
15 = Professional Sleaze: +1D to Con, Hide, Stealth, Persuasion
& Streetwise

Advanced Pistol Duelist

immune to force related assaults. Lightsabers/Alchemical
Weapons still deliver standard damage + Strength &
An enhanced skill set that has benefits of allowing you to Lethality.
kill people at range better:
-Double Damage code once per game: this will alter scale
The base advanced skill confers the following fringe
in a linear fashion with no blast radius beyond the norm
benefits:
for the doubled damage only. Any damage not translating
5 = Knowledge of maintaining and modifying Guns. +1D to a new scale simply adds to the base damage code.
to Gunplay Repair, +1D to Modification (stacks with
repair) +1 to Dexterity
Example: Gallandro’s 6D Blaster: 2D Speeder, 2D
Walker, 2D Starfighter Becomes a 6D Starfighter Scale
25 = Enhanced understanding of gunplay, +1D
Shot. A gun that is 5D+2 would become: 2D Speeder, 2D
competency bonus to all hit & damage with any type of
Walker with the remaining 1D+2 not capable of becoming
personal firearm (Blaster Pistol, Heavy Blaster Pistol,
another tier and adding to the base damage code: 5D+2
Slug Thrower, etc.). Ignore one wound level (including a + 1D+2 = 7D+1 Walker Scale Shot
complete stun by a stun weapon or gun set to stun)
Optional Packages:
You can reload as a free action.
5 = Pain Resistance (All 3 levels at 5 each)
+1 to Dexterity
5 = Fleet Footed: +1 Move & +1D Athletics
50 = Enhanced understanding of how read a potentially
10 = Toughness (1 Level)
lethal situation. Your trained eyes, ears, nose, antennae,
10 = Armor Defeating Attack (All three levels
whatever, give you a micro sixth sense allowing you to
purchasable at 10 points each)
react faster than your opponents (applies to any combat
10 = Fast Reactions Advantage
situation whether you gun is drawn or not). Add +1 pip
20 = Fluid Movements: +1 DR to difficulties to hit you
per D in search to all initiative rolls (include base
30 = Sixth Sense Advantage
attribute). This initiative bonus also applies to you
dispelling a potentially lethal situation, without gunplay.
Crafty players may want to use other skills and / or
dialogue. (Adds to other skill rolls like con, intimidate,
etc.)
You can gain an Aim bonus of +1D per free action used
(up to +2D + includes any scope bonus if applicable)
+1 to Dexterity & Perception
60 = Steely Eyed, Tough as Nails: Reduce all range
modifiers by one level, Pistols in your hands have 25%
greater range, +1D aim bonus and damage for first shot,
ignore two wound levels (including a complete stun by a
stun weapon or gun set to stun)
+2 to Perception, +1 to Dexterity
75 = Clint Eastwood: Gain a permanent +1D bonus to hit
and damage with any pistol, quadruple firearm resistance
rolls (and soak points) for durability.
+1D to Resist Ranged Damage, +1 to Dexterity
Flawless Quick Draw: The first shot, on the draw is so
fast it will not trigger a Jedi’s threat response EVER.
Negates Standard Sixth Sense as a perk, not Assassin’s
enhanced levels or a Jedi with the ability, to all others =
Surprise round. This quick draw does not count as an
action (2 Free actions). If you have a quick draw holster,
double its rating. A gunman of equal or higher skill =
cannot be surprised). Ignore Incapacitation counts as
wounded once. Mortal wound as wounded twice. Death
as Incapacitation. A second Death result as Mortal
Wound, a third Death result = Death after 2 rounds. A
fourth Death result = You are very, very dead.
Signature Weapon(s): must be a pistol or auto pistol
-Consider the weapon to be 8D Static for Body Strength
-Weapon is considered Null Force, and cannot be effected
by force powers. The Gunman’s gun hand & arm is also
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Advanced Engineer
An enhanced skill set that has benefits of allowing you to be
more effective at directing Technical teams and initiating and
completing repairs, modifications and Engineering tasks at an
incredibly proficient level.
The advanced skill confers the following fringe benefits:
10 = Knowledge of maintenance procedures and processes.
+1D to Command/Persuasion for leading technical teams. +1D
to maximum time taken (+4D instead of +3D to rolls).
-Choose two Specializations under Technical
15 = Enhanced understanding of “best practices”, +1D
competency bonus to all technical rolls, +1 Pip per D in
Knowledge to all Command/Persuasion rolls to motivate and
lead teams of engineers.
-Choose two Specializations under Knowledge
30 = Enhanced understanding of how to develop new plans,
blueprints, formatting them and using advanced holo modelling
techniques to mock up a proposed design, modification or
engineering enhancement to an existing product. +1 pip to
Engineering for Each D in the Complementary Skill (s) that
apply directly to the project being undertaken. A successful
mockup/design will reduce the difficulty of an actual prototype
by a level determined by the GM (usually by 1 level for ever 2
success levels of the mockup/prototype) , +1 to Mechanical
60 = Expanded Technical Boundaries: You can defy the normal
limits set for Engineering and Modifications due to experience
and your ability to think outside the box. Typically,
Modifications are limited to +1D+2, Jury Rigs to +3D and
Engineering Feats, generally speaking, are like modifications (to
existing tech) just cleaner and less maintenance (+1D+2). This
increases any typical threshold by the following: (Three
Additional Levels to all)
Modification: +2D+2; Speed increases Km/h: +15% to max
mod (3 additional levels, 1 per 5%); Space: +7
Jury Rig: +4D
Engineering Enhancements: +2D+2
The Level of the enhancement escalates the difficulty by one
level (per pip) based upon the standard charts as a starting
point or GM discretion.
+1 to Perception, +1 to Knowledge
90 = : Master Engineer: You rival individuals like Lira Wessex
or Bevel Lemelisk in sheer know-how in your areas of expertise.
There are, truly, few in the galaxy with your level of ingenuity
and creativity. Gain a permanent +1D bonus to all Technical
Skills, x2 resistance points on any item you modify, x1.5 on Jury
Rigs and x3 on system/item you Engineer personally.
Jury Rig: As above; every success level you gain allows you to
eliminate one “Wild Die” from the jury Rig that counts toward
system failure.
Engineering: -2DR PER +1 pip per D in Engineering (Add
advantage bonuses)
-Prototype: Success levels define flaws, so you can study and
correct them.

-Enhancement: Success levels allow you to find inconsistencies
and adjust them by +1 pip upward or even borrow a pip from
another system to add to the current one (+2 max enhancement
over base design)
-Departmental Authority: People just know they’re outclassed
when you’re around. This confers the effects of having +1D to
Authority. Effectively (GM discretion). It heavily pertains to
and is limited by the situation your character is in. EX: If
someone is holding a gun to your head telling you to fix
something or they will kill your family or friends… Your
Departmental Authority will come with many strings attached,
while still allowing you additional resources and funding for the
project at hand.
-Design Signature: Anything you work on or create can be
stamped by you for recognition or copyright. You can place
your credentials or signature into the design in such a fashion as
any attempt to copy your tech or mod will always result in an
inferior version.
-Design Area Specialization: Your Engineer chooses one area
of, specific, expertise that he or she is just better art than the
other areas of his/her knowledge. EX: Blasters, Repulsorlift
arrays, Engines, Superstructure, Armor, Turbolasers, Shields,
Sensors, Maneuvering Thrusters, etc. You will gain a
permanent –1DR in this area of specialty and a +1 Level of
escalation.
Definition of Escalation +1: You can SCALE that system one
level up or down beyond standard specifications with no
additional penalty.
+1D to Technical, +2 to Mechanical (in addition to bonus)
The amazing benefit of this package is that it can be acquired at
any time, from holonet courses, instructional holos, data pad
libraries, at archives, listening to audio recordings, reading old
books, etc. Assume the cost for any progression to be 5,000
credits per tier (if the cost is met, reduce CP costs by 1/2, not
the time involved to acquire however).
-The above cost represents a CP reduction method, the
packages can still be learned without spending the credits.
Optional Packages: (acquirable at any time)
5 Points: Expert Advantage: Must Choose a pertinent
Technical Skill
5 Points: Acquire Brawling Mastery (1/4 Cost)
15 Points: Time Sense Advantage
Electives after the 30 point level:
20 Points: Shakedown Cruise: Applies to ALL Mods, Jury
Rigs and Engineering (items, vehicles, whatever). You have the
experience and the innate “feel” for how things should operate
under, within and outside of nominal parameters. You can just
feel your way through anything you have touched personally
and you can correct certain margins of error and re-calibrate
inconsistencies or simply get a leg up on the next prototype
toward a final production model. (Required to create a
production model)
-Mods: -2DR PER +1pip per D in associated skill (add
Advantage bonuses to this) to sense inconsistencies in the
modification. Successful detection of flaws (GM target) allows
for correction and a +1 pip increase in output.
20 Points: Gifted Engineer Advantage
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6

Non
Player
Characters

Rachi Sitra (Jedi Knight)

"I'm an archaeologist. The traditional robes are poorly
suited for crawling through caves. Do not be concerned, my
beliefs are strong and true."
―Rachi Sitra
Sitra was rescued from Ryloth by aJedi posing as a slave
trader and afterward became a skilled warrior and
an archaeologist. She began learning the ways of the Force and
eventually attained the rank of a Jedi Knight after completing
her trials. The construction of her own lightsaber was a turning
point for Rachi that gave her life new meaning and direction.
[4]
Sitra somehow survivedOrder 66 and the Great Jedi Purge,
living long enough to witness the rise of the rebellion and the
Galactic Civil War.
During the Galactic Civil War Sitra aided the Rebel
Alliance from a hidden Rebel base on Talus she helped in
organizing strikes against the Galactic Empire. However, the
base's safety was compromised when the Imperial Special
Forcesestablished a base on nearby Corellia, preparing to launch
an attack on the Rebel base. Sitra realized that the facility could
not be properly defended and evacuation of personnel was the
only reliable option.[2] However, the Battle of Talus forced
Rebels into a defense of the base anyway when the Imperial
attack came earlier than expected. Imperial troops disembarked
and immediately engaged the Rebel defenders, but were caught
by surprise when a group of Jedi, led by Rachi Sitra, joined the
fight. Sitra took command of the situation and wielded
her lightsaber with authority. The combined troops of the Rebel
Alliance and their Jedi supporters had successfully defended
their base on Talus, and the Imperials were forced to retreat
back to the Imperial outpost. The next day saw the second

Imperial assault, with a larger better organized attack force
although by that time the evacuation was already at its final
stage. Sitra was evacuated along with other base personnel
on Spirit of Corellia, a SoroSuub transport. However, the
transport was shot down and was forced to land at a remote part
ofCorellia. Very soon, Imperial forces arrived to investigate the
crash site, led by none other than Darth Vaderhimself. Sitra
decided to distract Vader and buy others time for escape. She
rushed the Dark Lord, her lightsaber ignited, but the Sith simply
struck her down with the Force, rendering her unconscious.
Vader's forces engaged the Rebels and the fight was fierce and
brutal, with heavy casualties for both sides. Finally regaining
consciousness, Sitra moved against Vader again. At that
moment, the surviving Rebels concentrated their blaster fire on
Vader and, while he was busy deflecting it, Sitra and her
troopers retreated from the battle into the wilderness. Within a
few hours they reached a local spaceport and reunited with the
main Alliance forces. Rachi Sitra is highly skilled in lightsaber
combat and favored the Niman combat style but was also trained
in the use of Shien. In addition to her skill with a single blade,
Sitra was also skilled in the use of Jar'Kai. Her dueling abilities
were so great that she was even capable of the very
advanced Kai-kantechnique. She also had considerable
telekinetic prowess being able to manipulate her lightsaber in
order to form a Saber barrier.
Race:
Twi’Lek
Gender:
Female
Affiliation:
Old Republic/Rebel Alliance
Age:
50
Known Attributes & Skills: 0 BBY
Dex 5D - (AS) Acrobatics 3D, Melee Combat 10D+2: (AP)
Lightsaber: Form 6 & 9 Expert, Jar’Kai & Kai-kan Tandem
Mastery, Gunplay 5D+1, Dodge 9D, Thrown Weapons 6D,
Unarmed Combat 8D, (AP) Martial Arts, Martial Arts: Jedi
Martial Arts Mastery, Martial Arts General Mastery, (Tandem).
Kno 3D - Appraisal 9D+1, Art 9D+1, Bureaucracy 7D,
Languages 6D+1, Scholar 9D+2, Tactics 6D, (AS) Teaching
5D+2, Technology/Science 7D+2 (Xenoarcheology 10D+1),
Willpower 11D
Per 3D - Command 7D+2, Con 5D, Gambling 4D+2, Hide
9D+1, Persuasion/Bargain 10D, Search 10D, Sneak 9D
Str 2D+2 - Athletics 8D+2, Endurance 14D+2, Climbing/
Jumping 9D+2
Mec 3D - Navigation 6D, (AP) Zero G Ops, Shield Ops 4D,
Starship Gunnery 7D, Starship Piloting 8D.
Tec 2D+2 - First Aid 8D+1, (AS) Scientific App 5D, Computer
Ops 8D+1, Droid Prog/Rep 6D+2, General Maintenance/Repair
8D+2, (AP) Lightsaber Repair, Repulsorlift Repair 4D, Security
7D
Character Points:
37; Force Points: 3; Harmony Points: 4
Force
Attribute: 3D(4D+2); Control: 6D, Sense: 6D, Alter: 9D.
Move: 12
Equipment: Jedi Explorer Combat Outfit +1D, Jedi Utility
Belt, 2 Lightsabers, Comlink, Blaster Pistol (4D), Recording
Rod, Glow Rod, Survival Backpack, Synthrope Dispenser,
2,000 Credits.
Advantages: Ambidexterity, Fast Reactions, Time Sesne, Skill
Affinity: Melee Combat (-2DR), Toughness 1
Disadvantages: Hunted 5 (Death Mark/capture by Galactic
Empire), Imperial Record, Infamy Survived Order 66
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Mirax Terrik

Scholar 4D+2, Tactics 6D (Smuggling Techniques & Evasion
8D), Technology/Science 5D+2, Willpower 6D.
Per 4D - Con 6D, Gambling 8D, Hide 6D+1, Persuasion/
Bargain 7D, Search 6D, Sneak 7D+1
Str 2D+2 - Athletics 5D+2, Endurance 4D+2, Climbing/
Jumping 3D+2
Mec 3D - Navigation 6D, (AP) Zero G Ops, Power Suit Ops
5D+1, Shield Ops 5D, Starship Gunnery 5D, Starship Piloting
6D (Baudo Star Yacht 8D).
Tec 3D - First Aid 4D, Demolitions 5D+1, Computer Ops
5D+1, Droid Prog/Rep 3D+2, General Maintenance/Repair
4D+2, Repulsorlift Repair 5D, Security 7D+1, Starship Repair
6D, Starship Weapons Repair 4D+1
Move:
10
Force Sensitive:
No
Edge Points:
6
Legend Points:
1
Character Points:
17
Equipment: Blast Vest (1D P/+2 E), DL-6H Heavy Blaster
Pistol (5D) 40 Shots, Comlink, Datapad, Quickdraw Holster
(+1D), Medpack, Laser Tripwire alarm system (tied to earpiece)
(4 devices), The Pulsar Skate (Modified Baudo Star Yacht)
Advantages: Sixth Sense, Spacer, Luck 1
Disadvantages: Imperial Record: Logged due to Father, Quirk:
Family Criminal record 3 (Galactic): Causes odd situations,
hassle with customs, legal complications, etc. (but not
imprisonment). Implant Resistant
The Pulsar Skate

As their families were close, young Mirax often stayed with
the Antilles family. She developed a friendship with their
son Wedge, who nicknamed her "Myra" and whom she
nicknamed "Veggies". When her father was finally apprehended
by CorSec and sentenced to five years of hard labor on Kessel,
the still underage Mirax took control of his smuggling operation.
Under her guidance, the organization maintained its profitability
despite turning almost completely legitimate. Wedge
occasionally performed maintenance on her ship before he
defected full time to the Rebellion.
Daughter of Booster Terrik, she continued life as a savvy
smuggler and Galactic Courier until later in New Republic
Times.
Race:
Gender:
Affiliation:
Age:

Human
Female
Smugglers Alliance / New Republic
18

Known Attributes & Skills: 0 BBY
Dex 3D+1 - Melee Combat 4D+2, Gunplay 6D+1, Dodge 6D,
Thrown Weapons 4D, Unarmed Combat 5D, (AP) Martial Arts.
Kno 3D - Appraisal 7D+1, Art 5D+2, Bureaucracy 4D+1,
Business 6D+2 (Terrik Business 8D+2), Languages 4D+1,
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Craft: Modified Baudo-class star yacht
Affiliation: General
Era: Rise of Empire
Type: Light freighter
Scale: Starfighter
Length: 37.5 meters
Skill: Space transports: Baudo-class
Crew: 1, 2 can coordinate, gunners: 1 (can be fired from Bridge at 0D)
Crew Skill: As Above
Passengers: 8
Cargo Capacity: 35 metric tons
Consumables: 1 month
Cost: Not Available for sale
Hyperdrive Multiplier: x1
Hyperdrive Backup: x7
Nav Computer: Yes
Maneuverability: 3D
Space: 12
Atmosphere: 1,200kph
Hull: 3D; Hull Points: 12, Armor: 8
Shields: 3D; Shield Points: 24
Sensors:
Passive: 25/0D
Scan: 50/1D
Search: 70/2D
Focus: 2/3D
Maximum: 140/-2D
Weapons:
1 Quad Light Laser Cannon
Fire Arc: Turret
Crew: 1
Skill: Starship Gunnery
Fire Control: 3D
Space Range: 1-3/12/25
Atmosphere Range: 100-300/1.2/2.5km
Damage: 5D; Nominal: 6 (30)

Imperial Inquisitor Jerec

nothing to achieve his goals. His charisma is extensive and he
has managed to amass several Dark Jedi followers.
Race:
Gender:
Affiliation:
Age:

Miraluka
Male
Galactic Empire (Himself)
70

Known Attributes & Skills: 0 BBY
Dex 3D - Melee Combat 8D+2, (AP) Lightsaber, Form 1: Shii
-Cho Mastery, Imperial Jedi Mastery (tandem). Dodge 7D,
Thrown Weapons 6D+2, Unarmed Combat 8D, (AP) Martial
Arts: Jedi Martial Arts Expert.
Kno 4D - Appraisal 9D+1, Art 7D+1, Bureaucracy 8D,
Languages 8D+1, Scholar 10D+2(Force Nexus & Sites of
Power 13D), Tactics 6D, Technology/Science 5D+1, Willpower
8D, Interrogation 9D
Per 4D - Command 7D, Con 7D, Persuasion/Bargain 6D,
Search 8D
Str 3D - Athletics 8D+2, Endurance 8D+2, Climbing/Jumping
6D+2
Mec 2D - Starship Piloting 5D, Navigation 7D, (AP) Zero G
Ops, Starship Gunnery 4D, (AP) Cap Ship Piloting, Gunnery
and Shields.
Tec 2D - First Aid 6D, Medicine 4D, (AS) Scientific App 2D,
Computer Ops 4D+1, Droid Prog/Rep 5D+2, General
Maintenance/Repair 10D+2, (AP) Lightsaber Repair
Character Points: 21; Force Points: 3; Dark Side Points: 6,
Hatred Points: 5. Force Attribute: 4D(3D); Control: 8D,
Sense: 8D, Alter: 8D. Move: 10; Focused Jedi: Alteration –
2DR
Equipment: Lightsaber (5D), Dark Jedi Combat Suit (+1D)
Wraith-class Super Star Destroyer
Jerec ia a powerful Miraluka Jedi Master and Jedi archaeologist
who turned to the dark side under the Empire, becoming a
fearedInquisitor during the Galactic Civil War. Jerec was
apprenticed to aJedi archaeologist, Jocasta Nu, and became a
Jedi archaeologist himself, versed in knowledge of the Jedi's
past, especially the Sith. A Jedi Master during the Clone Wars,
he was on a long-term deployment searching for ancient
knowledge in the Unknown Regions when Order 66 was issued.
Upon his return, Jerec was found by the Inquisitorius and turned
to the dark side. Jerec serves the Empire as an Inquisitor.
However, Jerec is in truth devoted only to himself. One of the
most powerful Dark Jedi in the Empire, Jerec continually seeks
ways to increase his power and take the Empire for himself.
One of his chief obsessions is the Valley of the Jedi on the lost
planet of Ruusan, which contains vast amounts of trapped Force
power.

Advantages: Enhanced Attribute: Force Attribute 5, Time
Sense, Obscure Knowledge: Force Potential Enhancement –
2DR, Observant, Serpent Tongue, Secret Base 1, Capital 1
Disadvantages: Dark Secret 5: Betrayed the Jedi Order, Weak
Connection to the Force 5, Quirk 3: Obsession with the Valley
of the Jedi

Jerec is a driven being. Long has he known that he had
limitations to his growth in the Force. Thus, the undertaking of
a lifetime, the obsession that would rule him forever, to find the
Valley of the Jedi, will consume him until he holds that power
and ability to push beyond his limitations. He will stop at
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Bounty Hunter Jodo Kast

by his own exploding jetpack.
Race:
Gender:
Affiliation:
Age:

Human
Male
Himself
24

Known Attributes & Skills: 0 BBY
Dex 3D+2 - Melee Combat 6D+2, Gunplay 8D+1(Blaster Rifle
9D+2), Dodge 8D, Thrown Weapons 5D, Unarmed Combat 6D,
(AP) Martial Arts.
Kno 2D - Appraisal 4D+2, Art 3D+1, Bureaucracy 4D+1,
Business 3D+2, Languages 6D+1, Scholar 3D+2, Tactics 6D,
Technology/Science 4D+2, Willpower 7D.
Per 3D - Con 9D, Gambling 9D, Hide 6D+1, Persuasion/
Bargain 7D, Search 8D, Sneak 7D+1
Str 3D+2 - Athletics 7D+2, Endurance 6D+2, Climbing/
Jumping 5D+2
Mec 3D - Navigation 5D, (AP) Zero G Ops, Power Suit Ops 7D,
Shield Ops 5D, Starship Gunnery 6D, Starship Piloting 6D, Jet
Pack Operations 6D
Tec 2D+2 - First Aid 5D, Demolitions 6D+2, Computer Ops
4D+1, Droid Prog/Rep 4D, General Maintenance/Repair 6D+2,
Repulsorlift Repair 5D, Security 6D+2, Starship Repair 4D,
Starship Weapons Repair 3D+2
Move:
12 (max)
Force Sensitive:
Mundane
Edge Points:
4
Legend Points:
2
Character Points:
23
Equipment: Mandalorian Bounty Hunter Armor (+4D to
P&E), Comlink, 2 Modified E-11 Blaster Rifles (6D), Medpack,
Arm Blaster (5D), Rocket Pack Launcher (6D Speeder), Arm
Synthrope dispenser/snare gun. Heavily Modified ZA-8050
Light Freighter
Jodo Kast was a member of Alliance SpecOps who became
a bounty hunter in the time of the Galactic Civil War. Kast
wore Mandalorian armor similar to Boba Fett's, while he was
not a Mandalorian himself. After the famed bounty hunter Boba
Fett's fall into the Sarlacc pit, Kast even re-painted his armor to
look almost identical to Fett's, in order to gain notoriety and
demand larger payments. Valuing credits over ideals and
loyalties, Kast worked for the Empire, Black Sun, the New
Republic, or anyone who would pay him. Kast participated in a
number of hunts, some successful, some, like those of Cornelius
Evazan and Adar Tallon, unsuccessful. He worked for a time
with fellow hunters Puggles Trodd and Zardra, before eventually
going solo. Having once modeled his career after Boba Fett,
Kast later established himself as a rival to Fett, concerning
himself with building his reputation. Forsaking even the rules of
his profession, Kast took Fett's name for the sake of higherpaying jobs, while setting the goal for himself of taking Fett's
place in the top echelons of bounty hunting. Kast's
impersonation of Fett eventually caught up with him, though,
when the other bounty hunter sought to reclaim his own
reputation. Fett baited a trap on Nal Hutta, using an alias to
offer a bounty on a nonexistent man. When Kast came to Nal
Hutta, Fett attacked and defeated him, leaving Kast to be killed
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Advantages: Toughness 2, Observant, Fear 1, Fame,
Ambidexterity, Criminal Contacts 1.
Disadvantages: Unlucky 1, Imperial Record, Alliance Record,
Dark Secret 5

7

Starship, Vehicle
& Emplacement
Combat with
Scale Modifiers

Scale Modifiers and their Effects

The effects of damage on any ship:

Your player character and any normal NPCs you find in the
game will all be Character Scale, it is the lowest rating in the
game and represents the equivalent of the resistance and damage
potential wielded by humans and non humans (unless otherwise
specified, as there are a number of races that defy the standard
scale of Character, some reaching Speeder, others Walker yet
others even into Capital Scales like Star Dragons for Example)

Depleting the armor value of a ship or the facing of a capital
vessel or greater has, essentially, no effect on these ships’
performance. It is not until you, actually, get past the armor that
things begin to get hairy. Once you penetrate half a ship’s
normal hull points, you’ve got one or more hull breaches on that
facing or in that freighter/starfighter. GM discretion, however,
resolve damage to affected systems logically. Damage effects
applied should be Light, Moderate or Heavy. Deplete the entire
hull code in that area and the Effects should be from Severe to
utterly Destroyed.

Any point based number defined after the Scale designator is a
“soak” number. For ease of use purposes, NPCs and Player
characters do not use soak points, it is simply an additional
resilience number for objects and vehicles prior to the effected
target actually having to make a D6 based resistance roll. Thus a
4D Speeder has 2 points per D of soak and is considered by
default to have a certain amount of inherent armor, that amount
being a +2 Pip modifier total. The overall soak for a speeder is 8
(4D at 2 points per 1D) + 2 (1 point per pip of armor) = 10. A
Speeder scale object with a 4D hull can sustain 10 points of
damage prior to making any sort of resistance roll.
Furthermore, each scale level reduces the damage of the
weapons from the previous scale by 2D and increases bonus to
hit by 2D as well. This is true up to a maximum bonus to hit of
6D. This modifier is even true upon scales above the median
capital scale (Destroyer) up to a maximum of 6D (unless
otherwise specified).
-”unless otherwise specified” is more a GM ruling than
anything else. Some ships defy traditional scale modifiers.
Something like a Skipray Blastboat has Corvette grade shields
isn't easier to hit than, say an X-Wing.
Once you move up from Starfigthter Scale, things get different.
Starfighter scale and below are all considered to have ONE
singular hit location. (Unless you believe the craft is armored
enough to warrant 2, like a Starfighter scale heavy transport,
medium freighter, etc.)
Anything Capital Scale up, has 4 shield generators. Some ships
normally classified as starfighters can be capital, use your
discretion on this, but as a general rule they are limited to 1 hit
location.
Some capital scale or larger ships may have additional hit
locations. (dreadnaughts, super capitals, etc.)
The Dice code of a Hull or strength rating of any object Corvette
Scale and up is divided into 4 locations. You take the base code,
for example a Corellian Corvette at 4D and calculate the Hull
Points (50 points per D = 200) and then add that total to each
section of the ship. In the past we had divided the values across
the entire ship and found the totals to be too low. Ships died
way too fast.
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In most circumstances, after a hull code’s soak values are utterly
depleted, you can then roll hull. However, for fast resolution,
imagine this: Your capital ship had a 600 Points of armor and
hull in it’s Port side. Your ship just took 700 Points of damage
there. You can roll Hull to resist at this point, however, I either
translate the excess damage as Full or Light Lethality. Full
Lethality is a 1 for 1 (over hull) difficulty increase. Light
Lethality is a 1 for 5. So, even if you are going with Light
Lethality and your Port side was just exceeded by 100 points,
that’s +20 to the difficulty roll to survive. So, that Imperial II’s
10D gun batteries (which we will only roll one 10D code at this
point) is 10D+20 to start. GM discretion
Thus depleting the entire hull code of a Star Destroyer on it’s
Port side could blow that entire section apart or it could cripple
power to that section and render all guns in that fire arc useless
(including any regeneration of shields), there should be multiple
hull breaches and a spectacular amount of fireworks going on.
The beauty of most capital ships is that you can simply roll the
ship to present a more pristine facing to absorb damage, you can
angle shields to cover the stricken arcs and the warship is not,
normally, out of the fight.
There is more GM discretion here, losing a section of a ship
could spell doom for the vessel in that it might cascade a failure
across the ship and trigger a chain reaction in ordinance that
rips the ship apart.
Optional Rule for Character Scale Weapons vs Speeders,
Walkers & Starfighters:
Damaged resolved vs objects at a scale higher than them can be
considered Static at their rating per D in additional resistance vs
damage.
How this works: the object has it’s soak rating per D as a static
resistance number + the difference in scale added to this rating
and Strength roll.
Example: Dreadboy is firing his super modified Death Hammer
pistol at a Speeder bike that is racing away from him. His pistol
has a maximum mod on it, delivering 7D of Character Scale
Damage. The Speeder Bike is a scale higher, which means it’s a
bit easier to hit (+2D). However, it’s more resilient to taking
damage from him. It’s hull Code of 2D + 2D for the scale
difference, expressed in static Terms is 8 + 2 for Armor = 10.
Damage resistance is 10 + 4D vs Dreadboy’s 7D Death
Hammer. I derived the soak values from the next page.

Scale Chart:
Character = 1 Point per D
Armor = 1 Point per pip
(Character Scale Soak points only applies to objects like a door
or a blaster)
Speeder = 2 Points per D
Armor = 4 Points per D, 1 per pip
Walker = 3 Points per D
Armor = 6 Points per D, 2 per pip
Starfighter = 4 Points per D, 1 point per pip
Armor = 8 Points per D, 3 points per pip
Transport = 5 Points per D, 2 points per pip
Armor = 12 Points per D, 4 points per pip
Corvette = 50 points per D, 17 per pip
Armor = 75 points per D, 25 per pip
Frigate = 75 points per D, 25 per pip
Armor = 100 points per D, 34 points per pip
Destroyer = 100 per D, 34 per pip
Armor = 125 points per D, 44 points per pip
Cruiser = 125 per D, 44 per pip
Armor = 150 points per D, 50 points per pip
Battleship = 150 points per D, 50 points per pip
Armor = 300 points per D, 100 points per pip
Dreadnought = 300 points per D, 100 points per pip
Armor = 600 points per D, 200 per pip
Super Capital = 600 Points per D, 200 points per pip
Armor = 1200 points per D, 400 points per pip
Mega Capital = 1200 points per D, 400 points per pip
Armor = 2400 points per D, 800 points per pip
Battle Station = 1800 points per D, 600 points per pip
Armor = 3600 points per D, 1200 per pip
Death Star = 2400 points per D, 800 Points per pip
Armor = 4800 points per D, 1600 per pip
Armor Assumptions:
Character = None (Character scale Armor is +1 plus the Code)
Speeder = +2
Walker = 1D
Starfighter = 1D
Transport = +2
Corvette = 1D
Frigate = 1D+1
Destroyer = 1D+2
Cruiser = 2D
Battleship = 3D
Dreadnought = 3D
Super Capital = 4D
Mega Capital = 5D
Battle Station = 6D
Death Star = 8D
Shields are always considered armor
Note: Transport Scale simply reflects that space transports can
soak a bit more damage and are less maneuverable than
previous tiers. Consider Transports to be a scale modification
of 1D. Thus Starfighters can target them 1D easier, while
Starfighter scale weaponry does 1D less damage to them. Trans

ports also have either 2, 3 or 4 hit locations depending upon
size. 1 Hit location per 10m, rounding up. Unless a transport
has 1 shield generator per location, it’s shields are resolved as
they are for a Starfighter (1 location), though they resolve with
a bit more toughness.

Size Assumptions:
Character = Anyone up to 5m tall
Speeder = any speeder class vehicle (anything under 5m are
character scale to hit)
Walker = Varies, walkers using legs are walker scale, fast
walkers on repulsors can be speeder to hit
Starfighter = Varies, all starfighters are starfighter scale for a
reason
Transport = Typically 10+ Meters
Corvette = 60M to 199M
Frigate = 200M to 399M
Destroyer = 400M to 599M
Cruiser = 600M to 999M
Battleship = 1000M to 2000M
Dreadnought = 2001M to 4999M
Super Capital = 5000M to 10000M
Mega Capital = 10000M to 20000M
Battle Station = 20000M to 30000M radius
Death Star = 30KM radius+; per 10KM add 1D to Base Hull
code; per 30KM add 1D to base Armor code (Hull and armor
bumps stack only for purposes of soak, not resistance).
Optional Rule:
Like the Death Star soak bonuses you can do something similar with each class
of vessel to show a greater, more granular difference between ships. To keep this
simple, limit the Hull soak to no more than 2D and the Armor Gains for Soak
purposes to no more than +1D

Targeting and Damage by Scale:
Scale Climbs in 2D increments for each size category, thus it's
+2D bonus to hit a Speeder if you are character scale, however,
your weapons are reduced in effectiveness by 2D as well. The
reverse of this is that a Speeder scale weapon has a -2D penalty
to hit a Character scale person or object but delivers an
additional +2D damage. Weaponry above Character Scale,
generally, have a blast radius. The more powerful the scale and
the Die code, the bigger the explosion. The +/-2D holds true
until you reach Destroyer Scale. Then it levels off.
Until the really big scales, starting at Dreadnought: Rather
than making these scales easier to hit, these classes of vessels
are much harder to pilot and evade fire less successfully.

Damage per scale:
Damage is always assumed to do the average: 3 points per D
(for fast resolution)
Resistance is always assumed to be average: 3 points per D
(for fast resolution)
-Resistance rolls are typically unnecessary until you deplete
the hull or shield points

Death Star Damage = DS Armor Points,
per D
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Ion cannons
Need only deliver ½ of an object's hull section in hull points to
make a roll against resistance to determine level of ionization.

Demp / EMP Guns
Need only deliver ½ of an objects resistance to make
a roll against resistance to determine level of
destruction.

Effects for Scaling Capital Ships (Weaponry,
Maneuverability, Bonus to hit)
Starfighter (Scale Down or Heavy Starfighter Weaponry Up) –
6D Difference between Starfighter and capital (Destroyer)

Starfighter: Dodge Negates, AoE Dodge reduces Damage by
90%.
Space Transport: Dodge Negates, AoE Dodge reduces
Damage by 85%.
Corvette: Damage Reduction: 30%; Dodge reduces damage by
65%, additional.
Frigate: Damage Reduction: 25%; Dodge Reduces damage by
60%, additional.
Destroyer: Damage Reduction: 20%; Dodge Reduces damage
by 50%, additional.
Cruiser: Damage Reduction: 10%; Dodge Reduces Damage by
40%.

Corvette 2D up from Starfighter (Weaponry as destroyer)
Frigate 2D up from Corvette (Weaponry as destroyer)

Battleship: Damage Reduction: 15%; Dodge Reduces Damage
by 30%.

Starfighters cap out at a 6D bonus to hit Capital Ships
(Destroyer)

Dreadnaught: Damage Reduction: 20%; Dodge Reduces
Damage by 20%.

Capital (destroyer) – Default Standard Weaponry for all capital
ships

Super Capital: Damage Reduction: 25%; Dodge reduces
Damage by 15%.

Dreadnought - Increase Base Damage code of weapon 1D,
Maximum maneuverability for ship of 2D, Base –1D

Mega Capital: Damage Reduction: 30%; Dodge reduces
Damage by: 10%.

Super Capital – Increase Base Damage code of weapon 2D,
Maximum maneuverability for ship of 0D, Base –3D

Battle Station: Damage Reduction: 35%; Dodge reduces
Damage by 5% (only if it is mobile)

Mega Capital – Increase Base Damage code of weapon 3D,
Maximum maneuverability for ship of –2D, Base –5D

Death Star: Damage Reduction: 40%; Dodge reduces Damage
by nothing.

Battle Station - Increase Base Damage code of weapon 4D,
Maximum maneuverability –4D, Base –7D.

Weaponry Above Capital:
For Every scale above Capital (Destroyer) the guns are, reduce
damage reduction by 5% vs Capital+ Ships. Double this for
anything under Corvette scale.

Death Star - Maximum maneuverability –5D, Base –8D.
Negative values add a terrain modifier to the difficulty of the
pilot, to effectively evade incoming fire. Add 3 points per
negative D starting at 0D for Large ships.

Damage Reduction vs Scale:
After a certain level of scale, dodging no longer seems relevant.
You cannot have an Battleship evading capital ship fire like it’s
a Starfighter, thus the following values represent that while you
can avoid some fire, you can’t dodge it all. You’re going to take
hits. For fast resolution, everything hits Corvette up without
reduction to damage.

Scale vs Capital Guns:
Character: Dodge Negates, unless caught in an AoE blast:
Dodge reduces damage by 95% if AoE.

Dreadnaught: -5% Capital / -10% Sub Corvette reduction
Super Capital: -10% Capital / -20% Sub Corvette reduction
Mega Capital: -15% Capital / -30% Sub Corvette reduction
Battle Station: -20% Capital / -40% Sub Corvette
Death Star: Negates Capital reduction / -50% Sub Corvette
-If damage reduction is eliminated and exceeded, then the
remainder is additional damage delivered. Ex: Super Laser
hits a Cruiser, damage reduction of 10% - 25% = -15% =
+15% to super laser's damage.
For Any Scale Under Corvette, applying damage to Corvette
- Cruiser = 1/2 Dodge Bonus. Battleship up = No dodge
bonus.
Ultra Heavy Weaponry Negates all Damage Reduction
except a successful Dodge roll. Dodge bonuses still apply.

Speeder: As Character, AoE Dodge reduces Damage by 90%
Walker: Dodge Negates, unless caught in AoE blast: Dodge
reduces damage by 85% if AoE.
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Burst Fire Weaponry reduces Dodge bonuses by 50%,
Considered AoE.

The Effects of Batteries of Guns: (4-8 Guns per emplacement)
Allows for multiple cannons to be affixed to a single “Turret”
for maximized firepower/increased chance to hit.
-Old rules add 1D to damage per gun affixed to a battery
(essentially fire linking)
-New Rules: Per Gun added to a battery increase the fire control
by +1, damage by 1D for every gun after the first, increase base
damage by 1 (including the initial gun).
Ex: A battery of guns on an Imperial II Star Destroyer are listed
as 10D Guns with 0D Fire Control (4 - 7D Guns), thus in the
new rules they are considered 10D Guns, that deliver 7 points of
damage per D, have a Fire Control of 1D.
Capital ship weaponry all have a rate of fire limitation of 1 sort
per round, unless otherwise noted (like something odd like a
burst-fire weapon or a rotary cannon)
The above rules apply to all types of capital guns where there
are more than 1 cannon/barrel defined in the statistics, fluff or
pictures of the guns.
Note: The real advantage of gun Batteries is that up to 25
Batteries can be fired together as a single targeting roll . This
effectively supersedes individual fire (See command & Tactics
for additional information). Each battery fired in this fashion
adds +2 (pips) to the total damage on top of any/all other
bonuses. Thus, 25 batteries fired together add +50 to the total
damage. 25 Imperial II 10D Gun batteries fired together yield:
1,800 points of damage (1750 + 50; does not include other
bonuses to damage.
Optional Cost: Assume any weapon classified as a battery to
cost the base cost of the weapon times the amount of barrels +1.
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The Effects of fire Linking:
This is essentially a cheaper way to tie multiple weapons
together. Typically, it is used almost exclusively to chain
multiple cannons together for precision fire on Speeders up to
Starfighters.
Per cannon after the first add 1D. There is no limitation of 3
guns like the old rules, you can fire link up to 12 guns. Fire
linking can add accuracy by default. However, for a decrease of
1D in damage you can add 1D to fire control.
Note: As with anything in Starwars, it can be modified or reengineered. Thus with modifications a Fire Linkage can be
modified by 1D+2 (either adding to damage or fire control; in
addition to modifying the base damage of the weapons or the
fire control package).
Double laser / blaster / Turbolaser Cannons:
Adds 1D, +1 to damage (4 instead of 3 per D)
Triple laser / blaster / Turbolaser cannons:
Adds 2D, +2 to damage (5 instead of 3), +1 to fire control
Quad Laser / Blaster / Turbolaser cannons:
Adds 3D, +3 to damage (6 instead of 3), +2 to fire control
Auto Blaster
Capable of Burst fire (2D fire control, 3D Damage)
Optional Cost: Assume the linkage software to cost 1.5% of
each weapon added after the first.

-Destroyer Scale is limited to 4 Barrels total
-Cruiser Scale is limited to 6 Barrels total
-Battleship Scale is limited to 8 Barrels total
-Dreadnaught Scale is limited to 9 Barrels total
-Super Capital Scale is limited to 12 Barrels total
-Mega Capital Scale is limited to 14 Barrels total
-BattleStation Scale is limited to 18 Barrels total
-Death Star Scale is limited to 36 Barrels total
(anything 30KM and smaller; 4 locations)
-Death Star+ 36 Barrels per location
(add 2 per additional location)
+/- 1-2 barrels per location based off the variances on sizes
between each category of ship.
Optional Cost: Assume the cost for Ultra Heavy guns to be the
same as that for Gun Batteries, then multiply that total by 10.

Advanced Sensor Rules:
Maximum Sensor range is double “Search” minus 4D to reflect
degraded sensor quality
-Focus Sensor Bonus can apply, only if you are targeting one
ship.
-The Penalty to sensors (if any) also applies to fire control for
all weapons targeting at that range. However, the reverse
(positive dice) do not add to the fire control of a weapon.
-All capital weaponry can fire up to twice their range,
regardless of sensor penalty, anything past a weapons maximum
range applies an additional +2DR to hit and –2DR to damage.

Sensor Ghost(s):
The Effects of Ultra Heavy Guns (Optional):
These weapons represent the pinnacle of damage and range
output on heavy weaponry. Typically, this only applies to
surface to orbit and Naval weaponry. These are Large Bore
weapons, much like what you would see on an Iowa Class
Battleship. They do static Damage (similar to missiles and
Torpedoes) with heavier (usually) hitting power.
Each Cannon individually does 100 damage
Thus a 4 Gun Battery does 400 damage, Fire Rate is 1/3 (Alter
this as you wish, I ignore this fire rate when using full auto Rail
Weaponry)
-You can increase or decrease this damage GM Call.
Range Increased by 33% (round up) over the standard weapons
type they are based off (Turbolasers, Ion Cannons, etc)
rounding up.

Mounting Ultra Heavy Guns:
There are limitations to how these weapons can be mounted.
(Make or break at GM Discretion, i.e. Acclaim Star Frigate)
As Planetary Defenses, almost any configuration can be used
assuming there is sufficient power to operate them.
Corvette Scale is an absolute minimum for this class of
weaponry on a starship.
-Corvette Scale is limited to 1 barrel total
-Frigate Scale is limited to 2 Barrels total

Sensors can be also used to project sensor “ghosts” to confuse
missile guidance and enemy ships at range as well as operate as
Counter Measures & The ability to spoof sensor readings to
either project false signatures with your sensor /
communications suite or to even mask your own ship with static,
background noise from stars, etc.
-Naturally, anyone in visual range can tell that you don’t have
extra ships around (unless you are creative)
Active Countermeasures: Difficulty Sensors 15
Can be utilized against anything projectile based. Active
Countermeasures adds a static difficulty to missile targeting.
This is assuming that your sensor operator is actively sending
out electronic countermeasures BEFORE the targeting vessel
fires upon you. Add 1 point per D in Sensors that your crewman
has to the targeting difficulty for any missile / torpedo launched
against you + 3 points per D of the ship(s) focus sensor D code.
Passive Countermeasures: Difficulty Sensors 20
Your sensor operator uses low level sensors for the jamming
sequence. Add 1 point per D in Sensors skill + any D code (at 3
points per D) your ship has in Passive Sensors. (does not give
away your position).
Sensor Spoof: (False Ship Image) (Sensors)
Difficulty is 20 for a ship 2 scales lower than you + 5 per Scale
upward in size +1 per space unit the ship is from you.
Comm Spoof: (False Starship Chatter) (Communications)
Difficulty is 15 + 5 per scale above your ship class + 1 per 2
space units the chatter is from you. Reduce difficulty by 1 per D
in Con you possess.
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Missiles and Torpedoes:
The defining difference between Missiles and Torpedoes is
speed, range and fire control.
Range Modifiers only apply to Character, Speeder, Walker
scales
Starfighter and up ignore range modifiers, only accounting for
terrain and penalties/bonuses vs Scale (unless you fire beyond
the maximum range of the Missile or Torpedo, in which case the
Missiels/Torps are considered to do full damage at a –4D
penalty to hit)
Missiles and Torpedoes do Maximum Damage (6 points per D)

Starfighter Scale:
Torpedoes -4D to hit Starfighter
Missiles -2D to hit Starfighter
Base Statistics for
Munitions: Speeder, Starfighter, Walker: (All considered 2D
Speeder for the actual Projectile)
Torpedoes:
Launcher Cost: Standard: 2,500; Shield Buster: 10,000
Ammo Count: 3, per additional unit increase cost of launcher by
200.
Ammo Cost: 800 (9D); 1,000 (10D) Shield Buster
-Shield Buster’s do 90 Damage to Shields ONLY, consider as
5D (30 to actual Hull damage) they can use standard ordinance.
Fire Control: 2D Standard; 3D Shield Buster
Slow (Space 12)
Range: As listed (anything under Starfighter Scale); Starfighter:
+/- 20 Units
Have Guidance, 2 passes max (re roll misses next round if no
fuel left)
Detonate at any range, manually (1FA)
Advanced Torpedoes:
Use Standard Launchers
Ammo Cost: 2,400 (12D: 72); 3,000 (15D: 135) Shield Buster
Fast (Space 16)
Range: As listed (anything under Starfighter Scale); Starfighter:
+/- 30 Units
Have Guidance, 3 passes max (re-roll misses next round if no
fuel left), +1D to hit starfighters
Detonate at any range (auto), manually (1FA)
Missiles:
Launcher Cost: 1,000 Light; 1,500 Medium; 2,000 Heavy
Ammo Cost:250 Light (6D); 400 Medium (8D);600 Heavy(10D)
Ammo Count: 8 Light, 4 Medium, 2 Heavy: Per additional Light
Increase cost of launcher by 50, 100 for Medium, 150 for Heavy
Fast (Space 16)
Range: As listed (anything under Starfighter Scale); Starfighter
+/- 30 Units
Have Guidance, 2 passes max (re-roll misses next round if no
fuel left)
Detonate at any range (auto), manually (1FA)
Advanced Missiles:
Ammo Cost: 750 Light (9D), 1,200 Medium (11D), 1,800 Heavy
(13D)
Incredibly Fast – Can Target Starfighters Effectively without

penalties (Space 24)
Range: As listed (anything under Starfighter Scale); Starfighter
+/- 40 Units
Have Guidance, 3 passes max
Detonate at any range (auto), manually (1FA)
Seeker Missiles:
Ammo Cost: 1,500 Light (6D), 2,400 Medium (8D), 3,600 Heavy
(10D)
Standard Launcher as Missiles
Fast (Space 16)
Range: As listed (anything under Starfighter Scale); Starfighter
+/- 60 Units
Have Robust Guidance, 4 passes max, 4D internal homing
computer + initial fire control of launcher (after the initial
firing with gunnery). Can be dumb fired with internal guidance
skill only (requires 1 simple action per missile, Maximum 2
simple actions per round before incurring multiple action
penalties).
Detonate at any range (auto), proximity sensors (auto),
manually (1FA)
Advanced Seeker Missiles:
Ammo Cost: 2,500 Light (9D), 3,000 Medium (11D), 4,000
Heavy (13D)
Standard Launcher as Missiles
Incredibly Fast – Can Target Starfighters Effectively without
penalties (Space 32) +1D to all scales starfighter up stacking
with other scale bonuses.
Range: As listed (anything under Starfighter Scale); Starfighter
+/- 80 Units
Have Robust Guidance, 5 passes max, 8D internal homing
computer + initial fire control of launcher (after the initial
firing with gunnery). Can be dumb fired with internal guidance
skill only (requires 1 simple action per missile, Maximum 2
simple actions per round before incurring multiple action
penalties).
Detonate at any range (auto), proximity sensors (auto),
manually (1FA)
Rockets
Interchangeable with concussion missile launchers
Ammo Cost: 125 Light (6D), 250 Medium (8D),300 Heavy(10D)
Range: 40 Units
Fast (Space 16)
Dumb Fire -2D Fire Control
Heavy Rockets
Interchangeable with concussion missile launchers
Ammo Cost: 250 Light (9D); 350 (11D); 500 (13D)
Range: 30 Units
Slow (Space 12)
Dumb Fire -2D Fire Control
Ultra Heavy Rockets
Must be wing or hull mounted
Ammo Cost: 500 (12D); 700 (15D); 1,000 (18D)
Ammo Count: (Maximum) 4 / 2 / 1
Range: 20 Units
Very Slow (Space 8)
Can tie in with Fire Control of Main Guns for 1FA, -3D Fire
Control (Dumb Fire as above, just worse).
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Space Bombs
Ammo Cost: 600 (12D); 1,800 (15D)
Ammo Count: 4 / 2
Range: 3/6/9 (2 Unit Blast Radius)
Dropped at velocity of delivery vehicle
Dumb Fire –3D to target
Massive Warhead (12D/15D)
Heavy Space Bombs
Ammo Cost: 2,400 (18D); 3,600 (24D)
Ammo Count: 2 / 1
Range: 2/4/6 (3 Unit Blast Radius)
Dropped at velocity of delivery vehicle
Dumb Fire –3D to target, No fire Control Bonuses
Insane Warhead (18D-24D)

Capital Scale:
(All considered 2D Starfighter for the actual
Projectile)
Torpedoes: Represent a relatively direct fire weapon, range
varies by torpedo and launcher
Launcher Cost: 20,000
Ammo Cost: 3,000 (9D)
Ammo Count: 30 per Launcher
Range: As Launcher
Weight: 75 Kilos per Torpedo; 500 Kilos per Launcher
Limited Guidance, hard to intercept: -2D to opposed hit chances
Fast – Exit Velocity: 24 Space Units, 48 Space Units 2nd round
Detonate on Impact / detonate at predefined range
Missiles: Represent an indirect fire weapon, double listed
ranges
Launcher Cost: 10,000
Ammo Cost: 1,000 (8D); 1,500 (9D)
Ammo Count: 15 per launcher
Weight: 150 Kilos per missile; 750 Kilos per launcher
Launchers are interchangeable, parts common
Guidance systems, very hard to intercept: -4D to opposed hit
chances
Very Fast – Exit Velocity: 32 Space Units, 64 Space Units 2nd
round
Detonate on Impact, proximity sensors, pre-defined ranges or
manually
Advanced Torpedoes: Represent a relatively direct fire weapon,
range varies by torpedo and launcher
Double Range
Ammo Cost: 6,000 (12D)
Ammo Count: 30 Per Launcher
Weight: 75 Kilos per Torpedo
Guidance systems, very hard to intercept: -4D to opposed hit
chances
Fast – Exit Velocity: 36 Space Units, 72 Space Units 2nd round
Detonate on Impact or Calibrated to detonate at predefined
range
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Advanced Missiles: Represent an indirect fire weapon,
quadruple Range
Ammo Cost: 2,000 (11D), 3,000 (12D)
Ammo Count: 15 per Launcher
Weight: 150 Kilos per missile
Uses same launcher as normal missiles
Guidance systems, very hard to intercept: -6D to opposed hit
chances
Very Fast – Exit Velocity: 48 Space Units, 96 Space Units 2nd
round+
Detonate on Impact, proximity sensors, pre-defined ranges or
manually
Rockets: Direct Fire weapon, 1.5x launcher range
Ammo Cost: 500 (11D); 750 (12D)
Ammo Count: 15 per Launcher
Weight: 150 Kilos per rocket
Launchers are interchangeable, parts common
Dumb Fire, hard to intercept: -3D to opposed hit chances
Very Fast – Exit Velocity: 32 Space Units, 64 Space Units 2nd
round
Detonate on Impact
Heavy Rockets: Direct Fire weapon, standard launcher range
Ammo Cost: 750 (14D); 1,000 (15D)
Ammo Count: 10 per Launcher
Weight: 200 Kilos per rocket; uses standard Missile launcher
Launchers are interchangeable, parts common
Dumb Fire, hard to intercept: -2D to opposed hit chances
Very Fast – Exit Velocity: 16 Space Units, 32 Space Units 2nd
round
Detonate on Impact
Hyperspace Torpedoes: Ultra nasty, self guiding (after
targeting lock), reacquiring ammunition roughly equivalent in
size and shape to an Imperial Hyperspace Message Pod.
Hyperspace Telemetry Sensors Cost: Equivalent to an Imperial I
Range: 2 Sectors...
Ammo Cost: 1.5 Million Credits (x1/3 - 1D Death Star Scale); 3
Million Credits (x1/5 - 2D Death Star Scale)
Ammo Count: Typically 12, 24 or 36
Hyperdrive: x1/3 or x1/5, Gunnery: 12D
Weight: 2.5 Metric Tons

antastic Technology

Blasters:
“Hokey religions and ancient weapons are no substitute for a
good blaster at your side.” - Han Solo
The inner workings of blasters essentially create particle beams
to inflict damage. When the trigger is pulled, the blaster
chambers a small volume of the Tibanna gas into a gas
conversion enabler (or XCiter). The XCiter excites the gas
particles with energy from a power-pack, which attaches to the
weapon (reloadable magazines). Afterwards, the excited gas is
compressed into a beam in the actuating blaster module before
being focused by first a prismatic crystal and then the galven
circuitry in the barrel of the weapon.
Note:
We have included extra value in purchasing Name Brand items.
Standard Items have a Body Strength of 2D. We tweaked some
of the guns to give you a reason to want to buy one over another.
Pictures are widely available in the other WEG, G+ & Rancor
Pit Sourcebooks.
-Legality & Availability are listed on p.161
Generic Sporting Blaster Pistol:
Damage: 3D; Has Stun Mode
Range: 3-10/30/60
Ammo: 50
Era: PE+
Market: All
Availability: C
Legality: P
Cost: 250 Credits
Generic Sporting Blaster Rifle:
Damage: 4D; Has Stun Mode
Range: 6-30/90/270
Ammo: 50
Era: PE+
Market: All
Availability: C
Legality: P
Cost: 350 Credits
Generic, Stun Only, Blaster Pistol:
Damage: 3D Stun Only
Range: 3-10/30/60
Ammo: 15
Era: PE+
Market: All
Availability: C
Legality: D
Cost: 125 Credits
Generic Blaster Pistol:
Damage: 4D; Has Stun Mode
Range: 3-10/30/120
Ammo: 100
Era: PE+
Market: All
Availability: U
Legality: P
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Cost: 400 Credits
Generic Blaster Rifle:
Damage: 5D; Has Stun Mode
Range: 5-25/150/300
Ammo: 100
Era: PE+
Market: All
Availability: U
Legality: B, L, I, M, PM
Cost: 800 Credits
Blastech DL-18 Blaster Pistol:
Damage: 4D; Has Stun Mode
Range: 3-10/30/120
Ammo: 100
Era: PE+
Market: All
Availability: U
Legality: P
Cost: 550 Credits
Rugged Standard for Blaster Pistols (2D+1 Body).
Included Equipment: Maintenance tools (+1 pip to the DL-18),
Custom Holster (+1 pip to quickdraw)
Can Add Scope (+1D to Aiming): 25 Credits
Blastech DL-22 Blaster Pistol:
Damage: 4D+1; Has Stun Mode
Range: 3-11/32/128
Ammo: 100
Era: RE+
Market: All
Availability: R
Legality: P
Cost: 650 Credits
Builds off the DL-18, improved in every way. (2D+2 Body),
-1DR to Modify
Included Equipment: Maintenance tools (+2 pips to DL-22),
Custom Holster (+2 pips to quickdraw)
Can Add Scope (+1D to aiming): 25 Credits
Merr-Sonn Model 434 “Death Hammer”
Heavy Blaster Pistol:
Damage: 5D; Has Stun Mode
Range: 3-10/40/80
Ammo: 50
Era: RE+
Market: ER, MR, OR
Availability: U
Legality: B, I, M
Cost: 650 Credits
Durasteel Plated (Body 3D+2)
Included Equipment: Maintenance tools, Holster, Scope (+1D to
aiming)
Blastech DL-44 Heavy Blaster Pistol:
Damage: 5D; Has Stun Mode
Range: 3-10/25/50
Ammo: 25
Era: PE+

Market: All
Availability: U
Legality: B, I, M
Cost: 700 Credits
Rugged Standard for Heavy Blaster Pistols (2D+2 Body)
Included Equipment: Maintenance tools (+1 pip to DL-44)
Custom Holster (+1 pip to quickdraw)
Scope Standard (+1D to Aiming)
Blastech DL-6H Heavy Blaster Pistol:
Damage: 5D; Has Stun Mode
Range: 3-10/30/120
Ammo: 25
Era: R+
Market: CW, C, IR
Availability: R
Legality: B, I, M
Cost: 800 Credits
Blaster Pistol range with a Heavy Blaster’s firepower
(2D+2 Body)
Included Equipment: Maintenance tools (+2 pips to DL-6H)
Custom Holster (+2 pips to quickdraw)
Scope Standard (+1D to Aiming)
After Market Mods: +25 to Ammo: 40 Credits
Caelli-Merced Series III Blaster Pistol:
Damage: 4D+2; Has Stun Mode
Range: 3-12/36/144
Ammo: 100
Era: PE+
Market: Socorro, Black Market
Availability: V
Legality: P
Cost: 900 Credits, Ammo Magazines: 30
(Body 3D)
The Series III Is designed for a skilled marksman. Requiring a
keen eye and steady hand. This precisely balanced weapon adds
+5 to the difficulty for any user with a blaster skill of less than
4D. However, anyone with a blaster skill of 6D or higher gets a
+1D to hit.
Included Equipment: Maintenance Tools (+1D for the Series III)
Integral Scope (+1D+1 for Aiming)
Custom Holster (+1D to quickdraw)
Caelli-Merced Sentinel IV Heavy Blaster Pistol:
Damage: 5D+2; Has Stun Mode
Range: 5-15/45/135
Ammo: 100
Era: PE+
Market: Socorro (cost x2.5), Black Market (cost x5)
Availability: E
Legality: B, I
Cost: 1,200 Credits, Ammo Magazines: 60
(Body 4D)
The Sentinel IV designed for an advanced user. This precisely
balanced weapon adds +10 to the difficulty for any user with a
blaster skill of less than 5D but anyone with a blaster skill of 7D
or higher gets a +1D to hit & damage.
Included Equipment: Maintenance Tools (+1D to the Sentinel
IV)

Integral Scope (+1D+1 for Aiming)
Custom Holster (+2D to quickdraw)
Carrying a Sentinel IV is a status symbol among the Black
Bha'lir. Older variations of the weapon have been passed down
from one generation to the next and remain every bit as
formidable as the new models coming off the line.
Note: While not a common weapon. The Sentinel IV is quite
distinctive. Anyone who makes a Difficult streetwise roll and
recognizes a Sentinel IV understands that whoever is carrying
the weapon is not a person to be trifled with: smugglers, bounty
hunters, assassins and people of a similar background only need
to roll a Moderate success.
Amber Armaments “Flatline” TS-15 Riot Gun
Damage: 8D Stun Bolt & 6D AoE blast radius stun
Range: 3-12/36/72 ; 3-9/27/36 (6D 1-3m / 5D 4-6m / 4D 7-9m)
Ammo: 30; Ammo Magazines: 15 Credits
Era: LR+
Market: ER, MR, Tapani Sector, BM
Availability: V
Legality: PM, M, I, B, L
Cost: 1,000 Credits
(Body 3D+2 Static)
The “Flatline” was originally designed with pacifying rioting
peasants. The defensive weapon was created in the Tapani
Sector, by House Amber (widely known in the sector for their
popular Amber Ale Fizzy-glug products) and sold amongst the
Houses as fast as they came off the line. Eventually the market
was broadened. It is gaining wide acceptance among Planetary
Militia & Law Enforcement everywhere, as it is a non lethal
means by which Wookies and Barabel’s can be taken down with
an excellent chance of success.
-Weapon Quality is impeccable, and it’s been designed to be
utilized in Melee Combat as a club for offensive purposes and as
a short staff for defensive purposes.
-Included Equipment: Stock (+1 pip to hit, +2D to Damage if
used as a club), collapsible front stabilization grip (+1 pip to
hit), Maintenance Tools, Shoulder Strap, Back, Thigh and Beast
Holster (3 Bantha Hide Holsters).
Note: The Weapon itself is just under one meter in length. It
can be effectively wielded as a “short staff” with both hands to
parry Melee Attacks with surprising ease (+2D to Parry vs
Melee Weapons).
I was in the Tapani Sector a couple years ago and I witnessed
an insane riot break out outside an Amber Ale retail center.
People were rioting that they had just launched a line of
alcoholic products in addition to the Fizzy-Glug lines. I
witnessed this ass, come out of the crowd with a Light Foil and
threaten one of the House Guards that were present there. The
Guardsman drew his “Flatline” from his back holster, closed
with the Saber Rake, parried his Light Foil swing with the Riot
Gun and then slammed the Stock in the flamboyant kids face.
Lots of flying teeth… there was little more than a burn mark on
the Riot Gun, maybe a smidgeon of metal fatigue.
When the House Guard cut loose on the crowd with the gun, it
was end of riot in a matter of seconds.
-Kellor Tabo
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Equipment:
Synthrope Dispenser:
Era: PE+; Cost: 35 Credits
A, small, high tech dispenser that creates rope like magic. They
typically create up to 50 meters of rope that can support of to
500 kilograms.
Glow Rod
Era: KOTOR+; Cost: 25 Credits
A compact light generation device that works like a flashlight,
lantern, and emergency strobe. This device is simple and
rugged (Body 3D). Typically contains enough energy for 36
Hours of continuous operation.
Portable Fusion Generator
Era: PE+; Cost: 150 Credits
An Ultra-High-Tech Fusion reactor, meant to charge, and
provide near limitless power for a number of applications. Can
charge Droids, recharge items & weapons, and battery cells. It
also tends to throw off a bit of heat, and can act as an emergency
heat source (+1D to survival rolls). It is about the size of a
coffee can.
Medpack
Era: All; Cost: 25 Credits
A high tech, field kit that is generally only good for one
application. However it affords the user +1D to First Aid rolls,
lowers the difficulties for healing and the like.
Bacta Gel Tabs
Era: PE+; Cost: 30 Credits; Quantity: 6 Tabs
Market: ER, MR, Tapani Sector, BM
Ultra portable Bacta treatments that add +1D to First Aid rolls,
lowers difficulty for healing, etc.
Corellian Bounty Hunter Armor
Era: RE+; Cost: 2,000 Credits
Availability: R; Legality: B, I, M, PM, BM
+2D Physical, +1D Energy, No dexterity Penalty
Blast Vest
Era: All; Cost: 50 Credits
+1D Physical, +1 Energy
Blast Helmet
Era: All; Cost: 50 Credits
+1D Physical, +1D Energy
Datapad
Era: All; Cost: 15 Credits
It’s a Tablet PC, with perfect touch sensitivity, it’s extra durable
(2D+2) and it stores a pretty amazing amount of information.
For reference, it stores up to 100 Terrabytes.
Portable Computer
Era: PE+; Cost: 165 Credits
It’s a Laptop Computer, with everything the Datapad has plus
holo recording, commlink uplink, and anything else a high end
workstation computer is capable of. Storage: 100 Petabytes
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Recording Rod
Era: PE+; Cost: 25 Credits
It records video and sound. Not a Holo-recoder. However it is
the size of a hand held LED flashlight. It holds up to 24 Hours
of High Definition recorded material.
Holo-cam
Era: PE+; Cost: 125 Credits
It records (in 3D) a 360 Degree spectrum, capable of calculating
positions in realtime and even estimating movements of
individuals and objects that are obscured by your hand, a wall,
etc. AoE Recording radius, 10m. Used as a directional
recorder: range is line of sight. Recording storage: 12 Hours
Comlink
Era: PE+ (PTP link in KOTOR+ Era); Cost: 25 Credits
It’s your high tech phone that looks like a Chapstick. It has a
50km range and can be used in many ways like a smart phone,
GPS data, Alarm Clock, interfaces with Datapads, tec.
-PTP links had a 15km range, 35km range if used bouncing
signals off of towers.
Encrypted Comlink
Era: PE+; Cost: 100 Credits
It’s a military encryption communications device that creates a
VPN tunnel to like devices. You cannot be monitored talking
on such a device (however if you’re calling an unencrypted
Comlink, someone else on the other end can eavesdrop).
Difficulty to break Encryption: 40.
Survival Rations
Era: All; Cost: 10 Credits/day
A days rations is the size of a small square of cardboard (3x3”).
It contains all the nutrition you need to not starve.
Survival Kit
Era: All; Cost: 250 Credits
Contains 10 Solar Flares, standard & solar blanket for 2,
portable shelter for 2, 2 Weeks of Survival rations, Portable
Fusion generator, Knife (+1D to damage), Self Charging Laser
Pistol: 25 Shots, 3D Damage (no stun setting); The cell will
recharge in 25 hours (1 charge per hour); range as Sporting
Blaster Pistol, Emergency Beacon, 2 Breath Masks and 2 weeks
of filters each, 2 Glow Rods, Datapad, 2 Synthrope Dispensers,
2 grapple attachments, climbing gear, All weather Parka, Body
Glove.
Starship Toolkit
Era: All; Cost: 100, 250, 500 Credits
0D, +1D, and specialized (per model of starship +2D to repair
rolls).
General Maintenance & Repair kit
Era: All; Cost: 25/50 Credits; 0D & +1D
Motion Sensor Array
Era: RE+; Cost: 50 Credits
Detects motion in a 10m radius, emits alarm noise and can
silently emit one to a Comlink, Datapad, HUD or Computer.
-1DR to search rolls in the 10m radius.

Cybernetics:
Cybernetics in the Star Wars universe can be almost anything
from a droid arm to a nearly exact replica. The setting itself
does not look favorably upon those who have cybernetic
replacements and, as such, these enhancements are typically
masked in a synth flesh sheathe, making them effectively
unnoticeable from their original, biological, counterparts.
Anyone with obvious cybernetics is widely viewed with
suspicion and fear. The level of “enhancement/replacement”
and the obviousness of those enhancements and replacements
will determine the level of hostility, fear and disgust you will
encounter.
Synthetic limbs that are indistinguishable from normal ones will
not draw this level of suspicion until people discover that you
possess them. In that instance, your already established
relationship will help to determine if they view you as friend or
foe.

Augments: Can add up to 1D to any attribute over the
character’s original base. They can add up to 1D of Advantages
per augment (hand, arm, leg, foot, lungs, etc) however, the
advantages must make sense for the augmented part. Can add
+2 to Move (speed)
Maximum Enhancement: Can add up to 2D to any attribute over
the character’s original base, they can add up to 2D of
Advantages per Max Enhancement. As above the abilities must
make sense. Can add +4 to Move in addition to other
advantages.
This entire area is completely open for interpretation and GM
discretion. Cybernetics are integral into the Star Wars universe,
thus I have listed this section here.
Cyberpoints:
These do not cause you to gain MORE Dark Side Points.

This stigma is not accessible at character creation (regardless of
whether or not you create a character specifically with
cybernetics). Thus you cannot take it as a disadvantage.

Stigma Levels: 1-5 (-1D penalty on reaction rolls per level)
Cybernetics are grouped into three classifications:
Type A: Standard, biological looking replacement with
characteristics equal to the original part.
Type B: Obvious / Droid replacement parts for the missing part
They possess they durability of the original limb with a bonus of
+1D to resistance rolls.
Type A: Augmented: These enhancements take either Type 1
or 2 parts and add additional enhancements to the parts
replaced.
Type B: Maximum Enhancement

These are like Hatred points. You get one each time you
replace something (arm, leg, foot, lung(s), etc) . The difference
here is that you can get up to 5 before you really start incurring
penalties toward loosing yourself. The penalties are minor up to
that point and can be roleplayed as the individual characters see
fit.
At 6 points, you start to unhinge from reality. You
automatically make this roll. (This is 1 for purposes of
insanity). At 7 you must roll 2 or above (1 you loose your
mind). At 8 you must roll 3 or above (and so on and so forth).
-GM takes control of the character temporarily or completely.
Cyber points only accrue as you lose organs/ limbs. Add +1 to
Cyber Points if character is Augmented (only 1 no matter how
many augments)
Add +2 to Cyber points if the replacements are Maximum
Enhancements (only once)

Type A Stigma 1D, no matter how man parts you have
Type B Stigma 2D
Type 1: Add 1D to stigma if discovered (someone sees the
implants and mechanics under the flesh)
Type 3: Add 3D to the stigma level when/if discovered.
Type A or B replacements are typically +1D more resistant to
damage. Type B replacements are typically stronger +1D to
STR (strength and damage).
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Installation & Costs of Cybernetics:
This is star wars, it should be rather simple. In the original rules
there was a chance of failure + a chance to botch the installation.
That’s a huge penalty to burden players with, thus I have created
the following rules.
Note:
It’s starwars and there are instances of individuals using
whatever was readily available to replace limbs (even droid
limbs). There’s no real limitation here, just be reasonable about
what you allow your players to replace limbs with.
General Installation:
Any medically clean/sanitary clinic with an existing medical
droid with at least 4D in medicine can install basic cybernetic
replacements. You can do this yourself, at higher risk (on the
fly. Base target is 5 + the conditions of the area and quality of
parts used… slapping on a C3P0 droid arm on, in the middle of
a battlefield would add something like +3-4 DR to the target =
20-30 difficulty)
Cost: 1,000 per limb, 500 credits for hands/feet. 1,500 credits
for organ replacement. 2,000 credits for anything concerning
the head. (or free if you do it yourself with parts lying around).
Advanced Installation: (Augments)
These are all frowned upon and not technically illegal, however
are regarded with suspicion and discrimination when detected.
Any medically clean/sanitary clinic with an existing medical
droid with at least 5D in medicine can install Augmented
cybernetic replacements. The presence of a significant amount
of Bacta or Kolto must be present to wrap the limb with and aid
in the binding of the Augments and enhanced limb / replacement
to the host body.
Characters performing this surgery on themselves should start
the difficulty at 20+ Conditions + 5 to the difficulty per D under
5D their medicine skill is (can be 0D for a 25 point penalty)
Cost: 5,000 per limb, 2,500 credits for hands/feet. 6,000 credits
for organ replacement. 8,000 credits for anything concerning
the head. + 1,000 Credits per D of Advantages.
“We can build him stronger, faster and more resilient we have
the technology”
Ultra Advanced Installation: (Maximum Enhancement)
These are all illegal.
Any medically STERILE clinic with an existing medical droid
with at least 6D in medicine can install Augmented cybernetic
replacements. The presence of a Bacta/Kolto and mandatory 1
day of tank time per D of enhancement is required to allow the
binding of the Maximum Enhancement replacement to the host
body.
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Characters performing this procedure risk death or worse.
Assume all difficulties are 40 Base, regardless of conditions + 5
DR per D their skill is under 6D Medicine. -1pip to DR per D
their skill is over 6D. Failure means Character is maimed and
requires 1 week of tank time. Botch = Character death, no
matter how good your roll is.
Cost: 7,500 per limb, 3,800 credits for hands/feet. 9,000 credits
for organ replacement. 12,000 credits for anything concerning
the head. +2,000 Credits per D of Advantages

8

Space Transports

YT-1300
CEC YT Series Freighter
Craft: CEC YT-1300S (Sport Model)
Affiliation: General
Era: New Republic
Type: Light freighter
Scale: Starfighter
Length: 25 meters
Skill: Space transports: YT-1300
Crew: 1, 1 can coordinate, gunners: 2
Crew Skill: Varies widely
Passengers: 9
Cargo Capacity: 150 Metric Tons
Consumables: 4 months
Cost: 100,000 (new), 25,000 (used)
Hyperdrive Multiplier: x2
Hyperdrive Backup: x12
Nav Computer: Yes
Maneuverability: 1D
Space: 5
Atmosphere: 900 kmh
Hull: 5D: (2 Locations) 25 Hull Points & 8 Armor Points
Shields: 1D: 12 Shield Points (2 generators, Fore & Aft) 1
Metric Ton each
Sensors:
Passive: 10/0D
Scan: 25/1D
Search: 40/2D
Focus: 2/3D
Maximum: 80/-2D
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Weapons:
1 Corellian Quad Laser Cannon
Fire Arc: Dorsal Turret
Skill: Starship gunnery
Fire Control: 3D
Space Range: 1-3/12/25
Atmosphere Range: 100-300/1.2/2.5 km
Damage: 5D; Nominal: 6 (30)
The Legendary YT-1300 returns! The design that inspired over
five decades of galactic citizens to leave the safety of their
worlds and reach out into the stars. Now with newly reengineered cargo bays, engines, flight endurance, hull strength,
armament, agility and more! There is nothing quite like a YT1300. Pictured is the sport model, with centralized cockpit. No
other starship in the galaxy can match her wide availability of
after marked modifications that are readily available and ready
to drop right in! Yes, this is the entrepreneur's dream come true!
Sporting updated bantha hide surfaces, holo table, holonet
transceiver, and a Capitan's cabin to die for, complete with
gravity controlled hot tub! Corellian Engineering Corporation is
proud to reintroduce you to the ship design that became a legend
in the hands of it’s owners, one last time. For a limited time
only, the YT-1300 will be sold at it’s original factory price.
-All repairs & modifications to the vessel are at two difficulty
levels lower.
I was walking into a local CEC store to pickup some parts for
my YT-2400 and when I saw this, I traded the old bird in, on the
spot. They even gave me a fair trade, I paid nothing, and they
brought her up to the 2400’s specs for brand loyalty. Repairs
are effortless, Solo is going to be so pissed when he sees my
ship! -Dash Rendar

Ghtroc 720 Mark II
Ghtroc 720 Freighter Mk II
Craft: Ghtroc/Karn Industries class 720 Freighter Mark II
Affiliation: General
Era: Rebellion
Type: Light freighter
Scale: Starfighter
Length: 35 meters
Skill: Space transports: Ghtroc freighter
Crew: 1, 2-3 can coordinate gunners: 2 (can be fired by pilot or
1-2 bridge crew with –2D fire control)
Crew Skill: Varies widely
Passengers: 12
Cargo Capacity: 235 metric tons
Consumables: 3 months
Cost: 88,000 (new), base model only. 48,000 (Used—Base
Model)
Hyperdrive Multiplier: x2
Hyperdrive Backup: x12
Nav Computer: Yes
Maneuverability: 1D+2
Space: 5
Atmosphere: 800 kmh
Hull: 4D+2: (4 locations) 24 Hull Points & 8 Armor Points
Shields: 2D: 24 Shield Points (1 Generator) 5 Metric Tons
Sensors:
Passive: 20/0D
Scan: 40/1D
Search: 60/3D
Focus: 2/4D
Maximum: 120/-1D
Weapons: (up to a total of 7 Turrets & 2 Multi ordinance
launchers on gunship models)

2 Double Laser Cannons
Fire Arc: Varies
Crew: 1
Skill: Starship gunnery
Fire Control: 2D
Space Range: 1-3/12/25
Atmosphere Range: 100-300/1.2/2.5 km
Damage: 4D; Nominal Damage: 4 (16)
The Ghtroc 720 Mk II is a 3 deck freighter meant to compete
with anything that Corellian Engineering or Corellispace
produces at the entry level. Offering a robust armament of 2
double, turreted laser cannons and an optional 3rd for the pilot
or co-pilot to fire directly with benefit of fire control. The other
two, when operated remotely suffer a –2D fire control penalty.
Aggressively priced, and well equipped she comes with a list of
optional additions: Extra Shielding (3D), a dorsal mounted
double laser cannon turret and the cockpit fired double as well
as a class 1 hyperdrive and enhanced engines (6), better
maneuverability (2D) and sensor array enhancement. Her
consumables can also be doubled at a minor loss of 35 metric
tons of space. She has largely been redesigned to offer the best
cargo capacity of any light freighter in her class. The vessel can
be outfitted with any number of other standard weaponry
including quadlasers and torpedos or missiles to fill in the gaps
of a system defense gunship.
Her hull has been tweaked to resolve any deficiency
compared to standard Corellian vessels and generally exceeds
most of their base models by a wide margin. Already sporting
tweaked sensors and enhanced range.
This ship, a hot commodity after re-introduction, is highly
sought after by Pirates and Criminals… It sports some of the
best places to stow cargo with a +1DR to hide.
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YT-1760
CEC YT Series Freighter
Craft: CEC YT-1760
Affiliation: General
Era: Rise of Empire
Type: Light freighter
Scale: Starfighter
Length: 20 meters
Skill: Space transports: YT-1760
Crew: 1, 2 can coordinate
Crew Skill: Varies widely
Passengers: 8
Cargo Capacity: 15 Metric Tons
Consumables: 2 months
Cost: 80,000 (new), 50,000 (used)
Hyperdrive Multiplier: x1
Hyperdrive Backup: x8
Nav Computer: Yes
Maneuverability: 2D
Space: 8
Atmosphere: 1,100 kmh
Hull: 3D: (2 Locations) 15 Hull Points & 8 Armor Points
Shields: 2D: 24 Shield Points (2 generators, Fore & Aft) 2
Metric Tons each
Sensors:
Passive: 25/0D
Scan: 50/1D
Search: 70/2D
Focus: 2/3D
Maximum: 140/-2D
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Weapons:
2 Laser Cannons
Fire Arc: Dorsal & Ventral Turrets
Skill: Starship gunnery
Fire Control: 2D
Space Range: 1-3/12/25
Atmosphere Range: 100-300/1.2/2.5 km
Damage: 4D; Nominal: 3 (12)
Designed as a light courier and fast luxury transport it sacrifices
cargo space for pervasive luxury and spacious cabins. All
passengers receive one discrete cabin with a small refresher,
locker and desk in addition to their bed. Even the chairs at
every duty station are covered in high quality Nerf Hide seathers
that are supple and comfortable. Even the galley is comfortable
and well equipped with the latest in Caf Shoppe Brewing with a
variety of universal reloads for no less than 16 different brews.
The main table is fully holo equipped and can be used for a
variety of games as well as full holo communications. It’s med
bay is unparalleled in a ship of this class, it sports a full dual
Med bunk system and an Emergency Bacta Tank with
provisions for 2 uses. The only thing out of place here is the
Vintage FX Medical droid hard wired next to the tank. It’s
about the only place where the designers went “cheap”. It is
modestly equipped with both a Dorsal and Ventral turret. These
turrets may be fired from on remote the bridge at a –2D penalty
to fire control (full remote control).
All modifications to the vessel are at one difficulty level lower,
as is typical with most Corellian Engineering Corporation ships.

E-9 Heavy Explorer
Craft: Loronar E-9 Explorer
Affiliation: General, Empire
Era: Rise of the Empire
Type: Long-range scout
Scale: Starfighter, Fore & Aft hit locations
Length: 45 meters
Skill: Space transports: E-9 Explorer
Crew: 4, gunners: 2, skeleton: 2/+5
Passengers: 3
Cargo Capacity: 30 metric tons
Consumables: 2 years
Cost: 325,000 (new), 200,000 (used)
Hyperdrive Multiplier: x1
Hyperdrive Backup: x2
Nav Computer: Yes
Maneuverability: 1D
Space: 6
Atmosphere: 950 kmh
Hull: 5D + 2D Armor
Hull/Armor Points: (5 Locations) 25 Hull & 32 Armor Points
Shields: 3D: Shield Points: (3 Generators) 3 Metric Tons Each
Fore: 36, Mid: 36, Aft: 36
Sensors:
Passive: 40/1D
Scan: 80/2D
Search: 120/3D+2
Focus: 4/4D+1
Maximum: 240/-1pip
Weapons:
2 Dual Laser Cannons
Fire Arc: 1 ventral turret, 1 dorsal turret
Crew: 1
Skill: Starship gunnery
Fire Control: 3D
Space Range: 1-3/12/25
Atmosphere: 100-300/1.2/2.5 km
Damage: 4D; Nominal: 4 (16)

Carried Craft: CS-1 cargo sled
Designers at Loronar have truly outdone themselves with this
vessel. While some may simply look at the price tag and scoff,
turning to other ships like the YT-1760 which is appointed just
as comfortably corporations and governments take notice. The
E-9 sports all the luxury of the 1760, in fact designers took note
of it’s popularity and incorporated competitive products.
Naturally one of the main complaints of long deep space
scouting missions was the overall outcry for creature comforts.
The E-9 provides all of these. From the spacious Galley, to the
larger crew cabins sporting Desks with computer terminals, a
Vid Viewer on the wall opposite the Bed, a full refresher,
Expansive gear lockers, and room for personalization. The Vid
Viewer is holo cross compatible and will project holo video (not
2 way). The Med Bay sports a 2-1B Droid and 9 Extra Bacta
charges.
One of the best selling points is that the designers took care
to make certain the ship is legal in every way. No other ship in
service can fly the space lanes with standard Class Three
shielding and not get hassled. Nothing about the main guns is
illegal, however they sport Military Grade Fire control and can
be fired from two bridge stations at a minor –1D penalty if the
ship is operating with limited crew. In the event of an
emergency where the hyperdrive fails… Most people would die
before they were able to limp back to civilized space, not on the
E-9. She has a tried and true, Ion Shielded (+4D Static Armor
resistance) Class 2 Hyperdrive. Often overlooked but making a
comeback is the inclusion of good old standard armor plating.
The ship is designed for the long tour, and comes with a full set
of repair plates (10 Metric tons of cargo on new purchase).
The only failing point is that in keeping the ship legal the
maneuvering thrusters & engines aren’t quite up to snuff for it’s
mass with the added armor plating. Per full (fore & aft) D of
Armor you strip (or gets shot off) you gain 1D of
Maneuverability & a space of 1(up to +2D & 2 only).
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Gamma Assault Shuttle
Craft: Telgorn Corp Gamma-class Assault Shuttle
Affiliation: Empire
Era: Rise of the Empire
Type: Assault shuttle
Scale: Transport + Capital Shields
Length: 30 meters
Skill: Space transports: assault shuttle
Crew: 2, gunners: 3, skeleton: 1/+10
Crew Skill: Varies
Passengers: 40 (spacetroopers)
Cargo Capacity: 5 metric tons
Consumables: 1 week
Cost: Not available for sale
Hyperdrive Multiplier: x2
Hyperdrive Backup: x18
Nav Computer: Limited to 3 jumps
Maneuverability: 2D
Space: 8
Hull: 3D+2, +2 D Armor
Hull Points: 19 Fore, 19 Mid, 19 Aft
Armor Points: 32 Fore, 32 Mid, 32 Aft
Shields: 4D+2; Shield Points: 350 (1 Generator) 10 MetricT
Shield Points: 120 Fore, 115 Mid, 115 Aft
Sensors:
Passive: 40/1D
Scan: 80/1D+2
Search: 130/3D
Focus: 4/3D
Maximum: 260/-1D
Weapons:
4 Heavy Blaster Cannons
Fire Arc: Turret
Crew: 2 guns are handled by “gunner 1,” two guns are
handled by “gunner 2”
Skill: Starship Gunnery
Fire Control: 3D
Space Range: 1-3/12/25
Atmosphere Range: 100-300/1.2/2.5 km
Damage: 6D ; Nominal: 3 (18)
2 Tractor Beam Projectors
Fire Arc: Front
Crew: 1 (gunner 3)
Skill: Starship Gunnery
Fire Control: 4D
Space Range: 1-5/15/30
Atmosphere Range: 100-500/1.5/3 km
Damage: 6D
Concussion Missile Launcher
Fire Arc: Front
Crew: 1 (gunner 3)
Skill: Capital Ship Gunnery
Fire Control: 2D+1
Space Range: 180 Units
Atmosphere Range: 3 km
Damage: 4D; Damage: 24; Ammo: 15
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In a standard operation, aGamma-class assault shuttle
would pull up near an enemy ship and take hold of it
with either its tractor beam or power harpoon. It would
then launch its spacetroopers to seize control of the
vessel, sometimes crippling the ship beforehand with a
few well-placed turbolaser shots. These ships are
composed of three sections. The first section was the
command crew cockpit, where a crew of five not only
controlled the shuttle, but monitored its spacetroopers
as well. The second section, the main body, was where
the spacetroopers were carried. There were forty
holding compartments for spacetrooper armor. While
being stored in the assault shuttle, the spacetroopers'
power armor was constantly being recharged. Each
compartment was equipped with a fold-away door,
allowing the shuttle to quickly launch its troopers into
space. To protect its valuable cargo of elite
spacetroopers, assault shuttles were very well shielded.
Unlike most combat ships, which devoted 25% of their
power to shields, the shields of a Gamma-class assault
shuttle took up a full 62% of its power, with over half of
that directed to the ship's front arc. This allowed assault
shuttles to withstand heavy damage as they pulled up
near hostile ships. Gamma-class assault shuttles are
both atmosphere and space capable. They are
equipped with Class 2 hyperdrives (Class 18 backup).
However, their capability for hyperspace travel is
limited, because their nav computers can only hold
enough data for three jumps.
What they don’t list on the sales poster is that this ship is a
death-trap. If you lose life support in the main cabin (which
happens more often than not after the shields go down) the main
hold is neither pressurized nor does it contain atmosphere.
Poor space troopers have to live in their armor for up to a week.
Can you imagine shitting in your suit for a week prior to
deployment? Nasty!

HWK-300 Light Freighter
Craft: Corellispace HWK-300 light freighter
Affiliation: Varies
Era: Rebellion
Type: Space Transport
Scale: Starfighter
Length: 19 meters
Skill: Space transports: HWK-290 light freighter
Crew: 1 to 2 (Can Coordinate); (+ 2 fold away seats)
Crew Skill: Varies Wildly
Passengers: 4
Cargo Capacity: 75 metric tons
Consumables: 1 month
Cost: 75,000 (New); 125,000 (Used)
Hyperdrive Multiplier: x1.5
Hyperdrive Backup: x9
Nav Computer: Yes
Maneuverability: 2D+2
Space: 9
Atmosphere: 330; 950 kmh
Hull: 4D; (2 Locations) Hull Points: 20; Armor Points: 8
Shields: 3D; Shield Points: 36 (1 Generator) 2 Metric Tons
Shield Points: 18 Fore, 18 Aft
Sensors:
Passive: 30/1D
Scan: 60/2D
Search: 75/3D
Focus: 4/4D
Maximum: 150/-1D
Weapons:
8 Ultra Light Laser Cannons (Fire-Linked)
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 4D
Space Range: 1-3/12/25
Atmosphere Range: 100-300/1.2/2.5 km
Damage: 5D+2; Nominal Damage: 10 (52)
Double Heavy Turbolaser Cannon
Fire Arc: Ventral Turret
Scale: Speeder
Skill: Starship Gunnery
Fire Control: 3D
Space Range: 1-2.5/5/10
Atmosphere Range: 1-250/500/1km

Damage: 8D; Nominal Damage: 4 (32)
The HWK-300 is a less known starship design that closely
resembles the performance characteristics of a Courier ship and
has some of the amenities of a yacht. It’s seating and bunks are
of better than normal quality while still remaining rugged
enough to qualify the interior as “sporty”.
The craft originally debuted as the, HWK-290 a Corellian
Engineering Corporation design that saw limited exposure and
poor sales. The original craf was 29 meters long, twice as
expensive , carried 2 more passengers and double the cargo
space. It was completely unpopular as it look nothing like
CEC’s typical designs and was poorly received as a result. The
design sat for decades prior to being acquired by Corellispace.
The most notable instance of the HWK-290 is the Moldy Crow,
that was piloted by Kyle Katarn and Jan Ors.
The HWK-300 represents a bit of a departure from the
original craft (which Corellispace has since renewed production
and is competing well and directly with the YT-2400 from
CEC) being 10 meters shorter, carrying less passengers and half
the cargo. However, it’s become an enthusiast sensation at its
introductory price point outselling the New Ghtroc and even the
Corellian YT-1760 by wide margins.
The craft has the handling of a Starfighter and the
performance of one as well. It sports the original engines from
it’s progenitor, This vessel is highly sought after by
Mercenaries, Race pilots, Enthusiasts and even fighter pilots.
It’s bigger brother has become a common sight in the space
lanes, while the HWK-300 is typically seen only in the hands of
experts and those lucky few that have managed to get a hold of
one.
Good luck getting one of these babies for cheap. The resale on
used ones is almost double what the company is selling them
for. The interior is even sportier, than the original.
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CEC ZA-8050
Craft: CEC ZA-8050 light freighter
Affiliation: General
Era: Rebellion
Type: Light freighter
Scale: Starfighter
Length: 23 meters
Skill: Space transports: ZA-8050
Crew: 1, 2 can coordinate, gunners: 2 (can be fired from Bridge
at –2D)
Crew Skill: Varies Wildly
Passengers: 5
Cargo Capacity: 220 metric tons
Consumables: 3 months
Cost: 60,000 (new), 20,000 (used)
Hyperdrive Multiplier: x2
Hyperdrive Backup: x12
Nav Computer: Yes
Maneuverability: 2D
Space: 5
Atmosphere: 800 kmh
Hull: 4D; (3 Locations) Hull Points: 20; Armor Points: 8
Shields: 1D; Shield Points: 12 (1 Generator) 2.5 Metric Tons
Shield Points: 4 Per Loaction
Sensors:
Passive: 25/0D
Scan: 50/1D
Search: 70/2D
Focus: 2/3D
Maximum: 140/-2D
This was Corellian Engineering Corporation’s initial response to
the introduction of the Ghtroc II. The ship is smaller and
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Weapons:
2 Quad Light Laser Cannons
Fire Arc: Turret
Crew: 1
Skill: Starship Gunnery
Fire Control: 3D
Space Range: 1-3/12/25
Atmosphere Range: 100-300/1.2/2.5km
Damage: 4D; Nominal: 6 (24)
sacrifices passenger space compared to the other vessel,
however, in it’s own right the craft is still very capable.
Sporting many stock Corellian systems at a base level. Even the
fire control on the guns is basic until you consider the volume of
fire coming off the emplacements themselves. It was meant as
an inexpensive ship to release fast, and fill in gaps where the
CEC was loosing financial ground to the Ghtroc II. It
incorporates a multi deck cargo system similar to the Ghtroc
series with a pair of cargo elevators in addition to the main
boarding ramp.
The ship is easy to maintain in addition to the standard
Corellian design concepts which make it easy to modify.
-1DR to all repairs and modifications.
Here’s another little gem I literally stumbled across the first day
it hit the showroom floor. I bought the floor model after some
maneuvering and got it for the “used” price. One hell of a deal.
Quite the upgrade from my old Ghtroc 720 since I couldn’t find
one of the new ones… They’re in demand, and now, these are
too. Just that they’re available. CEC is a huge company. I
have to note that I was surprised how readily the parts from my
old 720 drop into this baby. It’s clear CEC engineered it that
way. I dropped the cockpit guns right on this baby, there were
power conduits pre run to a modular port… I stripped my old
720 to bitch this baby out.
- Dugeor “Blind Eye” Spirro

Lambda Shuttle
Craft: Sienar Fleet Systems Shuttle
Affiliation: Empire
Era: Rebellion
Type: Lambda-class Shuttle
Scale: Starfighter
Length: 20 meters
Skill: Space transports: Lambda Shuttle
Crew: 2 (2 can coordinate), gunners: 4, Skeleton: 1/+10
Crew skill: Space transports 5D, starship gunnery 5D,
starship shields 4D
Passengers: 10 (modifiable to hold up to 20)
Cargo capacity: 80 metric tons
Consumables: 2 months
Cost: 500,000 credits
Hyperdrive multiplier: x1
Hyperdrive backup: x10
Nav Computer: Yes
Maneuverability: 1D
Space: 5
Atmosphere: 850 kmh
Hull: 4D + 2D Armor; Hull Points: 20 / Armor Points: 32
(2 Locations)
Shields: 1D+2; Shield Points: 20
(1 Generator) (10 per location)
Sensors:
Passive: 25/1D
Scan: 50/2D
Search: 60/2D
Focus: 3/3D
Maximum: 120/-2D
Weapons:
3 Double Blaster Cannons
Fire arc: 2 front, 1 back
Crew: 3
Skill: Starship gunnery
Fire control: 2D
Space range: 1-3/12/25
Atmosphere range: 100-300/1.2/2.5 km
Damage: 4D; Nominal Damage: 4 (16)
2 Double Laser Cannons (Fire-linked)
Fire arc: Front
Crew: 1
Skill: Starship gunnery
Fire control: 3D+1
Space range: 1-4/12/25
Atmosphere range: 100-400/1.2/2.5 km
Damage: 4D; Nominal Damage: 5 (20)
Sienar Fleet Systems Lambda-class shuttle is based on a tri-wing
design with a central stationary wing flanked by a pair of folding
wings. When in flight position, the wing configuration
resembled an inverted Y. When landing, the lower wings folded
upwards. This design feature was implemented as a means to
protect the ship's occupants as it touches down.

officer, gunner, and engineer. A shuttle could be piloted by a
skeleton crew consisting of a single officer during emergencies.
It is also equipped with a Class 1 hyperdrive since its mission
profile involved traveling across the galaxy.
The cockpit is at the front of the craft, and the boarding ramp
was behind and under it. Its main drive units were capable of
reaching speeds of 850 kilometers in
an hour inside atmospheres, or 50 MGLT. Cooling intakes are
on the fuselage, and formation lights were at the end of the
wings. The Lambda is reasonably well-armed, with three
double blaster cannons (one rear-mounted) and two double laser
cannons.
The military version built by Cygnus Spaceworks is armed with
ten laser cannons. It was also protected by a powerful deflector
shield, which is powered by a pair of generators. A Lambda is
covered by a heavily reinforced hull capable of deflecting laser
fire. The shuttle class is so well armed that it is able to travel
across the galaxy without an escort, thus making it suitable for
covert operations. Additionally, the shuttle is equipped with a
state-of-the art communications grid.

In an emergency the cockpit could be jettisoned from the main
body and travel a short distance under sublight speed. The
lifeboat does not have enough space for all passengers when the
shuttle had its full complement and therefore priority is given to
the most senior officers on-board.

The Lambda was designed as both a cargo and
troop transport and could carry 80 tons or more than 20 soldiers.
It had a crew of six: apilot, co-pilot, navigator, communications
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Starfighters

Z95-AF5 Headhunter
Craft: SubPro Corp Z95-A-F5 Space Superiority Fighter
Affiliation: Any
Era: Late Rebellion
Scale: Starfighter
Length: 13 meters
Skill: Starfighter piloting: Z-95
Crew: 1 or 2 (2 seat model is scout/trainer and loses missiles)
Crew Skill: Varies Wildly
Cargo Capacity: 125 kilograms
Consumables: 1 week
Cost: 90,000 (New); 60,000 (Used) ; 107,500 Full Combat refit
– gun disc*
Maneuverability: 2D (3D in Atmosphere / Gravity Wells)
Space: 8
Atmosphere: 1,350 kmh
Hull: 4D + 2D armor; Hull Points: 16 / Armor Points: 24
Shields: 1D; Shield Points: 8
Sensors: (add 15 & +1D to all ranges/modes for scout/trainer
model)
Passive: 25/0D
Scan: 40/1D
Search: 55/2D
Focus: 2/2D
Maximum: 110/-2D
Weapons:
2 Heavy Laser Cannons (fire linked) * 2,500 Credits each trade
in value
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 2D
Space Range: 1-5/10/17
Atmosphere Range: 100-500/1/1.7 km
Damage: 6D; Nominal Damage: 4 (24)
2 Concussion Missile Launchers
Fire Arc: Front
Skill: Missile weapons: concussion missiles
Fire Control: 2D
Space Range: 30 units
Atmosphere Range: 3 km
Damage: 9D; Damage: 54
Ammo: 4 per Launcher

The Z95 Headhunter, a legend reborn. That’s how the newly refounded SubPro corp is marketing their foray into the general
marketplace. The original design has seem many refits and
design modifications over its venerable multi century existence.
After purchasing the licensing IP from Incom, SubPro had
poised the fighter to compete well against the X-Wing, as an
alternative fighter. Naturally, it’s marketed in the open and
targets legitimate citizens.
Though a number of them have been seen in Rebel fighter
groups and their usage by the Rebels is becoming more
frequent.
Based off the legendary durability of the old Z95 designs,
SubPro has cunningly integrated maximum armor plating into
the superstructure. Designed with easily replaceable armor tiles.
They increased the magazine capacity for the missiles by 1 per
bay and added a robust standard armament. The new design
shares more of the look of Old Republic fighter craft like the
ARC-170. Her maneuverability was updated to modern
standards and speed was increased to match the X-Wing. One
thing to note, they have preserved her atmospheric performance
and taken it a step further to better match the legend of the
fighter.
Several optional refits are available based upon customer
preference:
Hyperdrive Sled & Droid Brain: 8,000; Class 2 Hyperdrive,
Limited to 12 jumps. Brain has 4D+2 Astrogation
Maneuvering Fin: 4,000; +1D+1 to Maneuverability
Cannon Rotation Equipment (to change fire arcs): 2,500
8 Blaster Cannons (Fire-Linked)
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 4D+1
Space Range: 2-6/11/19
Atmosphere Range: 200-600/1.1/1.9 km
Damage: 5D; Nominal Damage: 10 (50)
Cost: 8,000
Consumable replacement for Missile Launchers: 2,000 = 1
extra week per replacement.
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Pinook Fighter Mk 2
Craft: Joraan Drive Systems Pinook Starfighter Mk 2
Affiliation: General
Era: Rebellion
Type: Escort starfighter
Scale: Starfighter
Length: 9 meters
Skill: Starfighter piloting: Pinook
Crew: 1
Crew Skill: Varies Wildly
Cargo Capacity: 150 kilograms
Consumables: 1.5 weeks
Cost: 85,000
Hyderdrive Multiplier: x2
Nav Computer: Limited to 6 jumps
Maneuverability: 2D+2
Space: 9
Atmosphere: 355; 1,025 kmh
Hull: 3D+2; Hull Points: 14 / Armor: 8
Shields: 2D; Shield Points: 16
Sensors:
Passive: 15/1D
Scan: 30/2D
Search: 60/3D
Focus: 2/3D+2
Weapons:
4 Light Laser Cannons (fire-linked)
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 3D+2
Space Range: 1-3/12/25
Atmosphere Range: 1-300/1.2/2.5 km
Damage: 4D+2; Nominal: 6 (26)
2 Heavy Ion Cannons (fire-linked)
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 4D
Space Range: 2-4/8/32
Atmosphere Range: 2-400/1.8/3.2km
Damage: 6D; Nominal: 4 (24)
Concussion Missile Launcher
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 2D
Space Range: 30 Units
Atmosphere Range: 3 Km
Damage: 6D (36)
Ammo: 16
The Joraan Drive Systems Pinook Starfighter was an
amazing success. Widely sold to private firms, individual
systems, mercenary units, individuals and Criminal
Organizations the original production run of the fighter was less
refined and had a number of odd traits.
However, for a small hyperspace capable fighter with
missiles it was ideal for a number of applications. In the post
Clone Wars era it fared very well, positioning Joraan Drive
systems in a position of influence and profitability. They
learned from their initial design faults and from consumer
feedback and after several production runs released systems
updates and field refit kits.
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The Mk 2 version represents all their refinements over a decade
as well as the benefits of mass production and a unified space
frame for the new model. This not only increased rigidity of the
craft but also lent them to produce them faster and more
efficiently after they got their Molecular Furnace production
lines up and running.
While it’s main armament is lighter than it’s predecessor, it’s
lethality is arguably better due to multiple cannons and better
fire rates, control and focused linking. It also, now, sports a pair
of heavy ion cannons that were much requested by various
groups. The primary concussion launcher is capable of firing
any ordinance missile related, however, it is using a modular
linkage system to allow for the much smaller ordinance and thus
greatly increased ammunition capacity. Drive refinements allow
better speed, outrunning other models on the market and the
increased output allowed for the additional armament as well as
greatly enhanced shielding and maneuverability.
The fighter is highly sought after, and has sold out in all sales
market offerings in a matter of hours. The new model retains
the old model pricing, there is no wonder why it’s flying off the
lot.

I can’t say a bad thing about this fighter. I own one. Honestly,
while rather expensive it’s a pretty damn good production run.
For it’s size it packs one hell of a punch. There are a couple
things I did to mine that make this baby scream. I added a
rotational ring to the back of the cockpit that allows me to pull
off higher maneuvers while remaining utterly stable and I’ve
modified it to eject the cockpit in the event of a catastrophic
systems failure. Installing a couple light jets on the cockpit is
simple and better yet the repulsors are housed in there. Make
sure you keep a portable fusion jenny (like the ones in survival
packs) to power the repulsors on the way down… or it will be a
really hard ride.
Also consider the fact that you can get Advanced Concussion
missiles for that Launcher. Their damage output is Class Eight,
while their performance is standard. Still, one hell of an
upgrade for 16 missiles.
It’s also very easy to customize, any standard part from a
similar system will work. -1DR to find & cost of upgrade parts.

Assault Gunboat
Craft: Cignus SpaceWorks Alpha Class Xg-1b Star Wing
Affiliation: Empire; CSA
Era: Rebellion
Type: Assault fighter/gunboat
Scale: Starfighter
Length: 10 meters
Skill: Starfighter piloting: Assault Gunboat
Crew: 1 + 1 + Droid (up to 3 + Droid)
Cargo Capacity: 10 metric tons
Consumables: 1-3 weeks
Cost: Not available for sale
Hyperdrive Multiplier: x1
Nav Computer: Limited to 4 jumps or 14 with Astromech
Droid
Maneuverability: 2D+1
Space: 9
Atmosphere: 330; 950 kmh
Hull: 3D+2+1D Armor; Hull Points: 14 / Armor Points: 16
Shields: 3D; Shield Points: 24
Sensors:
Passive: 40/0D+1
Scan: 60/1D+1
Search: 80/2D+1
Focus: 4/4D+2
Weapons:
4 Blaster Cannons (fire-linked)
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 3D+2
Space Range: 3-6/12/24
Atmosphere Range: 300-600/1.2/2.4 km
Damage: 6D; Nominal: 6 (36)
2 Ion Cannons (fire-linked)
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 4D
Space Range: 1-3/7/36
Atmosphere Range: 100-300/700/3.6 km
Damage: 5D ; Nominal: 4 (20)
Tractor Beam Projector
Fire Arc: Ventral Turret
Skill: Starship gunnery
Fire Control: 2D
Space Range: 1-5/10/15
Atmosphere Range: 100-500/1.0/1.5 km
Damage: 4D; Nominal: 3 (12)
2 General Purpose Warhead Launchers
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 1D
Space Range: Varies
Atmosphere Range: Varies
Damage: 8D Missile, 9D Torpedo, 10D Rocket, 12D Space
Bombs
Ammo: 16, 24, 12, 6
The Assault Gunboat was never deployed by the Empire in
numbers. It’s initial reception was lackluster at 15m and it
certainly had no real place on most of the smaller class vessels

where it would have been much more useful. Imperial Star
Destroyers typically carried 5 just for its capabilities alone.
Cignus was not content to sit idly by forever. After loosing
the contract for the Cignus Shuttle (During the Clone Wars) to
Sienar Fleet Systems and their Lambda Shuttle they returned to
the drawing board to refine both the Cignus Shuttle and the
Assault Gunboat. After years of engineering work both craft are
returning with a vengeance.
Imperial Doctrine might have started out as specifying that
they carried typically short ranged craft. However, with the
increasing mobility of the Rebel insurgents and other threats
against the New Order there arose a greater need to field
hyperspace fcapable craft in numbers that had the durability to
survive and properly eliminate the various threats to the Empire.
The newly re-designed craft sports the originally envisioned
armor plating, the original design concept for the craft to be 10m
with the same power from the engines, pushing the craft at near
TIE speeds. Smaller craft meant enhanced shield coverage
resulting in a remarkable amount of protection. Original
armament was eliminated and now incorporates similar
armament to what a Lambda carries in it’s forward arc, and
allowed Cignus to move the cannon production in-house to
remove reliance on external suppliers. A tractor beam was
added to give the craft even more utility in the field.

Provision for an Astromech co-pilot has been included as
well as an additional optional seat for a secondary occupant and
facilities to accommodate both on longer journeys. Studies
showed that the original 40 metric tons of hauling capacity was
rarely, if ever, utilized. Thus turning it into a more capable
multi-role craft allowed for additional markets to open for
Cignus. They have been selling the Gunboat to the Corporate
Sector en-masse. If the imperial doctrine ever loosens up, it is
likely you will see a lot more of these in their arsenals as well.
Imperial Star Destroyers equipped with these currently carry 8
instead of 5 due to the size reduction.
An optional Aft Gunwell can be added with a Quad Blaster
cannon for use by an additional crew member, truly turning this
craft into a patrol vessel.
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TIE/LN-S
TIE Fighter
Craft: Sienar Fleet Systems TIE/ln
Affiliation: Empire
Era: Late Rebellion
Type: Space superiority fighter
Scale: Starfighter
Length: 6.3 meters
Skill: Starfighter piloting: TIE
Crew: 1
Crew Skill: Starfighter piloting 4D+1, starship gunnery 4D
Cargo Capacity: 65 kilograms
Consumables: 2 days
Cost: 65,000 (new); 70,000 (Shields)
Maneuverability: 2D+2 (-2 in Atmosphere / Gravity Wells)
Space: 11
Atmosphere: 1,250 kmh
Hull: 2D+1; Hull Points: 9 / Armor Points: 8
(Optional) Shields: 2D; Shield Points: 16
Sensors:
Passive: 20/0D
Scan: 40/1D
Search: 60/2D
Focus: 3/3D
Weapons:
2 Laser Cannons (fire linked)
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 2D+2
Space Range: 1-4/16/33
Atmosphere Range: 100-400/1.6/3.3 km
Damage: 6D+2; Nominal: 4 (26)
4 Missile Racks
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 2D (Slaved to Main Fire Control)
Space Range: 30 Units
Damage: 8D (48)
Due to numerous field trials and over 2 decades of service
the fighter has finally begun to show its deficiencies. Inability
to repair easily coupled with lack of combat durability have led
way to some notable enhancements for the venerable fighter.
One notable tweak to the design that was heavily field tested
with during the crisis with Admiral Zarrin. When the fighter
was outfitted with 4 Concussion missiles, slaved to the fire
control of the main guns. This allows for additional flexibility
to give the fighter added punch and allows it to operate in a
similar capacity to most Rebel fighters, as a limited bomber.
This update has been incorporated (yet rarely utilized) on all
production runs since the Battle of Hoth.
Twenty years of research at Maw Installation yielded a
couple notable improvements that were able to be incorporated
into the basic design at no additional cost. By tweaking the ion
engines coupled with a slight refinement to the mass production
process has yielded an increase in performance. The fighter
now equals the base speed of the interceptor. This enhancement
has been pushed down the line to it’s successor and future
models of the Interceptor will now match the performance of the
A-Wing, it’s greatest competitor. Refinements in production
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technology to maneuvering thrusters have also yielded an
additional enhancement. Both of these updates have already
been incorporated into mass production and are scheduled to
deploy en-masse. We can expect to also see a minor
improvement in the TIE Interceptor’s maneuverability as a
result. Initial reports are good, stating the increase places it just
above the maneuverability of the A-Wing.
Due to the advancements in other TIE programs with the TIE
Advanced, TIE Avenger, TIE Defender, TIE Aggressor and TIE
Oppressor effective shield generators have been designed to
drop right into the design. On certain, optional, models these
TIE fighters are beginning to receive robust shielding.
Another notable feature much sought after from various
commanders includes an ejection couch. This is a request that
comes from Grand Admiral Thrawn, who has in recent months,
made a very compelling argument that pilots should not be
wasted and that a pilot who survives multiple engagements is
going to be a pilot that will more effectively deal with future
threats. The legal division argued this point and other safety
concerns (citing multiple shortcomings and issues with
prolonged exposure to vacuum to Santhe / Sienar) and we are
now able to include ejection couches in all future production
runs at no additional cost. Health concerns and arguments
pertaining to it have forced Sienar Fleet Systems to add
additional plating to the hull of the vessel as well, again at no
additional cost.
All newer models are incorporating an engineering re-design
of the base laser cannons the craft carries. This beautiful
enhancement is courtesy of our dedicated core of Imperial
Engineers in the Koornacht Cluster. Due to their advancements
they have managed to coax roughly 33% more out of the
standard cannons and this translates across to the TIE
Interceptor as well. Thank your Imperial Core of Engineers
(Yevethan Slaves).
Note: The craft’s wings have been ruggedized enough to allow
it to land on. Many backwater garrisons are seeing fighters
parked in this fashion.
Don’t let the enhancements fool you, this craft is still a
deathtrap. I have it on good authority that occasionally the
overtaxed reactors on these babies have unpredictable results
(especially on the shielded ones). Pilots have been cooked in
their acceleration couches, literally…

Authority IRD Assault Fighter
Craft: Authority IRD-AF
Affiliation: Corporate Sector Authority / General
Era: Late Rebellion
Type: Multipurpose aerospace fighter
Scale: Starfighter
Length: 8.5 meters
Skill: Starfighter piloting: IRD
Crew: 1
Crew Skill: 7D Average
Cargo Capacity: 40 kilograms
Consumables: 3 days
Cost: Not available for sale
Maneuverability: 3D+2 (3D+1 in Atmosphere)
Space: 10
Atmosphere: 1,350 kmh
Hull: 4D: Hull Points: 16 / Armor Points: 8
Shields: 4D: Shield Points: 32
Sensors:
Passive: 25/0D+1
Scan: 50/1D+1
Search: 60/2D
Focus: 3/2D+2
Weapons:
Twin Triple (Shielded) Rotational Blaster Cannons
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 4D
Space Range: 1-4/16/22
Atmosphere Range: 100-400/1.6/2.2 km
Damage: 7D; Nominal: 6 (42)
(internal rotary cannons with single emitters)
2 Concussion Missile Tubes (3 Advanced Missiles per Tube)
Fire Arc: Front
Skill: Missile weapons: concussion missiles
Fire Control: 4D
Space Range: 60 units
Atmosphere Range: 60 Km
Damage: 10D: (60)
CSA has long fielded their own craft in sector defense. Their
IRD followed with the IRD-A and now the IRD-AF, a
generational advancement on the base craft. It is reaping the
benefits of mass production refinements and a substantial
armament upgrade. The overall length of the craft has been
reduced by 1 meter at some additional gains to performance to
to mass reduction. The Main cannons have two, rotational,
triple tibanna gas injectors in the main housing that not only acts
as 3 guns in one, yet it still forces all of that same firepower into
the same weapons package and profile. Furthermore, their
continued and endless profits have also yielded better equipment
(finally) as the IRD-AF is the first of their craft to sport heavy
shields for a craft of this size.
The Corporate Sector is the ONLY untouched part of the
galaxy that has been allowed to govern itself. This benefit,
alone, has allowed the sector to slingshot itself into prominence
both in the forms of financial success as well as in a Militaristic
aspect. Gone are the bumbling naval commanders of old. Some
of the best and brightest Captains of the Old Republic, retired
officers from the Imperial Navy and even some ex-Rebels that

have had enough have aided their growth into an organized and
effective CSA military force.
There is an optional under chassis attachment for the IRD series
fighters that has made a notable impact in recent years. A
modular hyperdrive that uses a droid brain and expands the
consumables of the craft:
Consumable Expansion: + 2 Days
Hyperdrive Sled: 5D Droid Navigation assistance, 5 Jumps: x1
Hyperdrive.

Furthermore, survivability of the pilot has become a focused
area of development in the new design. The entire cockpit will
jettison in the event of severe man body damage. The cockpit
has limited control systems allowing for repulsor assisted reentry, mild maneuvering thrusters and a fair amount of life
support.
Craft: Authority IRD-AF Ejection Capsule
Type: Life Pod
Scale: Starfighter
Cargo Capacity: 40 kilograms
Consumables: 3 days
Cost: Not available for sale
Maneuverability: 1D (-2D in Atmosphere)
Space: 2
Atmosphere: 250 kmh
Hull: 2D
Sensors:
Passive: 5/0D
Scan: 10/0D
Search: 15/1D
Focus: 1/1D+2
Maximum: 30/-3D
Don’t let the advancements fool you, as an Authority IRD pilot
you’re likely to start in a stock IRD. If you survive your first
tour and distinguish yourself you might get assigned an IRD-A
and then after additional distinguished service you might just
get promoted to one of these babies… More than likely after all
your friends are already dead and you don’t have a soul left or
the will to live or fight… You get one of these...
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Zebra II “Space Master”
Craft: Hyrotii Vehicle Works Zebra Starfighter
Affiliation: General
Era: Rebellion
Type: Short range starfighter
Scale: Starfighter
Length: 8 meters
Skill: Starfighter piloting: Zebra
Crew: 1
Crew Skill: Varies Wildly
Cargo Capacity: 90 kilograms (Varies)
Consumables: 2 days (5)
Cost: 40,000 (new), 18,000 (used)
Maneuverability: 2D (2D+2)
Space: 8 (10)
Atmosphere: 1,050 kmh (1,150)
Hull: 2D; Hull Points: 8 (10) / Armor Points: 8
(O) Shields: 1D-2D+2; Shield Points: 0, 8, 10 or 18
Sensors:
Passive: 15/0D or 30
Scan: 25/1D+1 or 40
Search: 45/2D or 60
Focus: 3/2D+2 or 4
Weapons:
2 Turbo Laser Cannons (Perfect fire-linking)
Fire Arc: Front
Skill: Starship gunnery
Fire Control: 2D+2
Space Range: 2-5/20/40
Atmosphere Range: 200-500/2/4km
Damage: 9D; Nominal: 4 (36)

When each and every credit counts, you always go Zebra! That
is the slogan that leads the way on their current product lineup.
Mass production has … er… somewhat helped this older design.
It’s popularity among bandits, pirates and the less reputable and
or cheapskates of the galaxy has, finally, sort of, paid off.
The company has been making gains in the independent systems
markets, however, where the fighter craft has been increasingly
popular.
Most fighters have a series of, very formal and well engineered,
upgrades available to them. The Zebra however, received its
greatest upgrade on two fronts. A very mild process refinement
in engine performance has been made. However, the most
prominent is her firepower refit. A pair of fully fledged Heavy
Turbolaser cannons replacing her older and adequate armament.
Some pundits argue that the Turbolasers, while effective, have
the lowest quality standards and highest maintenance cycles of
any weapon in their class. However, the people that have
already died due to weapons malfunctions are the true losers
here. I once knew a guy that worked on Zebra maintenance…
He’s dead from routine maintenance too...
This is likely due more to the Zebra’s “perfect fire control”
package which is little more than a bare bones targeting
package that has been poorly modified to the maximum. The
package has been known the interrupt the timing of the weapon
linkage and do one of two things, one cannon will fire, followed
up by a late shot from the other, or a buildup of hyperbarides
will occur on the first trigger pull, and on the second a double
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power blast rolls out of the guns. This will cause barrel melt in
about 100 shots, likely killing the pilot… (1FA to activate)
The flaw is actually being marketed as a good thing and
optional mod packages have been released to control it.
Mods:
Heavy Shot FC Package: 500 Credits (115 Shots)
Linkage Smoothing (er…fixing our shitty software): 500 Credits
Shields: 1,000 for +1D; 2,000 +1D+2; 2,500 +2D+2 (rigged)
Extra Hull plating: 500 Credits for +2 (Engineered plating)
Extra Maneuverability: 500 Credits for +2 (Engineered Kit)
Consumables Mod: -45 KG = + 3 Days; 250 Credits
Scout Mod: -15 KG = +15 to all sensor ranges; 250 Credits
Hyperdrive Mod: -30 KG = x2 Mult, 3 Jumps, 3D+2 Navigation
Assistance: 1,000 Credits (Modified x4)
Engine Refit: 750 Credits: Space +2/1,150kmh (Mod Kit)
Era: Late Rebellion; Cost: 50,000 New; Consumables: 2.5
Days, Maneuverability: 2D+1, Space: 9, Hull: 2D+2, Cannons:
10D Damage (All Mod Packages applied are bumped
appropriately by these changes on a pip for pip basis)
After making a killing selling this fighter, they re-engineered it
properly… Except for the guns…

10

Capital Ships

MC60D Hand Built Medium Cruiser
Craft: Mon Calamari MC60D Star Cruiser
Affiliation: Rebel Alliance
Era: Rebellion
Type: Star cruiser
Scale: Battleship
Length: 1,000 meters
Skill: Capital ship piloting: Mon Calamari cruiser
Crew: 3,156, gunners 78, skeleton: 730/+10
Crew Skill: Starship piloting 6D, Sharship shields 6D, sensors
4D+1, astrogation 5D, Starship gunnery5D+2
Passengers: 1,200 (troops)
Cargo Capacity: 18,000 metric tons; 4,900 cubic meters
Consumables: 2 years
Hyperdrive Multiplier: x1
Hyperdrive Backup: x7
Nav Computer: Yes
Maneuverability: 3D
Space: 7
Hull: 7D; Hull Points: F:1050/P:1050/S:1050/A:1050
Armor Points: F:900/P:900/S:900/A:900
Shields: 5D * F:1500/P:1500/S:1500/A:1500
* MC60D star cruisers have 10D of back-up shields. When
a die of shields is lost, if the shield operators can make an
Easy capital ship shields total, one of the backup die codes
of shields can be brought up to increase the shield back to
5D.
Sensors:
Passive: 50/2D
Scan: 70/3D
Search: 150/4D
Focus: 6/5D
Maximum: 300/0D
These hand built cruisers are the direct successors
to the MC80, which incorporates a lot more mass
production methodology, thus you see more MC80
class cruisers and they, actually, cost less at 200m
longer. The sacrifice, however, is in the actual
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quality… You can see the difference in almost every
facet when you compare the two ships side by side.
Each MC60D is utterly unique. Only two exist:
“Justice” (Battle of Endor) & “Honor”
Weapons:
52 Turbolaser Batteries (Quad)
Fire Arc: 13 front, 13 left, 13 right, 13 back
Crew: 1
Skill: Capital ship gunnery
Fire Control: 3D+1
Space Range: 3-15/35/75
Atmosphere Range: 6-30/70/150 km
Damage: 5D; Nominal 7 (35)
20 Ion Cannons
Fire Arc: 8 front, 4 left, 4 right, 4 back
Crew: 1
Skill: Capital ship gunnery
Fire Control: 4D
Space Range: 1-10/25/50
Atmosphere Range: 2-20/50/100 km
Damage: 4D
6 Tractor Beam Projectors
Fire Arc: 1 front, 2 left, 2 right, 1 back
Crew: 1
Skill: Capital ship gunnery
Fire Control: 3D
Space Range: 1-5/15/30
Atmosphere Range: 2-10/30/60 km
Damage: 5D
Hangar Space: 40 Starfighters + Transports and
support ships
Era: Late Rebellion: Hull: 8D, Shields: 6D, Space: 8,
Turbolaser Damage: 6D, No longer hand built, Mass
Production and refinements of full scale investment.

Victory Star Destroyer (Complete Refit)
Craft: Rendili Star Drive’s Victory I B (Bare Bones, scratch
built refits)
Affiliation: Empire
Era: Late Rebellion
Type: Victory-class Star Destroyer
Scale: Cruiser (Heavy +2D to all hull/armor values size close to
battleship)
Length: 900 meters
Skill: Capital ship piloting: Star Destroyer
Crew: 2,798, gunners: 450, skeleton 585/+5
Crew Skill: Astrogation 6D, capital ship gunnery 6D,
capital ship piloting 6D, capital ship shields 6D, sensors 6D
Passengers: 2,060 (troops)
Cargo Capacity: 4,600 metric tons
Consumables: 5 years
Hyperdrive Multiplier: x1
Hyperdrive Backup: x8
Nav Computer: Yes
Maneuverability: 2D (3D in Atmosphere)
Space: 8
Atmosphere: 900 kmh (can land on planet surface)
Hull: 8D +2D Armor; Hull Points: F:1250/P:1250/S:1250/
A:1250
Armor Points: F:900/P:900/S:900/A:900
Shields: 4D; F:600/P:600/S:600/A:600
Sensors:
Passive 50/1D+1
Scan 80/2D+2
Search 160/4D
Focus 5/4D+2
Maximum 320/0D
Weapons:
50 Heavy Quad Turbolaser Batteries
Fire Arc: 25 Fore/Port/Aft, 25 Fore/Starboard/Aft
Crew: 3 (Gunner, Technician, Commander)
Skill: Capital ship gunnery
Fire Control: 4D+1 (5D+1 with Gunnery Helmet)
Space Range: 3-15/35/75
Atmosphere Range: 6-30/70/150 km
Damage: 12D; Nominal Damage: 7 (84)
40 Quad Turbolaser Batteries (Starfighter)
Fire Arc: 10 front, 10 left, 10 right, 10 aft
Crew: 1
Skill: Starship Gunnery
Fire Control: 4D (5D with Gunnery Helmet)
Space Range: 3-15/35/75
Atmosphere Range: 300m-1.5km/3.5km/7.5 km
Damage: 6D; Nominal Damage: 7 (42)
80 Concussion Missile Launchers (15 Advanced Missiles per
launcher)
Fire Arc: 20 front, 20 left, 20 right, 20 back
Crew: 3 (Gunner, Technician, Commander)
Skill: Capital ship gunnery
Fire Control: 4D (5D with Gunnery Helmet)
Space Range: 240
Atmosphere Range: 480 km
Damage: 12D (72)
10 Tractor Beam Projectors
Fire Arc: 4 front, 2 left, 2 right, 2 back

Crew: 2 (Gunner and Backup Gunner)
Skill: Capital ship gunnery
Fire Control: 5D (6D with Gunnery Helmet)
Space Range: 1-5/15/30
Atmosphere Range: 2-10/30/60 km
Damage: 6D
Starfighter Complement: 2 squadrons TIE\LN(S), 1 Assault
Gunboat Squadron, 4 TIE Shuttles(S), 2 Empty 30m Bays
Ground Compliment: 2 AT-AT, 4 AT-ST, 1 Floating Fortress,
24 Speeder Bikes, 12 Repulsor Sleds
The original Victory I Star Destroyer, refit to make it more
competitive with other line vessels in the Imperial Navy. After
her refit, by Rendili Star Drive some commanders in the
Imperial Navy would argue that she was more than a match for
the pride of the Imperial Navy, the Imperial II class star
destroyer. More efficient that even the original design and refit
with additional modern automation and computer banks that
nearly places her in line with Rendili’s rarely talked about yet
utterly refined slave rigging technology. While no slave rigging
is present the ship still has an impressively low crew
compliment and expanded troop payload as well as additional
fighter space and ground compliment. Old weapons systems
were refit with the best in Imperial point defense systems to deal
with the ever growing threat of Starfighters of the Rebellion and
pirate groups alike.
Era Update: Thrawn Trilogy Timeline
Space: 9, Backup: x5, Maneuverability: 2D+1, Shields: 5D
Era Update: New Jedi Order
Rescale: Battleship, retains +2D Armor
Era Update: Mandalorian Campaign 1 Conclusion
Above + Space: 10, Backup: x4, Maneuverability: 2D+2
(3D+2), Shields: 6D; 6D Backup Shields, Hyperspace Telemetry
Sensors (Experimental): Target Vessels in nearby sectors,
Hyperspace Torpedo Launcher: Targets Vessels in nearby
Sectors, Hyperdrive: x1/3, Gunnery: 12D, Damage: 1D DS,
Ammo: 24 (Object is too fast to target accurately to intercept)
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Acclaim Star Frigate
Craft: Rothana Heavy Engineering Acclaim Class Frigate
Affiliation: Empire
Era: Late Rebellion
Type: Acclaim Frigate
Scale: Corvette
Length: 198 meters
Skill: Capital ship piloting: Acclaim
Crew: 120, gunners: 450, skeleton 585/+5
Crew Skill: Astrogation 6D, capital ship gunnery 6D,
capital ship piloting 6D, capital ship shields 6D, sensors 6D
Passengers: 60 (troops)
Cargo Capacity: 1,000 metric tons
Consumables: 2 years
Hyperdrive Multiplier: x1
Hyperdrive Backup: x5
Nav Computer: Yes
Maneuverability: 3D
Space: 9
Atmosphere: 950 kmh (can land on planet surface)
Hull: 7D+1; Hull Points: 367/Location; Armor: 75/Location
Shields: 6D+1; Shield Points: 475/Location
Sensors:
Passive 40/1D
Scan 70/2D
Search 150/3D
Focus 4/3D+2
Maximum 300/-1D
Weapons:
4 Ultra Heavy Turbo Quadlasers
Fire Arc: 2 Fore/Port/Aft, 2 Fore/Starboard/Aft
Crew: 12 (2 Gunners, 9 Technicians, 1 Commander)
Skill: Capital ship gunnery
Fire Control: 3D (4D with Gunnery Helmet)
Space Range: 4-20/47/98
Atmosphere Range: 8-40/94/196 km
Damage: 400
Fire Rate: ½
Ammo: 160 Per Gun
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6 Ultra Heavy Quad Auto Blaster Batteries (Starfighter)
Fire Arc: 4 Fore/Port/Starboard, 2 Aft
Crew: 3 (1 Gunner, 2 Technicians)
Skill: Starship Gunnery
Fire Control: 3D (4D with Gunnery Helmet) + 3D Burst + 6D
Full Auto vs Single
Space Range: 3-5/16/27
Damage: 60; 90; 120 (vs single)
Fire Rate:3; 2 Burst; 1 Full Auto (Burst and Full auto effective
vs projectiles: Burst 1-3 projectiles, full auto 6-12 projectiles)
Ammo: 1,600 Per Gun: Standard Consumption 4 for 1, Burst:
40 for 1, Full Auto: 80 for 1
10 Concussion Missile Launchers (12 Advanced M/launcher)
Fire Arc: 8 front, 2 Aft
Crew: 3 (Gunner, Technician, Commander)
Skill: Capital ship gunnery
Fire Control: 4D (5D with Gunnery Helmet)
Space Range: 240
Atmosphere Range: 480 km
Damage: 12D (72)
8 Tractor Beam Projectors
Fire Arc: 4 Fore/Port, 2 Starboard, 3 Aft
Crew: 1
Skill: Capital ship gunnery
Fire Control: 5D (6D with Gunnery Helmet)
Space Range: 1-5/15/30
Atmosphere Range: 2-10/30/60 km
Damage: 6D
Starfighter Complement: 1 squadron TIE\LN(S), 2 Assault
Gunboats, 2 TIE Shuttles(S), 3 Empty Bays
Ground Compliment: 8 AT-PT, 1 Floating Fortress, 12
Speeder Bikes, 6 Repulsor Sleds, 2 LAAT II’s
Era Update: New Republic (over two dozen stolen by the New
Republic)
Space: 12; Atmo: 1150kmh, Hull: 8D, Shields: 7D, Hyperdrive
Backup: x3
Era Update: Mandalorian Campaign 1 Conclusion
Above + Rescale: Frigate, Hyperspace Telemetry Sensors
(Experimental), Hyperdrive: x1/2, Backup: x2, Maneuverability:
4D

The Acclaim Star Corvette was to be Rothana’s latest and
greatest foray into the Imperial Marketplace. The design is
remarkable in that she is, actually, a scaled down Acclimator
Armed Cargo Ship. Utilizing the same components, engines and
hull plating the ship is incredibly tough for her size. The
engines, themselves have been scaled back substantially to allow
for additional compartment space on the ship.
Originally envisioned a replacement/Competitor for the Nebulon
-B the craft would reach the hands of the Empire a bit too late in
the war against the Rebellion. Technically, introduced after the
battle of Endor due to technical difficulties and design issues
related to her incredibly advanced armament, very few rolled off
the assembly lines. In fact, this ship represents one of the last
remaining ships of this classification in existence, namely due to
the shelling of Rothana’s main yards facilities and the support
facilities based on the ground as well.
In some way she resembles a Bayonet Cruiser, however this
distinction is only for those not paying attention. In defiance of
her stature as a Corvette grade vessel, she sports an armament
that would most likely be found on a Battle Station. You can
imagine the difficulties they faced in mounting the massive guns
on a ship this size, accounting for power output, life support,
shielding, etc. The ship still manages to have comfortable
quarters and ample storage room. This is mainly due to the
thickness of the ship.

The Stat alterations are as follows:
The 4 Ultra Heavy Turbo Quadlasers have been replaced by
Standard Imperial I Turbolaser Batteries. 4D Fire Control, 5D
Damage.
The 6 Ultra Heavy Quad Autoblaster batteries have been
replaced by 6 Corellian Quad Lasers. 3D Fire Control, 5D
Damage (Starfighter Scale).
The Concussion Missile Launchers Carry Standard Missiles, at
twice the ammunition level. Double the launcher quantity as
well adding 5 Port and 5 Starboard as well.
Cut the Amount of Tractor Beams in half.
Cargo Capacity: 10,000 Metric Tons
Hull 6D, Shields 2D, Space 8, Atmo: 850 Kmh, Hyperdrive: x2,
Backup: x15, Maneuverability: 2D+2 and:
Sensors:
Passive 30/0D+1
Scan 60/1D+2
Search 120/2D+1
Focus 3/2D+2
Maximum 240/-1D+2

The ship is an engineering marvel. While it’s engineer is not
noted in it’s construction, there was a contract for upper level
engineering support with Rendili Star Drive for the entire length
of the ship’s development. Perhaps they had some talented help
from the likes of the Victory Star Destroyer Engineering team.
Her ample hangar bay contains standard Imperial Racking
mechanisms, that typically hang 12 TIE fighters, 1 Shuttle and 2
Assault Gunboats (10m variants). Her three empty bays are
capable of being combined into one massive hold for a ship up
to 60m long to park (difficultly) in her hold. Otherwise, the
bays will accommodate no more than 20m of ships each.
The hangar also houses the Ground compliment. Taking a page
from the Rebel Play Book as well as the clone wars, they have
included a quartet of modernized LAAT Gunships for planetary
patrol and near orbit escort/ interception.
Note: A “High Tech” design of this frigate was available in
Prototype 1 Stages around Episode IV. Prototype II was
available around Episode V, and the Production model available
just after Episode VI.
Low Tech versions of the ship have been available during the
entire Rebellion era & Rise of the Empire. While very few of
the advanced version have been circulating, the low tech
versions have been selling quite well to Imperial Markets,
Independent realms, Corporations and on the Black Market. A
number of these have made their way into the hands of Pirates
and the Rebellion.
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The Another Chance

Craft: Alderaanian War Frigate
Affiliation: Alderaan / Rebel Alliance
Era: Clone Wars / Refit Late Rebellion
Type: Alderaanian War Frigate
Scale: Frigate
Length: 250 meters
Skill: Capital ship piloting: Alderaanian War Frigate
Crew: 150, gunners: 106, skeleton 121/+5; Current: 132
Crew Skill: Astrogation 5D+1, starship gunnery 7D,
Starship piloting 8D, Starship shields 6D+2, sensors 7D+1
Passengers: 450 (troops); Current: 213
Cargo Capacity: 3,000 metric tons
Consumables: 2.5 years
Cost: 175,744,161Credits
Hyperdrive Multiplier: x2
Hyperdrive Backup: x4
Nav Computer: Yes
Maneuverability: 3D
Space: 8
Atmosphere: 900 kmh (can land on planet surface)
Hull: 6D + 2D+2 of Armor
Hull Points: F: 450 / P: 450 / S: 450 / A: 450
Armor Points: F: 402 / P: 402 / S: 402 / A: 402
Shields: 3D with 3D of Backup Shields
Shield Points: F: 300 / P: 300 / S: 300 / A: 300 w/ 300 Spare
Sensors:
Passive 50/1D
Scan 80/2D
Search 160/3D
Focus 5/3D+2
Maximum 320/-1D
Weapons:
4 Ultra Heavy Turbo Quadlasers
Fire Arc: 4 Fore, 3 Port/Starboard, 4 Aft (Firing Arcs, 1 gun on
each Arc on turrets)
Crew: 12 (2 Gunners, 9 Technicians, 1 Commander)
Skill: Capital ship gunnery
Fire Control: 3D
Space Range: 4-20/47/98
Atmosphere Range: 8-40/94/196 km
Damage: 300
Fire Rate: ½
Ammo: 160 Per Gun
6 Ultra Heavy Quad Auto Blaster Batteries (Starfighter)
Fire Arc: 4 Fore/Port/Starboard, 2 Aft
Crew: 3 (1 Gunner, 2 Technicians)
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Skill: Starship Gunnery
Fire Control: 3D + 3D Burst + 6D Full Auto vs Single
Space Range: 3-5/16/27
Damage: 60; 90; 120 (vs single)
Fire Rate:3; 2 Burst; 1 Full Auto (Burst and Full auto effective
vs projectiles but not Space Bombs: Burst 1-3 projectiles, full
auto 6-12 projectiles)
Ammo: 1,600 Per Gun: Standard Consumption 4 for 1, Burst:
40 for 1, Full Auto: 80 for 1
10 Quad Turbolaser Batteries (Alderaanian)
Fire Arc: 3 Port & Starbord, 2 Fore & Aft
Crew: 1 (Gunner)
Skill: Capital ship gunnery
Fire Control: 4D
Space Range: 3-25/50/75
Atmosphere Range: 6-50/100/150 km
Damage: 8D (56)
10 Quad Turbolaser Batteries (Mon Calamari)
Fire Arc: 3 Fore & Aft, 2 Port & Starboard
Crew: 1 (Gunner)
Skill: Capital ship gunnery
Fire Control: 3D
Space Range: 3-25/50/75
Atmosphere Range: 6-50/100/150 km
Damage: 4D (28)
6 Heavy Ion Cannons (Fire Linked)
Fire Arc: Fore
Crew: 6 (Gunners)
Skill: Capital ship gunnery
Fire Control: 5D+2
Space Range: 3-30/60/90
Atmosphere Range: 6-60/120/180 km
Damage: 10D (80)
12 Light Quad Guns
Fire Arc: 3 Fore / Port / Starboard /Aft
Crew: 12 (Gunners)
Skill: Capital ship gunnery
Fire Control: 3D
Space Range: 1-3/12/25
Atmosphere Range: 100-300m/1.2 km/2.5 km
Damage: 4D (24)
2 Tractor Beam Projectors
Fire Arc: 2 Fore
Crew: 1
Skill: Capital ship gunnery
Fire Control: 3D
Space Range: 1-7/21/42
Atmosphere Range: 2-14/42/84 km
Damage: 4D
Standard Starfighter Complement: 12 Z-95 AF5s, 12 Zebra
IIs, 4 Katarn Boarding Shuttles, 1 Stock Light Freighter
(Capitan’s yacht/Shuttle)
Current Starfighter Compliment: 2 Z-95 AF5s, 2 Katarn
Boarding Shuttles, 4 TIE Shuttles, 2 TIE Bomber LN-S, 4 TIE
LN-S, 4 TIE GT-LN-S
Standard Ground Compliment: 4 LAATs, 8 Military Speeder
Bikes, 4 Medium Hover Tanks, Light Defensive artillery, small
prefab base.
Current Ground Compliment: 1 LAAT, 2 Civilian Speeder
Bikes, 12 AT-PTs, 1 Imperial Prefab Light Garrison
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Alien
Species

Aliens

Total awarded bonuses (Point Value):
Climbing/Jumping Skill Slot (5)

There are so many Aliens available for playable races in the Star
Wars game setting. In an endeavor to explain a couple
comments made in the beginning of the book, we are listing a
couple Aliens here with their inherent abilities & bonuses to
skills and such. We state that any Alien race that does not
receive any sort of bonus is eligible for the Resourceful Trait
under Advantages. You will come to understand that the +4D to
skill dice (20 Build Points) is a small kindness that GMs can
award players who are playing character builds like Humans and
Twi’Leks.
As for the listing of Aliens proper, you should visit D6
Holochron and pull down one of the West End Games resources
or Rancorpit’s Alien Guide (probably the most comprehensive
out there).
Listed here, are a two of the Species we described in the book
that pertain to Sub Class Jedi. The demonic looking race that is
associated with the Chaos Knights and the Arak race that is
detailed as a Force Illusionist in the New Character Templates
section.
Determining Skill Bonuses & Advantage level abilities for
Alien Species:
Similar to how we defined Droid equipment, you can begin to
look at the descriptions of Aliens.
The Wookie Example:
Thus if a Wookie gains climbing bonuses for having retractable
claws, you determine what kind of bonus this is. They find it
dishonorable to use them in combat, and they spend much of
their Young and Young Adult lives climbing trees. They are a
relatively long lived species, thus to us, it stands to reason that
they are pretty damn good at climbing. It also stands to reason
that they are adept at jumping from one tree to the next.
Wookie Claws: Confer either a +2D Bonus to Climbing/
Jumping rolls & -1 DR rating to this skill.
Enhanced Sense of Smell +1D to Perception & Search rolls
regarding scent.
Tracking Skill Specialization under Search (Awarded for free)
Wookies Should start with Climbing/Jumping for free and we
would argue that they should have Athletics as well.
Wookies are all trained, from childhood to use thrown weapons,
melee weapons and utilize Unarmed Combat constantly.
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+2D to Climbing/Jumping with a -1DR (Skill Mastery) to that
skill, with a Specialization in Jungle (20)
Enhanced Sense of Smell +1D to Perception & Search rolls
regarding scent. (5)
Search Skill Slot & Tracking Specialization (5)
Unarmed Combat Skill Slot (5)
Thrown Weapons Skill Slot (5)
Melee Combat Skill (5)
Long Life Span: 400+ Standard Years (Longevity conferred) (5)
Berserker Rage (+2D to Strength for 3 rounds, once per session)
-Willpower: Difficulty 20 to not attack Allies, modified for
Relationship. 10 + 10 for duration (5 per additional round) - 20
for Willpower Stipulation = 0)
Moral Qualms Code of Honor (-5)
Understand Basic, But not speak it (-5)
Quirk, Hates Trandoshans (-5)
Total Point Value: 40
The +4D Resourceful Trait doesn’t sound like much
anymore, does it?

Arak
It is theorized that the Arak are de-evolved Star Dragons.
Perhaps a different perspective would be to call them an
offshoot or genetic cousins to Star Dragons.
Race: Arak
Species: Cousin to the Star Dragon?
Encounter Frequency: Extremely Rare
Height: 2 – 2.2 meters tall
Features:
Prehensile Claws, Self Sharpening Teeth, Armored Scales,
Force Sensitivity
Advantages:
Claws & Teeth +1D to Damage & Climbing (10)
Armored Scales +1D to Physical & Energy resistance (10)
Longevity – Lifespan 800 Years typically, (as per the Perk
otherwise) (10 Extended Longevity)
Vacuum Resistance & Flight: (30)
Arak can survive in Vacuum and suffer no ill effects. Arak can
“fly” in vacuum (Space) at their normal movement rate.
While in space, Arak are immune to most types of radiation and
the cold of space.
Force Sensitive (30)
Moral Qualms: Honor Code (–5)
Ability Limitation (Cannot become Traditional Jedi –15)
Move: 12/14
(70 Total Points)
Attribute Maximums:
STR 5D, DEX 4D, KNO 5D, PER 4D, MEC 3D, TEC 3D

They take their time, because they have plenty of time for
everything. An Arak is like a Zen master until you threaten his
or her friends.
Languages: Basic & Celestial

Reproduction:
Arak reproduce as most races do, they are not hatched from
Eggs contrary to some beliefs.
Cultural Mannerisms:
Much like Wookies the Arak find it dishonorable and disdainful
to use their natural weapons to kill foes. However, where this
diverges from the Wookie culture is when their friends are
threatened or harmed. They will kill, by any means necessary, if
their friends and loved ones are in danger.
Once a Shamanic culture, with the advent and introduction to
technology they shed all but the most revered of their shamanic
ways. They re-formed into a structured society of scholars and
Sub-Class Jedi.
The Arak are generally peaceful, accepting and calm.
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Cha’o’s
Humanoids that are physically similar in appearance to the
Ancient Sith Race. Their appearance varies wildly, some even
possess horns and resemble Demons from primitive legends.
Race: Cha’o’s
Species: Genetic offshoot of the Sith Race
Encounter Frequency: Extremely Rare
Height: 1.6 – 2 meters tall
Features:
No Special Features
Advantages:
Opposed Force Resistance: +2D to resist negative Force Effects
Increases the difficulty of “spells” and all force powers used
against them by the same +2D, does not effect beneficial powers
like healing. (20)
Force Sensitive (30)
(AP) Alchemical Weapon (10)
Chaos Node Awareness & Traversal: They always know,
exactly, where a Chaos Node exists in each Sector of Space.
They can enter and exit that realm at will so long as they are in
proximity to the Chaos Node (manifesting in the galaxy as some
sort of entrance/archway only visible to Force Sensitives). (10)
Ability Limitation: Cannot become Traditional Jedi (-15)
Move: 10/12
(55 Total Points)
Attribute Maximums:
Human Standard
Reproduction:
They reproduce the same as Humans do.
Cultural Mannerisms:
The Cha’o’s are elusive and prefer to remain nearby or in their
Chaos Node’s realm. Those that do venture out can be curious
or perhaps they are investigating the presence of a nearby
Pattern. They have been known to launch Campaigns against
Pattern Knight holdings on occasion as the presence of a Pattern
and it’s Shadows tends to resonate oddly with Chaos nodes and
can cause some “ordering” of the Chaos Nodes applying
difficulties to Node Traversal and manifests in a myriad of
structured ways inside a Chaos Node (this is not always the
case). Those few that become adventurers rarely return to their
point of origin.
They are aware of their resemblance and genetic ties to the
Ancient Sith race. They are not a despotic race hell bent on
conquering the galaxy. There is no need for them to do so, as
their realms exist in every corner of the galaxy already. Largely
these laces have gone untouched or unnoticed.
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Languages: Basic & Sith
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Appendix

Travel Times:
This resolves way too fast. So, what I say is that you think
about the short week you are telling your players the jump will
take then double it. Let them fight to shave time off the jump.
So, whatever you (the GM) is thinking, double it and let the
players figure out the rest.

Fuel Costs:
This one is super basic: 25 Credits per Day of Fuel
(Consisting of Air/Food/Power/etc. but NOT Ammo like
Missiles, Torpedoes, Hyperbarides, bombs)
Anything beyond that is going to kill your player’s desire to fly
anywhere.

Per D of Base Fire Control: 500 Credits; Max: 4D
(Auto-blasters have Standard 2D Fire Control for 500 credits)
Ion Cannon, Max Damage: 5D
Per Barrel: 2,000 Credits
Per Damage D: 250 Credits
Per D of Base Fire Control: 500 Credits; Max: 4D
DEMP Cannon, Max Damage: 6D
Per Barrel: 4,000 Credits
Per Damage D: 500 Credits
Per D of Base Fire Control: 750 Credits; Max: 1D

Starship Grade Cannons:

Rail Gun (Really Old School, Burst Fire Capable); Max
Damage: 4D
Per Barrel: 350 Credits
Per Damage D: 500 Credits
Per D of Base Fire Control: 1000 Credits; Max: 3D+2

Per Barrel, Per D of base Damage + Fire
Control (by weapon type):

Pulse Wave Cannon (KOTOR); Max Damage: 4D
Per Barrel: 450 Credits
Per Damage D: 500 Credits
Per D of Base Fire Control: 500 Credits; Max: 2D

Base Fire control typically will be 1D. Exceptions exist, for
ships with singular barrels, however, in systems with multiple
barrels (3+), increase the cost if the Fire Control Package by
50% per barrel over 1.
Note: You can allow the Fire Linkage or Battery grouping
handle your Fire Control Gains ;).
You will Notice each Weapon has a Max, Base, Damage
Output ( & Fire Control); (You can mod this or re-engineer it)
Starfighter Scale:
Blaster Cannon (Old School); Max Damage: 5D
Per Barrel: 500 Credits
Per Damage D: 500 Credits
Per D of Base Fire Control: 500 Credits; Max: 2D
Laser Cannon (Galactic Standard); Max Damage: 7D
Per Barrel: 1,500 Credits
Per Damage D: 750 Credits
Per D of Base Fire Control: 750 Credits; Max: 3D
(Technically an X-Wing has a base 2D Fire Control package
that gains a bonus +1D from having it’s guns quaded up in a
Fire Linkage setup)
Turbolaser Cannon (Military Elite); Max Damage: 9D
Per Barrel: 2,500 Credits
Per Damage D: 1,000 Credits
Per D of Base Fire Control: 750 Credits; Max: 2D
Auto Blaster (Burst Fire Capable); Max Damage: 3D
Per Barrel: 1,000 Credits
Per Damage D: 500 Credits
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Tractor Beam; Max Damage: 5D
Per Barrel: 250 Credits
Per Damage D: 250 Credits
Per D of Base Fire Control: 1,000 Credits; Max: 4D

Capital Scale Weapons: cost 10 times the codes for
their Starfighter scale counterparts.
Example:
A Laser Cannon purchased at Capital Scale is 15,000 for the
barrel, 7,500 for 1D of Damage and 7,500 for 1D Fire Control =
30,000 Credits for:
Capital Laser Cannon
Fire Control: 1D
Damage: 1D

For Every Scale Above Capital (Dreadnought,
Super Cap, etc) that a weapon is scaled to: add 2 to
the cost (12x, 14x, etc.)
The Cost of a Death Star Scale Weapon (one
capable of destroying planets) is 100 times all the
finalized codes for a capital weapon. 8-16D are
required to destroy a planet depending upon size
and mass.
Example:
Basing off the Capital Scale Example,
A Laser Cannon purchased at Death Star Scale is 100 x the
Capital Scale weapon (30,000) = 3,000,000 Credits for:
Death Star Laser Cannon
Fire Control: 1D
Damage: 1D

Static Damage Codes & Ultra Heavy Guns:
Multiply the Cost of the Finalized weapon by 5.
Static Damage in this instance means the barrels
output 6 points per D instead of 3, then modified by
the amount of barrels as usual.
Note: Ultra Heavy Guns cost 10 times a static weapon and
apply a 15x multiplier to cost.

Lets Talk a bit about range:
We assume that the range of a weapons system follows old
canon references. We made missiles and Torpedos have vastly
different range profiles. However, for standard guns that you
engage ships with in CQB (I love that term from the expanse) or
Close Quarters Battle we leave the ranges largely the same.
There are some discrepancies on guns in the old cannon
references, like some Starfighter scale turbolasers hitting out to
ranges of 50+ Lets figure this one out for us a bit.

Ion Cannon
DEMP Cannon

6-20/40/60
2-12/24/30

Ultra Heavy Guns:
Ultra Heavy Guns can use the ruling where I’ve already
specified they can fire a distance of +33% corresponding to the
type of gun they are, however, the ruling I had been using was
that Ultra Heavy Guns can fire at anything within sensor range.
For any target that falls under their standard range defined
by the base weapon plus 33%, their standard fire control
applies.
For any range that exceeds this, the sensor bonus (or
penalty) for that range is their fire control. (Like firing at
maximum sensor range)
I’m sure I have to go back and retcon all my ships now… not
today!

What About shots per gun type?:

Lets Say that Standard Starfighter Scale Guns look like this:
1-3/12/25 (Your Average Laser)
Capital Guns look like this
5-25/50/75 (The Average Capital Turbolaser)
(Some only hit out to 50—60 because they are really heavy
guns… never made sense to me. Heavy guns should shoot
farther).
Say we have this Starfighter scale Turbolaser Normally shooting
to 25 units and delivering 7D of damage. Per D you pull out of
the damage, increase it’s range by 25%. Thus a 3D Starfighter
Scale Turbolaser would have a range of 50. Real Similar to
some of the things I have seen in older publications.
For the heck of it, for a more granular feel lets try to define base
ranges.
Starfighter:
Slug Thrower Cannon
Pulse Wave Cannon
Blaster Cannon
Rail Gun
Laser Cannon
Turbo Laser Cannon
Ion Cannon
DEMP Cannon

1/3/9
1-2/6/12
1-3/9/18
2-4/16/20
1-3/12/25
2-5/15/30
3-9/18/36
1-4/8/16

Capital:
Slug Thrower Cannon
Pulse Wave Cannon
Blaster Cannon
Rail Gun
Laser Cannon
Turbo Laser Cannon

1-5/10/20
2-12/24/48
3-18/36/54
4-24/60/80
3-21/42/60
5-25/50/75

The reason why Laser Cannons (Pulse Wave, Ion & DEMP
Cannons) are so popular in the galaxy is that they draw power
from the power core of a ship. As long as your ship has power,
they can fire.
Other guns are not this fortunate, while having the benefit of
generally pulling next to nothing off the drive core of a ship.
However for Grit factor, we are going to list Laser Cannons and
their draw prior to recharge / diverting core power from another
system to recharge them.
Note: Any Additional Guns on the ship draw this power
automatically.

Starfighter Scale:
Laser Cannons:
Core Power Reserve: 1,250 Shots
-Divide this by the number of barrels firing.
Example: So, an X-wing with 4 barrels firing has only about 312
Shots. Something like the updated Moldy Crow with 8 Barrels
( I have in the stats section) only has about 156 shots.
Blaster Cannons:
Tibanna Gas Reserve: 1,000 Shots
-You must divide this number by the amount of barrels that are
firing.
Reload Cost: 100 Credits; Extended reserve (mod): 125
Credits adds 25% more ammo. (the Mod costs 250 Credits)
Example: So, a Z-95 with 6 barrels firing only has about 166
shots.
Slug Thrower Cannons:
Relatively Limited Supply, belt fed: 100 Rounds per belt
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Typically each gun is individually fed. So, about 100 shots.
Reload Cost: 25 Credits a belt
Rail Guns:
Use Solid Metal blocks that ammo is shaved off of: 1,000 Shots
-You must divide this number by the amount of barrels that are
firing.
Reload Cost: 35 Credits; Densified Ammo: Increases nominal
damage by 1 (from 3 to 4) & increases ammo by 25%: 70
Credits
Turbolaser Cannons:
Utilize the Radioactive Material known as Hyperbarides: 750
Shots
-You must divide this number by the amount of barrels that are
firing.
Reload Cost: 150 Credits
Ultra Heavy consumes 75 Shots per barrel per shot
Capital Consumes 10 Shots

Capital Scale:
If you are trying to torture, lol, your players always
assume that capital weapons use 10 shots per barrel to
fire. Costs are about the same. You’re just going to
need a lot more ammo …
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Legality & Availability:
We always struggle with what is and what isn't available. I had
thought to import the West End Games system, however, I
wanted something a bit more clear cut. The following
abbreviations (in letters) breaks down what is available and
where it is available.
Note:
You can acquire items that aren’t readily available in your area.
They just cost more. For every regional layer of space that
separates you from the “home” market place of an item increase
the cost by 15%.
Markets:
Refer to the region of the galaxy you currently reside. These
will affect what is available. The Markets are as follows:
DC: Deep Core
CW: Core Worlds
C: Colonies
IR: Inner Rim
ER: Expansion Region
MR: Mid Rim
OR: Outer Rim
WS: Wild Space
UR: Unknown Regions
TA: Tingel Arm
BM: Black Market
(Streetwise, Difficulty: 20 Rare / 40 Very Rare / 60 Extremely
Rare)
Everything is available on the Black Market for +25% Rare /
+50% Very Rare / +100% Extremely Rare
Availability Ratings:
This specifies how likely it is that you will be able to find these
items in any Market. If an item does not possess an Availability
Rating, it is available everywhere.
C: Common
U: Uncommon
R: Rare
V: Very Rare
E: Extremely Rare

Legality Ratings:
These ratings represent if you can openly purchase it or if you
require a specific license. If an item does not possess a Legality
Rating, it is legal everywhere. Just because you don’t have a
permit doesn’t mean you cannot acquire a weapon. It just
means you’re less likely to come across the item and it might
cost more. However, in certain areas of space you can be
arrested for carrying items that are outside your legal “carry”
limits.
B: Bonded Mercenary License Required
L: Law Enforcement Credentials Required
I: Imperial Military Only
M: Mercenary License Required
P: Civilian Permit Required
Special Legality Ratings:
These rating represent items that are special cases, either illegal
everywhere or legal everywhere.
X: Illegal Everywhere (Lightsabers)
D: Defensive, generally legal everywhere
PM: Planetary Militia
Licenses and Costs:
B: Bonded Mercenary License Required
You are backed by one of the Mercenary Guilds that is
recognized galaxy wide and you are backed with an insurance
package that guarantees your work and restraint. Cost is per
Year, paid to a Mercenary House: Must possess Fellowship
Member Advantage + 1,000 Credits annually.
L: Law Enforcement Credentials Required
You are an operating member of a legal Law Enforcement
agency recognized by the galaxy. There is no cost associated
with this other than you must possess the Employed
Disadvantage. Your employment can be terminated if you
violate the mandates of your organization.
I: You must be a member of the Imperial War machine
(COMPNOR, Army, Navy, etc.)
M: You are a licensed Mercenary. You owe no allegiance to
any Merc House. This has a lot of disadvantages, including no
legal support, no insurance, no specialized training, etc.
Lifetime License: 750 Credits

Era Ratings:
These items are introduced in a certain Era of Star Wars
Timeline. Helpful for Era oriented gameplay settings. Some
items are so old that they are no longer widely available and
belong in a museum or trash bin.

P: Civilian Carry Permit. You have the right to carry these
items. You are a Civilian, and your rights vary per sector of
space you are in, however, the permit almost guarantees you can
take these items almost anywhere.
Lifetime License: 250 Credits

KOTOR: Knights of the Old Republic
PE: Pre Empire
RE: Rise of the Empire
R: Rebellion
LR: Late Rebellion
NR: New Republic
JA: Jedi Academy

X: Illegal Everywhere: You can be shot on sight for carrying
items of this legality level.
D: Defensive: Legal to carry almost everywhere. A small fee (5
-10 credits may be asked by local authorities in certain sectors).
PM: Some smaller worlds that have to police themselves. This
rating is less restrictive than the Civilian Classification.
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Disco Lemonade’s Character Lethality
Revisons & more of my rules ;)
We started out with a bunch of different methods of calculating
damage and resistance to it on the Character level. I had hit
points in general, then resistance points per location on the body
and it was just too much shit to track. It worked, but was
difficult to benchmark where wounds began and all that jazz.
So, I’m sitting there and Disco looks at me and says “Dude, this
is just too much damn trouble. I know you want this game to be
advanced and stuff but let’s just use Willpower and Endurance
rolls to resist the effects of damage.” So just dial it all back
down the Strength Attribute at the Character level (Strength for
Damage, Perception vs Force, etc.)
Here’s how his advanced form of logic works in your favor as a
character:
Advantages/Disadvantages can directly apply to resistance rolls
where appropriate.
-You can still burn 5 Character Points to soak any form of
damage. Those 5 Character points are still Wild with no chance
of botching.
-Heroic Points (old Force Points) still double all rolls but cannot
be used in tandem with Character Points. However, for the
purposes of soaking damage, you can burn up to three additional
Character Points in a round you used a Heroic Point, solely for
the purposes of soaking damage.
-Instead of Resistance Points per location, like on vehicles, you
can simply roll Willpower or Endurance to shrug off the effects
of any Wound result. Now, this doesn’t make it go away, it just
lets you ignore the pain if you make the roll. This is always
considered an action. And once performed can be kept “up”
assuming you don’t take another wound. This Endurance/Will
Roll can be parked in a Free Action Slot the round after it
succeeds.
Difficulties for making a roll to ignore the penalty are rather
simple. Whatever exceeds your strength roll (after resistance
dice, Character Points, etc.) is the target number you must beat
on a Willpower or Endurance roll + 5 for Stun, 10 for Wounded,
15 Wounded Twice, 20 Incapacitated, 25 Mortally Wounded.
Willpower is more for effects that were caused by the Force/
Magic and Endurance is more for more mundane damage like
being shot by a Cannon at close range.
-If you fail the primary roll, you can make a second action off
the secondary characteristic (in either case Force or Mundane
damage) at a +1 Difficulty Rating higher to attempt to shrug the
effects off.
This doesn’t apply to the effects of something like a Blaster Stun,
that just drops you unless you’re resistant like a Jedi.

Lethality in the Game:
Lethality refers to the success level by which you exceed your
hit rolls by. In the old game rules there was no lethality. You
simply rolled to resist base damage with Strength or Perception.
However, the way we play is typically with one of three methods.
No Lethality, Light Lethality or Full Lethality
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No Lethality: Is the vanilla game
Light Lethality: For every 5 points you beat any roll by
(Rounding Down), apply a +1 to the damage roll. So, if
Tommy’s Bounty Hunter rolls a 32 on his 7D Blaster skill and
the target was 15 to hit some bad guy, you would apply 3 points
of additional damage, rounding down to the result of the
weapons actual damage.
-you can spend up to 5 Character points to resist damage
here as is standard
-you can spend one Heroic Point & up to 3 Character points
Note: Light Lethality games should award 5 Character Points
per session (in a GM pool) per character to soak damage any
remaining points are awarded to the player at the Session end.
Full Lethality: For every point you beat any roll by, apply a 1
for 1 bonus to the damage roll. Thus in the above example, with
Full Lethality, Tommy’s Bounty Hunter would be delivering 17
additional points of damage in addition to the Damage code of
the wapon he used to shoot the bad guy.
-you can spend up to 10 Character points to resist damage
-you can spend 1 Heroic Point & up to 6 Character Points
Note: Full Lethality games should award 10 Character Points
per session (in a GM pool) per character to soak damage any
remaining points are awarded to the player at the session end.

Compound Damage:
If you play the way we do, sometimes you just have to make
very damn certain you core bad guy. I’m not talking about just
putting a hole in his plastic white armor. I’m talking about that
kind of damage that Blows a smoldering hole through where the
bad guy’s chest used to be. So big that you can see his buddies
through it and even shoot them, through that hole.
This is called stacking shots on top of one another. You can
do this with a gun, your fist, a pencil, etc. You have to hit the
same relative area. Some areas are easier than others, like
shooting for Center Mass.
The Difficulty for making this work is the target difficulty of
the person / object (like center mass, +1DR) + the size of the
area that will allow for compound damage to actually,
directly, stack. For blaster bolts, that area is 1-10 cm
(+2DR) for a total difficulty of +3DR.
In this scenario, each and every shot that hits the correct
difficulty, layers it’s full damage on top of the previous shot.
It can get very nasty, very fast. Thus three shots from a 5D
blaster will end up doing 15D of damage.
Resisting that sort of damage seems impossible even with 5
Character Points of resistance dice. However, for the sake of
argument, if you have the character points you can spend 3
per additional shot to resist this sort of damage. There was no
possible way to eat this kind of fire in any house rule before. To
me, this makes sense. No one should be able to just utterly
screw another player in any game using Multi Taps, assuming
you have the Character Points to burn.
-In effect, your character with a Strength of 2D would have an
effective pool of dice as follows: 2D (one Wild and Botchable),
5 Character Points of Wild Dice + 6 Character points of Wild
Dice (3 per additional shot) for a total resistance pool of 13D.
Not as bad, but as you can image enough shots layered and a
disparity forms. You can only eat so much fire power.

Quickdraw:

original skill D is capable of botching).

I don’t know how much of a formalized rule this actually is,
because I’ve never actually read any document that every
described it. Never seen it in any official D6 publication that
I’m aware of other than that odd reference where a gun like Han
Solo’s was modded to allow a +2 to Quickdraw, or the custom
holsters for guns you could buy out of one of the Equipment
guides. There was even a 3D Pulse Wave Holdout Blaster that
gave you a +3D to your Quickdraw. I suppose I could look at
those references and figure it out, but I don’t care and I don’t
think anyone else does either.

He rolls a 14 on 4D vs. the Stormtrooper’s 2D with a result of 7.
He shoots first, resolving the 3D rolls for each of the 4 shots and
resolving damage normally.

Here’s how it works for us:
Quickdraw allows the character performing it to fire a gun, or
swing a sword or punch someone prior to any Initiative roll. In
order to pull it off appropriately you have to have a fairly
sizeable dice pool in the skill you are using.
1.

You subtract a number of dice from your skill to be rolled
against the opposition’s perception. Those dice are spent
and act as your initiative, instead of your perception. If you
beat all the opponents Perception rolls, you resolve your
action PRIOR to any actual initiative rolls. Just like a
surprise round. The winner of that contest fires a number of
times that you have declared before hand with whatever
dice you have left.
2. Or on the rare occasion, you roll your Quickdraw Dice
against another Quickdraw being performed by an
adversary. The winner of that contest fires a number of
times that you have declared before hand with whatever
dice you have left. If your adversary doesn’t drop, they
then resolve their shots right after yours.
3. You can add up to 2 Character points to either the
Quickdraw itself or to the actual combat rolls afterward.
4. If you have gear that gives you Quickdraw bonuses you can
only apply those dice to that initial initiative test. If you
have advantages or an Elite Career path that gives youa
bonus to Quickdraw, you can also add those dice only to the
initiative test for Quickdraw.
5. If you don’t save dice for a defensive action, you’re wide
open in the actual initiative round. Because you’ve already
performed all your actions in the Pre-Initiative sequence of
the Quickdraw action. Advantages like Fast Reactions will
still allow you to perform a Dodge, Parry and 5m
movement in the actual initiative round. However, if you
don’t have enough dice left to formulate a defensive
action… Again you’re wide open. In the example below
Jim would have to burn up to 3 Character points on a
Defensive Action in order to gain any kind of Dodge or
Parry bonus.
So, say Jim has a Gunman and wants to get the drop on a group
of Stormtroopers that are staring his party down with their guns
leveled and ready to shoot or arrest them. Jim declares
“Quickdraw”. He has 8D in Gunplay, and declares he will pull
4D of that skill away. He’s going to take 4 shots, one at each
Stormtrooper, with his Heavy Blaster Pistol (3 actions), so his
skill to hit is 1D at this point. He’s adding 2 Character points to
the accuracy rolls (which are always un-Botchable Wild Dice)
for a total of 3D per shot (all of which are Wild, just that the

Opposed Quickdraw Actions, can, resolve a bit more
cinematically or they can be utterly one sided.
In the Han Solo Trilogy, a younger Han Solo with a Gunplay
skill of about 8D (like Jim’s Gunman) and a +2 pip bonus
modded Gun for Quickdraw, draws on Gallandro.
Gallandro: 15D Heavy Blaster Specialization, +3D Quickdraw
Holster
Han Solo: 9D Heavy Blaster Specialization, +2 total Mod for
quickdraw from the gun itself.
Gallandro sets aside 13D to Quickdraw, declaring that he will
fire 3 times.
Han sets aside 9D+2 to Quickdraw, declaring that he will fire
once.
Gallandro rolls a 53
Han Rolls a 38
Gallandro Draws, Fires three times, purposefully taking aim not
kill Han, and drops him. Spending 2 Character points to ensure
he merely Incapacitates him.
Han doesn’t even clear his holster before he drops.
1.
2.
3.
4.

The first shot fires at the Top of your Initiative Roll.
Gallandro Fires his first shot on the 53
Per increment of 5, pulling off the top of the roll, the next
shot goes off for Gallandro at 48.
The third and final shot from Gallandro Goes off at 43.

By this point in time Han is already down, 1 more time
increment and Han would have actually cleared his holster and
Fired on Gallandro.
In a closer match, this can get very interesting and very
cinematic.
Note: Neither Gunman saved any Dice for Dodge, and that
could have affected the actual accuracy rolls. Think about this
sort of action before you perform it.
-Quickdraw ALWAYS fails against successful Sixth Sense.
Jedi (Danger Sense) and those possessing Fast Reactions and
or Sixth Sense simply have a better defensive front to put up.
If you succeed on a Quick Draw roll (beat their Initiative) you
act first. Danger sense & Sixth Sense only grant
DEFENSIVE boons (for dodging out of the way at the last
second and these abilities are by no means flawless).
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Burst-Fire Rules:
I endeavored to make this as simple as possible:
Weapons that have a standard mode of fire that is called “Burst
Fire” like an SMG, repeaters, blasters that say they have a burst
mode, etc. have the following base attributes:
Standard burst = 5 shots
+1D to Hit and Damage (applied to the base code of the
weapon) . Singular Target
*Up to 2 targets (within reason, close together) can be fired
upon, if a secondary target is chosen, the –1D to hit and damage,
still have to hit both targets resolved normally.
Extended burst = 10 shots
Requires a Free Action to utilize
+2D to Hit and Damage (as above). Singular Target
*Up to 3 targets, subtract 1D from the hit and damage bonus
per target you fire at after the first (as above).

I would classify combat maneuvers as any space movement
beyond standard. Thus if you have an X-Wing with a Space of
8, if you accelerate to any speed above 8 (16 or 24) you’re
burning fuel like it’s going out of style.
-Acceleration to double base move increases fuel consumption,
shaving an hour off combat maneuvers.
-Acceleration to four times base move massively increases fuel
consumption cutting your combat time down to 30 minutes per
day of consumables.
If you are maneuvering in combat or an asteroid field or
something similar (like a planetary storm, flying through
incoming traffic, fighting a Black Hole’s gravity, etc.), you’re
burning fuel like it’s a combat situation.
If you want to be ruthless about fuel consumption:
1.
2.

Full burst = 15 shots
Requires 2 Free Actions to utilize
+3D to Hit and Damage (as above). Singular Target
*Up to 4 targets (as above).
Burst fire for Stacking shots:
To hit a target and drop all the shots in a 1-10 cm area to
compound damage with automatic fire, the DR is the same,
however, the bonus dice to hit and damage still apply, and per 5
shots above the standard burst you add another layer of BASE
weapon damage (before the burst fire bonus).
Some weapons are Fully Automatic:
Per 30 Shots/1 Action or 3 Free Actions, 10 Degree Arc per 10
Shots
These weapons get no bonus to hit, however, they will strike all
targets in a certain cone of fire, resolved normally. To use this
feature, you must expend 1 Action or 3 Free Actions (Per Full
Auto Burst). (Doesn’t matter if it’s the only mode of fire for the
weapon or not).
-These Weapons are great for suppressive fire
Full Automatic, targeting a single location: +1DR to the base
difficulty to do so. This makes the damage code of the weapon
STATIC + 3D (resolved randomly, no wild).

Combat Fuel Consumption:
If a ship is considered Capital (Corvette Up), I would generally
disregard this rule. However, you could penalize ships of any
size with this ruling forcing players to deal with more logistical
matters in maintaining a capital ship.

In combat, Each Day of Consumables is worth 2
Hours of Combat Maneuvers.
Thus, the typical TIE fighter has a total combat sustainability of
4 Hours before it needs to be refueled and rearmed.

3.

4.

Standard Space Movement + Starship Dodge is 2 Hours per
Day of Consumables in Maneuvers.
Per Increment of Speed a player escalates, in any sequence
of the combat, reduce the overall longevity of that 2 hour
period by 30 minutes. (do this only once for each tier of
speed escalation no matter how many times it happens,
however, using 2x and 4x base move significantly increases
fuel consumption up to 1 day burned per hour)
If a player makes a roll to “Double Shields” or “Restore
Blown Shields” and does not specify to drain power from
another system (like guns while doing this) pull another 30
minutes out of their sustainability (no matter how many
times they do this, just penalize them once). If you pull
from another system while Doubling shields, consider that
other system is inoperative while they come up to full,
doubled strength (yeah… Typically, you don’t have guns…
In a dogfight this is very bad).
The Rest s GM Discretion, you want a fun game, so clearly
this is all optional stuff.

Shield Recharge Rates:
Shield Recharge Rates are based off a Median of a “Military
Grade” Shield Generator: (3D)
A 3D Generator will regenerate a Pip’s worth of shielding (the
actual value of this depends heavily upon it’s scale), in the
round after it took damage (prior to initiative) .
1. For Every D Code below 3D the recharge is delayed by 1
round.
2. For every D above 3D, add a pip to the total regeneration
(maximum of 1D regenerated 6D shields).
3. 6D & up the damage is regenerated in the same round.
4. 8D up the damage is regenerated twice in the same round.
5. 10D up the damage is regenerated three times in the same
round.
6. If the Shields are Death Star Scale, the above applies in the
same fashion.
7. Backup Shield Generators, regenerate using the above
matrix.
Example: If you have 6D of backup shields and you use some
or all of them, then the backup regenerates 1D per round,
including the round you draw from the backup.
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Character Points:
Any Character Point you spend or “burn” on a result roll is
considered Wild with no chance of Botch. They’re like micro
Force Points.
1.

Up to 5 Character Points can be spent to resist Damage
unless otherwise noted (like in Multi Tap on the previous
pages).
2. Up to 3 Character Points can be used to enhance any NonCombat action (which also includes Piloting, even in a
combat situation) Other than a Defensive one (like Dodge/
Parry). Those three points cover all actions to that skill you
apply them to.
3. Up to three Character Points can be spent in a round toward
as many skills as necessary, as you want to, that are NonCombat or Defensive.
4. Up to 2 Character Points can be spent on combat actions.
For Accuracy or even Damage. However, they apply
separately to different combat skills. Thus you would have
to spend 2 on Gunplay to Fire and 2 on Melee Weapons to
Fire and Swing a sword in the same round and get the
bonuses to each.
5. During Combat Actions, if you add 2 Character Points for
Accuracy, they count toward all the actions in that
sequence. Applying to each Shot/Melee Strike individually.
6. During Combat Actions if you add 2 Character Points to the
Damage D Code of a weapon, it is applied per damaging
shot/punch/melee strike/force ability that inflicts damage,
individually. It’s much more costly to increase the damage
than it is to add to accuracy or defensive bonuses.
You should hang onto as many as you can, however, as you
use character points to raise your skills at the end of a session.

Character Point Awards:
These are general awards you should give for your game
sessions:
Power Level Based:
WEG Standard, basic game:
No less than 10-15 Character Points per session
Standard, building block game:
No less than 25 Character Points per session
Mid Power Level, Starting point game:
No Less than 35 Character Points per Session
High Power Level, Starting point game:
No Less than 45 Character Points per Session
If you’re anything like this older gaming group, we only get to
play once every two weeks at best. Anything less than the
above just seems like an utter waste of time there is no
Character growth & you want to be able to raise more than one
skill a pip per session, or start to train in an Advanced Combat
form like Martial Arts or Lightsaber/Melee Forms, or even Elite
Skill Packages.
-Feel free to award points to people for Good Role Playing,
Humor, the fact that they all showed up on time ;)! Whatever.
But generally keep these awards within a 1-5 point bonus.
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Heroic Points:
These are the Edge, Force and Darkside points here. Generally,
they allow you to double all your skills and attributes.
Please Note: GM Discretion, but please award these points
OFTEN to players that don’t use a Heroic Point to do something
heroic!
Performing Heroic Actions can just flat out earn you Free
Heroic Points! You don’t have to Spend them to get them
back. Now if you’re fighting a Dark Jedi, and you’re using
Force Points to fight them and they are using them to kill you.
You typically get the ones you burned back, and you get
another point on a one for one basis. GM Discretion on if you
want your guys with 10 points to go to 20 or not in a battle.
(I say, why the hell not? It’s an epic game system, let the
Force Wooge Fly!)
Performing exceptionally selfish actions while using them
generally means you don’t get the point back.
If you’re a Dark Jedi and you’re fighting a Light Side Jedi (or
several) and you use Force Points to Fight them, you gain
them back for your “Heroic” action just like they earn them
against you. That’s more for the Darkside kind of Campaign.

Epic Points:
These are the Harmony, Hatred and Legend Points you cash the
lower tier in for. When you cash them in you are reduced to 1 in
the previous tier (so as not to rob the characters of that building
block, even in the case of Darkside Points) and the Epic Points
increase by 1. This is described in the beginning of the book on
page 7.
However, to reiterate, these points generally Generate a Base
40 result on your roll PLUS DOUBLE YOUR SKILL AND
ATTRIBUTE ROLLS on top of it.
Exceptional deeds of heroism and utter self sacrifice can earn
players these points. I hand them out at Campaign Conclusion
for people that took the game all the way through, for example.

Combat Difficulty Modifiers

Any Attribute Below 2D suffer a +3 to the difficulties as well.

Force Use Proximity Modifiers:
User and the target are: Add to difficulty:
Touching +0
Line of sight (not touching) +2
Not line of site, at 1-100 meters +5
101 meters, to 10 kilometers +7
11 to 1,000 kilometers +10
Same planet more than 1,000 kilometers +15
Same star system, different planet +20
Not in same star system +20

2D Base Attribute Build
Wounded
Strength Roll Result
Critical Failure Character worsens to Severely Wounded.
1–11 Character remains Wounded.
12+ Character is fully healed.

Force Use Relationship Modifiers:
User and the target are: Add to difficulty:
Close relatives (married,
siblings, parent and child, etc) +0
Close friends +2
Friends +5
Acquaintances +7
Slight acquaintances +10
Met once +12
Never met, but know
each other by reputation +15
Complete strangers +20
Complete strangers and
not of the same species +30
All Attacks
Low gravity +1 DR
No gravity + 2DR (in addition to penalty for lacking Zero-G
ops)
Heavy gravity +3DR
Called Shot
Target is...
10 to 50 centimeters long +1 DR
1 to 10 centimeters long +2 DR
Less than a centimeter long +4 DR
* See text for options.
Other Modifiers
> The attacker is blind or blinded: +4 DR
> The target is blind or blinded or attacked from behind:
-2 DR to the combat difficulty.
Hit Location
Modifiers
Head +3 DR
Center Mass +1 DR
Left or right arm +2 DR
Left or right leg +2 DR
Left or right hand/foot +3 DR
Wounds Healing
Natural
Stunned
A stun is automatically recovered after one minute(12 rounds) of
complete rest.

Severely Wounded
Strength Roll Result
Critical Failure Character worsens to Incapacitated.
12–21 Character remains Severely Wounded.
22+ Character improves to Wounded.
Incapacitated
Strength Roll Result
Critical Failure Character worsens to Mortally Wounded.
23–34 Character remains Incapacitated.
35+ Character improves to Severely Wounded.
Mortally Wounded
Strength Roll Result
Critical Failure Character dies.
27–38 Character remains Mortally Wounded.
39+ Character improves to Incapacitated.
Assisted:
Injury Level Difficulty
-First Aid Skill possessed: -1 point of difficulty
-First Aid lowers the difficulty by –1DR
-Medpacs reduce the difficulty by 10.
-Simply possessing the Medicine Advanced Skill reduces the
difficulty by 5 points.
-Medicine Combined with First Aid reduces the difficulty by 2
per success level.
-A Medical Suite (Clinic, Medbay, etc) Reduces the difficulty 5
-For every Doctor (Medicine) there is assisting, reduce the
difficulty by 2. (Includes Droids)
-If there is a Medical Droid with access to a database reduce the
difficulty by 3.
-If Kolto is involved, healing is simply a matter of time.
Reduce difficulties by 20
-If Bacta is involved, healing is once again a matter of time.
Reduce the difficulty by 20.
-In the case of things like Bacta Jeltabs, Bacta Braces or Splints
in coordination with a Medpac, further reduce the difficulty of
the Strength test by 5.
-Advantages that accelerate healing immediately reduce
healing difficulties by 2 per D worth of the Advantages.
-Regenerative individuals will heal over time, however, per
D their Advantage is worth reduce the difficulties by 2 as
well.

Per D Above 2D the character’s thresholds change adding
+3 to the difficulty to Heal effectively (because they took
more damage in order to be wounded in the first place).
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Difficulty Ratings (DR)
Base Difficulty Levels:
5 : Very Easy
10: Easy
15: Moderate
20: Difficult
25: Very Difficult
30: Extremely Difficult
40: Heroic
60: Legendary
90: Epic
120: Supreme
180: Impossible
240: Celestial
360: Godlike
Range Difficulty: (Do not account for dodging, walking,
running, behind cover, etc)
This adds to the base difficulty of a ranged weapon
5 Point Blank
10 Short
15 Medium
20 Long
25 Extreme (25% greater than a weapon's maximum range)
30 Impossible (50% greater than a weapon's maximum range)
Cover Modifiers:
+1 DR: Light Cover
+2 DR: Moderate Cover
+3 DR: Heavy Cover
+5 DR: Cannot See Target (with reasonable idea where it is)
Terrain Modifiers:
0: Flat Terrain / Open Space
+1 DR: Light Terrain, short hill/some traffic, floating space
junk, etc
+2 DR: Medium Terrain, rolling hills, suburbs/moderate intra
system traffic, debris or nebula
+3 DR: Heavy Terrain, mountains, city/heavy traffic, asteroid
field
+5 DR: Maximum Terrain, concert, city parade/battle zone,
thousands of pieces of floating debris
Zero G Modifiers:
+3 DR: Unskilled
+0: Skilled
Apply any applicable modifiers
Inclement Weather / Inhospitable Climate Modifiers:
+1 DR: Light storm/haze
+2 DR: Moderate storm/haze/darkness
+3 DR: Heavy Storm/Tornado
+5 DR: Mega Storm/Radioactive atmosphere without exposure
suit, etc
Well Rested Modifiers: (Optional)
-1 DR: 8 hours equivalent sleep to all rolls for 8 hours (lowers
all difficulties by one level)
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Exhaustion Modifiers: (Optional)
+1 DR: Light Exhaustion (operating over 12 hours)
+2 DR: Moderate Exhaustion (operating over 18 hours)
+3 DR: Heavy Exhaustion (operating over 1 day)
+5 DR: Complete Exhaustion (operating over 1.5 days)

Wound Levels:
1 point above STR roll = Stun
Stun: -1D for 1 Round, Stun devices = 2D6 rounds
Per D above 2D STR add +1 to Stun Threshold
1 point above Stun = Wound
Wound: -1D persistent to all skill codes
Per Pip above 2D add +1 to Wound Threshold
Second Wound Level (Severely Wounded)
-2D persistent to all skill codes
Third Wound Level (Incapacitated)
-3D persistent to all skill codes, prone
Fourth Wound Level = Mortally Wounded
-4D persistent to all skill codes, unconscious, death in D6
-Loose limbs at this wound level (if applicable)
Fifth Wound Level = Instant Death

Resolving Skill rolls above 10D(Optional):
Typically, the way we deal with this (and it can easily happen
when you are playing a Force User) is that the first 10D you
would normally roll become Static like Quick 6 rules. Thus
10D skill = 30 Points against NPC non heroes. If you possess
Luck this adds 1 per D to the static result (3D=60).
Requirements for Static Resolution:
1. You must possess the skill in question at 10D. If you end
up doubling your skill or skills with a Heroic Point, this is
resolved in the original, albeit tedious, fashion. The
reasoning behind this is that once you reach 10D in a skill,
your character has to be so competent that the only
variables you face are the difficulties in terrain, cover, etc.
2. OR your GM allows you to use this to resolve combat on a
mass scale faster with skill below 10D.
Static resolution typically does not apply to personal
weapons (unless otherwise noted like a Lightsaber or
Alchemical weapon) or those found on Starships as they
have their own rules for determining damage output.
2.

3.

Starship Grade Weaponry begins at 3 points Per D Code. It
climbs due to a series of other factors like Fire Linking and
Batteries of Guns. Static Damage does apply to Ultra
Heavy Weaponry.
Character weapons can deliver static damage (Finbat anti
Walker Missiles would be a good example to use as a Static
weapon). Typically this is done for faster resolution and to
display the utter lethality of the weapon.

The Effects of Aging
All characters grow old over time, however, in the Star Wars
Universe people tend to live very long lives. The typical
lifespan of a human is 120 Years. For All intents and purposes
assume most races have this limitation. The Anomolies are
Wookies, Yoda’s race and Arak (my campaign). Advantages
like Longevity, Pre Natal Nanotech & Immortality tend to blur
the lines a bit as well.
It’s often been said that Force Users have the capability to live
extremely long lives, yet there has never been a direct effect
associated with it. That changes here. Determining a Jedi’s
lifespan is rather simple.
Jedi Lifespan Extension:
Per D of Force Attribute, extend a Jedi’s Lifespan by 50%, Per
5D of Control, further extend a Jedi’s Lifespan by 25%.
-Jedi benefit in the same fashion that Longevity does (just
without the 3x base lifespan).
-For Each Hatred Point a Jedi Possesses, reduce their Lifespan
by 5%. 1-3 HP = Suffer Old Aging Effect, 4+ HP = Suffer Very
Old Aging effect
-If the Jedi is Consumed by the Dark Side, double the Control
requirement to per 10D. Accrue Age Penalties Once
-If the Jedi cannot be redeemed to the Light Side, eliminate the
Control Bonus. Reduce the benefits of the Force Attribute to
25%. Accrue Age Penalties twice!

addition to the above. These can be bought back for 10 points
each pip (40 Character Points). The Old damage resistance still
applies. +1D Competency Bonus to all technical Rolls, +1D
Additional Capital Advantage
Ancient: Suffer a –1D D-Code loss to Dexterity & Strength,
this time it cannot be re-purchased. -1D+2 to effective Strength
to resist the effects of Damage. Obscure Knowledge Advantage
granted for one Skill of Choice. +1D Additional Capital
Advantage
For a second go around, those that hit these age Markers a
Second time, Increase the competency bonuses to 1D+2. Stack
the Capital Advantage gains and add another Obscure
Knowledge Advantage at Ancient.
For Immortal Characters, 100 years beyond twice their base
lifespan add another Obscure Knowledge Advantage, and allow
them to choose 2D of Advantages, increase the competency
bonuses to +2D.
For every century they live beyond that Add another Obscure
Knowledge Advantage and pick 1D of Advantages (must be
selectable in 1D increments).

Longevity:
Penalties are never accrued.
The Age Categories are as follows:
The Second Colum is the percentage by which you multiply the
age of a species that has a longer base lifespan than 120 Years in
order to determine the time spent at each Age Category.
120 Year Lifespan
Infant
0-5
Child
6-10
Young Adult
11-17
Adult
18-39
Middle Age
40-60
Old
61-80
Very Old
81-100
Ancient
101-120

Percentage Per Age Category
4.25
4.25
6.8
18.3
16.6
16.6
16.6
16.6

This yields a 99.9% return, I tacked on .05 to Infancy and
Childhood just to get the percentage to 100%. Should be fine
for other long lived species.
For the Purposes of the Game, you won’t have any penalties
until you reach the Old Stage unless you actually take them as
Disadvantages.
Old: All Attributes remain the same, however, your ability to
resist damage has been diminished. -1D to effective strength
tests to resist damage. +1D Competency bonus to all
Knowledge Skills, +1D Capital Advantage
Very Old: Suffer a –2 Pip loss to Dexterity & Strength in
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The Galactic Calendar & Time Keeping
According to the Galactic Standard Calendar … I don’t think
anyone actually gives a shit. Thus for the purposes of the game
play and time keeping I’m using the following (I looked into at
least 4 calendars for the universe and one hadn’t even
established how many days were in a month).
60 Seconds in a minute
60 Minute in an Hour
24 Hours in a Day
5 Days in a Week
7 Weeks in a Month
10 Months + 3 Festival (Fete) Weeks + 4 Holidays = 1 Year
(right from Wikipedia) (11 Total Months, Fete Weeks and
Holidays are all a week long each; a month of holidays and
festivals that supersede the progression of the standard year/
current month)
385 Days in a Standard Year (My call, the web cites 368 days)
Festivals (last an entire week, called Fete Weeks)
New Year Fete Week—First five Days of the new Year
Life Fete Week—5 days between the sixth and seventh months
Stars Fete Week—5 days between the 9th and 10th months
A Galactic (or Imperial) Fair concludes each of these weeks
The names of the days sound… special to say the least
1. Primeday
2. Centaxday
3. Taungsday
4. Zhellday
5. Benduday
What I came up with:
1.
2.
3.
4.
5.

Aura
Urab
Rabe
Abes
Besh

Nothing special, sequentially advancing excerpts of the word
“Aurabesh”. Sounds better to me. ;)
Take the following with a grain of salt… Use them as you
wish, but some don’t even correspond to the standard year (14
month long year listed on some worlds).
The Boonta Eve was an annual holiday and festival celebrated
on Tatooine. It honored the rise of Boonta Hestilic
Shad'ruu to godhood. The Boonta Eve Classic Podrace was held
to commemorate the festival.

The Festival of Light was a Naboo tradition, which celebrated
the anniversary of the planet Naboo joining the Galactic
Republic.
Q'anah was an ancient festival celebrated on the planet Asmeru.
Tapani sector holidays
Expansion Week came just before the upper class Capital
Season. It fell between the months of Selona and Telona.
Harvest Day was first observed by the original settlers of the
sector. The exact origins of the holiday are have been lost over
time, but it was believed that the settlers traditionally
commemorated the time of harvesting their crops on this day. In
later years, it was simply a day off from work. Harvest Day fell
between the months of Yelona and Relona on the Tapani local
calendar.
Productivity Day fell between the months of Nelona and
Helona.
Tapani Day was held annually just after the month of Kelona,
and before the month of Selona.
Shelova Week was a traditional Herglic holiday that celebrated
commerce and family, two things which are interrelated to the
Herglic race. Shelova Week was a time to exchange gifts, make
new business alliances, discuss trade arrangements, and spend
time with family members. As the Human population of Tapani
Sector began interacting with the Herglics, they too began
celebrating the holiday, although many Humans simply take
vacation instead of also developing business partnerships. On
the Tapani local calendar, Shelova Week fell between the
months of Helona and Melona.
Winter Fete was a holiday which originally marked the winter
equinox on the planet Pelagon. The settlers there were the first
to celebrate Winter Fete, and when they began settling other
planets in the sector, the holiday went with them. Over time, the
holiday was modified to coincide with Coruscant's Fete Week.
In the Galactic Civil War-era Tapani local calendar, Winter Fete
fell on the very last week of the year, following the month of
Welona.
Independence Week in the Freeworlds Territory within Tapani
sector was from 10th of Relona through the 15th. It celebrated
the Freeworlds separation from the Expanse.
Life Day was a Wookiee holiday celebrated on Kashyyyk.

Empire Day was an annual holiday held to commemorate the
rise of the Galactic Empire.

Mofat was a Polneye month or season. Plat Mallar reported that
the Yevethan attack on Polneye took place on the 40th day of
Mofat.

Equinox Day was an annual holiday that marked the beginning
of autumn on the planet Hosnian Prime. Sunsail races were held
in the planet's capital to commemorate the holiday.

Month of Plenty was a Weequay holy season that honored the
moon god Quay. Temples on the planet Sriluur which were
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dedicated to Quay had an open skylight in their roof which
allowed Weequay priests to track the moon's progress during
this month.
Thulpin was the name of the summer growing season on the
planet Draenell's Point. It lasted about 14 standard months,
making up about a fourth of the planet's long year.
Boonta's Eve on Tatooine.
Carnival Week, a patriotic Imperial holiday on Coruscant.
Cordel Cove Winter Carnival on Neftali, celebrating the ice
planet's natural beauty.
Republic Day, annual event celebrating the foundation of
the Galactic Republic.
Empire Day, annual event celebrating the foundation of
the Galactic Empire.
Harvest Day was an annual festival celebrated in the city of Mos
Eisley on Tatooine.
High Day, a galactic holiday.
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Unique, Heroic, Traits (Optional)
While the character generation process has a lot of
customization available, and you can likely tailor a character to
your liking it occurred to us that, perhaps, one fundamental
thing was missing. Aside from all the Advantages and
disadvantages you can select at character creation we wanted to
add a bit more flavor to each character build where the player
had the ultimate say so on how they were unique from one
another.
Listed here is a mechanism for characters to be created with
some personal flair, with some additional abilities not defined
by the type of Jedi, the Elite Path or Advantages &
Disadvantages you can select through gameplay.
It is being listed as an optional rule, use it if you so choose.
One, Unique, Character Buff at creation:
To give players more control, one unique character buff can be
selected at character creation (or afterward) if the GM allows it.
This ability is generally linked to a skill, an effect or alters the
way the mechanics of the game work on a fundamental level.
This action can be performed once per combat, or roleplaying
sequence (typically defined as once per 10-15 initiative rounds).
At it’s core level it adds a +1D bonus to certain areas of the
character. Typically only one area. GM discretion is advised,
but if you want your player’s to invest in character generation
you should allow for some flexibility. This +1D can be
increased at a cost of 5 character points per pip, up to +2D.
Furthermore, a character can develop up to two additional
abilities over the course of their Character’s development,
gradually increasing them to +2D each. Consider advancement
to require the equivalent limitation as Martial Arts or Saber
Forms take, 5 points per game session toward development to
show growth.
Note: This D Code doubles with the application of Heroic
Points
The Costs:
+1D: Free at Character Generation, 10 CP each for the next
two. Adding a +1 pip: 5 Character points
(maximum effect is +2D unless otherwise noted)
The types of applications:
Specify a linear ability: What this means is that you pick a
certain function for the ability. Thus, for example, if you want
to be able to perform a Heavy Blaster shot, you add +1D (up to
+2D) to damage for that shot.
Typical Applications:
Damage / Dodge, Parry or Resistance Rolls / Effect Rolls / Area
of Effect (negates the first +1D bonus, though the additional D
can be obtained by purchasing pips).
Cost of Activation: 1 FA for simple abilities, 2 FA for Area of
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Effect, +1 FA for buffs that are sustained for the duration of an
encounter. Any sustained buffs cannot be re-activated in the
next encounter, but the one following it. (1st Encounter = Buff,
Second Encounter = No Buff, Third Encounter = Buff, etc.)
Other things to consider:
If firing a weapon like a gun, you should possess sufficient
ammunition to hit everyone you want to hit. Individual
targeting rolls must succeed (on each target affected in this
fashion). Thus if firing at 10 people, your gun must have at least
10 shots. It subtracts an rquivalent amount of ammunition.
AoE Limits: Initial Skill: 10 targets, +3 per additional pip, with
a Maximum of 20 targets at +1D. While performing an AoE
attack, you can only also perform defensive actions. No other
combat abilities can be utilized. AoE can never be sustained.
Specify the Linear Effect:
Damage is damage, but only applies to one mode of attack.
(if Blasters, then only blasters, if Melee, you must choose the
class of weapon i.e. blades, blunt, polearms, etc.)
Defensive actions only apply to one type: Dodge or Parry
Effect bonuses only apply to one mode: Control, Sense, Alter, a
Singular skill roll, etc.
Damage resistances must specify the type of damage it is
capable of resisting (Energy, Physical, Force, etc.)
Raw Jedi:
1.
2.

The buff can simply be a sustainment for a particular
Locked spell (2FA). Which allows the spell effect to be
maintained for 10-15 rounds.
It can be used as consumable bonus, to any of their spells.
But must be specified it is a consumable bonus. They are
more flexible than Traditional Jedi, and thus they don’t
have to specify an individual Locked Spell. However, it
must be specified as to what kind of consumable bonus it is,
when the ability is created (Damage/Effect or casting
bonus).

Cost Based Building/Starship/Vehicle
Construction Rules:
In an endeavor to streamline this as much as possible I will be
basing this off our own scale rules. However, the subsystems
and weaponry subsystems will remain the same.
All costs yield 1 prototype, which musty be tested and
prototyped (possibly several times) in order to get a production
model.
Every piece of the structure is based off of consumable costs.
-It is the simplest way I can express operating costs,
maintenance and overall construction of any structure.
25 Credits per day of operation, per person, per 10 meters of
the structure/vehicle, per pip of every system on the ship,
times the scale. Reduce the cost appropriately for anything at
lower ratings.
If you choose to you can use the following modifiers for
Consumables:
These are Calculated at 1 Day per person on your vessel,
modified by scale.
Base Consumable Cost: 25 Credits
A capital Ship costs 28.125 Credits per person per day to
sustain them.
Additional Multipliers for creation:
Character through Speeder: x2
Walker: x3
Starfighter: x5
Capital+: x2
So, here’s an example:
I want to build a new Starfighter with 2 Weeks (10 Days) of
Consumables for 3 Passengers = 750 Credits (Fuel food and air)
(establishes the base cost) x5 = 3750
It’s 15m in length = 1.5
I has a 5D Hull = 15
It has a space of 8 = 8
It Moves 800Km/h in Atmo = 8
It has 3D Maneuverability = 9
Cargo is 1 Metric ton = .01
It has 1D of Additional Armor = 3
It has 4D Guns Fire Linked Forward with 3D Fire Control
It has a dorsal and Ventral Turret with 2D Fire Control & 4D
Damage = 57
It has 3D Shields = 9
Sensor Codes 0D ./ 1D / 2D / 3D = 18
Hyperdrive x 1 = 20 (class 20 is 1)

And another 5% off for a production model.
After the production line has produced “X” amount of models
the cost can be further discounted by 5%. GM Discretion.
Engineering Stuff:
Good Engineering rolls on the part of a player will reduce the
cost of the ship by 5% per success level above base, which is
applied to the first prototype immediately.
Second Production runs can incorporate a complete –ReEngineer of the ship. Flaws carry over, subtract one for the re
-engineer. If no flaws exist, add a bonus to the ship.
Second production runs reduce the overall cost of the ship’s
production by an additional 15%.
-Here, good Engineering rolls will reduce costs further by 5%
for every success level above the target. Maximum - 15%
-Second productions can only be initiated after you build a
second facility / retool one for this purpose or you build no less
than 10-100 of the item in question (GM discretion); setting up
a second line is always the cheaper option.
-Second production line + Quantity savings = After you have a
second line going and have produced “x” amount of units
(GM disc) you can re-tool on the fly for an additional 10%
Cost Savings.
NO MORE SAVINGS AVAILABLE other than another
Engineering refit that will shave up to 1% per success level
above target.
That’s fast resolution, which is essential for ball parking costs
Keep in mind that this is for scratch building something. If you
really want to simplify book costs of objects that are greater than
Transport level, you should simply consider the value of a ship
to be it’s cost to operate (crew x consumable cost x days of
functional operation). This works for smaller, player driven and
built structures and vehicles very well, only.
My old set of rules worked amazingly well for capital ships,
however, it was averaging me something like 2.5—3 hours of
math calculation and double checking per ship… That’s too
much.
You might also add up all the pips and factor the total out as a
thousandth of the cost of the ship, so say you ship has 500 pips
of guns, sensors, hyperdrive, etc. You would take the total value
of that ship and multiply it by .5 = essentially half the value of
the core ship is addons, and add it to the total cost. I will do that
in the example on the following pages.

Other stuff to think about:

3750 Credits x 148.51 = 556,912.5 Credits for the first Prototype

This section represents the remainder of the original
construction rules. Which can be used for granular
repair costs or individual item replacement outside
of the quick generation rules (like replacing a
destroyed hyperdrive, upgrades and enhancements,
etc).

Shave 10% off the cost for the second prototype

Internal Structural Strength Assumptions (like doors):
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2D Character Scale = Character Scale to Starfighter
3D Character Scale = Corvette to Destroyer
4D Character Scale = Cruiser to Dreadnought
5D Character Scale = Super Capital to Battlestation
6D Character Scale = Death Star
Additional Armor added after the base code is factored is at a
cost of per pip per 1m of structure. For every D above Base
assumption reduce Maneuverability by a like number.
Maximum armor is double base.

Total: .75
Add them .62 + .75 = 1.375
Multiply the Scale by the total, then multiply by the length of
the ship in increments of 10M. 250m = 25
Thus Capital Sensors would cost 1.375 x 10000 = 13,750 x 25 =
343,750 Credits using the above examples.

Armor Assumptions:
Character = None (Character scale Armor is +1 plus the Code)
Speeder = +2
Walker = 1D
Starfighter = 1D
Transport = +2
Corvette = 1D
Frigate = 1D+1
Destroyer = 1D+2
Cruiser = 2D
Battleship = 3D
Dreadnought = 3D
Super Capital = 4D
Mega Capital = 5D
Battle Station = 6D
Death Star = 8D
Building a Sensor Suite:
Sensor Suites have a base cost associated with Scale.
Character:
Speeder—Walker:
Starfighter—Transport:
Capital

500
750
1000
10000

Say you want to design a sensor suite that has advanced range
beyond the core numbers. Sure, you can go pretty crazy with it
(GM Discretion).
A planetary system is roughly 125 Space Units in distance from
Hyperspace Emergence point to a planet. The Entire system is
about 250 Space Units end to end. Lets say a Medium sized
planet is 50 Units in and of itself. For a total of 300 Units
across.
What About sensors that can peer into the Sector? What about
advanced warning systems that detect hyperspace threats
targeting the ship from other, nearby sectors? Or even sensors
allowing you to target ships in other sectors?
Sector Wide Sensor capability would be limited to a certain,
narrow arc. Quality would not be great, thus you would never
receive a scanning bonus, and you would receive the Max
Sensor penalty plus an addition +2DR to all sweeps. Consider
this to be a Focus Scan, in a traditional Radar like wave that
circles you. Add a cost multiplier of 100 for such a sensor suite.
The vessel in question must, at least, possess the Scan Package
of at least 150 Units (allowing for max sensor sweeps of an
entire medium sized planetary system).
Add a Multiplier of x100 to the Base

Base Multiplier is x1
Per 5 Space Units of Sensor ability, per sensor type, add .005 to
the base Multiplier (Ignore Maximum sensor range, which is
merely double Search).
Passive 30 x .005 = .15
Scan 40 x .005 = .2
Search 50 x .005 = .25
Focus 4 x .005 = .02
Max 100 (Ignored)
Total: .62
Per pip of bonus you want in any Given Sensor Band add .025
to the multiplier
Passive 30 /1D x .025 = .075
Scan 40 /2D x .025 = .15
Search 50 /3D x .025 = .225
Focus 4 x /4D x .025 = .3
Max 100 (Ignored)
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Advanced Detection Systems that can detect hyperspace
projectiles like torpedoes and the like would be incredibly
expensive. However, since the are looking for threats aimed
directly at your ship, these systems would not carry the same
cost.
Add a Multiplier of x75 to the Base
Targeting ships in another Sector, well, for the sake of
argument, these systems would be insanely expensive.
Resolution would be limited to a narrow beam, singular target,
period. Though you could select multiple targets, one at a time,
if your sensor operator was amazing. Treat the detection
capabilities of such a system as the Maximum Sensor Scan
penalty +4DR.
Add a Multiplier of x1000 to the Base
Assume any, unmodified, sensor suite to have a maximum D
Code bonus of 4D.

Shields for repairs:
Base Cost is 1000 credits per pip modified by Scale, multiplied
per 10m

Hangar space assumes that you can have “x’ amount of 10m
Starfighters stuffed into launch bays or on support struts on a
ship.
A 20m ship can support one on a dock

Character: x1
Speeder: x1.25
Walker: x1.5
Starfighter: x 1.75
Capital: x5
Dreadnaught x 7.5
Super Capital x 10
Mega Capital x 15
Battle Station x 20
Death Star x 25

A 40m ship can support 2
A 60m ship can support 4
An 80-90m ship can support 5-7
A 100-150m ship can support 8-12
A 200m-250m ship can support 12-24

Please note: many craft require more than one shield generator
to cover the ships. Generally, Capital ships are considered to
have 4. Larger vessels will have more.

300m-450m can support 12-24 in a hangar

Dreadnaught 6 Generators

800-1000m can support 36-72 in a hangar with 2 support
hangars for multi role craft up to 30m each

500-750m can support 24-36 in a hangar

Super Capital 8 Generators
1200-1800M can support 72-96 with 4-8 support hangars
Mega capital 12 Generators
2000M-3000M can support 96-144 with 6-12 support hangars
Battle Station 12-16 Generators
4000-6000M can support 144-288 with 12-16 support hangars
Death Star 16-32 ( 4 generators per sector )
8000-10000M can support 288-384 with 16-20 support hangars
Granular Hyperdrive Costs:
12000-18000 can support 384-600 with 20-30 support hangars
Base cost is calculated by the class of the Hyperdrive, modified
by the Scale.
Base Multiplier x1
X20: 500 Credits
X19-15: 800 Credits
X14-12: 1200 Credits
X11-10: 1500 Credits
X9: 1800 Credits
X8: 1,900 Credits
X7: 2000 Credits
X6: 2,200 Credits
X5: 2,500 Credits
X4: 5,000 Credits
X3: 8,000 Credits
X2: 12,000 Credits
X1: 25,000 Credits
X.75: 50,000 Credits
X.50: 150,000 Credits
X.30: 300,000 Credits
X.25: 1,500,000 Credits
Starfighter-Transport: Flat, x1 per 10 m
Capital x2 x 1 per 10 m
Adding Hangar Space (GM Discretion Advised for the
munchkins that will want to stuff 500 Fighters on ship)

Etc… Really up to GM discretion
Each below is calculated by Multiplying it’s cost per unit by the
total Consumables of the Structure / Vehicle (So, it’s a separate
consumables calculation. A ship with 200 days of operation
would have you adding all of the below together and
multiplying by 200 to determine cost to build, add or repair,
etc).
Hangars add a multiplier to the base cost of a ship.
Support Docks/Racks cost 10 Credits each
Hangars add 25 Credits each fighter to the base cost of the
ship
Adding Ground Vehicles:
Ground Vehicles are calculate much in the way hangar space is.
Ground vehicle capabilities add 15 each
Add Cargo Capacity:
Look at existing classes of ships in order to get a reasonable idea
of what the cargo capacity can be for a vessel. 1 point
multiplier per 100 metric tons of space & 1 per 1,000 metric
tons of space on Capital Ships
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Functionally speaking, breaking the ship down (like a
transport or any scale under it) with fast rules will not work. It
will be so heinously expensive it would make the galaxy weep.
Let’s figure out the cost of the “Another Chance”
Craft: Alderaanian War Frigate
Affiliation: Alderaan / Rebel Alliance
Era: Clone Wars / Refit Late Rebellion
Type: Alderaanian War Frigate (Military Complexity)
Scale: Frigate
Length: 250 meters: per 10m = 25
Skill: Capital ship piloting: Alderaanian War Frigate
Crew: 150, gunners: 106, skeleton 121/+5
Passengers: 450 (troops)
Cargo Capacity: 3,000 metric tons = 3
Consumables: 2.5 years = 600 crew x 28.125 (16875) x 963
(days) = 16,250,625 Base Cost =
Hyperdrive Multiplier: x2 = 19 x 2 capital
Hyperdrive Backup: x4 = 16 x 2 Capital
Nav Computer: Yes
Maneuverability: 3D = 9 + (2D+2 of enhanced thrusters to
comp for the additional armor) = 9 + 8 = 17
Space: 8 = 8
Atmosphere: 900 kmh = 9
Hull: 6D + 2D+2 of Armor = 18 for hull, 8 for additional armor
Shields: 3D with 3D of Backup Shields = 4 generators & one
backup = 9 per gen x 4 = 36 + backup = 45 x 2 Capital = 90
Sensors:
Passive 50 /1D = 3
Scan 80 /2D = 6
Search 160 /3D 9
Focus 5 /3D+2 = 11
29 x 2 Capital = 58
Weapons:
4 Ultra Heavy Turbo Quadlasers
Fire Arc: 4 Fore, 3 Port/Starboard, 4 Aft (Firing Arcs, 1 gun on
each Arc on turrets)
Crew: 12 (2 Gunners, 9 Technicians, 1 Commander)
Skill: Capital ship gunnery
Fire Control: 3D
Space Range: 4-20/47/98
Atmosphere Range: 8-40/94/196 km
Damage: 400
Fire Rate: 1/3
Ammo: 160 Per Gun
Quick and Dirty Method for Ultra Heavy Weapons = 400 / 6 =
66.6 = 68 (over 60% of the way to another full pip) + fire
control = 77 x 4 Guns = 308 x 2 for Capital = 616 x 2 for static
= 1232 x 2 for Ultra Heavy = 2464
6 Ultra Heavy Quad Auto Blaster Batteries (Starfighter)
Fire Arc: 4 Fore/Port/Starboard, 2 Aft
Crew: 3 (1 Gunner, 2 Technicians)
Skill: Starship Gunnery
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Fire Control: 3D + 3D Burst + 6D Full Auto vs Single
Space Range: 3-5/16/27
Damage: 60; 90; 120 (vs single)
Fire Rate:3; 2 Burst; 1 Full Auto (Burst and Full auto effective
vs projectiles but not Space Bombs: Burst 1-3 projectiles, full
auto 6-12 projectiles)
Ammo: 1,600 Per Gun: Standard Consumption 4 for 1, Burst:
40 for 1, Full Auto: 80 for 1
Take the maximum damage and divide by 6 = 20 + max bonus
fire control = 18 + 20 = 48 x 6 guns = 288 x 4 for static/burst
fire not exactly ultra heavy guns, GM Disc = 1152
10 Quad Turbolaser Batteries (Alderaanian)
Fire Arc: 3 Port & Starbord, 2 Fore & Aft
Crew: 1 (Gunner)
Skill: Capital ship gunnery
Fire Control: 4D
Space Range: 3-25/50/75
Atmosphere Range: 6-50/100/150 km
Damage: 8D
12 for Fire Control, 24 for Damage x 10 for gun emplacements
= 360 x 2 Capital = 720
10 Quad Turbolaser Batteries (Mon Calamari)
Fire Arc: 3 Fore & Aft, 2 Port & Starboard
Crew: 1 (Gunner)
Skill: Capital ship gunnery
Fire Control: 3D
Space Range: 3-25/50/75
Atmosphere Range: 6-50/100/150 km
Damage: 4D
9 for Fire Control + 12 for Damage x 10 = 210 x 2 Capital = 420
6 Heavy Ion Cannons (Fire Linked)
Fire Arc: Fore
Crew: 6 (Gunners)
Skill: Capital ship gunnery
Fire Control: 5D+2
Space Range: 3-30/60/90
Atmosphere Range: 6-60/120/180 km
Damage: 10D
17 for Fire Control + 30 for Damage x 6 = 282 x 2 Capital =
564
12 Light Quad Guns
Fire Arc: 3 Fore / Port / Starboard /Aft
Crew: 12 (Gunners)
Skill: Capital ship gunnery
Fire Control: 3D
Space Range: 1-3/12/25
Atmosphere Range: 100-300m/1.2 km/2.5 km
Damage: 4D (As long as you have power, at the capital scale,
ammo is unlimited)
9 for FC, 12 for Dmg x 12 = 252
2 Tractor Beam Projectors

Fire Arc: 2 Fore
Crew: 1
Skill: Capital ship gunnery
Fire Control: 3D
Space Range: 1-7/21/42
Atmosphere Range: 2-14/42/84 km
Damage: 4D
9 for FC, 12 for Damage x 2 Emplacements x 2 for Capital = 84
Standard Starfighter Complement: 12 Z-95 AF5s, 12 Zebra
IIs, 4 Katarn Boarding Shuttles, 1 Stock Light Freighter
(Capitan’s yacht/Shuttle)
29 x 25 = (29 ships) = 725 x 963 days = 698,175

Cost:
Hyperdrive Multiplier: x2 = Capital 19 x2 = 38
Hyperdrive Backup: x8 = 12 Capital x 2 = 24
Nav Computer Yes
Maneuverability: 1D = 3
Space: 6 = 6
Hull: 7D = 21
Shields: 3D = 9 x 4 = 36 x 2 Capital = 72
Sensors:

•

Passive: 50/1D

•

5can: 100/3D

Standard Ground Compliment: 4 LAATs, 8 Military Speeder
Bikes, 4 Medium Hover Tanks, Light Defensive artillery, small
prefab base.

•

Search.200/4D

•

Focus. 6/4D+2

18 x 15 = (15 Units) = 270 x 963 days = 260,010

•

38 x 2 Capital = 76

Add up the points = 5962 / 1000 = 5.962
16,250,625 Base Cost + Hangars and Ground Compliment
• 698,175& 260,010
• = 17,208,810
• Multiply the above by 5.962 for the cost of outfitting the
ship = 102,598,925.22 Credits

Weapons:

•

Total Cost of the ship is:

60 Turbolaser Batteries
Fire Arc: 20 front, 20 left, 20 rightCrew: 1 (20), 2 (40)
Skill: Capital ship gunneryFire Control: 4DSpace Range:
3-15/36/75Atmosphere Range: 6-30/72/150 kmDamage:
5D
12 Fire Control , 15 Damage x2 Capital = 54 x 60 = 3240

•

102,598,925.22 Credits x2 =
205,197,850.44 Prototype
184,678,065 Prototype 2
175,744,161.75 Production Model

60 Ion Cannons
Fire Arc: 20 front, 15 left, 15 right, 10 backCrew: 1(15),
2(45)Skill: Capital ship gunneryFire Control:
2D+2Space Range: 1-10/25/50Atmosphere Range: 220/50/100 kmDamage: 3D
8 FC, 9 Damage x 2 Capital = 34 x 60 = 2040

•
Note: Consumables also reflect Maintenance costs over the
time period. Not the salaries of those employed to maintain
the ship.
Thus

Imperial I Star Destroyer
Craft: Kuat Drive Yards' Imperial I Star Destroyer
Type: Star Destroyer
Scale: Capital
Length: 1,600 meters = 160
Skill: Capital ship piloting: Star Destroyer
Crew: 36,810, gunners: 275, skeleton: 5,000/+20
Passengers: 9,700 (troops)
46,510 Crew x 6 years (385 days/year) = 2310 = 107,438,100
Cargo Capacity: 36,000 metric tons = 36
Consumables: 6 years

10 Tractor Beam Projectors
Fire Arc: 6 front, 2 left, 2 rightCrew: 1 (2), 4 (2), 10(6)Skill:
Capital ship gunneryFire Control: 4DSpace Range: 15/15/30Atmosphere Range: 2-10/30/60 kmDamage:6D
12 FC, 18 Damage x 2 Capital = 60 x 10 = 600
72 TIE’s on Racks, say 12 Shuttles in a Hangar + Ground
Assets
72 x 10 = 720 x 2310 = 1,663,200
12 x 25 = 300 x 2310 = 693,000
60 Ground Units 60 x 15 = 900 x2310 = 2,079,000
Add The Points Together = 6,316 / 1000 = 6.316
107,438,100 x 6.316 = 678, 579, 039.6
• Hangars =

Grand Total:
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683,014,239.6 x2 =
1,366,028,479.2 Prototype
1,229,425,631.28 Prototype 2
1,167,954,349.716 Production Model
You can use the same rules for Structures as well.
Ultra Heavy Weapons add an insane cost
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ew Character Templates

Player Name:

Character Name:
Type: Raw Jedi
Gender/Species:
Female / Human
Age:
Height:
Weight:
Physical Description:

Dexterity

4D Strength

Gunplay
Dodge
Melee Combat
(AP) Alchemical Weapon
Unarmed Combat
(AP) Martial Arts
Thrown Weapons

Knowledge

1
1
1
1

2D

Endurance

Equipment: Combat Jumpsuit (+1D), Formal Attire (-

Technical

2D

Computer Operation/Repair
General Maintenance/Repair
Scientific Application

Force Attribute:2D(4D+2)
3D Innate Spells:

Appraisal
Business
Scholar
Teaching
Willpower
(Null Zone Resistance) (4D)

Detect “Magic”
See Aura
Sense Force Disturbance
Mage Sense
Cantrip (FA)
On the Fly

Mechanical

2D Locked Spells are –1DR

Zero-G Operations
Memorized Spells: (-2DR) +

Perception

2D Foci: (Minor Alchemical)+1D

Learning
Search
Sneak

Advantages & Disadvantages:

Heal (0 Difficulty)
Mage Ball/Bolt (0 Difficulty)
Shield: Full: 4 Arcs (10)

Move
10
Force Sensitive? Yes
Force Points
2
Harmony Points
0
Character Points
5

1DR reactions at social events) Spell Components: 10,000
Credit Value, Digital Spell Archive/Journal, Portable
Computer, Melee Weapon of Choice (minor alchemical: Foci
+1D) & Scabbard(5D Static+STR+ATT), Combat Knife &
Boot Holster (+1D STR), 10 Sets of Stylish Civilian Attire &
Shoes, Repeating Blaster SMG (+2D Accuracy) (4D+2 Dmg)
45 Bursts; 5,000 Credits, Comlink, HoloCam Corder

Background: You lived a normal life, until you
were discovered on a vacation with your family. The
Grand Mage of a reclusive sect of Force Mages
discovered you. You became a star pupil. Currently
you hold the coveted title of Galactic Operative, for the
Force Mages, there are only two operatives known to
exist and you’re one of them.
Personality: You’re driven, unwavering, one hell of a
force to be reckoned with. Your devotion to the Force
Mages is unshakable. Your fellow students look to your
example for courage & motivation.
Objectives: Aside from your conditioning and respect
for your order, they encouraged you to find your own
path in life. The Mages may call upon you from time to
time, but your overall goal is to matter, and to find allies
for your order.
A Quote: “You thought that tickled? That’s because
it was a cantrip idiot… You’re not even worth my time”
Connection With Characters: You could be a
curiousity at the Jedi Academy on Coruscant or simply a
wandering troubleshooter that falls in with a band of
adventurers that value your skillset.

Wound Status
191

Stunned
Wounded
Incapacitated
Mortally Wounded
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Player Name:

Character Name:
Type: Ex Imperial - Independent Combat Pilot
Gender/Species:
/ Human
Age:
Height:
Weight:
Physical Description:

Dexterity

3D

Gunplay
Dodge
Unarmed Combat

Perception

1
1
1
1

3D

Gambling
Search

Strength

3D

Endurance

Knowledge

2D

Survival
Tactics
Willpower

Mechanical
Astrogation/Navigation
Communications
Sensors
Starship Piloting
(TIE Fighter)
(Zebra)
Starship Gunnery
(Energy Cannons)
Starship Shields
Zero-G Operations
Advantages & Disadvantages:

Technical

4D

3D

Computer Prog/Repair
First Aid
General Maintenance/Repair
Starship Repair
Starship Weapon repair

5D
5D
5D

Move
Force Sensitive?
Edge Points
Legend Points
Character Points

10
No
1
0
5

Equipment: Blaster Pistol (4D) 1000 Shots, Comlink,
Advanced Light Armor Flight Suit: Acts as a Space Suit
with 12 hours of life support (+1D), Enhanced G-Force
Resistance. Survival Pack, Arm Tablet (light
calculations, recording capabilities & Storage). 5,500
Credits, Zebra II Space Master (with every available
Mod)

Background: You led a relatively normal life.

However,
rather quickly you discovered that you had an affinity for
handling yourself in high speed situations. Never content with
simply being the top rated member of the racing circuit you
turned those talents to the Imperial Military and found that you
also excelled in space combat. Being a combat pilot is was your
calling. You’ve been in several ultra lethal engagements and
somehow, against all odds, you’ve always managed to pull out
of each and every one of those instances; even when all of your
comrades fell in battle around you. You left the Empire the first
chance you got to strike out on your own, flying a TIE Fighter
was just too damn limited and lethal. You were just a number.
Personality: You have a rather ice cold personality until
you warm up to people. Your academy experiences left the
classroom and you’ve seen death first hand. You’re good, but
luck has a way of running out for everyone. That’s why you left
Imperial Service.
Objectives: Instead of wasting your talents in the Empire
you have decided to take the ultimate leap of faith go
independent (or perhaps you joined the Rebellion).

A Quote: “After I remove you from my sky, I’m going
to drink a bottle of scotch, as if it were your blood, and
celebrate your death.”

Connection With Characters:

You are the

premiere combat pilot of the group.

Wound Status
Stunned
Wounded
Incapacitated
Mortally Wounded
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Player Name:

Character Name:
Type: Togorian Mage Hunter
Gender/Species:
/ Togorian
Age:
Height:
Weight:
Physical Description:

1
1
1
1
Equipment:

Dexterity

5D

Acrobatics
1D
Dodge
Gunplay
Unarmed Combat
(AP) Martial Arts (+1D)
Melee Combat
(AP) Alchemical Weapons
Thrown Weapons

Perception
Command

2D

Bureaucracy
Scholar
Tactics
Willpower

2D

5D

Athletics
Climbing/Jumping
Lifting/Carrying
Endurance
1

Technical
Mechanical

to combat the corrupted and hunt the Sith. Your
heritage is little seen outside the limited cultural circles
you are recognized for it. You possess advanced skills
similar to that of a Jedi Hunter.
You, unlike your kin, find no joy in remaining on
Togor. There is no more corruption to be found here.
You skills are wasted on your home world. Thus you
have chosen to strike out into the Galaxy as a whole
weeding out corruption and making a name for yourself
as well as your people.
Personality: Uniquely prepared for this endeavor,
you are driven, fair, just and dedicated to the cause.

Objectives: Elevate the awareness in the Galactic Whole that
2D

General Maint/Repair

Zero-G Ops

Advantages:
2 Mundane
2 Force Armor (3D Static resistance to the
Force)
Acrobatics –1DR to all tests
Claws and Teeth add 2D to damage and
climbing.
Disadvantages:
Can understand Basic, but not speak it (not
applicable to this character template, but to
the race as a whole)

Death Hammer Blaster Pistol (5D+1) 80
Shots, Comlink, Glow Rod, Wide Scan Binocs, Synthrope
Dispenser, Cortosis Woven Alchemical Sword (5D Static +
Strength + Force Armor)

Background: Trained from birth by the tribal Mages

Strength

Knowledge

2D

shows others your race is not merely a curiosity. To put the hurt on
those who brought about the fall of the Jedi Order. You hunt those
that slew the protectors of the Galaxy for over a thousand years.

A Quote: “You’re a sith mage? Fantastic, my blade
has been waiting to drink your blood for years!”
Connection With Characters: Unlike the rest of
your kin, you can speak basic effectively in addition to
your own language.

Move
14
Force Sensitive? Never
Edge Points
1
Legend Points
0
Character Points
5

Wound Status
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Player Name:

Character Name:
Type: Current Master (Illusionist)
Gender/Species:
/ Arak
Age: 80
Height: 1.9m
Physical Description:

Dexterity

2D

Gunplay
Dodge
Unarmed Combat
Thrown Weapons

Weight:
1
1
1
1

Perception

2D

Investigation
Learning

Strength

2D

Climbing/Jumping

Technical
Knowledge
Art
Languages
Scholar (Current)
Survival
Teaching
Willpower

Mechanical
Beast Riding
Ground Vehicle Ops
Zero G Operation

2D
(3D)

2D

2D

Droid Prog/Repair
First Aid
General Maintenance/Repair

Force Attribute:6D(8D+2)
Innate Spells:
Detect “Magic”
See Aura
Sense Force Disturbance
Mage Sense
Cantrip (FA)
Illusion Specialization (-3 DR)
Can only conjure illusions
Memorized Spells: (-1DR)
Combat Illusion (-5DR)
Bend Light (-5DR)
Massive Illusion (-5DR) x10m

Advantages:
Dam Resist: 1DEnergy/1DPhysical
Longevity, Vacuum Resistance & Flight,
Armored Scales, Claws +1D, Teeth
+2D.
Force Sensitive
Disadvantages:

Move
10
Force Sensitive? Yes
Force Points
2
Harmony Points
0
Character Points
5

Equipment: Grimoire, Tattered full cloak & functional
body wrap (+1), Dual Barrel Particle Shotgun (+2 Accuracy)
(4D/4D Pump 1FA to reload) 40 Shots (Both Barrels = AoE
3m radius) Range: 2-8/24/96, Spell Components: 5,000 Cr
Value, Flare Gun (4D) 6 Shots, Synth Rope Dispenser and
Grapple, 500 Credits
Background: You don’t know where you came from
and you didn’t know who you were until a high ranking
member of the Current took notice and took you in, they
treated you as an equal and eventually they realized your
potential and elevated you to the title of Master.
Personality: Even after all you’ve been through, you
manage to find a lighter side to things. The Current Masters
showed you that. How to accept, how to blend and even how
to defy boundaries. They teach Balance and neutrality,
however, that camp is divided and you’re more of an activist
and a doer than a recluse.
Objectives: You roam the galaxy looking for what
actually happened. Your colleges from the Current Sanctuary
have gleaned that you were a Star Dragon at one time. You
need to find out what happened.
A Quote: “Wake up fool, you’re not really dead…
That’s…<grumbling>... His heart gave out… Wonderful...”
Connection With Characters: Leaving the
solitude of your home you have struck out into the greater
galaxy, realizing that you had mastered your art to level of
perfection that was unrivalled. Taught the individuals there all
you can. Now, you seek answers. If you were, indeed, a Star
Dragon at one time you wish to understand what happened and
to re-discover who you might have been before your
transformation.

Wound Status
Stunned
Wounded
Incapacitated
Mortally Wounded
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Player Name:

Character Name:
Type: Procurement Expert
Gender/Species:
Age:
Height:
Physical Description:

Dexterity

3D

Dodge
Gunplay
Unarmed Combat
Melee Combat
Pick Pocket/Palm/Steal
Thrown Weapons

Knowledge

/ Twi’Lek
Weight:
1
1
1
1

Perception

3D

Appraisal
Business
Languages
Streetwise
Willpower

Strength

2D+2

Endurance

Technical
Mechanical

4D+2

Con
Forgery
Hide
Persuasion/Bargain
Search
Sneak

2D

Navigation
Sensors
Starship Piloting

Advantages & Disadvantages:
Tentacles: Twi’leks can use their tentacles to
communicate in secret with each other, even
if in a room full of individuals. The complex
movement of the tentacles is, in a sense, a
“secret” language that all Twi’leks are ﬂuent
in.

2D+2

Computer Prog/Repair
Demolitions
Repulsorlift Repair

Move
10
Force Sensitive? Never
Edge Points
1
Legend Points
0
Character Points
5

Equipment:

Deck Clearing Blaster (5D Dmg) 10 Shots,
Fire Rate: 1, Holdout Blaster Pistol (4D Dmg) 12 Shots (+20
to Hide), Range: 2-5/6-12/13-24m; Koromundian Blast Coat
(+2D to Arms and Torso); Comlink, Laser Microphone,
Humanoid Tracking Dart Gun & Tracking Remote 6 Shots,
Weighted Gloves (+2 Dmg), Concealed Spiked Boots (+1D),
Vibro Knife (+2D), 2 Concussion Grenades (6D), 3 Speeder
Scale Shaped Charges & remote detonators (8D), 3,000 Cr
Background: You grew up on the streets, you lived a
pretty hard life and had to learn how to steal the hard way.
You were a natural at it. It took them a while but eventually a
Crime Syndicate took notice of you. You’ve done things,
questionable things. You’ve killed people, completely out of
line with the legal procedure; but they were all really bad
people so who the hell cares how they died, right? One thing
is certain, joining the Crime Syndicate gave you a purpose.
They’re not a bunch of unorganized thugs. They have a code,
help the little guy grow whilst lining our pockets with wealth
as we steal from the Empire. They’re a group of rebel
Sympathizers in their own way.
Personality: You’re not really a complete scum bag, you
won’t do certain things. Like kidnap children, that’s just
distasteful. Being a Slave sucks, you were almost turned into
one. You have a loose code of honor, and you do have to
operate within the mandates of society, but what you do to the
enemies of your syndicate doesn’t really matter. You’re an
professional, when the shit hits the fan, you’re a smooth
operator.
Objectives: To further your organization’s goals and get
rich in the process.
A Quote: What did you just say about raping children?”
BOOM “They’ll be picking pieces of that asshole up off the
carpet for months… Dammit, I blew up the cargo too.”
Connection With Characters: You joined the
team, you fence goods for them. You put them in contact with
safe houses and help them navigate the streets away from the
prying eyes of the Empire.

Wound Status
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Player Name:

Character Name:
Type: Ex Black Sun Sniper
Gender/Species:
/ Duros
Age:
Height:
Weight:
Physical Description:

1
1
1
1
Equipment:

Dexterity

5D

Gunplay
Dodge
Unarmed Combat
Melee Combat

Knowledge

Sensors
Tactics
Zero-G Operations

3D+2

2D+2

Appraisal
Survival
Technology/Science
Willpower

Mechanical

Perception
Gambling
Hide
Search
Sneak

Strength

3D

Athletics
Climbing/Jumping
Endurance

2D
Technical

2D+2

General Maint/Repair
First Aid
Scientific Application

Advantages & Disadvantages:
Starship Intuition: Duros are, by their nature,
extremely skilled starship pilots and
navigators. When a Duros character is
generated, 1D (no more) may be placed in the
following skills, for which the character
receives 2D of ability: Navigation, capital ship
gunnery, capital ship shields, sensors, starship
piloting, starship gunnery, and starship
shields. This bonus also applies to any
specializations. If the character wishes to have
more than 2D in the skill listed, then the skill
costs are normal from there on.

Move
10
Force Sensitive? Never
Edge Points
1
Legend Points
0
Character Points
5

Heavy Blaster Sniper Rifle (7D) 100 Shots
(alternate fire mode: Invisible blaster bolts, Highly illegal, 5
Shots), Detachable Starlight & IR w/flare comp Scope (+1D),
Bipod (+1), filp-out micro tablet displaying windage,
atmospheric effects & gravitational pull (+2), Collapsible Stock
(+1), Combat Knife (+2D), Blaster Maintenance Kit (+1D),
Macro Binocs w/Starlight, IR & Flare Comp (+3D), Survival
Pack, Holdout Blaster Pistol (4D), Range: 3-6/9/12; 10 Shots.
Light Combat EVA Suit +1D; acts as Space Suit 8 Hours of life
support.
Background: You were picked on as a kid, it drove you
away from home, your home and you Black Sun at an early age.
You discovered you had a knack for guns, and were really good
with noticing details other’s missed. The Syndicate put you up
for the Sniper division, which you excelled at. A couple months
ago some people went on a crime spree. It just so happened to
be one of the kids that used to bully you. You didn’t tell
anyone, took a contract on the side, dealt with the problem.
You ended up killing a group of people that all just so happened
to be kids that used to pick on you. They were all together, the
opportunity was simply irresistible. They were all criminals,
they all had records, it’s not like it was a secret. Most were
repeat offenders. Word got out that it was you, your cover got
blown because you were identified working with local law
enforcement and you lost your position with Black Sun after
realizing the criminals you killed were actually Black Sun
operatives… Your bosses were less than enthusiastic of your
solution, blowing their heads off at a local festival. You’re
lucky they didn't kill you for whatever reason.
Personality: No matter how hard you try, you always end
up saying something nasty to people. It’s just you, after the
incident with Black Sun you’re a lot happier, but you just come
off as a jerk more than not, especially while drinking.
Objectives: It’s time to make yourself scarce for a while,
you’re a bit too popular right now. You’ve got a particular skill
set that requires an outlet, this is it. Hanging with these people
isn’t so bad.
A Quote: “I’m trying to aim. Not like I need to concentrate,
I only have to shoot through a crowd of civilians having some
sort of orgy to murder a specific asshole.” CRACK “Frack Me - Sideways, the orgy didn’t stop… let me see your recording
rod.”
Connection With Characters: They tolerate your
“special” attitude, likely because you rarely miss.

Wound Status
Stunned
Wounded
Incapacitated
Mortally Wounded
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Player Name:

Character Name:
Type: Mandalorian Bounty Hunter
Gender/Species:
/ Devaronian
Age:
Height:
Weight:
Physical Description:

Dexterity

4D

Dodge
Gunplay
Unarmed Combat
Melee Combat
Thrown Weapons

Knowledge

1
1
1
1

Perception

4D

Investigation
Persuasion/Bargain
Search
Sneak

Equipment: Heavy Combat Blaster Carbine (6D)

2D

Intimidation
Streetwise
Survival

Mechanical

2D+1

Astrogation
Powersuit Operation
Jet/Rocket Pack Ops
Starship Piloting

Strength

3D+2

Athletics

4D+2

Technical

2D

General Maint/Repair
First Aid
Security Systems

Advantages & Disadvantages:

Move
8
Force Sensitive? Never
Edge Points
1
Legend Points
0
Character Points
7

100 Shots, PTP Link, Heavy Disruptor Pistol (7D) 10
Shots, Bounty Hunter Power Armor (+2D Armor &
Strength) EVA sealed w/helmet 6 Hours & Mag Boots,
Rocket Pack with Repulsor Lift, Combat Knife (+2D), 4
Stun Grenades (5D), 4 Glop Grenades (4D), 4 Homing
Grenades (8D), 2 Tracking Devices (starship grade) and
4,000 Cr
Background: You grew up on the wrong side of the
law, did some things that didn’t fit with society got
caught and served some time, then you did a combat
tour in the planetary military at 18, upon getting out you
were recruited by the Bounty Hunter’s Guild. After
distinguishing yourself there and never happy with
remaining still, you struck out on your own.
Personality: You are tough as nails, combat
hardened and skilled. Always living for the next hunt,
the next new experience and completely ready for
combat anytime. You’re personally responsible for
bringing some of the worst scumbags of your society to
justice and you know the system works, it made you
who you are and formed you into a true warrior.
Objectives: Seek out enemies and bounties of the
Galaxy whether the guild knows about them or not. You
want to make the Galaxy a better place.
A Quote: “Just because everyone runs, it doesn’t
make them guilty. This guy is shooting at us as he runs,
he’s definitely guilty...of something. Let’s find out what
it is.”
Connection With Characters: You joined the
team because they’re always inadvertently running
across bounties.
Wanderlust: Devaronian males do not like to stay in one place
for any extended period of time. Usually, the ﬁrst opportunity
that they get to move on, they take.
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Player Name:

Character Name:
Type: Battle of Kashyyk Survivor
Gender/Species:
/ Wookie
Age: 60
Height: 2.3m
Weight:
Physical Description:

Dexterity

3D+2

Gunplay
Dodge
Unarmed Combat
(AP) Martial Arts
Melee Combat
Missile Weapons
Thrown Weapons
Advanced Melee
(1)Knowledge of the best venues for
a fight +1D competency bonus to pre
planning tactics. +1 to wound rating
(2) Enhanced understanding of melee
weapons +1D competency bonus to
melee combat rolls. +1 to wound
rating

Knowledge

2D

1
1
1
1

Perception

2D+1

Search (Tracking)

(3D+1)

Strength

7D

Athletics
Climbing/Jumping
Endurance

Technical

2D

Demolitions
General Maint/Repair

Intimidation
Survival
Tactics
Willpower

Mechanical

2D

Languages: Togorian, Wookie,
Basic (Understand not speak)

Starship Gunnery
Zero-G Operations

Advantages:
Longevity: 400+ Years
+2D to Climbing/Jumping w –1DR to all rolls.
Enhanced Sense of Smell +1D to Perception &
Search
Berserker Rage (+2D to Strength for 3 rounds,
once per session)
-Willpower: Difficulty 20 to not attack Allies,
modified for Relationship.
Disadvantages:
Can understand Basic, but not speak it

Move
Force Sensitive?
Edge Points
Legend Points
Character Points

10
No
1
0
5

Equipment: Sawed Off E-Web (8D) 300 Ammo, 5 rnd
bursts (+1D accuracy); (6D Str required, -1D accuracy per D of
Str under 6D), 15 rnd suppression (+4 DR Terrain Modifier
Cover vs Adversaries) (Half Range), Combat Wookie Scimitar
(+3D), Anti Vehicle Support System: 3 Walker Grade missiles
(12D), Bow Caster (4D) 100 Shots, 1,000 Credits.
Background: You’ve always been pretty hard core. When
the others in society picked on you, they wound up in the
hospital even when you weren’t trying to hurt them. You’re a
bit bigger, and a shitload tougher than damn near anyone you’ve
every met. You joined the fight during the Clone Wars and they
selected you to work with a squad support team. You actually
didn’t need the team, as you discovered when they all died in
the field. You simply grabbed the support weapon and
continued to stroll through the rest of the pirate installation,
almost leisurely, one arming a gun that normally took 3 people
(braced) to fire, using it on full automatic.
Personality: You’ve never encountered anything that
could successfully slow you. You might not be fearless,
however, you’ve never found anything that even scratched the
surface of generating fear for you. You’re a big hit with the
ladies, being a War Hero and all. The Republic lost the war, but
you held the beach when the Clones turned with Order 66.
Objectives: Your 9 wives have been driving you crazy, and
the 47 kids you had with them have almost seen you
hospitalized for insanity. You hadn’t seen battle in 12 years,
and then you found this group of adventurers. You jumped for
the opportunity to leave home (avoiding the debt collectors as
well) and charge into battle once more. Damn, kids, damn
women…You need money for yourself!
A Quote: “Why are you looking at me like you don’t
understand me? Nice, you actually don’t understand me. How
about I push your head through your body and have it pop out
your asshole?” Human smiles and nods “It amazes me how
many idiots live in the Galaxy...”
Connection With Characters: You’re here to keep
these pups alive. Maybe make some scratch to pay your debts
off and support your family.
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Player Name:

Character Name:
Type: Galactic Troubleshooter
Gender/Species:
/ Human
Age:
Height:
Weight:
Physical Description:

Dexterity

4D

Dodge
*Gunplay
Unarmed Combat
(AP) Martial Arts (+1D)
-Base: Hapan Standard
(1) Advanced Pistol Duelist
+1D Repair/+1D Mods(+2D)
(2) +1D to H & D Pistols
Ignore 1 Wound Level
1st Reload no action

Knowledge
Appraisal
Bureaucracy
Languages
Intimidation
Survival
Technology/Science
(Metallurgy)
Willpower

Mechanical

4D

(5D)

2D

Perception

1
1
1
1

3D

Gambling
Investigation
Search

Equipment:

Strength

3D

Technical

2D

General Maint/Repair
(Blasters)
First Aid (Human)

(3D)
(3D)

Communications
Zero-G Operations

Advantages & Disadvantages:

Move
10
Force Sensitive? Never
Edge Points
1
Legend Points
0
Character Points
5

2 Caelli Merced Heavy Blaster Pistols
(5D+2) 100 shots, 2 Quick Draw Holsters (+1D), Fashionable
Light Armored Attire (+1D), Fashionable Long Coat, Hutt
Sector License to Kill, 2 Cartons of Natural Cigs (20 packs),
Blaster Pistol Kit, Ammo, Priority Encrypted Comlink, Glow
Rod, Heavy Holdout Blaster Pistol (5D) 4 shots w/Concealable
Holster (+3D); Range: 5-8/16/32
Background: When you were young you watched your parents
die at the hands of the Trade Federation and Dark Jedi. After
spending a few years in an orphanage, you joined the a crime
syndicate. You became an authorized assassin. Called upon
where and when you were needed, which was often. You are
well known and universally feared. Even the Imperials,
typically, don’t mess with you.
Personality: You never cared that your parents died,
only that you couldn’t stop the bastards that killed two people
who weren’t even armed. Killing is something that does not
give you pleasure. However, by the same token, it’s
something that rarely phases you. Whether it be a Bantha or a
victim of a pirate attack that is suffering, you would happily
end their pain... But it’s more a question of how many shots
you have left for the real enemy.
Objectives: You’re tired of serving as a Hutt Space
assassin, it’s time for a change.
A Quote: “Don’t give me a reason to kill you. Dying over
an ancient doo-dad just isn’t worth it… You really think so?
Eh… Ok.” BLAM “Idiot… This is pretty cool, and useful.”
Connection With Characters: You’re on
vacation, looking for something else to do for once. You know
you’re more than just a killer, you’re going to prove that.
That’s how you met the sorry bunch of hopefuls you’re
hanging with now. They need a guide and you’re it. You
don’t know where you’re going, but they don’t need to know
that.
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Player Name:

Character Name:
Type: Technician/Mechanic
Gender/Species:
/ Human
Age:
Height:
Weight:
Physical Description:

Dexterity

3D

Dodge
Gunplay
Unarmed Combat
Thrown Weapons

Knowledge

3D

Search
Sneak

3D

Appraisal
Languages
Scholar
Technology/Science –1DR

Mechanical

Perception

1
1
1
1

2D

Communications
Zero-G Operations

Advantages & Disadvantages:

Strength

2D

Endurance

Equipment: Blaster Pistol (4D) 100 Shots; Corellian
Engineering Technician’s Space Suit (+1D) 5 Days EVA,
micro thrusters & repulsorlift unit Move: 10 (No DEX
penalty), Mag Boots, personal Tractor Beam (4D).
Diagnostic Goggles (+2), portable recording rod, 3 Thermal
Detonators (12D), Multipurpose Tools, General Tool Kit
(+1D), Advanced Maintenance & Engineering NotePuter
(+1D), 4 First Aid Kits (+1D), Droid Tool Kit (+1D), Personal
Blaster Tool Kit (+1D), Plasma Torch & Goggles, 125 Credits.
Background: You’re not actually Corellian, you

Technical

4D

Computer Prog/Repair
Engineering –2DR
1D
First Aid
General Maint/Repair
Ground Vehicle Repair
Repulsorlift Repair
(AS) Scientific App
1D
Security Systems/Repair
Starship Repair –1DR
Starship Weapon Repair

Move
10
Force Sensitive? Yes
Force Points
2
Harmony Points
0
Character Points
0

Wound Status

actually came here on an expedition, Pirates hit your
sales convoy en-route to Coronet. A long range fighter
patrol responded to your distress calls. Your parents
pushed you out an airlock right as their ship exploded.
You were saved by a Combat Pilot, when he pulled you
into his starfighter in the midst of a dog fight. You were
the only survivor. Life has been incredibly difficult
since that day, the pilot dropped you off on Corellia
without telling his superiors since he was the only
survivor of the battle as well. You’ve been living off
odd jobs, but without credentials you couldn’t get a job
befitting your experience. One day you were
approached by a shadowy figure and they made all your
troubles go away with a new identity. Since then you’ve
worked for the Corellian Engineering Corporation as a
shadow operative in their corporate espionage division.
That’s your job, on the books and its what’s required of
you to maintain that false identity.
Personality: You’re cautious, you don’t know what
this mysterious benefactor actually wants but he’s
allowed you to “leave the reservation” and head out to
spread your wings.
Objectives: Figure out how to get out of this
arrangement with the “Mysterious benefactor”.
A Quote: “Quit staring. You think I’m hot, what
you’re leaning on is about to fuse to your flesh, now
that’s hot.”
Connection With Characters: You need to find
someone to confide in, this group might actually be the
right one for you to get to the bottom of who your
benefactor really is.

Stunned
Wounded
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Mortally Wounded
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Player Name:

Character Name:
Type:
Quixotic Jedi / Gun Kata Master
Gender/Species:
/
Age:
Height:
Weight:
Physical Description:

Dexterity

4D Perception

Dodge (Ballistic)
(5D)
Gunplay
(Slug Throwers)
(5D)
Unarmed Combat
(AP) Martial Arts
-Mastery: Martial Arts
-Novice: Brawling

Knowledge
Languages
Survival
Technology/Science
(Gunpowder)
(Metallurgy)
Willpower

Mechanical

Strength

2D

Advantages & Disadvantages:

3D
2D

Demolitions
(Micronized Explosives) (3D)
General Maint/Repair
(Slug throwers)
(3D)
Focused Jedi: Sense -2DR
Sense: 1D
Enhanced Gunplay
-Attribute Adds Damage to
Blasters, Sense adds bonus to hit,
(Innate Combat Ability).
Instinctive Astrogation (S)
Receptive Telepathy (Innate)

Move
10
Force Sensitive? Yes
Force Points
2
Harmony Points
0
Character Points
5

Wound Status
Stunned
Wounded
Incapacitated
Mortally Wounded

Equipment:

2 Grammaton Adjudicators (Burst Fire Slug
Thrower, 5D+1 Dmg, +1D Accuracy) 12 Bursts, 10 Extra
Mags. Light EVA Grammaton Cleric Uniform (+1D+2) w/
Helmet & Mag Boots; Sealable 2 Hours Life Support. Slug
Thrower Repair Kit, Ammunition Reload Kit

Background: You’re different than anyone you’ve

Force Attribute:1D(2D+2)

Communications
Zero-G Operations
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3D

Gambling
Investigation
Learning
Search
Sneak

2D Technical

(3D)
(3D)

1
1
1
1

ever met. You were born a Force Sensitive and
discovered in an Orphanage to be weird and after a
series of incidents that were not your fault they put you
out on the street. One day, while you were scrounging
to survive an old man came to see you and he took you
in. He treated you well, and eventually started to teach
you his trade. He was once a higher ranking member of
the Military, a quasi religious / monastic order that lived
by the gun and died by the gun. You’re not certain how
old he was, but from the stories he told you, he was
really, really, really old… The gun Kata he imparted
onto you hasn’t been practiced in centuries. He told
you, that you would be the one to bring balance to the
Force. Then one night he brought a woman home and
died in a rather unorthodox fashion in the bedroom.
You’ve lived in his run down home / Dojo ever since.
Practicing his art to a near perfect level. The tax
collectors eventually foreclosed on your home.
Personality: You’re a wild card, carrying all of your
possessions of any value with you, in a rucksack.
You’re odd, you are versed in pieces of tales of the Jedi
of Old, of the Order of the Grammaton Clerics… Which
no one remembers and there’s no official record of them
having ever existed. You recite your code, staying true
to the path.
Objectives: Show the galaxy exactly what you’re
capable of, show them what a real gunfighter is made of,
even if they haven’t made guns like yours in centuries...
A Quote: “I’m the one that will bring balance to the
Force. It’s true, my master said I would.”
Connection With Characters: You’re accepted
here, which is seemingly impossible. People talk to you,
you’re not ignored and this undertaking is, hopefully,
going to make a real difference. You will prove that
your combat form is the penultimate art from in the
galaxy.
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Player Name:

Character Name:
Type: Self Initiated Freelance Mage
Gender/Species:
Female / Human
Age: 25
Height: 1.75m
Physical Description:

Dexterity

2D

Dodge
Unarmed Combat

Weight:
1
1
1
1

Perception

2D

Learning

Strength

2D

Endurance

Knowledge

2D

Languages: Celest, Togorian,
Mrlsst –1 DR nuance, Basic
Scholar –1DR
(-2DR with library reference)
Training
Willpower

Mechanical

2D

Zero G Operation

Technical

2D

General Maintenance/Repair

Force Attribute:5D(9D+2)
Innate Spells:
Detect “Magic”
See Aura
Sense Force Disturbance
Mage Sense
Cantrip (FA)
Memorized Spells: (-3DR) +
Foci: Wand +1D+2 (to D pool)
Mage Ball/Bolt
Mage Shield (Full) (10)
Fly (5)
Summon Champion: (10)
STR 5D, Dex 10D, Armor 5D
AoE Sleep: (10) 15m radius 5D
Stun

Advantages & Disadvantages:

Equipment: Spell Book, 20 Credits
Foci: Force Resonant Wand +1D+2
Background: You were born to a loving family of
mages that had long since passed. They realized your potential
even at birth and decided it was best to raise you on their own
and allow you to have the full and rich life they did not have
due to long years of being hunted. They trained you and you
honed your abilities to an art form. The Empire took notice,
but they could not control you and that life of strict rules didn’t
suit you at all. You’re on the run, and you’re poor.
Personality: You’re blessed to not have had to live under
orders of the Empire. You have been able to choose your own
battles and you have a great rep with the common people.
You’re respected and much sought after for help by those in
need.
Objectives: You want to do more than simply help
people and run from the Empire. It’s time to make a stand.
A Quote: “You say you have training? You’re child like
grasp of the Force leaves much to be desired. Return to your
academy, playtime is over.”
Connection With Characters: You easily fall in
with the group because you’re on the run.

Move
10
Force Sensitive? Yes
Force Points
2
Harmony Points
0
Character Points
5
Wound Status
Stunned
Wounded
Incapacitated
Mortally Wounded
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