
Colonist:Doctor

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (lore), Leader-

ship, Negotiation, Streetwise

Additional Carreer Skills: Cool, Knowledge (Education), Medicine, Resilience

SURGEON

When making a Medicine
check to help a charac-
ter heal wounds, the target
heals 1 additional wound
per rank of surgeon.

�

COST 5

SURGEON BACTA SPECIALIST

Patients regain 1 additional
wound per rank of Bacta
Specialist when they re-
cover wounds from bacta
tanks or long term

�

COST 5

BACTA SPECIALIST GRIT

Gain +1 strain threshold.

�

COST 5

GRIT RESOLVE

When a character involun-
tarily suffers strain. he suf-
fers 1 less strain per rank of
Resolve, to a minimum of

�

COST 5

RESOLVE

STIM APPLICA-
TION

Take the Stim Application
Action; make an Average
(��) Medicine check. If
successful. 1 engaged ally
increases 1 characteristic
by 1 for the remainder of
the encounter and suffers 4
strain.

�

COST 10

STIM APPLICA-
TION

GRIT

Gain +1 strain threshold.

�

COST 10

GRIT SURGEON

When making a Medicine
check to help a charac-
ter heal wounds, the target
heals 1 additional wound
per rank of surgeon.

�

COST 10

SURGEON RESOLVE

When a character involun-
tarily suffers strain. he suf-
fers 1 less strain per rank of
Resolve, to a minimum of

�

COST 10

RESOLVE

SURGEON

When making a Medicine
check to help a charac-
ter heal wounds, the target
heals 1 additional wound
per rank of surgeon.

�

COST 15

SURGEON GRIT

Gain +1 strain threshold.

�

COST 15

GRIT BACTA SPECIALIST

Patients regain 1 additional
wound per rank of Bacta
Specialist when they re-
cover wounds from bacta
tanks or long term

�

COST 15

BACTA SPECIALIST PRESSURE POINT

Whenmaking a Brawl check
against an opponent, in-
stead of dealing damage,
may deal equivalent strain
plus additional strain equal
to ranks ofMedicine (this ig-
nores soak).

�

COST 15

PRESSURE POINT

IMPROVED STIM
APPLICATION

When performing Stim Ap-
plication Action, may in-
crease difficulty of check to
Hard (���), and target
only suffers 1 strain.

�

COST 20

IMPROVED STIM
APPLICATION

NATURAL DOC-
TOR

Once per session may re-
roll any 1 Medicine check.

�

COST 20

NATURAL DOC-
TOR

TOUGHENED

Gain +2 wound threshold.

�

COST 20

TOUGHENED ANATOMY
LESSONS

After making a successful
attack, may spend 1 Des-
tiny Point to add damage
equal to Intellect to one hit.

�

COST 20

ANATOMY
LESSONS

SUPREME STIM
APPLICATION

When performing the Stim
Application Action. spend
� to increase an additional
Characteristic by 1

�

COST 25

SUPREME STIM
APPLICATION

MASTER DOCTOR

Once per round, suffer 2
strain to decrease the dif-
ficulty of a Medicine check
by 1

�

COST 25

MASTER DOCTOR DEDICATION

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

�

COST 25

DEDICATION DODGE

When targeted by com-
bat check, may perform a
Dodge incidental to suffer a
number of strain no greater
than ranks of Dodge, then
upgrade the difficulty of the
check by that number.

�

COST 25

DODGE
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Colonist:Politico

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (lore), Leader-

ship, Negotiation, Streetwise

Additional Carreer Skills: Charm, Coercion, Deception, Knowledge (Core Worlds)

KILL WITH KIND-
NESS

Remove � per rank of
Kill with Kindness from
all Charm and Leadership
checks.

�

COST 5

KILL WITH KIND-
NESS

GRIT

Gain +1 strain threshold.

�

COST 5

GRIT PLAUSIBLE DENI-
ABILITY

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

�

COST 5

PLAUSIBLE DENI-
ABILITY

TOUGHENED

Gain +2 wound threshold.

�

COST 5

TOUGHENED

INSPIRING
RHETORIC

Take the Inspiring Rhetoric
action; make an Average
(��) leadership check.
Each � causes 1 ally in
close range to recover 1
strain. Spend � to cause
1 affected ally to recover 1
additional strain.

�

COST 10

INSPIRING
RHETORIC

KILL WITH KIND-
NESS

Remove � per rank of
Kill with Kindness from
all Charm and Leadership
checks.

�

COST 10

KILL WITH KIND-
NESS

SCATHING TIRADE

Take a Scathing Tirade
action; make an Average
(��) Coercion check.
Each �causes one enemy
in close range to suffer 1
strain. Spend� to cause 1
affected enemy to suffer 1
additional strain.

�

COST 10

SCATHING TIRADE PLAUSIBLE DENI-
ABILITY

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

�

COST 10

PLAUSIBLE DENI-
ABILITY

DODGE

When targeted by com-
bat check, may perform a
Dodge incidental to suffer a
number of strain no greater
than ranks of Dodge, then
upgrade the difficulty of the
check by that number.

�

COST 15

DODGE IMPROVED
INSPIRING
RHETORICEach ally affected by Inspir-

ing Rhetoric gains � on all
skill checks for a number
of rounds equal to ranks in
Leadership

�

COST 15

IMPROVED
INSPIRING
RHETORIC

SCATHING TIRADE

Each enemy affected by
Scathing Tirade suffers �
on all skill checks for a
number of rounds equal to
ranks in Coercion

�

COST 15

SCATHING TIRADE WELL ROUNDED

Choose any 2 skills. They
permanently become ca-
reer skills.

�

COST 15

WELL ROUNDED

GRIT

Gain +1 strain threshold.

�

COST 20

GRIT SUPREME INSPIR-
ING RHETORIC

Suffer 1 strain to perform
Inspiring Rhetoric as a ma-
neuver, not an action.

�

COST 20

SUPREME INSPIR-
ING RHETORIC

SUPREME
SCATHING TIRADE

Suffer 1 strain to perform
Scathing Tirade as a ma-
neuver, not an action.

�

COST 20

SUPREME
SCATHING TIRADE

NOBODY'S FOOL

May upgrade difficulty of
incoming Charm, Coercion,
or Deception checks once
per rank of Nobody’s Fool.

�

COST 20

NOBODY'S FOOL

STEELY NERVES

Spend 1 Destiny Point to
ignore effects of Critical In-
juries on Willpower or Pres-
ence checks until the end of
the encounter.

�

COST 25

STEELY NERVES DEDICATION

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

�

COST 25

DEDICATION NATURAL
CHARMER

Once per session may re-
roll any 1 Charm or Decep-
tion check.

�

COST 25

NATURAL
CHARMER

INTENSE PRES-
ENCE

Spend 1 Destiny Point to
recover strain equal to
Presence rating

�

COST 25

INTENSE PRES-
ENCE

Edge of the Empire p. 66



Colonist:Scholar

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (lore), Leader-

ship, Negotiation, Streetwise

Additional Carreer Skills: Knowledge (Outer Rim), Knowledge (Underworld), Knowledge (Xenology), Perception

RESPECTED
SCHOLAR

�

COST 5

RESPECTED
SCHOLAR

SPEAKS BINARY
�

COST 5

SPEAKS BINARY GRIT

Gain +1 strain threshold.

�

COST 5

GRIT BRACE

Perform the Brace maneu-
ver to remove � per rank
of Brace from next Ac-
tion. This may only remove
� added by environmental
circumstances

�

COST 5

BRACE

RESEARCHER

Remove � per rank of Re-
searcher from all Knowl-
edge checks. Researching a
subject takes half the time.

�

COST 10

RESEARCHER RESPECTED
SCHOLAR

�

COST 10

RESPECTED
SCHOLAR

RESOLVE

When a character involun-
tarily suffers strain. he suf-
fers 1 less strain per rank of
Resolve, to a minimum of

�

COST 10

RESOLVE RESEARCHER

Remove � per rank of Re-
searcher from all Knowl-
edge checks. Researching a
subject takes half the time.

�

COST 10

RESEARCHER

CODEBREAKER

Remove � per rank of
Codebreaker from checks
to break codes or decrypt
communications. Decrease
difficulty of checks to break
codes or decrypt communi-
cations by 1.

�

COST 15

CODEBREAKER KNOWLEDGE SPE-
CIALIZATION

When acquired, choose 1
Knowledge skill. When
making that skill check,
may spend� result to gain
additional successes equal
to ranks in Knowledge Spe
cialization.

�

COST 15

KNOWLEDGE SPE-
CIALIZATION

NATURAL
SCHOLAR

�

COST 15

NATURAL
SCHOLAR

WELL ROUNDED

Choose any 2 skills. They
permanently become ca-
reer skills.

�

COST 15

WELL ROUNDED

KNOWLEDGE SPE-
CIALIZATION

When acquired, choose 1
Knowledge skill. When
making that skill check,
may spend� result to gain
additional successes equal
to ranks in Knowledge Spe
cialization.

�

COST 20

KNOWLEDGE SPE-
CIALIZATION

INTENSE FOCUS
�

COST 20

INTENSE FOCUS CONFIDENCE

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

�

COST 20

CONFIDENCE RESOLVE

When a character involun-
tarily suffers strain. he suf-
fers 1 less strain per rank of
Resolve, to a minimum of

�

COST 20

RESOLVE

STROKE OF GE-
NIUS

�

COST 25

STROKE OF GE-
NIUS

MENTAL
FORTRESS

Spend I Destiny Point to ig-
nore effects of Critical In-
juries on Intellect and Cun-
ning checks until end of en-
counter

�

COST 25

MENTAL
FORTRESS

DEDICATION

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

�

COST 25

DEDICATION TOUGHENED

Gain +2 wound threshold.

�

COST 25

TOUGHENED
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Undefined talents (5)
respected scholar
speaks binary
natural scholar
intense focus
stroke of genius


