
Warrior:Aggressor

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Athletics, Brawl, Cool, Melee, Perception, Survival

Additional Carreer Skills: Coercion, Knowledge (Underworld), Ranged (Light), Streetwise

Gain Force Rating 1

INTIMIDATING

May suffer a number of
strain to downgrade diffi-
culty of Coercion checks, or
upgrade difficulty when tar-
geted by Coercion checks,
by an equal number. Strain
suffered this way cannot ex-
ceed ranks in Intimidating.

�

COST 5

INTIMIDATING PLAUSIBLE DENI-
ABILITY

Remove� per rank of Plau-
sible Deniability from Coer-
cion and Deception checks.

�

COST 5

PLAUSIBLE DENI-
ABILITY

GRIT

Gain +1 strain threshold.

�

COST 5

GRIT TOUGHENED

Gain +2 wound threshold.

�

COST 5

TOUGHENED

FEARSOME

When an adversary be-
comes engaged with the
character, the character
may force the adversary
to make a fear check,
with the difficulty equal to
the character’s ranks in
Fearsome.

�

COST 10

FEARSOME INTIMIDATING

May suffer a number of
strain to downgrade diffi-
culty of Coercion checks, or
upgrade difficulty when tar-
geted by Coercion checks,
by an equal number. Strain
suffered this way cannot ex-
ceed ranks in Intimidating.

�

COST 10

INTIMIDATING PREY ON THE
WEAK

Add +1 damage to one
hit of successful combat
checks against disoriented
targets per rank of Prey on
the Weak.

�

COST 10

PREY ON THE
WEAK

SENSE ADVAN-
TAGE

Once per session, may add
�� to 1 N PCs skill check.

�

COST 10

SENSE ADVAN-
TAGE

FEARSOME

When an adversary be-
comes engaged with the
character, the character
may force the adversary
to make a fear check,
with the difficulty equal to
the character’s ranks in
Fearsome.

�

COST 15

FEARSOME TERRIFY

Take the Terrify action;
make a Hard (���)
Coercion check, adding
� no greater than Force
rating. Disorient one target
within medium range per
�. Spend �� to extend
duration and spend � to
immobilize affected target.
Take 1 conflict at the start
of each session.

�

COST 15

TERRIFY CRIPPLING BLOW

Increase the difficulty of
next combat check by 1. If
check deals damage, target
suffers 1 strain whenever he
moves for the remainder of
the encounter.

�

COST 15

CRIPPLING BLOW TOUGHENED

Gain +2 wound threshold.

�

COST 15

TOUGHENED

GRIT

Gain +1 strain threshold.

�

COST 20

GRIT IMPROVED TER-
RIFY

Reduce the difficulty of
Terrify’s check to Average
(��) and may spend to
stagger an affected target.

�

COST 20

IMPROVED TER-
RIFY

PREY ON THE
WEAK

Add +1 damage to one
hit of successful combat
checks against disoriented
targets per rank of Prey on
the Weak.

�

COST 20

PREY ON THE
WEAK

HEROIC FORTI-
TUDE

May spend 1 Destiny Point
to ignore effects of Critical
Injuries on Brawn or Agility
checks until the end of the
encounter

�

COST 20

HEROIC FORTI-
TUDE

FORCE RATING

Gain +1 Force Rating.

�

COST 25

FORCE RATING FEARSOME

When an adversary be-
comes engaged with the
character, the character
may force the adversary
to make a fear check,
with the difficulty equal to
the character’s ranks in
Fearsome.

�

COST 25

FEARSOME DEDICATION

Gain +1 to a single charac-
teristic. This cannot bring a
characteristic above 6.

�

COST 25

DEDICATION AGAINST ALL
ODDS

When incapacitated, per-
form Against All Odds ac-
tion; making Hard (���)
Resilience check with �
equal to Force rating. Heal
wounds equal to�. Spend
� to add�.

�

COST 25

AGAINST ALL
ODDS
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Warrior:Shii-Cho Knight

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Athletics, Brawl, Cool, Melee, Perception, Survival

Additional Carreer Skills: Athletics, Coordination, Lightsaber, Melee

Gain Force Rating 1

PARRY

When hit by a melee attack,
suffer 3 strain to reduce
damage by 2 plus ranks in
Parry.

�

COST 5

PARRY SECOND WIND

Once per encounter, may
use Second Wind incidental
to recover strain equal to
ranks in Second Wind.

�

COST 5

SECOND WIND TOUGHENED

Gain +2 wound threshold.

�

COST 5

TOUGHENED PARRY

When hit by a melee attack,
suffer 3 strain to reduce
damage by 2 plus ranks in
Parry.

�

COST 5

PARRY

SECOND WIND

Once per encounter, may
use Second Wind incidental
to recover strain equal to
ranks in Second Wind.

�

COST 10

SECOND WIND CONDITIONED

Remove� per rank of Con
ditioned from Athletics and
Coordination checks. Re
duce the damage and strain
suffered from falling by 1
per rank of Conditioned.

�

COST 10

CONDITIONED MULTIPLE OPPO-
NENTS

Add� to Lightsaber, Brawl
and Melee checks when en-
gaged with multiple oppo-
nents.

�

COST 10

MULTIPLE OPPO-
NENTS

DURABLE

May reduce any Critical In-
jury suffered by 10 per rank
of Durable, to aminimum of
1.

�

COST 10

DURABLE

QUICK DRAW

Once per round, draw or
holster a weapon or acces-
sible item as an incidental

�

COST 15

QUICK DRAW GRIT

Gain +1 strain threshold.

�

COST 15

GRIT PARRY

When hit by a melee attack,
suffer 3 strain to reduce
damage by 2 plus ranks in
Parry.

�

COST 15

PARRY DEFENSIVE
TRAINING

When wielding a Light
saber, Melee, or Brawl
weapon, the weapon gains
the Defensive quality with
a rating equal to ranks in
Defensive Training

�

COST 15

DEFENSIVE
TRAINING

NATURAL BLADE-
MASTER

Once per session, may
reroll any 1 Lightsaber or
Melee check.

�

COST 20

NATURAL BLADE-
MASTER

SARLACC SWEEP

Increase difficulty of
Lightsaber check by 1 to
perform Sarlacc Sweep
action. May spend ��
to hit additional engaged
targets.

�

COST 20

SARLACC SWEEP IMPROVED PARRY

When parrying a hit that
generated � or ���.
may hit attacker once with
Lightsaber, Brawl, or Melee
weapon (dealing base dam-
age) after original attack re-
solves.

�

COST 20

IMPROVED PARRY SUM DJEM

May spend � or �� with
successful Lightsaber check
to disarm opponent.

�

COST 20

SUM DJEM

CENTER OF BEING

Take a Center of Being ma-
neuver. Until the beginning
of next turn, attacks against
the character increase their
critical rating by 1 per rank
of Center of Being.

�

COST 25

CENTER OF BEING DURABLE

May reduce any Critical In-
jury suffered by 10 per rank
of Durable, to aminimum of
1.

�

COST 25

DURABLE DEDICATION

Gain +1 to a single charac-
teristic. This cannot bring a
characteristic above 6.

�

COST 25

DEDICATION PARRY

When hit by a melee attack,
suffer 3 strain to reduce
damage by 2 plus ranks in
Parry.

�

COST 25

PARRY
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Warrior:Starfighter Ace

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Athletics, Brawl, Cool, Melee, Perception, Survival

Additional Carreer Skills: Astrogation, Gunnery, Mechanics, Piloting (Space)

Gain Force Rating 1

GRIT

Gain +1 strain threshold.

�

COST 5

GRIT SKILLED JOCKEY

Remove � per rank of
Skilled Jockey from all Pi-
loting (Planetary) and Pilot-
ing (Space) checks the char-
acter attempts.

�

COST 5

SKILLED JOCKEY RAPID REACTION

Suffer a number of strain
to add an equal number
of � to Initiative checks.
Strain suffered cannot ex-
ceed ranks in Rapid Reac-
tion.

�

COST 5

RAPID REACTION SOLID REPAIRS

When repairing hull trauma
on a starship or vehicle,
repair 1 additional hull
trauma per rank of Solid
Repairs.

�

COST 5

SOLID REPAIRS

INTUITIVE EVA-
SION

Perform the Intuitive Eva-
sion maneuver; suffer 1
strain and commit � up to
ranks of Intuitive Evasion.
Upgrade difficulty of com-
bat checks targeting star-
ship or vehicle by equal
amount. Suffer 1 strain ev-
ery round � remains com-
mitted.

�

COST 10

INTUITIVE EVA-
SION

CONFIDENCE

May decrease difficulty of
Discipline checks to avoid
fear by 1 per rank of Con-
fidence.

�

COST 10

CONFIDENCE SOLID REPAIRS

When repairing hull trauma
on a starship or vehicle,
repair 1 additional hull
trauma per rank of Solid
Repairs.

�

COST 10

SOLID REPAIRS GALAXY MAPPER

Remove � per rank of
Galaxy Mapper from As-
trogation checks. Astroga-
tion checks take half normal
time.

�

COST 10

GALAXY MAPPER

FULL THROTTLE

Take a Full Throttle action;
make a Hard (���) Pilot-
ing check to increase a ve-
hicle’s top speed by 1 for a
number of rounds equal to
Cunning.

�

COST 15

FULL THROTTLE RAPID REACTION

Suffer a number of strain
to add an equal number
of � to Initiative checks.
Strain suffered cannot ex-
ceed ranks in Rapid Reac-
tion.

�

COST 15

RAPID REACTION EXHAUST PORT

Before attacking a starship
or vehicle, may spend 1
Destiny Point to ignore the
effects of the Massive rule
for the attack.

�

COST 15

EXHAUST PORT GRIT

Gain +1 strain threshold.

�

COST 15

GRIT

INTUITIVE STRIKE

When making a combat
check with a planetary
scale weapon, add � no
greater than Force rating
to the check. May spend
�� to add� or�.

�

COST 20

INTUITIVE STRIKE TOUCH OF FATE

Once per session, add��
to any one check.

�

COST 20

TOUCH OF FATE GRIT

Gain +1 strain threshold.

�

COST 20

GRIT SKILLED JOCKEY

Remove � per rank of
Skilled Jockey from all Pi-
loting (Planetary) and Pilot-
ing (Space) checks the char-
acter attempts.

�

COST 20

SKILLED JOCKEY

FORCE RATING

Gain +1 Force Rating.

�

COST 25

FORCE RATING TRICKY TARGET

Count vehicle or starship pi-
loted as having a silhou-
ette I lower when being at-
tacked.

�

COST 25

TRICKY TARGET DEDICATION

Gain +1 to a single charac-
teristic. This cannot bring a
characteristic above 6.

�

COST 25

DEDICATION INTUITIVE EVA-
SION

Perform the Intuitive Eva-
sion maneuver; suffer 1
strain and commit � up to
ranks of Intuitive Evasion.
Upgrade difficulty of com-
bat checks targeting star-
ship or vehicle by equal
amount. Suffer 1 strain ev-
ery round � remains com-
mitted.

�

COST 25

INTUITIVE EVA-
SION
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