Ace: Beast Rider

Career Skills: Astrogation, Cool, Gunnery, Mechanics, Perception, Piloting (Planetary), Piloting (Space), Ranged

(Light)
Additional Carreer Skills: Athletics, Knowledge (Xenology), Perception, Survival

M FORAGER B TOUGHENED Il OUTDOORSMAN

Remove up to HME from Gain +2 wound threshold. Remove B per rank of Out-
skill checks to find food, doorsman from checks to
water, or shelter. Survival move through terrain or
checks to forage take half manage environmental ef-

the time. fects. Decrease overland
COST 5 travel times by half

Il TOUGHENED

Il OUTDOORSMAN I EXPERT TRACKER

Remove B per rank of Out-
doorsman from checks to
move through terrain or
manage environmental ef-
fects. Decrease overland
travel times by half

COST 10

Gain +2 wound threshold.
CoSsT 10

Remove B per rank of Ex-
pert Tracker from checks to
find tracks or track targets.
Decrease time to track a
target by half.

COsT 10

M EXPERT TRACKER

B BEAST WRAN- M LET'S RIDE

Remove B per rank of Ex- GLER Once per round. may
pert Tracker from checks to mount or dismount a ve-
find tracks or track targets. hicle or beast, or enter a
Decrease time to track a cockpit or weapon station
target by half. on a vehicle, as an inciden-
tal

Add per rank of Beast
Wrangler to checks to tame
or wrangle creatures.

COST 15

COST 15
COST 15

Take a Spur action; make
a Hard (¢ ¢ ) Survival
check to increase a beast’s
top speed by 1. The beast
suffers 2 strain every round
it stays spurred.

H NATURAL OUT-
DOORSMAN

H IMPROVED SPUR

Suffer 1 strain to attempt
spur as a maneuver and de-
crease its difficulty to Aver-
age (¢ ¢).

Once per session, may
reroll any 1 Resilience or
Survival check.

COST 20

COosT 20

Il SUPREME SPUR

When activating and main-
taining Spur, the beast only

Il DEDICATION HEGRIT

Gain + 1 to a single charac- Gain + 1 strain threshold.

teristic. This cannot bring a COST 25

characteristic above 6.
COST 25

suffers 1 strain instead of 2.
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PASSIVE
ACTIVE

B BEAST WRAN-
GLER
Add per rank of Beast

Wrangler to checks to tame
or wrangle creatures.

I EXPERT HANDLER

Remove B per rank of Ex-
pert Handler from Survival
checks made to ride beasts.
COST 10

Gain + 1 strain threshold.
COST 15

M EXPERT HANDLER

Remove W per rank of Ex-
pert Handler from Survival
checks made to ride beasts.
COST 20

M SOOTHING TONE

Take a Soothing Tone
action; make an Average
(¢ ®) Knowledge (Xenol-
ogy) check to allow a beast
to recover strain equal to
¥




Ace: Driver

Career Skills: Astrogation, Cool, Gunnery, Mechanics, Perception, Piloting (Planetary), Piloting (Space), Ranged

(Light)

Additional Carreer Skills: Cool, Gunnery, Mechanics, Piloting (Planetary)

B 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 5

HEGRIT

Gain + 1 strain threshold.

COsT 10

B ALL-TERRAIN
DRIVER

Do not suffer usual penal-
ties for driving through dif-
ficult terrain when using Pi-
loting (Planetary).

B SKILLED JOCKEY

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

cosT 10

IMPROVED FULL
THROTTLE

Suffer 1 strain to attempt
Full Throttle as a maneuver
and decrease its difficulty
to Average (¢ ¢)

COST 15

M DEFENSIVE DRIV-
ING

Increase defense of vehi-
cle or starship being piloted
by 1 per rank of Defensive
Driving

COST 20

B TRICKY TARGET

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

M SKILLED JOCKEY

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

COosT 20

B FINE TUNING

When repairing  system
strain on a starship or

vehicle, repair 1 additional
system strain per rank of
Fine Tuning.

HE 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 10

B FINE TUNING

When repairing  system
strain on a starship or
vehicle, repair 1 additional
system strain per rank of
Fine Tuning.

COST 15

Bl NATURAL DRIVER

Once per session, may
reroll any 1 Piloting (Plane-
tary) or Gunnery check.
COST 20

SUPREME FULL
THROTTLE

When  performing  Full
Throttle, top speed in-
creases by 2 instead of 1.

HFULL STOP

When piloting a ship or
vehicle, take a Full Stop
maneuver to reduce speed
to zero and suffer system
strain equal to the speed re-
duced.

COST 25

B MASTER DRIVER

Once per round when driv-
ing a vehicle, may suffer 2
strain to perform any action
as a maneuver.

COST 25
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PASSIVE
ACTIVE

Il GEARHEAD

Remove B per rank of
Gearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-
ments.

HEGRIT

Gain + 1 strain threshold.
cosT 10

B TOUGHENED

Gain +2 wound threshold.
COST 15

Il GEARHEAD

Remove B per rank of
Gearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-
ments.

COosT 20

Il DEDICATION

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

COST 25




Ace: Gunner

Career Skills: Astrogation, Cool, Gunnery, Mechanics, Perception, Piloting (Planetary), Piloting (Space), Ranged

(Light)

Additional Carreer Skills: Discipline, Gunnery, Ranged (Heavy), Resilience

M DURABLE

May reduce any Critical In-

jury suffered by 10 per rank
of Durable, to a minimum of
1.

B TOUGHENED

Gain +2 wound threshold.
CoST 10

B DURABLE

May reduce any Critical In-

jury suffered by 10 per rank
of Durable, to a minimum of
1.

COST 15

B TOUGHENED )

Gain +2 wound threshold.
COST 20

HEGRIT

Gain + 1 strain threshold.

Hl BRACE

Perform the Brace maneu-
ver to remove W per rank

of Brace from next Ac-
tion. This may only remove
B added by environmental
circumstances

COosT 10

Gain + 1 soak value.
COST 15

| WENDURING )

Gain + 1 soak value.
COST 20

H 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 25

B JURY RIGGED

Choose 1 weapon. armor,
or other item and give it
a permanent improvement
while it remains in use.

COST 25

B OVERWHELM DE-

FENSES

Upon unsuccessful attack
with a starship or vehicle
weapon, may spend O
per rank of Overwhelm De-
fenses. Reduce the defense
in the targeted zone by 1
for every & spent.

M SPARE CLIP

Cannot run out of ammo
due to @. Items with Lim-
ited Ammo quality run out
of ammo as normal.

COST 10

M JURY RIGGED

Choose 1 weapon. armor,
or other item and give it
a permanent improvement
while it remains in use.
COST 15

[morace

Perform the Brace maneu-
ver to remove W per rank

of Brace from next Ac-

tion. This may only remove
M added by environmental
circumstances

COST 20

H DEDICATION

Gain +1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25
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PASSIVE
ACTIVE

Il DEBILITATING

SHOT

Upon a successful attack
with a starship or vehicle
weapon, may spend O
to reduce the maximum
speed of the target by 1
until the end of the next
round.

H TRUE AIM

Once per round, may per-
form a True Aim maneuver
to gain benefits of aiming
and upgrade combat check
once per rank of True Aim.
cosT 10

Il OVERWHELM DE-
FENSES

Upon unsuccessful attack
with a starship or vehicle
weapon, may spend O
per rank of Overwhelm De-
fenses. Reduce the defense
in the targeted zone by 1
for every QO spent.

Il 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 20

H TRUE AIM

Once per round, may per-
form a True Aim maneuver
to gain benefits of aiming
and upgrade combat check
once per rank of True Aim.
COST 25




Ace: Hotshot

Career Skills: Astrogation, Cool, Gunnery, Mechanics, Perception, Piloting (Planetary), Piloting (Space), Ranged

(Light)

PASSIVE
ACTIVE
RANKED TALENT

Additional Carreer Skills: Cool, Coordination, Piloting (Planetary), Piloting (Space)

B SHORTCUT

During a chase, add

per rank in Shortcut to any
checks made to catch or es-
cape an opponent.

Il SECOND CHANCES

Once  per  encounter,
choose a number of
positive dice equal to ranks
in Second Chances and
reroll them.

COST 10

HEDEAD TO RIGHTS

Spend 1 Destiny Point to
add additional damage
equal to half Agility
(rounded up) to one hit
of successful attack made
with  ship or vehicle-
mounted weaponry

COST 15

SECOND CHANCES

Once  per  encounter,
choose a number of
positive dice equal to ranks
in Second Chances and
reroll them.

COST 20

B HIGH-G TRAINING

When a starship or vehi-
cle being piloted would suf-
fer system strain, may suf-
fer strain up to ranks in
High-G Training to prevent
an equal amount of system

strain.
COST 5

HEGRIT

Gain + 1 strain threshold.
cosT 10

M HIGH-G TRAINING

When a starship or vehi-
cle being piloted would suf-
fer system strain, may suf-
fer strain up to ranks in
High-G Training to prevent
an equal amount of system
strain.

COST 15

M SKILLED JOCKEY

Remove B per rank of
Skilled Jockey from all Pi-

EGRIT

Gain + 1 strain threshold.

loting (Planetary) and Pilot-
ing (Space) checks the char-
acter attempts.

H SHORTCUT

M HIGH-G TRAINING

When a starship or vehi-
cle being piloted would suf-
fer system strain, may suf-
fer strain up to ranks in
High-G Training to prevent
an equal amount of system
strain.

During a chase, add
per rank in Shortcut to any
checks made to catch or es-
cape an opponent.

COST 10

CosT 10

Il INTENSE PRES-

Gain + 1 strain threshold.
COST 15

ENCE

Spend 1 Destiny Point to
recover strain equal to
Presence rating

COST 15

Il CORELLIAN SEND-
OFF

Take a Corellian Sendoff
action targeting two ships
or vehicles at Close range;
make a Hard (¢ ¢ ) Cool
check to cause the targets
to suffer a minor collision.

MPROVED DEAD
TO RIGHTS

Spend 1 Destiny Point to
add additional damage
equal to Agility (rounded
up) to one hit of successful
attack made with ship or

vehicle-mounted weaponry

€

l IMPROVED

CORELLIAN SEND-
OFF

When performing a Corel-
lian Sendoff, the targets
suffer a major collision in-
stead.

H KOIOGRAN TURN

When an opponent has
gained the advantage on
a starship or vehicle being
piloted, may perform a
Koiogran Turn maneuver to
remove the effects.

COST 20

HEGRIT

Gain + 1 strain threshold.
COST 20

Il SHOWBOAT

When making a check in a

ICATION

Gain +1 to a single charac-
teristic. This cannot bring a starship or vehicle, may suf-
characteristic above 6. fer 2 strain to gain ® on

COST 25 success or © on failure.
COST 25
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Ace: Pilot

Career Skills: Astrogation, Cool, Gunnery, Mechanics, Perception, Piloting (Planetary), Piloting (Space), Ranged

(Light)

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

B 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.

SKILLED JOCKEY

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

COST 10

M SKILLED JOCKEY

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

M DEAD TO RIGHTS

Spend 1 Destiny Point to
add additional damage
equal to half Agility
(rounded up) to one hit
of successful attack made
with  ship  or vehicle-

mounted weaponry

IMPROVED FULL
THROTTLE

Suffer 1 strain to attempt
Full Throttle as a maneuver
and decrease its difficulty
to Average (¢ ¢)

COSsT 15

GRIT

Gain + 1 strain threshold.
COST 20

B MASTER PILOT

Once per round, when pi-
loting a stership, may suffer
2 strain to perform any ac-
tion as a maneuver.
COST 25

Il IMPROVED DEAD
TO RIGHTS

Spend 1 Destiny Point to
add additional damage
equal to Agility (rounded
up) to one hit of successful
attack made with ship or

vehicle-mounted weaponry

é

PASSIVE
ACTIVE
RANKED ENT

l GALAXY MAPPER

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

Hl GALAXY MAPPER

Remove B per rank of

Galaxy Mapper from As-
trogation checks. Astroga-
tion checks take half normal
time.

COST 10

B LET'S RIDE

Once per round. may
mount or dismount a ve-
hicle or beast, or enter a
cockpit or weapon station
on a vehicle, as an inciden-
tal

COST 5

Bl RAPID RECOVERY

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

CosT 10

Gain + 1 strain threshold.
COST 15

B SUPREME FULL
THROTTLE

When  performing  Full
Throttle, top speed in-
creases by 2 instead of 1.
COST 20

Il DEDICATION

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

COST 25

B TRICKY TARGET

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

COST 20

Il NATURAL PILOT

Once per session, may
reroll any 1 Piloting (Space)
or Gunnery check.

COST 15

B DEFENSIVE DRIV-
ING

Increase defense of vehi-
cle or starship being piloted
by 1 per rank of Defensive
Driving

COosT 20

B TOUGHENED

Gain +2 wound threshold.
COST 25

Age of Rebellion p. 69

H BRILLIANT EVA-
SION

Once per encounter may

take Brilliant ~ Evasion
action. Select 1 opponent
and make Opposed Pilot-
ing (Planetary or Space)
check to stop opponent
from attacking character
for rounds equal to Agility.

=




Ace: Rigger

Career Skills: Astrogation, Cool, Gunnery, Mechanics, Perception, Piloting (Planetary), Piloting (Space), Ranged

(Light)

Additional Carreer Skills: Gunnery, Knowledge (Underworld), Mechanics, Resilience

M BLACK MARKET
CONTACTS

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black Mar-
ket Contacts, increasing
cost by 50 percent of base
cost per reduction

HEGRIT

Gain + 1 strain threshold.
COST 10

B BLACK MARKET
CONTACTS

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black Mar-
ket Contacts, increasing
cost by 50 percent of base
cost per reduction

COST 15

B TOUGHENED

Gain +2 wound threshold.
COST 20

Gain + 1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25

B TOUGHENED »

Gain +2 wound threshold.

Il GEARHEAD

Remove B per rank of
Gearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-

ments.

B FANCY PAINT JOB

Upgrade all Charm, De-
ception and Negotiation
checks made in the pres-
ence of Signature Vehicle
once.

Il OVERSTOCKED
AMMO

Increase the value of the
Limited Ammo quality of
any weapons mounted on
Signature Vehicle by 1 per
rank of Overstocked Ammo
COST 15

Il CUSTOMIZED
COOLING UNIT

Increase the system strain
threshold of Signature Ve-
hicle by 2 per rank of Cus-
tomized Cooling Unit.

CoST 20

B TUNED MA-
NEUVERING
THRUSTERS

Increase the handling of
Signature Vehicle by 1 per
rank of Tuned Maneuvering
Thrusters.

COST 25

B SIGNATURE VEHI-
CLE

Choose one starship
or vehicle as Signature
vehicle. Upgrade all
Mechanics checks made on
that vehicle once.

COST 10

HE TUNED MA-
NEUVERING
THRUSTERS

Increase the handling of
Signature Vehicle by 1 per
rank of Tuned Maneuvering
Thrusters.

COST 15

Il GEARHEAD

Remove M per rank of

Gearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-
ments.

COST 20

HENOT TODAY

Once per session, spend a
Destiny Point to save Signa-
ture Vehicle from destruc-
tion.
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PASSIVE
ACTIVE

RANKED TALENT

B LARGER PROJECT

Signature Vehicle can have
a silhouette 1 larger per
rank of Larger Project.

B LARGER PROJECT

Signature Vehicle can have
a silhouette 1 larger per
rank of Larger Project.
COST 10

B BOLSTERED AR-
MOR

Increase the armor value of

Signature Vahicle by 1 per

rank of Bolstered Armor.
COST 15

B FORTIFIED VAC-
UUM SEAL

Increase the hull trauma
threshold of Signature Vehi-
cle by 1 per rank of Forti-
fied Vacuum Seal

CoST 20

Il REINFORCED

FRAME

Signature  Vehicle gains
Massive 1; when making an
attack targeting the ship or
vehicle, the Critical rating
of any weapons used count
as 1 higher.

——




Bounty Hunter: Assassin

Career Skills: Athletics, Brawl, Perception, Piloting (Planetary), Piloting (Space), Ranged (Heavy), Streetwise,

Vigilance

Additional Carreer Skills: Melee, Ranged (Heavy), Skulduggery, Stealth

HEGRIT

Gain + 1 strain threshold.

B PRECISE AIM

Once per round, may per-
form Precise Aim maneuver
Suffer a number of strain no
greater than ranks in Pre-
cise Aim. then reduce tar-
get's melee and ranged de-
fense by that number

CoSsT 10

B TARGETED BLOW

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

COST 15

M STALKER

Add per rank of stalker
to all Stealth and Coordina-
tion checks.

COST 20

PRECISE AIM

Once per round, may per-
form Precise Aim maneuver
Suffer a number of strain no
greater than ranks in Pre-
cise Aim. then reduce tar-
get’s melee and ranged de-
fense by that number
COST 25

B STALKER
Add per rank of stalker

B LETHAL BLOWS

Add + 10 per rank of
Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

to all Stealth and Coordina-
tion checks.

HJUMP UP

Once per round, may stand
from seated or prone as an
incidental

Il QUICK STRIKE

Add per rank of Quick
Strike to combat checks
against targets that have
not acted vyet this en-
counter

CosT 10

COSsT 10

B LETHAL BLOWS

Add + 10 per rank of
Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

Il STALKER

Add per rank of stalker
to all Stealth and Coordina-
tion checks.

COST 15
COST 15

Il SNIPER SHOT

Before making a non
thrown ranged  attack,
may perform a Sniper
Shot maneuver to increase
the weapon’s range by 1
range band per rank in
Sniper Shot. Upgrade the
difficulty of the attack by 1
per range band increase

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 20

Il DEDICATION

Gain + 1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25

B DEADLY ACCU-
RACY

When acquired, choose 1
combat skill. Add damage
equal to ranks in that skill to
one hit of successful attack
made using that skill
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PASSIVE
ACTIVE

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.

Il QUICK DRAW

Once per round, draw or

holster a weapon or acces-

sible item as an incidental
COST 10

H ANATOMY
LESSONS

After making a successful
attack, may spend 1 Des-
tiny Point to add damage
equal to Intellect to one hit.
CoST 15

B LETHAL BLOWS

Add + 10 per rank of
Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

CosT 20

Il MASTER OF
SHADOWS

Once per round, suffer 2
strain to decrease the dif-
ficulty of next Stealth or
Skulduggery check by 1.




Bounty Hunter: Gadgeteer

Career Skills: Athletics, Brawl, Perception, Piloting (Planetary), Piloting (Space), Ranged (Heavy), Streetwise,
Vigilance
Additional Carreer Skills: Brawl, Coercion, Mechanics, Ranged (Light)

Hl BRACE

Perform the Brace maneu-
ver to remove M per rank

B TOUGHENED

Gain +2 wound threshold.

B INTIMIDATING Il DEFENSIVE

May suffer a number of STANCE
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.

Once per round, may per-
form Defensive Stance ma-
neuver and suffer a num-
ber of strain to upgrade dif-
ficulty of all incoming melee
attacks by an equal number
for the next round. Strain
suffered this way cannot
exceed ranks in Defensive
Stance.

of Brace from next Ac-
tion. This may only remove
W added by environmental
circumstances

M SPARE CLIP

Cannot run out of ammo
due to @. Items with Lim-
ited Ammo quality run out
of ammo as normal.
COST 10

B JURY RIGGED H POINT BLANK B DISORIENT

After hitting with combat
check, may spend ©€ to
disorient target for number
of rounds equal to ranks in
Disorient

Choose 1 weapon. armor,
or other item and give it
a permanent improvement
while it remains in use.
COST 10

Add 1 damage per rank of
Point Blank to damage of
one hit of successful attack
while using Ranged (Heavy)
or Ranged (Light) skills at
close range or engaged

COST 10

COsT 10

B TOUGHENED I STUNNING BLOW

B ARMOR MASTER Il NATURAL EN-

When wearing armor, in- FORCER
crease total soak value by
1.

Gain + 2 wound threshold.
COST 15

When making ~ Melee
checks, may inflict damage
as strain instead of wounds.
This does not ignore soak.

Once per session may
re-roll any 1 Coercion or
Streetwise check.

COST 15

COSsT 15

B JURY RIGGED

Choose 1 weapon. armor,
or other item and give it
a permanent improvement
while it remains in use.

COST 20

B TINKERER

May add 1 additional hard
point to a number of items
equal to ranks in Tinkerer.
Each item may only be
modified once

Il DEADLY ACCU- I IMPROVED STUN-
RACY NING BLOW

When acquired, choose 1
combat skill. Add damage
equal to ranks in that skill to
one hit of successful attack
made using that skill

When dealing strain dam-
age with Melee or Brawl
checks. may spend @ to
stagger target for 1 round
per &.

cosT 20

M INTIMIDATING

May suffer a number of

Il DEDICATION M IMPROVED AR- I CRIPPLING BLOW

Gain + 1 to a single charac- MOR MASTER Increase the difficulty of
strain to downgrade diffi- teristic. This cannot bring a next combat check by 1.
culty of Coercion checks, or characteristic above 6. If check deals damage, tar-
upgrade difficulty when tar- COST 25 get suffers 1 strain when-
geted by Coercion checks, ever they move for the re-
by an equal number. Strain EOSTR2S mainder of the encounter.
suffered this way cannot ex-
ceed ranks in Intimidating.
COST 25

When wearing armor with a
soak value of 2 or higher, in-
crease defense by 1
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. .
Bounty Hunter: Martial Artist

Career Skills: Athletics, Brawl, Perception, Piloting (Planetary), Piloting (Space), Ranged (Heavy), Streetwise,
Vigilance
Additional Carreer Skills: Athletics, Brawl|, Coordination, Discipline

RON BODY Il PARRY HGRIT

Remove B per rank of When hit by a melee attack, Gain +1 strain threshold.
Iron Body from Coordina- suffer 3 strain to reduce

tion and Resilience checks. damage by 2 plus ranks in

Reduce the critical rating of Parry.

unarmed attacks by 1 per
rank of Iron Body (to a min-
imum of 1).

RECISION
STRIKE

When this character inflicts
a Critical Injury with a
Brawl, Melee, or Lightsaber
weapon, may suffer 1
strain to change the result
to any Easy (#) Critical
COSTID) Injury result.

COST 5

B MARTIAL GRACE

Hl PARRY

When hit by a melee attack,

B TOUGHENED

Gain +2 wound threshold. Once per round, suffer 2 Gain + 1 strain threshold.
suffer 3 strain to reduce COST 10 strain to add damage equal COST 10
damage by 2 plus ranks in to ranks in Coordination to
Parry. next Brawl check made this

COST 10 turn.

COST 10

Il IMPROVED PRECI-

B UNARMED PARRY

May Parry while unarmed.
Reduce strain cost to Parry
while unarmed by 1 (to a
minimum of 1).

Il GRAPPLE

Once per round, may per-
form the Grapple maneu-
ver. Until the beginning of
the character’'s next turn,
foes must spend 2 maneu-
vers to move from engaged
to short instead of 1.

COST 15

]

Remove B per rank of
Iron Body from Coordina-
tion and Resilience checks.
Reduce the critical rating of
unarmed attacks by 1 per
rank of Iron Body (to a min-
imum of 1).

SION STRIKE

Once per round, when
inflicting a Critical Injury
with a Brawl or Melee
weapon, may suffer 2
strain to change the result
to any Average (¢ )
Critical Injury.

COST 15

COST 15

Il OVERBALANCE

When a combat check
made by an engaged foe
generates ®@ or &8,
may stagger attacker until
the end of their next turn.

HEMIND OVER MAT-

B TOUGHENED

HBGRIT

Gain + 1 strain threshold.
COST 20

TER

The character may spend
one Destiny Point to
recover strain equal to
Willpower rating.

Gain +2 wound threshold.

CcosT 20

COST 20

Il NATURAL M SUPREME PRECI-
BRAWLER SION STRIKE

OORDINATION EDICATION
DODGE

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

Once per session, may Once per session, when in-
reroll any 1 Brawl or Melee flicting a Critical Injury with

When targeted by a combat
check, may spend 1 Des-

tiny Point to add Y equal COSTRZS) check. an unarmed attack, may
to ranks in Coordination. COST 25 suffer 3 strain to change the
COST 25 result to any Hard (¢ ¢ 4)

Critical Injury.
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Bounty Hunter: Operator

Career Skills: Athletics, Brawl, Perception, Piloting (Planetary), Piloting (Space), Ranged (Heavy), Streetwise,
Vigilance
Additional Carreer Skills: Astrogation, Gunnery, Piloting (Planetary), Piloting (Space)

PASSIVE
ACTIVE

Il GALAXY MAPPER

Remove B per rank of
Galaxy Mapper from As-

B GRIT

Gain + 1 strain threshold.

trogation checks. Astroga-
tion checks take half normal
time.

Il PLANET MAPPER

B 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.

Remove M per rank
of Planet Mapper from
Streetwise  or  Survival
checks used for navigation
on a world. Such checks
also take half normal time.

COST 10

COST 10

M SHORTCUT

During a chase, add

per rank in Shortcut to any
checks made to catch or es-
cape an opponent.

HEGRIT

Gain + 1 strain threshold.
CoSsT 10

B SKILLED JOCKEY

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

ALL-TERRAIN
DRIVER

Do not suffer usual penal-
ties for driving through dif-
ficult terrain when using Pi-
loting (Planetary).

COST 15

COST 15

B SHORTCUT

During a chase, add
per rank in Shortcut to any
checks made to catch or es-
cape an opponent.
CosT 20

B LET'S RIDE

Once per round. may
mount or dismount a ve-
hicle or beast, or enter a
cockpit or weapon station
on a vehicle, as an inciden-
tal

COST 20

Il IMPROVED
SHORTCUT

Il DEDICATION

Gain +1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25

When engaging in a chase
or race, may suffer 2 strain
to add ¥ equal to ranks in
Shortcut to the check.

COST 25

FFENSIVE DRIV-
ING

As a maneuver, suffer sys-
tem strain up to vehicle's
highest defense to upgrade
the difficulty of target’s
next Piloting check that
many times.

COST 15

HEGRIT

Gain + 1 strain threshold.
COST 20

M SKILLED JOCKEY

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

COST 25
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VERWHELM DE-
FENSES

Upon unsuccessful attack
with a starship or vehicle

weapon, may spend O
per rank of Overwhelm De-
fenses. Reduce the defense
in the targeted zone by 1
for every QO spent.

M DEBILITATING
SHOT

Upon a successful attack
with a starship or vehicle
weapon, may spend O
to reduce the maximum
speed of the target by 1
until the end of the next
round.

COosT 10

Gain + 1 strain threshold.
COST 15

Il OVERWHELM DE-
FENSES

Upon unsuccessful attack
with a starship or vehicle
weapon, may spend QO
per rank of Overwhelm De-
fenses. Reduce the defense
in the targeted zone by 1
for every & spent.
COST 20

H HINDERING SHOT

Increase the difficulty of
next Gunnery check by 1.
If check deals damage, tar-
get starship or vehicle suf-
fers system strain equal to
speed when it moves until
the end of the encounter.




.
Bounty Hunter: Skip Tracer

Career Skills: Athletics, Brawl, Perception, Piloting (Planetary), Piloting (Space), Ranged (Heavy), Streetwise,
Vigilance RANKED TALENT

Additional Carreer Skills: Cool, Knowledge (Underworld), Negotiation, Skulduggery

H BYPASS SECURITY

Remove B per rank of By-
pass Security from checks

made to disable a security
device or open a locked
door.

B TOUGHENED

Gain +2 wound threshold.
CoST 10

M HARD-BOILED )

When recovering strain
after an encounter, may
spend & up to ranks in
Hard-Boiled to recover 1
wound per & spent.
COST 15

HE BYPASS SECURITY

Remove M per rank of By-
pass Security from checks
made to disable a security
device or open a locked
door.

COST 20

Il HARD-BOILED Bl GooD CoP

RECONSTRUCT
THE SCENE

Perform the Reconstruct
the Scene action; make a
Hard (¢ ¢ ) Perception
check to identify the
physical characteristics
of person present at the
scene within 24 hours.

COST 25

When recovering strain
after an encounter, may
spend & up to ranks in
Hard-Boiled to recover 1
wound per €& spent.

M EXPERT TRACKER

Remove B per rank of Ex-
pert Tracker from checks to
find tracks or track targets.
Decrease time to track a
target by half.
cosT 10

B RAPID RECOVERY )

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.
COST 15

ENOBODY'S FOOL

May upgrade difficulty of
incoming Charm, Coercion,
or Deception checks once
per rank of Nobody’s Fool.
COST 20

Il HARD-BOILED

When recovering strain
after an encounter, may
spend © up to ranks in
Hard-Boiled to recover 1
wound per & spent.

CoSsT 25

May spend Q€ from
a Charm or Negotiation
check to upgrade ability of
a single ally’'s subsequent
social interaction check
against the target a number
of times equal to ranks in
Good Cop.
COST 5

B STREET SMARTS

Remove M per rank of
Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

CosT 10

B RAPID RECOVERY

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

H IMPROVED
STREET SMARTS

Once per session, may take
an Improved Street Smarts
action; make a Daunting
(¢ & ¢ ¢9¢) Streetwise or
Knowledge  (Underworld)
check to learn one vital
clue from the GM. Reduce
the difficulty once per rank
of Street Smarts.

COST 15

HEGOOD coP

May spend Q¢ from
a Charm or Negotiation
check to upgrade ability of
a single ally’s subsequent
social interaction check
against the target a number
of times equal to ranks in
Good Cop.

COST 20

Il DEDICATION

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

COST 25
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B STREET SMARTS )

Il BOUGHT INFO

Instead of making a Knowl-
edge check, may take a
Bought Info action; spend
credits equal to 50 times
the difficulty of the check to
pass with one 3.

COsT 10

Remove W per rank of
Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.
COST 15

Il INFORMANT

Once per session, may re-

veal a contact who can shed

light on a chosen subject.
COST 20

M SOFT SPOT

After making a successful
attack, may spend 1 Des-
tiny Point to add damage
equal to Cunning to one hit.
COST 25



o
Bounty Hunter: Survivalist

Career Skills: Athletics, Brawl, Perception, Piloting (Planetary), Piloting (Space), Ranged (Heavy), Streetwise,
Vigilance RANKED TALENT

Additional Carreer Skills: Brawl, Coercion, Mechanics, Ranged (Light)

l FORAGER B STALKER Il OUTDOORSMAN B EXPERT TRACKER
Remove up to HME from Add I per rank of stalker Remove B per rank of Out- Remove B per rank of Ex-
skill checks to find food, to all Stealth and Coordina- doorsman from checks to pert Tracker from checks to
water, or shelter. Survival tion checks. move through terrain or find tracks or track targets.
checks to forage take half manage environmental ef- Decrease time to track a
the time. fects. Decrease overland target by half.

COST 5 travel times by half

Il OUTDOORSMAN HESwWIFT W SOFT SPOT

B HUNTER

Does not suffer usual penal- Add B per rank of Hunter After making a successful
ties for moving through dif- to all checks when interact- attack, may spend 1 Des-
move through terrain or ficult terrain. ing with beasts or animals tiny Point to add damage
manage environmental ef- CoST 10 (including combat checks). equal to Cunning to one hit.
fects. Decrease overland Add + 10 to Critical Injury COST 10
travel times by half results against beasts or an-
COST 10 imals per rank of Hunter.
COST 10

Remove B per rank of Out-
doorsman from checks to

Il NATURAL OUT-
DOORSMAN

M STALKER

Add per rank of stalker
pert Tracker from checks to to all Stealth and Coordina-
find tracks or track targets. tion checks.
Decrease time to track a COST 15
target by half.

[mroucrenzo 3

Gain +2 wound threshold.
COST 15

]

M EXPERT TRACKER

Remove W per rank of Ex-

Once per session, may
reroll any 1 Resilience or
Survival check.

COST 15
COST 15

H BLOODED

Add ' per rank of Blooded
to all checks to resist or
recover from poisons, ven-
oms, or toxins. Reduce du-
ration of ongoing poisons
by 1 round per rank of
Blooded to a minimum of 1.
CosT 20

B HUNTER

Add B per rank of Hunter
to all checks when interact-
ing with beasts or animals
(including combat checks).
Add +10 to Critical Injury
results against beasts or an-
imals per rank of Hunter.

COST 20

M EXPERT TRACKER

Remove B per rank of Ex-
pert Tracker from checks to
find tracks or track targets.
Decrease time to track a
target by half.

B TOUGHENED

Gain +2 wound threshold.
COST 20

COST 20

M HEROIC FORTI-
TUDE

Il DEDICATION HEGRIT

Gain + 1 to a single charac- Gain + 1 strain threshold.

teristic. This cannot bring a COST 25

characteristic above 6.
COST 25

B ENDURING

Gain + 1 soak value.
COST 25

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

Career Skills: Athletics, Brawl, Cool, Discipline, Medicine, Ranged (Heavy), Ranged (Light), Vigilance
i . I . o RANKED TALENT
Additional Carreer Skills: Coordination, Mechanics, Piloting (Planetary), Stealth

Il CONDITIONED

Remove B 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.

B TOUGHENED

B GRIT

Gain + 1 strain threshold.

M PHYSICAL TRAIN-
ING
Add per rank of Physi-

cal Training to Athletics and
Resilience checks.

Gain +2 wound threshold.

l POINT BLANK

Add 1 damage per rank of
Point Blank to damage of
one hit of successful attack
while using Ranged (Heavy)
or Ranged (Light) skills at
close range or engaged
cosT 10

Il KNOCKDOWN

After hitting with a melee
attack, may spend & to
knock the target prone.
COST 10

Il CLANKER KILLER

Before rolling a combat
check that targets a droid,
remove up to the char-
acter’s rank in Clanker Killer
from the pool and add an
equal number of % or & to
the results.

H QUICK STRIKE

Add per rank of Quick
Strike to combat checks
against targets that have
not acted yet this en-
counter

COsT 10

COsT 10

H POINT BLANK

Il GUNS BLAZING

As an incidental, suffer 2
strain to avoid increasing
the difficulty of a Ranged
(Light) check to attack with
two weapons.

B TOUGHENED

Does not suffer usual penal-
ties for moving through dif-
ficult terrain.

Gain +2 wound threshold.
[T

Add 1 damage per rank of
Point Blank to damage of
one hit of successful attack
while using Ranged (Heavy)
or Ranged (Light) skills at
close range or engaged
COST 15

COsT 15

COST 15

Hl QUICK STRIKE B GRIT Il CLANKER KILLER

Add per rank of Quick Gain + 1 strain threshold. Before rolling a combat
Strike to combat checks COST 20 check that targets a droid,
against targets that have remove up to the char-
not acted yet this en- acter’s rank in Clanker Killer
counter from the pool and add an

COST 20 equal number of % or © to
the results.

Il NATURAL COM:-
MANDO

Once per session, may
reroll any 1 Ranged (Light)
or Stealth check.

COosT 20

COST 20

Il DEDICATION

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

COST 25

B GET THE DROP

Once per session, the char-
acter and any number of al-
lies in the encounter may
add 3% equal to the char-
acter’s ranks in Stealth to
their checks to determine
initiative order.

HRAPID FIRE

May perform the Rapid Fire
incidental. Add the Auto-
fire item quality to a ranged
(Light) combat check. Af-
ter resolving the attack, the
weapon runs out of ammo.

B TACTICAL EVA-
SION

Upgrade the difficulty of
ranged combat checks tar-
geting the character a num-
ber of times equal to the
number of maneuvers they
performed to move during
this round.

CosT 25
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PASSIVE

Clone Soldier: Clone Commander
Career Skills: Athletics, Brawl, Cool, Discipline, Medicine, Ranged (Heavy), Ranged (Light), Vigilance

Additional Carreer Skills: Knowledge (Core Worlds), Knowledge (Warfare), Leadership, Perception RANKED TALENT

Il COMMANDING
PRESENCE

Gain + 1 strain threshold.

Remove B per rank of
Commanding Presence
from Leadership and Cool
checks.

B RESEARCHER

Remove M per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.

B TOUGHENED

Gain +2 wound threshold.

Il CLANKER KILLER I INGRAINED L

Before rolling a combat ALTY
check that targets a droid,
remove up to the char-
acter’s rank in Clanker Killer
from the pool and add an
equal number of % or ¥ to
the results.

When the character makes
a Leadership check target-
ing one or more clones,
they may change the result
of one @ to any non-blank
face.

COST 10

Il COMMANDING
PRESENCE

B FIRST AMONG
BROTHERS

When the character makes
a check that does not gen-
erate any ®, the check
gains ¥ equal to ranks in
First among brothers. The
character may only spend
these additional € to affect
allied clones.

Remove B per rank of
Commanding Presence
from Leadership and Cool
checks.

COsT 15

COST 15

DER Gain + 1 strain threshold.
cosT 10

May use ranks in Knowl-
edge (Warfare) to upgrade
Mass Combat checks in-
stead of ranks in Leader-
ship.

COST 10

B ENDURING PRES- Il FORMATION TAC-
ENCE TICS

Once per session, the char- Make a Hard (¢ ¢ ¢) Lead-
acter may upgrade a Mass ership check. If successful,
Combat check even if the choose a number of allies
character is not present or within short range equal to
is prevented from commu- ¥, Upgrade the difficulty
nicating with the troops. of attacks against these al-

lies once until end of char-
acter’s next turn.

i

FIRST AMONG Il STEELY NERVES

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

When the character makes
a check that does not gen-
erate any ®©, the check
gains ¥ equal to ranks in
First among brothers. The
character may only spend
these additional € to affect
allied clones.

CosT 20

COST 20

Il DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

B AT ANY COST

May suffer a Critical Injury
to reroll a Mass Combat
check. At the GM’s discre-
tion, may secrifica an item
or indidual of personal sig-
nificance instead.
COST 25

B IMPROVED FOR-
MATION TACTICS

B TACTICAL PLAN-
NING

Once per session, the
character may substitute
a Knowledge (Warfare)
skill check for another skill
check.

The difficulty of Formation
Tactics is reduced to Aver-
age (¢ ). May spend & or
YYYVYY to have effect
last until end of encounter.

l PRACTICED
STRATEGIST

Once per session, make an
opposed Knowledge (War-
fare) check against a leader
of enemy forces to gain a
narrative advantage.

B OUTMANEUVER

As an action, make a Hard
(® ¢ ¢) Knowledge (War-
fare) check. Choose one
ship or vehicle per %*. Un-
til the end of the charac-
ter's next turn, the chosen
ships must perform one ex-
tra maneuver to move.
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Clone Soldier: Clone Officer

Career Skills: Athletics, Brawl, Cool, Discipline, Medicine, Ranged (Heavy), Ranged (Light), Vigilance

Additional Carreer Skills: Cool, Leadership, Knowledge (Outer Rim), Knowledge (Warfare)

RIME POSITIONS

When this character or an
ally in short range takes
cover, they both increase
their soak against ranged
attack by 1 per rank of
Prime Positions until they
leave that cover.

Il TACTICAL AD-
VANCE

The character may suffer 2
strain to perform the Tacti-
cal Advance incidental. Un-
til the end of the charac-
ter's next turn, the charac-
ter and allies within short
range may leave cover and
continue to receive its ben-
efits.

IME POSITIONS

When this character or an
ally in short range takes
cover, they both increase
their soak against ranged
attack by 1 per rank of
Prime Positions until they
leave that cover.

HEGRIT

Gain + 1 strain threshold.

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

COST 10

Il COORDINATED
ASSAULT

Take the Coordinated As-
sault maneuver: a number
of engaged allies equal to
Leadership ranks add € to
combat checks until begin-
ning of next turn. Range in-
creases per additional rank
of Coordinated Assault.

COsT 15

HEFIELD COMMAN-
DER

Take the Field Commander
action; make an Average
(® ) Leadership check A
number of allies equal to
Presence may immediately
suffer 1 strain to perform 1
free maneuver.

HEFIELD COMMAN-
DER

Field Commander action af-
fects allies equal to double
Presence, and may spend
® to allow allies to suffer 1
strain and perform free ac-
tion instead.

COST 25

Hl IMPROVED TACTI-
CAL ADVANCE

The character may spend
Y from any check they
make or €% from a com-
bat check targeting them
to perform the Tactical Ad-
vance incidental (instead of
suffering strain).

Il DEDICATION

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

COST 25

HEGRIT

Gain + 1 strain threshold.

B FIRST AMONG
BROTHERS

When the character makes
a check that does not gen-
erate any ®, the check
gains ¥ equal to ranks in
First among brothers. The
character may only spend
these additional € to affect
allied clones.

COsT 10

Il COORDINATED
ASSAULT

Take the Coordinated As-
sault maneuver: a number
of engaged allies equal to
Leadership ranks add © to
combat checks until begin-
ning of next turn. Range in-
creases per additional rank
of Coordinated Assault.

COST 15

B FIRST AMONG
BROTHERS

When the character makes
a check that does not gen-
erate any ®©, the check
gains ¥ equal to ranks in
First among brothers. The
character may only spend
these additional € to affect
allied clones.
COST 20

H IMPROVED SCRAP
'EM!

Scrap 'em! affects twice the
number of allies, and allies
add to combat checks
against the target.
COST 25
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PASSIVE
ACTIVE

RANKED TALENT

Il COMMAND

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

Il CLANKER KILLER

Before rolling a combat
check that targets a droid,
remove up to the char-
acter’s rank in Clanker Killer
from the pool and add an
equal number of 3¢ or & to
the results.

CosT 10

UGHENED

Gain +2 wound threshold.
COST 15

Il SCRAP 'EM!

On a successful attack, may
suffer 2 strain and select al-
lies up to ranks in Leader-
ship, who add ™" to attacks
against the target until the
character’s next turn.

H FOR THE REPUB-

LIC!

When an ally is incapaci-
tated or killed, the char-
acter can make a Daunt-
ing (¢ ¢ ¢ ¢®) Leadership
check. If successful, the ally
is not defeated until the end
of the following round.




Clone Soldier: Clone Pilot

Career Skills: Athletics, Brawl, Cool, Discipline, Medicine, Ranged (Heavy), Ranged (Light), Vigilance
Additional Carreer Skills: Gunnery, Mechanics, Piloting (Planetary), Piloting (Space)

B LET'S RIDE

Once per round. may
mount or dismount a ve-
hicle or beast, or enter a
cockpit or weapon station
on a vehicle, as an inciden-
tal

HIGH-G TRAINING

When a starship or vehi-
cle being piloted would suf-
fer system strain, may suf-
fer strain up to ranks in
High-G Training to prevent
an equal amount of system
strain.
COST 10

B FIRE SUPPORT

After the character makes
a successful combat check

using a vehicle weapon, the
next ally to make a check
adds equal to ranks of
Fire Support.

Il CLANKER KILLER

Before rolling a combat
check that targets a droid,
remove up to the char-
acter’s rank in Clanker Killer
from the pool and add an
equal number of 3 or ¥ to
the results.

B HIGH-G TRAINING

PASSIVE
ACTIVE

RANKED TALENT

HEGRIT

Gain + 1 strain threshold.

HEGRIT

Gain + 1 strain threshold.

M SKILLED JOCKEY

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

When a starship or vehi-
cle being piloted would suf-
fer system strain, may suf-
fer strain up to ranks in
High-G Training to prevent
an equal amount of system
strain.

COST 10

COsT 10

B ASSAULT DROP

Once per session while pi-
loting a vehicle or ship, the
character may perform the
Assault Drop incidental. All
passengers aboard or allies
engaged with the vehicle or
ship may immediately dis-
embark or embark as an
out-of-turn incidental.

COST 15

FIRE SUPP )

After the character makes
a successful combat check
using a vehicle weapon, the
next ally to make a check
adds equal to ranks of
Fire Support.

COST 20

HE MISSION CRITICAL

Once per session after
rolling a Piloting (Planetary)
or Piloting (Space) check
but before resolving it, the
character may spend a
Destiny Point to add 3% or
O to the results equal to
their ranks in that skill.

B TRICKY TARGET

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

B FULL THROTTLE

H BARREL ROLL

While piloting a vehicle or
starship of silhouette 3 or
less, when hit by an attack,
suffer 3 system strain to re-
duce damage of one hit by
ranks in Piloting.

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.

Il NATURAL OPERA-
TOR

Once per session, may
reroll any 1 Piloting (Plan-
etary) or Piloting (Space)
check.

CosT 20

Il DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

Il SUPREME BAR-

Il IMPROVED BAR-
REL ROLL

REL ROLL

When the character takes
the Barrel Roll Incidental,
reduce the damage of all
hits of the attack by ranks
in Piloting.

When using Barrel Roll
against certain weapons,
may spend @ or &% to
inflict one hit on an enemy
vehicle within close range,
dealing base damage of
the original attack.

B MASTER PILOT

Once per round, when pi-
loting a stership, may suffer
2 strain to perform any ac-
tion as a maneuver.

COST 25

B TOUGHENED

Gain +2 wound threshold.
COST 25
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Clone Soldier: Clone Trooper

Career Skills: Athletics, Brawl, Cool, Discipline, Medicine, Ranged (Heavy), Ranged (Light), Vigilance
Additional Carreer Skills: Gunnery, Perception, Ranged (Heavy), Resilience

GRIT

Gain + 1 strain threshold.

Il PHYSICAL TRAIN-
ING
Add per rank of Physi-

cal Training to Athletics and
Resilience checks.

Il SUPPRESSING Il CLANKER KILLER

FIRE Before rolling a combat
check that targets a droid,
remove up to the char-
acter’s rank in Clanker Killer
from the pool and add an
equal number of 3¢ or & to
the results.

Character and allies in short
range may spend & on
failed combat checks once
per round to inflict 1 strain
per rank in Suppressing Fire
on the target.

COST 10

B ARMOR MASTER

When wearing armor, in-
crease total soak value by
1.

B DEADLY ACCU-
RACY

When acquired, choose 1
combat skill. Add damage
equal to ranks in that skill to
one hit of successful attack
made using that skill

COST 15

COST 15

Il CLANKER KILLER

Before rolling a combat
check that targets a droid,
remove up to the char-
acter’s rank in Clanker Killer
from the pool and add an
equal number of 3¢ or & to
the results.

UGHENED

Gain +2 wound threshold.
COST 20

Il NATURAL
TROOPER

Il IMPROVED AR-

MOR MASTER

When wearing armor with a Once per session, may

soak value of 2 or higher, in- reroll any 1 Gunnery or
crease defense by 1 Ranged (Heavy) check.
COST 25 COST 25

M TOUGHENED

Gain +2 wound threshold.

PASSIVE
ACTIVE

RANKED TALENT

Il BRACE

Perform the Brace maneu-
ver to remove M per rank

of Brace from next Ac-
tion. This may only remove
B added by environmental
circumstances

H BRACE

Perform the Brace maneu-
ver to remove B per rank

of Brace from next Ac-
tion. This may only remove
W added by environmental
circumstances

COST 10

M SUPPRESSING
FIRE

Character and allies in short
range may spend € on
failed combat checks once
per round to inflict 1 strain
per rank in Suppressing Fire
on the target.

COST 15

Gain + 1 soak value.
COST 20

EDICATION

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

COST 25
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B TOUGHENED

Gain +2 wound threshold.
cosT 10

B IMPROVED BRACE

When the character per-
forms the Brace maneuver,
they may choose one en-
vironmental circumstance.
The benefits of Brace ap-
ply to that circumstance un-
til the end of the encounter.

B SUPREME BRACE

When the character per-
forms the brace maneuver,

the benefits apply to all al-
lies within short range.

Il LATERAL THINK-

ING

Once per encounter, spend
one Destiny Point to force
an enemy to reroll a suc-
cessful check targeting the
character. Does not require
a Destiny Point if the enemy
is a droid.

——




PASSIVE

Clone Soldier: Clone Veteran

Career Skills: Athletics, Brawl, Cool, Discipline, Medicine, Ranged (Heavy), Ranged (Light), Vigilance
Additional Carreer Skills: Melee, Resilience, Skulduggery, Survival

BGRIT B TOUGHENED Il QUICK DRAW

Gain + 1 strain threshold. Gain +2 wound threshold. Once per round, draw or

holster a weapon or acces-

sible item as an incidental
COST 5

B OUTDOORSMAN

Remove M per rank of Out-
doorsman from checks to
move through terrain or
manage environmental ef-
fects. Decrease overland
travel times by half

Il CLANKER KILLER H RAPID REACTION

Before rolling a combat Suffer a number of strain

check that targets a droid, to add an equal number

remove up to the char- of ¥ to Initiative checks.

h acter’s rank in Clanker Killer Strain suffered cannot ex-

fnhecgﬁg;tu\?éggr;:e'r ranks from the pool and add an c_eed ranks in Rapid Reac-
i equal number of % or ¥ to tion.

EOSTRI0 the results.

COMBAT VET- UGHENED

ERAN Gain +2 wound threshold.
cosT 10

The character adds to
their Brawl and Discipline

CosT 10
COsT 10

Il COMBAT VET-
ERAN

Il IMPROVED
CLANKER KILLER

B LETHAL BLOWS

Add + 10 per rank of
Lethal Blows to any Criti-

HEGRIT

Gain + 1 strain threshold.

COST 15 - ;
cal Injury results inflicted on Dfegeas\es tgeMcrlltlca\rang Tr:]Q cgarac]ter ;dlg‘s _ ]‘to
opponents of Brawl and Melee attacks their Brawl an iscipline

targeting droids by 1 per checks equal to their ranks

COST 15

rank of Clanker Killer to a in Combat Veteran.
minimum of 1. COST 15

B LETHAL BLOWS

Add + 10 per rank of
Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

B KNOWN PRO-
GRAMMING

Il 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.

J
I

MULTIPLE OPPO-
NENTS

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

Once per session, make
a Hard (¢ ¢ #) Vigilance
check to upgrade the dif-
ficulty of a certain droid
model’s checks against the
character, plus one ally per
¥ after the first, once for
the rest of the encounter.

cosT 20

COST 20

CosT 20

L

M SIXTH SENSE B SURVIVOR'S IN- Il IMPROVED DICATION
STINCTS

Gain + 1 ranged defense. KNOWN PRO- Gain +1 to a single charac-

GRAMMING teristic. This cannot bring a
characteristic above 6.

COST 25

Once per session on when
the character suffers a Crit-
ical Injury, spend 1 Des-
tiny Point. Then, the at-
tacker must roll two results
for the Critical Injury and
the player chooses which
will apply to their character.

Allies affected by Known
Programming also upgrade
the ability of their checks
targeting the chosen droid
model once.

COST 25
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Colonist:

Negotiation, Streetwise

Il SURGEON

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

B 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

Bl 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

Doctor

B BACTA SPECIALIST

Patients regain 1 additional
wound per rank of Bacta

Specialist when they re-
cover wounds from bacta
tanks or long term

HEGRIT

Gain + 1 strain threshold.
cosT 10

Gain + 1 strain threshold.
COST 15

B IMPROVED STIM
APPLICATION

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

Il NATURAL DOC-
TOR

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

SUPREME STIM
APPLICATION

When performing the Stim
Application Action. spend
® to increase an additional
Characteristic by 1
COST 25

B MASTER DOCTOR

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

COsT 25

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (lore), Leadership,

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

HEGRIT

Gain + 1 strain threshold.

Il 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

M 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

B TOUGHENED

Gain +2 wound threshold.
COST 20

ICATION

Gain +1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25
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PASSIVE
ACTIVE
RANKED TALENT

B RESOLVE

When a character involun-
tarily suffers strain, they
suffer 1 less strain per rank
of Resolve, to a minimum of

Il RESOLVE

When a character involun-
tarily suffers strain, they
suffer 1 less strain per rank
of Resolve, to a minimum of
COST 10

Il PRESSURE POINT

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

Il ANATOMY
LESSONS

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

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.




-
Colonist: Entrepreneur

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (lore), Leadership,
o . RANKED TALENT
Negotiation, Streetwise

Additional Carreer Skills: Discipline, Knowledge (Education), Knowledge (Underworld), Negotiation

B RAPID RECOVERY

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

Il SOUND INVEST- B PLAUSIBLE DENI-

EGRIT

MENTS ABILITY

Gain + 1 strain threshold.

At the start of each session, Remove M per rank of Plau-
gain 100 credits for each sible Deniability from Coer-
rank of Sound Investments. cion and Deception checks.

Il SOUND INVEST- B WHEEL AND DEAL

MENTS

B RAPID RECOVERY B WHEEL AND DEAL

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

When selling goods legally,
gain 10% more credits per
rank of Wheel and Deal.

CosT 10

When selling goods legally,
gain 10% more credits per
rank of Wheel and Deal.

CosT 10

At the start of each session,
gain 100 credits for each
rank of Sound Investments.

COsT 10

COsT 10

H BOUGHT INFO

Instead of making a Knowl-

edge check, may take a

Bought Info action; spend

credits equal to 50 times

the difficulty of the check to

pass with one ¥, COST 15
COST 15

Il GREASED PALMES ) Il THROWING CRED-

Before making a social ITS
check, may spend up to 50
credits per rank in Greased
Palms to wupgrade the
ability of the check once
for every 50 credits spent.
COST 15

At the start of each session,
gain 100 credits for each
rank of Sound Investments.

At beginning of session,
spend 100 credits to
ignore strain  threshold
penalty due to triggered
Obligation

B MASTER MER-
CHANT

B TOUGHENED

Gain +2 wound threshold.
COST 20

B SOUND INVEST-
MENTS

At the start of each session,
gain 100 credits for each
rank of Sound Investments.
COST 20

Il KNOW SOME-
BODY

Once per session, when
attempting to purchase a
legally available item, re-

When buying or selling
goods, or paying off or
taking Obligation, may
suffer 2 strain to sell for duce its rarity by 1 per rank
25% more, buy for 25% of Know Somebody.
less, pay off 1 more Obli COST 20
gation, or take 1 less.

COST 20

Il NATURAL MER-
CHANT

Once per session, may re-
rollany 1 Streetwise or Ne-
gotiation check.

Il INTENSE FOCUS Il DEDICATION B SOUND INVEST-
Perform an Intense Focus Gain +1 to a single charac- MENTS

maneuver: suffer 1 strain teristic. This cannot bring a
and upgrade the ability of characteristic above 6.

: ain 100 credits for each
the next skill check once. EOSIN2S ?ank of Sound Investments.
COST 25

COST 25 CcosT 25

At the start of each session,
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Colonist: Marshal

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (lore), Leadership,

Negotiation, Streetwise

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

HARD HEADED

When staggered or disori-
ented, perform the Hard
Headed action; make a
Daunting (¢ ¢ ¢ ¢) Disci-
pline check to rernove sta-
tus. Difficulty reduced per
rank of Hard Headed.

Il DURABLE

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

COST 10

HARD HEADED

When staggered or disori-
ented, perform the Hard
Headed action; make a
Daunting (¢ ¢ ¢ ) Disci-
pline check to rernove sta-
tus. Difficulty reduced per
rank of Hard Headed.

COST 15

DURABLE

May reduce any Critical In-

jury suffered by 10 per rank
of Durable, to a minimum of
1.

COST 20

EGRIT

Gain + 1 strain threshold.

Bl GooD coP

May spend QO from
a Charm or Negotiation
check to upgrade ability of
a single ally’s subsequent
social interaction check
against the target a number
of times equal to ranks in
Good Cop.

CosT 10

Gain + 1 strain threshold.
COST 15

B UNRELENTING
SKEPTIC

When targeted by a De-
ception check, the charac-
ter automatically adds Y to
the check equal to ranks in
Vigilance

CosT 20

IMPROVED HARD
HEADED

When incapacitated due to
strain exceeding threshold,
may take a more diffi-
cult Hard Headed action to
reduce strain to | below
threshold.

-

I IMPROVED UNRE-
LENTING SKEPTIC

When targeted by a Decep-
tion check that fails, may
spend 1 Destiny Point to
add @ to results.

COST 25

B STREET SMARTS

Remove B per rank of
Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

HBAD COP

May spend &€& from a De-
ception or Coercion check
to upgrade ability of a sin-
gle ally’s subsequent social
interaction check against
the target a number of
times equal to ranks in Bad
Cop.

COsT 10

B GooD coP

May spend Q€ from
a Charm or Negotiation
check to upgrade ability of
a single ally’s subsequent
social interaction check
against the target a number
of times equal to ranks in
Good Cop.

COST 15

HEBAD COP

May spend &€ from a De-
ception or Coercion check
to upgrade ability of a sin-
gle ally’s subsequent social
interaction check against
the target a number of
times equal to ranks in Bad
Cop.

COST 20

ICATION

Gain +1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25

Far Horizons p. 29

PASSIVE
ACTIVE
RANKED TALENT

B TOUGHENED

Gain +2 wound threshold.

[l QUICK DRAW

Once per round, draw or

holster a weapon or acces-

sible item as an incidental
COST 10

M POINT BLANK

Add 1 damage per rank of
Point Blank to damage of
one hit of successful attack
while using Ranged (Heavy)
or Ranged (Light) skills at
close range or engaged
COST 15

B POINT BLANK

Add 1 damage per rank of
Point Blank to damage of

one hit of successful attack
while using Ranged (Heavy)
or Ranged (Light) skills at
close range or engaged
COST 20

HENA MARKS-
MAN

Once per session, may
reroll any 1 Ranged (Light)
or Ranged (Heavy) check.




PASSIVE
ACTIVE

Colonist: Performer

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (lore), Leadership,
Negotiation, Streetwise
Additional Carreer Skills: Charm, Coordination, Deception, Melee

Bl SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend ® to gain
additional 3¥ equal to ranks
in Smooth Talker.

B DISTRACTING BE-

HAVIOR

Make a Distracting Behav-
ior maneuver and suffer
strain no greater than ranks
in Cunning. Until beginning
of next turn, equal number
of NPCs suffer & on checks.
Range increases with addi-
tional ranks.

COsT 10

HAVIOR

Make a Distracting Behav-
ior maneuver and suffer
strain no greater than ranks
in Cunning. Until beginning
of next turn, equal number
of NPCs suffer © on checks.
Range increases with addi-
tional ranks.

COST 15

B KILL WITH KIND-
NESS

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

COST 5

Il CONGENIAL

May suffer a number
of strain to downgrade
difficulty of Charm or
Negotiation — checks or
upgrade difficulty when
targeted by Charm or
Negotiation checks, by
an equal number. Strain
suffered this way cannot
exceed ranks in Congenial.

B DISTRACTING BE-

HAVIOR

Make a Distracting Behav-
ior maneuver and suffer
strain no greater than ranks
in Cunning. Until beginning
of next turn, equal number
of NPCs suffer © on checks.
Range increases with addi-
tional ranks.

COSsT 5

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 10

Il INTENSE PRES-

ENCE

3

Spend 1 Destiny Point to
recover strain equal to
Presence rating

COST 15

B SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend ® to gain
additional 3¥ equal to ranks
in Smooth Talker.

Il IMPROVED DIS-

TRACTING BEHAV-
IOR

The Distracting Behavior
maneuver inflicts ©% on
NPCs' checks when NPCs
target character’s allies.

I NATURAL ATH-
LETE

Once per session, may
reroll any 1 Coordination
or Athletics check.

COST 15

HEGRIT

Gain + 1 strain threshold.
COST 20

M BIGGEST FAN

Once per session, may take
a Biggest Fan action; make
a Hard (¢ ¢ #) Charm

check to turn one NPC into
the character’s biggest fan.

I DECEPTIVE TAUNT

Once per session, may
make Deceptive  Taunt
action. Make opposed
Deception  check. If
successful, one adversary
must attack the chaarcter
during adversary’'s next
turn.

—

Il COORDINATION
DODGE

When targeted by a combat
check, may spend 1 Des-
tiny Point to add Y equal
to ranks in Coordination.
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Il CONVINCING DE-
MEANOR

Remove B per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

HJUMP UP

Once per round, may stand
from seated or prone as an
incidental

COST 10

Il SECOND WIND

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

CoST 15

B TOUGHENED

Gain +2 wound threshold.
COST 20

Il DEDICATION

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

COST 25




Colonist: Politico

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (lore), Leadership,

Negotiation, Streetwise

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

HEKILL WITH KIND-
NESS

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

H 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

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

HEGRIT

Gain + 1 strain threshold.
COST 20

B 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

Gain + 1 strain threshold.

B KILL WITH KIND-
NESS

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

COsT 10

B PLAUSIBLE DENI-

ABILITY

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

M SCATHING TIRADE

Take a Scathing Tirade
action; make an Average
(® ®) Coercion check.
Each 3%¥causes one enemy
in close range to suffer 1
strain. Spend © to cause 1
affected enemy to suffer 1
additional strain.

COsT 10

M IMPROVED

INSPIRING
RHETORIC

Each ally affected by Inspir-
ing Rhetoric gains = on all
skill checks for a number
of rounds equal to ranks in
Leadership

B SCATHING TIRADE

Each enemy affected by
Scathing Tirade suffers W
on all skill checks for a
number of rounds equal to
ranks in Coercion
COST 15

Il SUPREME INSPIR-
ING RHETORIC

Suffer 1 strain to perform
Inspiring Rhetoric as a ma-

neuver, not an action.

Il DEDICATION

Gain + 1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25

Il SUPREME
SCATHING TIRADE

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

Il NATURAL
CHARMER

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

COST 25
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PASSIVE
ACTIVE
RANKED TALENT

B TOUGHENED

Gain +2 wound threshold.

Hl PLAUSIBLE DENI-
ABILITY

Remove M per rank of Plau-
sible Deniability from Coer-
cion and Deception checks.
COST 10

B WELL ROUNDED

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

COsT 15

HENOBODY'S FOOL

May upgrade difficulty of
incoming Charm, Coercion,
or Deception checks once
per rank of Nobody’s Fool.
COST 20

I INTENSE PRES-
ENCE

Spend 1 Destiny Point to

recover strain equal to

Presence rating
COST 25



.
Colonist: Scholar

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (lore), Leadership,
Negotiation, Streetwise RANKED TALENT

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

SPECTED Il SPEAKS BINARY
SCHOLAR When directing NPC droids,

May downgrade difficult may grantthem per rank
ofcﬁecks togmteractvvith my- of Speaks Binary on checks.
stitutes of learning by one
level per rank of Respected
Scholar.

HEGRIT

Gain + 1 strain threshold.

M BRACE

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

B RESPECTED Il RESOLVE Hl RESEARCHER

SCHOLAR

Il RESEARCHER

When a character involun-
tarily suffers strain, they
suffer 1 less strain per rank
of Resolve, to a minimum of
COST 10

Remove B per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.
COSsT 10

Remove B per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.
COST 10

May downgrade difficulty
of checks to interact with in-
stitutes of learning by one
level per rank of Respected
Scholar.

COosT 10

CODEBREA Il KNOWLEDG Il NATURAL B WELL ROUNDED

Remove B per rank of CIALIZATION SCHOLAR Choose any 2 skills. They
Codebreaker from checks permanently become ca-
to break codes or decrypt reer skills.

communications. Decrease
difficulty of checks to break
codes or decrypt communi-
cations by 1.

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

Once per session, may
reroll any 1 Knowledge skill
check.

COsT 15

COST 15

B RESOLVE

When a character involun-
tarily suffers strain, they
suffer 1 less strain per rank
of Resolve, to a minimum of

COSsT 20

Il CONFIDENCE

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

Il INTENSE FOCUS

Perform an Intense Focus
maneuver: suffer 1 strain
and upgrade the ability of
the next skill check once.

COSsT 20

B 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

COST 20

STROKE OF GE- Il MENTAL Il DEDICATION
NIUS FORTRESS Gain +1 to a single charac-

Once per session, makeone Spend | Destiny Point to ig- Eigig&;gﬁccggg% k:érmg a
skill check using Intellect nore effects of Critical In- .
rather than the characteris- juries on Intellect and Cun- EQSTN2S

tic linked to that ning checks until end of en-

counter

B TOUGHENED

Gain +2 wound threshold.
COST 25

COSsT 25
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Commander: Commodore

Career Skills: Coercion, Cool, Discipline, Knowledge (Warfare), Leadership, Perception, Ranged (Light), Vigilance
Additional Carreer Skills: Astrogation, Computers, Knowledge (Education), Knowledge (Outer Rim)

B SOLID REPAIRS

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

KNOWN
SCHEMATIC

Once per session, may per-
form the Known Schematic
maneuver; make a Hard
(# ¢ ¢)Knowledge (Educa-
tion) check. Success grants
familiarity with a building or
ship’s design.

COsT 10

B SOLID REPAIRS

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

COST 15

B HOLD TOGETHER

Spend 1 Destiny Point to
perform a Hold Together
incidental immediately af-
ter vehicle or starship takes
damage to turn it into sys-
tem strain

COST 20

SOLID REPAIRS

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

COST 25

Il COMMAND

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

Il COMMANDING
PRESENCE

Remove B per rank of
Commanding Presence
from Leadership and Cool
checks.

COosT 10

Il COMMAND

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

COST 15

Il COMMANDING
PRESENCE

Remove B per rank of
Commanding Presence
from Leadership and Cool
checks.

COSsT 20

H FIRE CONTROL

Take the Fire Control ac-
tion; all combat checks
made from the current star-
ship or vehicle count their
target's silhouette as one
higher than normal until be-
ginning of next turn. Does
not stack.

COSsT 25

HE RAPID REACTION

Suffer a number of strain
to add an equal number
of 3 to Initiative checks.
Strain suffered cannot ex-
ceed ranks in Rapid Reac-
tion.

Gain + 1 strain threshold.
CoST 10

H RAPID REACTION

Suffer a number of strain
to add an equal number
of 3 to Initiative checks.
Strain suffered cannot ex-
ceed ranks in Rapid Reac-
tion.

COST 15

Gain + 1 strain threshold.
COST 20

H DEDICATION

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

COST 25
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PASSIVE
ACTIVE
RANKED TALENT

B GALAXY MAPPER

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

time.

B FAMILIAR SUNS

Il GALAXY MAPPER

Once per session, may
perform a Familiar Suns
maneuver; make a Hard
(¢ ¢ ¢) Knowledge (Outer
Rim) or (Core Worlds) check
to reveal the current type
of plan environment and
other useful information
COST 10

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

COST 15

Il MASTER
STARHOPPER

Once per round, suffer 2
strain to decrease the dif-
ficulty of next Astrogation
check by 1 to a minimum of
Easy (¢).

COST 20

B GALAXY MAPPER

Remove B per rank of

Galaxy Mapper from As-
trogation checks. Astroga-
tion checks take half normal
time.

COST 25



Commander: Figurehead

Career Skills: Coercion, Cool, Discipline, Knowledge (Warfare), Leadership, Perception, Ranged (Light), Vigilance
Additional Carreer Skills: Cool, Leadership, Negotiation, Knowledge (Core Worlds)

HEGRIT

B RESOLVE

Gain + 1 strain threshold.
tarily suffers st
suffer 1 less stra

When a character involun-

of Resolve, to a minimum of

PASSIVE
ACTIVE

RANKED TALENT

Il COMMAND

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

Il CONFIDENCE

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

rain, they
in per rank

B INSPIRING
RHETORIC

COMMAND

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-

additional strain.

Il COMMANDING
PRESENCE

Remove M per rank of
Commanding Presence
from Leadership and Cool
checks.

COST 15

M RESOLVE

When a character involun-
tarily suffers strain, they
suffer 1 less strain per rank
of Resolve, to a minimum of
COST 20

Discipline check
fear by 1 perra
fidence.

Take the Inspiring Rhetoric

gets add to Discipline action; make an Average to upgr_ade Mass Combat
hecks for next 24 hours (¢ ®) Leadership check. checks instead of ranks in
' Each % causes 1 ally in Leadership.
EOSTINIO close range to recover 1

strain. Spend & to cause
1 affected ally to recover 1

HGRIT

Gain + 1 strain threshold.

Il CONFIDENCE
May decrease difficulty of

EGRIT

Gain + 1 strain threshold.
cosT 10

LM COMMAN-
DER

May use ranks in Cool

SITIVE SPIN

Whenever any character’s
Duty would increase, it in-
creases by an additional 1
per rank of Positive Spin
COST 15

Il IMPROVED
INSPIRING

CoST 15 RHETORIC

Each ally affected by Inspir-
ing Rhetoric gains I on all
skill checks for a number
of rounds equal to ranks in
Leadership

COST 15

Il COMMANDING
PRESENCE

I IMPROVED CONFI-
DENCE

s to avoid

nk of Con- Remove M per rank of

Commanding Presence
from Leadership and Cool
checks.

May spend @® on fear
checks to give allies in
short range additional 3¢
on the same fear check.

COST 20

cosT 20

COST 20

B INTENSE PRES-
ENCE

reroll any 1

Spend 1 Destiny Point to
recover strain equal to
Presence rating
COST 25

Il NATURAL LEADER

Once per session,

Leadership check.

DEDICATION

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

COST 25

Il IMPROVED COM-

MANDING PRES-
ENCE

may

Cool or

Once per session, may take
Commanding Presence ac-
tion; make an opposed
Cool vs. Discipline check to
force target to leave the en-
counter.

Iy

COSsT 25
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Commander: Instructor

Career Skills: Coercion, Cool, Discipline, Knowledge (Warfare), Leadership, Perception, Ranged (Light), Vigilance

Additional Carreer Skills: Discipline, Medicine, Ranged (Heavy), Knowledge (Education)

ONDITIONED

Remove M 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.

UGHENED

Gain +2 wound threshold.
CoST 10

B PHYSICAL TRAIN-
ING

Add per rank of Physi-
cal Training to Athletics and
Resilience checks.

COST 15

FIELD COMMAN-
DER

Take the Field Commander
action; make an Average
(® ) Leadership check A
number of allies equal to
Presence may immediately
suffer 1 strain to perform 1
free maneuver.

COST 20

B PHYSICAL TRAIN-
ING

Add per rank of Physi-
cal Training to Athletics and
Resilience checks.

M ENCOURAGING

WORDS

After an ally within short
range fails a check, the
character may suffer 1
strain to assist that ally’s
next check this encounter
as an out-of-turn incidental.

Il MASTER INSTRUC-
TOR

Once per round as an out
of turn incidental, may suf-
fer 2 strain to allow ally to
use character’s ranks in Dis-
cipline for next Discipline
check an ally makes.

COST 15

Gain + 1 strain threshold.
COST 20

BODY GUARD

Once per round, perform
the Body Guard maneuver
to guard an engaged char-
acter. Suffer a number of
strain no greater than ranks
of Body Guard, then until
the beginning of the next
turn upgrade the difficulty
of combat checks targeting
the character by that num-
ber.
COSsT 5

Il CONDITIONED

Remove B 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

H BODY GUARD

Once per round, perform
the Body Guard maneuver
to guard an engaged char-
acter. Suffer a number of
strain no greater than ranks
of Body Guard, then until
the beginning of the next
turn upgrade the difficulty
of combat checks targeting
the character by that num-
ber.

COST 15

B STIMPACK SP
CIALIZATION

Stimpacks heal 1 additional
wound per rank of Stim-
pack Specialization.

COST 20

HEFIELD COMMAN-

DER

Field Commander action af-
fects allies equal to double
Presence, and may spend
® to allow allies to suffer 1
strain and perform free ac-
tion instead.

Il NATURAL IN-
STRUCTOR
Once per session, may re-

roll one Discipline or Lead-
ership check.

B THAT'S HOW IT'S

DONE

May suffer 1 strain on suc-
cessful skill check to add
¥ to the same skill check
made by a number of allies
equally to Willpower within
short range during the next
round.
COST 25
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PASSIVE
ACTIVE
RANKED TALENT

HEGRIT

Gain + 1 strain threshold.

B STIMPACK SPE-
CIALIZATION
Stimpacks heal 1 additional
wound per rank of Stim-
pack Specialization.
COST 10

Il IMPROVED BODY
GUARD

Once per session, when an
ally protected by the Body
Guard maneuver suffers a
hit, suffer the hit instead.
COST 15

UGHENED D

Gain +2 wound threshold.
COST 20

Il DEDICATION

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

COST 25




Commander: Squadron Leader

Career Skills: Coercion, Cool, Discipline, Knowledge (Warfare), Leadership, Perception, Ranged (Light), Vigilance

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

B GRIT

Gain + 1 strain threshold.

FIELD COMMAN-
DER

Take the Field Commander
action; make an Average
(® ) Leadership check A
number of allies equal to
Presence may immediately
suffer 1 strain to perform 1
free maneuver.

COSsT 10

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

COST 15

B FIELD COMMAN-
DER

Field Commander action af-
fects allies equal to double
Presence, and may spend
® to allow allies to suffer 1
strain and perform free ac-
tion instead.

B MASTER LEADER

Once per round, suffer 2
strain to decrease difficulty
of next Leadership check
by one, to a minimum of
Easy (¢).

|

COST 25

M QUICK STRIKE

Add per rank of Quick
Strike to combat checks

against targets that have
not acted yet this en-
counter

Il CONFIDENCE

May decrease difficulty of
Discipline checks to avoid
fear by 1 per rank of Con-
fidence.
CoST 10

Gain + 1 strain threshold.
COST 15

Add per rank of Com-
mand when making Leader-

ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

CosT 20

Il CONFIDENCE

May decrease difficulty of

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

COSsT 25

B LET'S RIDE

Once per round. may
mount or dismount a ve-
hicle or beast, or enter a
cockpit or weapon station
on a vehicle, as an inciden-
tal

Il QUICK STRIKE

Add per rank of Quick
Strike to combat checks
against targets that have
not acted yet this en-
counter

COST 10

B FULL STOP

When piloting a ship or
vehicle, take a Full Stop
maneuver to reduce speed
to zero and suffer system
strain equal to the speed re-
duced.

Allies equal to ranks in
Leadership in close range
gain the benefits of the Gain
the Advantage action.

COST 20

Il DEDICATION

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

COST 25

Age of Rebellion p. 74

PASSIVE
ACTIVE

RANKED

l DEFENSIVE DRIV-
ING

Increase defense of vehi-
cle or starship being piloted
by 1 per rank of Defensive
Driving

B SITUATIONAL

AWARENESS

Allies within short range
of the vehicle add to
their Perception and Vigi-
lance checks. Allies within
close range add in-
stead.

— =

B DEFENSIVE DRIV-
ING

Increase defense of vehi-
cle or starship being piloted
by 1 per rank of Defensive
Driving

COST 15

B TRICKY TARGET

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

COST 20

M BRILLIANT EVA-
SION

Once per encounter may
take Brilliant ~ Evasion
action. Select 1 opponent
and make Opposed Pilot-
ing (Planetary or Space)
check to stop opponent
from attacking character
for rounds equal to Agility.

—




Commander: Strategist

Career Skills: Coercion, Cool, Discipline, Knowledge (Warfare), Leadership, Perception, Ranged (Light), Vigilance

Additional Carreer Skills: Computers, Cool, Vigilance, Knowledge (Warfare)

B RESEARCHER

Remove B per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.

GRIT

Gain + 1 strain threshold.
CoSsT 10

B 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

HEGRIT

Gain + 1 strain threshold.

B CLEVER COMMAN-
DER

May use ranks in Knowl-
edge (Warfare) to upgrade
Mass Combat checks in-
stead of ranks in Leader-
ship.

COsT 10

B RESEARCHER

Remove M per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.
COST 15

M IMPROVED RE-
SEARCHER

On a successful Knowledge
check, character and allies
gain automatic €& per rank
of Researcher on checks
to act on those facts until
the end of character’s next
turn.

L

Il KNOWLEDG
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.

COosT 20

B READY FOR ANY-
THING

Remove B per rank of

Ready for Anything on
Mass Combat checks and
Cool or Vigilance checks to
determine initiative order.

Il COMMAND

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

COSsT 10

READY FOR ANY-
THING

Remove M per rank of
Ready for Anything on
Mass Combat checks and
Cool or Vigilance checks to
determine initiative order.
COST 15

Il COORDINATED
ASSAULT

Take the Coordinated As-
sault maneuver: a number
of engaged allies equal to
Leadership ranks add © to
combat checks until begin-
ning of next turn. Range in-
creases per additional rank
of Coordinated Assault.
COST 20

B THOROUGH AS-
SESSMENT

Once per session, take a
Thorough Assessment ac-
tion; make a Hard (¢ ¢ #)
Knowledge check to gain

equal to ¥ that can be
distributed during the en-
counter.

Il CAREFUL PLAN-
NING

Once per session, may in-
troduce a "fact” into the
narrative as if a Destiny
Point had been spent.

H IMPROVED READY

FOR ANYTHING

When making Cool or Vigi-
lance checks to determine
Initiative order, may spend
® to add 3 equal to ranks
in Ready for Anything.
COST 25
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PASSIVE
ACTIVE
RANKED TALENT

HEGRIT

Gain + 1 strain threshold.

B WELL READ

Choose any 3 knowledge
skills.  They permanently
become career skills.

COSsT 10

Il MASTER STRATE-
GIST

Once per phase, during a
mass combat, may suffer 2
strain to decrease difficulty
of a Mass Combat check
once.

COST 15

Il COMMAND

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.
COST 20

EDICATION

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

COST 25



Commander: Tactician

Career Skills: Coercion, Cool, Discipline, Knowledge (Warfare), Leadership, Perception, Ranged (Light), Vigilance
Additional Carreer Skills: Brawl, Discipline, Leadership, Ranged (Heavy)

TDOORSMAN

Remove M per rank of Out-
doorsman from checks to
move through terrain or
manage environmental ef-
fects. Decrease overland
travel times by half

Il COMMANDING
PRESENCE

Remove B per rank of

Commanding Presence
from Leadership and Cool
checks.

Il CONFIDENCE
May decrease difficulty of

Il OUTDOORSMAN

Remove B per rank of Out-
doorsman from checks to
move through terrain or
manage environmental ef-
fects. Decrease overland
travel times by half
COST 10

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

COsT 10

B TOUGHENED

I NATURAL OUT-
DOORSMAN

Once per session, may
reroll any 1 Resilience or

Gain +2 wound threshold.
COST 15

Survival check.

Il COMMANDING
PRESENCE

Il CONFIDENCE

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

E

Remove B per rank of
Commanding Presence
from Leadership and Cool
COSTR20 checks.

COST 20

TOUGHENED

Gain +2 wound threshold.

l QUICK DRAW

Once per round, draw or

holster a weapon or acces-

sible item as an incidental
COST 10

H BODY GUARD

Once per round, perform
the Body Guard maneuver
to guard an engaged char-
acter. Suffer a number of
strain no greater than ranks
of Body Guard, then until
the beginning of the next
turn upgrade the difficulty
of combat checks targeting
the character by that num-

ber.

é

HEFIELD COMMAN-
DER

Take the Field Commander
action; make an Average
(® ) Leadership check A
number of allies equal to
Presence may immediately
suffer 1 strain to perform 1
free maneuver.

Il COORDINATED Il NATURAL LEADER

ASSAULT

Take the Coordinated As-
sault maneuver: a number
of engaged allies equal to
Leadership ranks add € to
combat checks until begin-
ning of next turn. Range in-
creases per additional rank
of Coordinated Assault.

Once per session, may
reroll any 1 Cool or
Leadership check.

HE FIELD COMMAN-

DER

Field Commander action af-
fects allies equal to double
Presence, and may spend
® to allow allies to suffer 1
strain and perform free ac-
tion instead.
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PASSIVE

ACTIVE
RANKED ENT

B SIDE STEP

Once per round, may per-
form Side Step maneuver
and suffer a number of
strain to upgrade difficulty
of all incoming ranged at-
tacks by an equal number
for this round. Strain suf-
fered this way cannot ex-
ceed ranks in Side Step.

B SWIFT

Does not suffer usual penal-
ties for moving through dif-
ficult terrain.

COSsT 10

Hl BODY GUARD

Once per round, perform
the Body Guard maneuver
to guard an engaged char-
acter. Suffer a number of
strain no greater than ranks
of Body Guard, then until
the beginning of the next
turn upgrade the difficulty
of combat checks targeting
the character by that num-
ber.

M SIDE STEP

Once per round, may per-
form Side Step maneuver
and suffer a number of
strain to upgrade difficulty
of all incoming ranged at-
tacks by an equal number
for this round. Strain suf-
fered this way cannot ex-
ceed ranks in Side Step.
CosT 20

Il DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25



Consular: Arbiter

Career Skills: Cool, Discipline, Knowledge (Education), Knowledge (Lore), Leadership, Negotiation
Additional Carreer Skills: Knowledge (Xenology), Lightsaber, Negotiation, Perception

"

Add ™ to all Charm, Coer-
cion, and Deception checks
unless the target is immune
to Force powers.

Gain + 1 strain threshold.
cosT 10

H SAVVY NEGOTIA-
TOR

Remove M per rank of
Savvy Negotiator from all
from all Negotiation and
Streetwise checks.

COST 15

HGRIT

Gain + 1 strain threshold.

B SAVVY NEGOTIA-
TOR

Remove B per rank of
Savvy Negotiator from all
from all Negotiation and
Streetwise checks.

I CONGENIAL

May suffer a number
of strain to downgrade
difficulty of Charm or
Negotiation  checks or
upgrade difficulty when
targeted by Charm or
Negotiation checks, by
an equal number. Strain
suffered this way cannot
exceed ranks in Congenial.
COST 10

Il TOUGHENED

Gain +2 wound threshold.
CosT 10

Hl PARRY

HENOBODY'S FOOL

May upgrade difficulty of
incoming Charm, Coercion,
or Deception checks once
per rank of Nobody's Fool.
COST 15

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

COST 15

m B CALMING AURA

When an opponent tar-
gets character with a Force
power, reduce @ gener-
ated by 1.

COST 20

m BMFORCE RATING )

Gain + 1 Force Rating.
COST 25

B SAVVY NEGOTIA-

Il CRUCIAL POINT

Once per session, the
character may introduce to
negotiations one potential
concession that an oppo-
nent will do nearly anything
to obtain.

Remove B per rank of
Savvy Negotiator from all
from all Negotiation and
Streetwise checks.

COST 20

COST 20

Il DEDICATION

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

COST 25

Hl IMPROVED SAVVY
NEGOTIATOR

Make a Hard (¢ ¢ ¢) Ne-
gotiation check to convince
one bystander per rank
of Savvy Negotiator to
see one of an opponent’s
points as  maliciously
unreasonable.

COST 25
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

HE NOBODY'S FOOL

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

When hit by a ranged at-
tack, suffer 3 strain to re-
duce damage by 2 plus
ranks in Reflect.

B IMPROVED SUN-
DER

Each © spent to activate
a weapon’'s Sunder quality
damages an item two steps,
instead of one.

CoST 15

When hit by a ranged at-
tack, suffer 3 strain to re-
duce damage by 2 plus
ranks in Reflect.

COST 20

B AGGRESSIVE NE-
GOTIATIONS

Once per session, perform
a Hard (¢ ¢ ) Lightsaber
check to decrease the dif-
ficulty of all Negotiaton
checks for the rest of the
encounter by 2.




Consular: Ascetic

Career Skills: Cool, Discipline, Knowledge (Education), Knowledge (Lore), Leadership, Negotiation

Additional Carreer Skills: Athletics, Discipline, Resilience, Vigilance

B PHYSICAL TRAIN-
ING
Add per rank of Physi-

cal Training to Athletics and
Resilience checks.

HGRIT

Gain + 1 strain threshold.
CosT 10

Il MEDIDATIVE
TRANCE

When suffocating, the char-
acter suffers 1 strain each
round instead of 3. When
exposed to vacuum, the
character suffers 1 wound
each round instead of 3.
COST 15

Il CONFIDENCE

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

E

COsT 20

Il DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

I CONFIDENCE

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

B FORCE PROTEC-

TION

Perform the Force Protec-
tion maneuver; suffer 1
strain and commit O up to
ranks of Force Protection.
Increase soak by number of
O committed until begin-
ning of next turn. Suffer 1
strain every turn O remains

committed

—————=a

M SLIPPERY
MINDED

If under the effects of a
Force power, perform the
Slippery Minded action;
make a Hard (¢ ¢ ¢)
Deception check to im-
mediately end effects of

power
CosT 15

.MIND BLEED

When attacked, the char-
acter may choose to suffer
strain no greater than the
number of wounds suffered
from the attack. If they do
so, the attacker then suffers
a number of wounds equal
to the strain suffered by the
character. Take one con-
flict at the beginning of each
session

HEGRIT

Gain + 1 strain threshold.

Gain + 1 strain threshold.
CosT 10

HEGRIT

Gain + 1 strain threshold.
COST 25

Hl INTENSE FOCUS

Perform an Intense Focus
maneuver: suffer 1 strain
and upgrade the ability of
the next skill check once.
COST 15

FORCE PROTEC-
TION

Perform the Force Protec-
tion maneuver; suffer 1
strain and commit O up to
ranks of Force Protection.
Increase soak by number of
O committed until begin-
ning of next turn. Suffer 1
strain every turn O remains
committed.

"

If the character is carrying
items that total 2 encum-
brance or less, add O® to
Force power checks.
COST 25
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

HEGRIT

Gain + 1 strain threshold.

B GO WITHOUT

Once per session, the char-
acter counts as having the
right tools for the job when
making a skill check.
COST 10

B PHYSICAL TRAIN-
ING
Add per rank of Physi-

cal Training to Athletics and
Resilience checks.

COST 15

M IRON SOUL

When carrying items that
total 2 encumbrance or
less, at the end of each en-
counter, heal all strain the
character is suffering.

COST 20

m B FORCE RATING )

Gain +1 Force Rating.
COST 25



Consular: Healer

Career Skills: Cool, Discipline, Knowledge (Education), Knowledge (Lore), Leadership, Negotiation
Additional Carreer Skills: Discipline, Knowledge (Education), Knowledge (Xenology), Medicine

m B HEALING TRANCE )

Commit ©O. for every full
encounter O remains com-
ter heal wounds, the target mitted, heal 1 wound per
heals 1 additional wound rank of Healing Trance.
per rank of surgeon. COST 5

Il SURGEON

When making a Medicine
check to help a charac-

When making a Medicine
check to help a charac-
ter heal wounds, the target
heals 1 additional strain per
rank of Physician
COST 10

B PHYSICIAN

When making a Medicine
check to help a charac-
ter heal wounds, the target
heals 1 additional strain per
rank of Physician
COST 10

m B HEALING TRANCE )

Commit O. for every full
encounter O remains com-
mitted, heal 1 wound per
rank of Healing Trance.
COST 15

HEGRIT

Gain + 1 strain threshold.
COST 15

Bl IMPROVED HEAL-
ING TRANCE

When making a Medicine
check to help a charac-

When healing wounds due
to Healing Trance, make a
Resilience check to heal a
Critical Injury. Difficulty of
the check equals severity of
the Critical Injury.

ter heal wounds, the target
heals 1 additional wound
per rank of surgeon.

CoST 20

Il NATURAL DOC-

Il DEDICATI

Gain + 1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25

TOR

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

COST 25

HERAPID RECOVERY

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

Gain + 1 strain threshold.
CosT 10

Il KNOWLEDGEABLE
HEALING

When healing an ally, spend
1 Destiny Point to heal ad-
ditional wounds equal to
ranks in Knowledge (Xenol-
ogy).

m M CALMING AURA

When an opponent tar-
gets character with a Force
power, reduce @ gener-
ated by 1.

COST 20

m BMFORCE RATING )

Gain + 1 Force Rating.
COST 25
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U

PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

H PHYSICIAN

When making a Medicine
check to help a charac-

ter heal wounds, the target
heals 1 additional strain per
rank of Physician

B HEALING TRANCE

Commit O. for every full
encounter O remains com-
mitted, heal 1 wound per
rank of Healing Trance.
COST 10

B RAPID RECOVERY

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

COST 15

TOUGHENED

Gain +2 wound threshold.
COST 20

Il IMPROVED CALM-
ING AURA

Spend a maneuver and suf-
fer 2 strain to extend Calm-
ing Aura’s effects to allies
equal to Willpower at short
range until start of next
turn.

COST 25



Consular: Niman Disciple

Career Skills: Cool, Discipline, Knowledge (Education), Knowledge (Lore), Leadership, Negotiation
Additional Carreer Skills: Discipline, Leadership, Lightsaber, Negotiation

[l PARRY

When hit by a melee attack,

suffer 3 strain to reduce
damage by 2 plus ranks in
Parry.

Il 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 10

Hl PARRY

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

COST 15

May spend ® or Q@ with

successful Lightsaber check

to disarm opponent.
COST 20

Il DEDICATION

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

COSsT 25

HE NOBODY'S FOOL

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

When making a Lightsaber
skill check, the character
may use Willpower instead
of Brawn

COSsT 10

Add " to all Charm, Coer-
cion, and Deception checks
unless the target is immune
to Force powers.

COST 15

When hit by a ranged at-
tack, suffer 3 strain to re-
duce damage by 2 plus
ranks in Reflect.

COST 20

m B FORCE ASSAULT

Spend & or QO on
a missed Lightsaber
(Willpower) combat check
to immediately perform
Move Force power action
as maneuver

COST 25

When hit by a ranged at-

tack, suffer 3 strain to re-
duce damage by 2 plus

ranks in Reflect.

Il TOUGHENED

Gain +2 wound threshold.
COsT 10

When hit by a ranged at-
tack, suffer 3 strain to re-
duce damage by 2 plus
ranks in Reflect.

COST 15

m B DRAW CLOSER

Perform Draw  Closer
action; make a Lightsaber
(Willpower) combat check
against one silhouette
1 target within medium
range, adding O no greater
than Force rating to check.
Spend @ to move target
one range band closer or
to add % to check.

-

m B FORCE RATING )

Gain + 1 Force Rating.
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

HEGRIT

Gain + 1 strain threshold.

H PARRY
When hit by a melee attack,

suffer 3 strain to reduce
damage by 2 plus ranks in
Parry.

COsT 10

B 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

‘ Il 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 20

H IMPROVED CEN-
TER OF BEING

Suffer 1 strain to perform
Center of Being maneuver
as an incidental.



Consular: Sage

Career Skills: Cool, Discipline, Knowledge (Education), Knowledge (Lore), Leadership, Negotiation
Additional Carreer Skills: Astrogation, Charm, Cool, Knowledge (Lore)

HEGRIT

Il RESEARCHER

Remove B per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.

B KILL WITH KIND-
NESS

Gain + 1 strain threshold.

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

Il CONFIDENCE

May decrease difficulty of
Discipline checks to avoid

B SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,

Il RESEARCHER

Remove B per rank of Re-
searcher from all Knowl-
Deception, or Negotiation. edge checks. Researchinga fear by 1 per rank of Con-
When making checks with subject takes half the time. fidence.
that skill, spend @ to gain CoST 10 COST 10
additional 3% equal to ranks
in Smooth Talker.

COST 10

Il KNOWLEDGE SPE-
CIALIZATION

I VALUABLE FACTS

Once per encounter, per
form Valuable Facts action;
make an Average (¢ ¢)
Knowledge check If suc-
cessful, add @ to one ally’s
skill check during the en-
counter.

B SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend ® to gain
additional 3 equal to ranks
in Smooth Talker.

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

Il PREEMPTIVE
AVOIDANCE

m B FORCE RATING ) HEGRIT

Gain + 1 Force Rating. Gain + 1 strain threshold.
COST 20 COST 20

May spend | Destiny Point
to disengage from engaged
enemy as an out-of-turn in-
cidental.

COST 20

B THE FORCE IS MY Il NATURAL NEGO-
ALLY TIATOR

H BALANCE

When the character recov-
ers strain at the end of the
encounter, they may add
O per Force rating. they
recover additional strain
equal to @ generated

Once per session, may
reroll any 1 Cool or
Negotiation check.

Once per session, may suf-
fer 2 strain to perform
Force power action as ma-
neuver.

Force and Destiny p. 71

PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

HEGRIT

Gain + 1 strain threshold.

B 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.

Once per session, medi-
tate, then perform One with
the Universe action; make
Average (¢ #) Astrogation
check. If successful, add O
to all Force power checks in
next encounter. If success-
ful with €, add @ instead.

B 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.

m B FORCE RATING )

Gain +1 Force Rating.




Consular: Teacher

Career Skills: Cool, Discipline, Knowledge (Education), Knowledge (Lore), Leadership, Negotiation
Additional Carreer Skills: Knowledge (Education), Knowledge (Lore), Leadership, Perception

PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

B RESPECTED
SCHOLAR

SEARCHER

Remove B per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.

May downgrade difficulty

of checks to interact with in-
stitutes of learning by one
level per rank of Respected
Scholar.

B WELL-TRAVELED

Knowledge (Core Worlds)
and Knowledge (Outer Rim)
become career skills.

COsT 10

Gain + 1 strain threshold.
cosT 10

"

Once per game, remove
HH from any 1 check.

HE NOBODY'S FOOL

May upgrade difficulty of
incoming Charm, Coercion,
or Deception checks once
per rank of Nobody'’s Fool.
COST 10

Il SKILLED TEACHER

If an ally at short range
has lower ranks in a skill
than the character, the
character may perform a
Skilled Teacher incidental
to suffer a number of strain
no greater than ranks of

B TOUGHENED

Gain +2 wound threshold.
COST 15

Skilled Teacher, then add
an equal number of % to
ally’s next check.

Il WISE WARRIOR

When making a combat
check, may perform the
Wise Warrior incidental;
spend 1 Destiny Point and
use any characteristic for
the check.

Il IMPROVED WISE

WARRIOR

When performing the Wise
Warrior incidental, one ally
at short range may use the
same characteristic for the
next combat check the ally
makes before the end of the
character’s next turn.

COST 20

cosT 20

HEGRIT

Gain + 1 strain threshold.
COST 25

Il DEDICATION

Gain +1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

B MASTER INSTRUC-

TOR

Once per round as an out
of turn incidental, may suf-
fer 2 strain to allow ally to
use character’s ranks in Dis-
cipline for next Discipline
check an ally makes.

COST 15

Gain + 1 strain threshold.
COST 20

M SKILLED TEACHER

If an ally at short range
has lower ranks in a skill
than the character, the
character may perform a
Skilled Teacher incidental
to suffer a number of strain
no greater than ranks of
Skilled Teacher, then add
an equal number of 3 to
ally’s next check.

——— =
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B WELL ROUNDED

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

Il ENCOURAGING
WORDS

After an ally within short
range fails a check, the
character may suffer 1
strain to assist that ally’s
next check this encounter
as an out-of-turn incidental.

H NOW THE MAS-
TER

Once per session, choose
one talent or Force power

that any character in
the current  encounter
possesses. Gain that talent
or Force power until the
end of the encounter.

m M ONCE A LEARNER

As an action, suffer 4 strain
and let one ally within short
range increase the ally’s
Force rating by an amount
equal to the character’s
Force rating until the end of
the round.

CosT 20

m BFORCE RATING )

Gain + 1 Force Rating.
COST 25




Diplomat: Advocate

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Lore), Knowledge (Outer Rim), Knowledge

(Xenology), Leadership, Negotiation

Additional Carreer Skills: Coercion, Deception, Negotiation, Vigilance

B PLAUSIBLE DENI-
ABILITY

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

M DISCREDIT

Once per encounter, take
the Discredit action; make
a Hard (¢ ¢ @) Deception
check to upgrade the diffi-
culty of one character’s so-
cial checks once, plus once
for every ©€ until end of
the encounter.

COsT 10

HE NOBODY'S FOOL

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

B PLAUSIBLE DENI-
ABILITY

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

COST 10

B TWISTED WORDS

When an incoming social
check generates &4 or @,
may suffer 1 strain as an
incidental to inflict strain
equal to ranks in Coercion
on speaker.

COST 15

B PLAUSIBLE DENI-
ABILITY

Remove B per rank of Plau-
sible Deniability from Coer-
cion and Deception checks.
COST 20

Hl BLACKMAIL

When an NPC exceeds
their strain threshold, may
spend 1 Destiny Point
to convince that NPC to
perform a single task of
choice instead.

COST 25

HEGRIT

Il DEDICATION

Il IMPROVED PLAU-

SIBLE DENIABIL-
ITY

Take an Improved Plausible
Deniability action; make
a Hard (¢ ¢ ¢) Coercion
check to convince one by-
stander per rank of Plau-
sible Deniability to depart
quietly.

COST 15

Gain + 1 strain threshold.
COST 20

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

PASSIVE
ACTIVE
RANKED TALENT

Il CONFIDENCE

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

HEGRIT

Gain + 1 strain threshold.

M SUPPORTING EVI-
DENCE

BODY'S FOOL

May upgrade difficulty of
incoming Charm, Coercion,
or Deception checks once
per rank of Nobody’s Fool.
COST 10

When assisting an ally
with a Charm, Deception,
Leadership, or Negotiaton
check, add automatic &
per rank of Supporting
Evidence.

COST 10

[morr [ Wencourace

Gain + 1 strain threshold.
COST 15

WORDS

After an ally within short
range fails a check, the
character may suffer 1
strain to assist that ally’s
next check this encounter
as an out-of-turn incidental.
COST 15

HBGRIT

Gain + 1 strain threshold.
COST 20

H SUPPORTING EVI-
DENCE

When assisting an ally
with a Charm, Deception,
Leadership, or Negotiaton
check, add automatic ©
per rank of Supporting
Evidence.

COST 20

Il CONTINGENCY
PLAN

M INTERJECTION

After another character
makes a social check,
suffer 3 strain to take an
Interjection incidental;
make an Average (¢ ¢)
Vigilance check to add 3
or Y equal to 3, and © or
& equal to U to the check.

Spend 1 Destiny Point to
recover strain equal to Cun-
ning rating.

Desperate Allies p. 27



Diplomat: Ambassador

PASSIVE
ACTIVE

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Lore), Knowledge (Outer Rim), Knowledge
RANKED TALENT

(Xenology), Leadership, Negotiation

Additional Carreer Skills: Charm, Discipline, Knowledge (Core Worlds), Negotiation

M INDISTINGUISH-
ABLE

KILL WITH KIND-
NESS

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

Upgrade difficulty of checks
to identify character once
per rank of Indistinguish-
able.

M INDISTINGUISH-
ABLE

HGRIT

Gain + 1 strain threshold.
cosT 10

Upgrade difficulty of checks
to identify character once
per rank of Indistinguish-
able.

COSsT 10

HE NOBODY'S FOOL

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

HEGRIT

Gain + 1 strain threshold.
CoST 10

KILL WITH KIND- M INSPIRING
NESS RHETORIC

Remove B per rank of Take the Inspiring Rhetoric
Kill  with Kindness from action; make an Average
all Charm and Leadership (® ®) Leadership check.
checks. Each 3% causes 1 ally in
COST 15 close range to recover 1
strain. Spend & to cause
1 affected ally to recover 1
additional strain.

[

B 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 15

H IMPROVED

Il INTENSE PRES-
ENCE

Spend 1 Destiny Point to
recover strain equal to
Presence rating

INSPIRING
RHETORIC

Each ally affected by Inspir-
ing Rhetoric gains = on all
skill checks for a number
of rounds equal to ranks in
Leadership

COsT 20

l SUPREME INSPIR-
ING RHETORIC

Il NATURAL
CHARMER

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

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

CosT 25

HEWORKS LIKE A
CHARM

Once per session, make
one skill check using Pres-
ence rather than the char-
acteristic linked to that skill
COST 20

Il DEDICATION

Gain +1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25

Age of Rebellion p. 79

Il CONFIDENCE

May decrease difficulty of

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

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 10

Il CONFIDENCE »

May decrease difficulty of

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

COST 15

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 20

B SIXTH SENSE

Gain + 1 ranged defense.
COST 25




Diplomat: Agitator

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Lore), Knowledge (Outer Rim), Knowledge
(Xenology), Leadership, Negotiation

Additional Carreer Skills: Coercion, Deception, Knowledge (Underworld), Streetwise

LAUSIBLE DENI-
ABILITY

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

E NOBODY'S FOOL

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

M STREET SMARTS

Remove B per rank of

Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

COST 10

CONVINCING DE-

Remove B per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

COST 15

I NATURAL EN-
FORCER

Once per session may
re-roll any 1 Coercion or
Streetwise check.

COST 20

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 25

B STREET SMARTS

Remove B per rank of

Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

COST 10

B PLAUSIBLE DENI-
ABILITY

Remove M per rank of Plau-

sible Deniability from Coer-

cion and Deception checks.
COST 15

ENOBODY'S FOOL

May upgrade difficulty of
incoming Charm, Coercion,
or Deception checks once
per rank of Nobody’s Fool.
COST 20

Il DEDICATION

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

COSsT 25

HEGRIT

Gain + 1 strain threshold.

Il CONVINCING DE-
MEANOR

Remove B per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

COsT 10

M SCATHING TIRADE

Take a Scathing Tirade
action; make an Average
(¢ ®) Coercion check.
Each 3¥causes one enemy
in close range to suffer 1
strain. Spend ¥ to cause 1
affected enemy to suffer 1
additional strain.

COST 15

B SCATHING TIRADE

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

COST 20

Il SUPREME
SCATHING TIRADE

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

M 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.

I 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.
COSsT 10

Gain + 1 strain threshold.
[T

H 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 20

I INCITE REBELLION

Once per session, may take
an Incite Rebellion action;
make a Hard (¢ ¢ ) Coer-
cion check to cause a num-
ber of being up to ranks in
Coercion to become rebel-
lious until the end of the en-
counter.

—— =




Diplomat: Agitator

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Lore), Knowledge (Outer Rim), Knowledge
(Xenology), Leadership, Negotiation

PASSIVE
ACTIVE
RANKED TALENT

Additional Carreer Skills: Computers, Negotiation, Skulduggery, Vigilance

NOW SOME-
=]0]n) ¢

Once per session, when

attempting to purchase a
legally available item, re-
duce its rarity by 1 per rank
of Know Somebody.

B SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend @ to gain
additional 3 equal to ranks
in Smooth Talker.

COsT 10

Gain + 1 strain threshold.
COST 15

B KNOW SOME-
BODY

Once per session, when

attempting to purchase a
legally available item, re-
duce its rarity by 1 per rank
of Know Somebody.

COST 20

Il DEDICATION

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

COST 25

M SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend ® to gain
additional 3¥ equal to ranks
in Smooth Talker.

Il GREASED PALMES

Before making a social
check, may spend up to 50
credits per rank in Greased
Palms to upgrade the
ability of the check once
for every 50 credits spent.
COSsT 10

B WHEEL AND DEAL

When selling goods legally,
gain 10% more credits per
rank of Wheel and Deal.

COSsT 15

EGRIT

Gain + 1 strain threshold.

B WHEEL AND DEAL

When selling goods legally,
gain 10% more credits per
rank of Wheel and Deal.

UGHENED

Gain +2 wound threshold.
cosT 10

H MASTER MER-
CHANT

When buying or selling
goods, or paying off or
taking Obligation, may
suffer 2 strain to sell for
25% more, buy for 25%
less, pay off 1 more Obli
gation, or take 1 less.

H BOUGHT INFO

Instead of making a Knowl-
edge check, may take a
Bought Info action; spend
credits equal to 50 times
the difficulty of the check to
pass with one 3%.
COST 15

Gain + 1 strain threshold.
[T

B SOUND INVEST-
MENTS

At the start of each session,

gain 100 credits for each

rank of Sound Investments.
COST 20

Il INTENSE FOCUS

Perform an Intense Focus
maneuver: suffer 1 strain
and upgrade the ability of
the next skill check once.

COST 20

B SOUND INVEST-
MENTS

At the start of each session,

gain 100 credits for each

rank of Sound Investments.
COST 20

HENA NEGO-

TIATOR

Once per session, may
reroll any 1 Cool or
Negotiation check.
COST 25

B TOUGHENED

Gain +2 wound threshold.
COST 25

Il SUPERIOR RE-
FLEXES

Gain + 1 melee defense.
COST 25
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Diplomat: Analyst

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Lore), Knowledge (Outer Rim), Knowledge
(Xenology), Leadership, Negotiation

Additional Carreer Skills: Computers, Knowledge (Education), Knowledge (Warfare), Perception

SEARCH

Remove B per rank of Re-

searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.

B VALUABLE FACTS

Once per encounter, per
form Valuable Facts action;
make an Average (¢ ¢)
Knowledge check If suc-
cessful, add @ to one ally’s
skill check during the en-
counter.

COSsT 10

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 5

M RESEARCHER

Remove M per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.
cosT 10

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

GRIT

Gain + 1 strain threshold.
COST 20

DEDICATION

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

COST 25

B IMPROVED RE-
SEARCHER

On a successful Knowledge
check, character and allies
gain automatic & per rank
of Researcher on checks
to act on those facts until
the end of character’s next
turn.

-

EBREAKER

Remove B 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 5

M SUPPORTING EVI-
DENCE

When assisting an ally

with a Charm, Deception,
Leadership, or Negotiaton
check, add automatic ©
per rank of Supporting
Evidence.

COST 10

EBREAKER D

Remove B 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

Il KNOW-IT-ALL

Once per session, perfectly
recall an important fact pre-
viously learned as if a Des-
tiny Point had been spent.
COST 20

B 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

B 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.

B THOROUGH AS-
SESSMENT

Once per session, take a
Thorough Assessment ac-
tion; make a Hard (¢ ¢ #)
Knowledge check to gain

equal to ¥ that can be
distributed during the en-
counter.

——
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PASSIVE
ACTIVE

ECHNICAL APTI-
TUDE

Reduce time needed to
complete Computers-relat-
ed tasks by 25% per rank.

Gain + 1 strain threshold.
cosT 10

B ENCODED COM-

MUNIQUE

Upgrade the difficulty of
checks to decrypt this char-
acter's coded messages
without the proper cipher
a number of times equal to
Computers skill.

i

Il NATURAL PRO-
GRAMMER

Once per session, may
reroll any 1 Computers or
Astrogation check.
COST 20

I STROKE OF GE-
NIUS

Once per session, makeone
skill check using Intellect
rather than the characteris-
tic linked to that




Diplomat: Propagandist

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Lore), Knowledge (Outer Rim), Knowledge

(Xenology), Leadership, Negotiation

Additional Carreer Skills: Charm, Deception, Knowledge (Warfare), Perception

HEGRIT

Gain + 1 strain threshold.

M POSITIVE SPIN

Whenever any character’s
Duty would increase, it in-
creases by an additional 1
per rank of Positive Spin

H IMPROVED POSI-
TIVE SPIN

IN THE KNOW

Remove B up to ranks in
In the Know from checks to
get information from peo-
ple or disseminate news.
Minion NPCs do not realize
this character’s allegiance
in interviews.

Once per session, if no
PC’s Duty triggered, make a
Daunting (¢ ¢ ¢ ) Charm
check with the difficulty de-
creased once per rank of
Positive Spin to have one
PC’s Duty trigger.

COsT 10

B WELL ROUNDED

Once per session, choose Choose any 2 skills. They
an organization and make permanently become ca-
a Hard (¢ ¢ @) Deception reer skills.
check. On a success, or- COST 15
ganization members have
their wound thresholds re-
duced by 1, plus 1 per
¥ 3% % until the end of the
session.

COsT 15

I CONFIDENCE

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

B TOUGHENED

Gain +2 wound threshold.
COST 20

COosT 20

Il DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

M POSITIVE SPIN

Whenever any character’s
Duty would increase, it in-
creases by an additional 1
per rank of Positive Spin
COST 25

BN THE KNOW

Remove B up to ranks in
In the Know from checks to
get information from peo-
ple or disseminate news.
Minion NPCs do not realize
this character’s allegiance
in interviews.

COSsT 5

H POSITIVE SPIN

Whenever any character’s
Duty would increase, it in-
creases by an additional 1
per rank of Positive Spin

COST 10

Gain + 1 strain threshold.
COST 15

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 20

M IMPROVED IN

THE KNOW

Once per session, make an
opposed Deception vs Vig-
ilance check with the diffi-
culty downgraded once per
rank of In the Know to
have a target NPC believe
specefic false intelligence.
COST 25
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PASSIVE
ACTIVE

B CUTTING QUES-
TION

Once per encounter, when
making a Coercion skill
check, the character may
use Deception skill instead.

B TOUGHENED

Gain +2 wound threshold.
cosT 10

Il CONFIDENCE

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

COST 15

Il INFORMANT

Once per session, may re-

veal a contact who can shed

light on a chosen subject.
CosT 20

BN THE KNO

Remove B up to ranks in
In the Know from checks to
get information from peo-
ple or disseminate news.
Minion NPCs do not realize
this character’s allegiance
in interviews.
COST 25




Engineer: Droid Specialist

Career Skills: Athletics, Computers, Knowledge (Education), Mechanics, Perception, Piloting (Space), Ranged
) . RANKED TALENT
(Light), Vigilance

Additional Carreer Skills: Computers, Cool, Mechanics, Melee

B TOUGHENED

Gain +2 wound threshold.

HEGRIT

Gain + 1 strain threshold.

B DESIGN FLAW

When making a combat
check with a personval
scale weapon against a
droid, may add © equal to
ranks of Design Flaw.

B SPEAKS BINARY

When directing NPC droids,

may grant them = per rank
of Speaks Binary on checks.

Il GEARHEAD

Remove B per rank of
Gearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-
ments.

B REPAIR PATCH
SPECIALIZATION

Il COMBAT PRO-
GRAMMING

HIDDEN STORAGE

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage
COST 10

Whenever using an emer-
gency repair patch, the
target heals an additional

Once per encounter make
a Hard (¢ ¢ ¢) Comput-
ers check while repairing or
working on a droid. For wound per rank of Repair
the remainder of the en- Patch Specialization.
counter, the droid gains 1 COST 10
rank in two different com-
bat skills.

COsT 10

CosT 10

Bl SPEAKS BINARY

When directing NPC droids,
may grant them ™= per rank
of Speaks Binary on checks.

COST 15

Il GEARHEAD B MACHINE B HIDDEN STORAGE

Remove M per rank of MENDER Gain hidden storage in ve-
Gearhead from Mechanics hicles or equipment that
checks. Halve the credit holds items with total en-
cost to add mods to attach- cumbrance equal to ranks
ments. in Hidden Storage
COST 15

When making a Mechanics
check to help a character
heal wounds, target heals 1
additional wound per rank
of Machine Mender.

COST 15

COST 15

Il DESPERATE RE-
PAIRS

Gain + 1 strain threshold.
COST 20

DESIGN FLAW )

When making a combat
check with a personval
scale weapon against a
droid, may add © equal to
ranks of Design Flaw.
COST 20

Il MACHINE
MENDER

When making a Mechanics
check to help a character
heal wounds, target heals 1

Once per session may
make a Hard (¢ ¢ ¢)
Mechanics check on one
engaged  allied  draid. additional wound per rank
If successful, the droid of Machine Mender.
becomes immobilized and COST 20
staggered for 1 round,
then heals all strain and
one Critical Injury with a
severity rating no greater
than Hard (¢ ¢ ).

M REROUTE PRO- Il DEDICATION

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

COST 25

B REPAIR PATCH I MASTER ARTISAN

SPECIALIZATION Once per round, may take

the Master Artisan inciden-
tal; suffer 2 strain to de-
crease the difficulty of next
Mechanics check by 1, to a
minimum of Easy (#)

|

Once per encounter, may
take a Reroute Processors
action; make an Average
(¢ ®) Computers check to
reduce one of a droid’s
characteristics by 1 and in-
crease another of its char-
acteristics by 1.

—

Whenever using an emer-
gency repair patch, the
target heals an additional
wound per rank of Repair
Patch Specialization.

COST 25

Fully Operational p. 25



: .
Engineer: Mechanic

Career Skills: Athletics, Computers, Knowledge (Education), Mechanics, Perception, Piloting (Space), Ranged
) . RANKED TALENT
(Light), Vigilance

Additional Carreer Skills: Brawl, Mechanics, Piloting (Space), Skulduggery

H GEARHEAD

Remove B per rank of
Gearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-
ments.

M REDUNDANT SYS-
TEMS

Once per session, may take
a Redundant Systems ac-
tion; make an Easy (#)
Mechanics check to harvest
components from a func-
tioning device to repair a
broken one without break-
ing the first device
CosT 10

B SOLID REPAIRS

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

COST 15

I CONTRAPTION

Once per session, take Con-
traption action; make a
Hard (¢ ¢ ) Mechanics
check to fashion a device to
solve a current problem us-
ing just the tools and parts
on hand.

COST 20

B TOUGHENED B FINE TUNING B SOLID REPAIRS

When repairing hull trauma
on a starship or vehicle,

Gain +2 wound threshold. When  repairing  system
strain on a starship or
vehicle, repair 1 additional
system strain per rank of
Fine Tuning.

repair 1 additional hull
trauma per rank of Solid
Repairs.

B SOLID REPAIRS

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

l GEARHEAD

Remove B per rank of
Gearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-
ments.

EGRIT

Gain + 1 strain threshold.
cosT 10

COsT 10 COST 10

Gain + 1 soak value.
COST 15

HBAD MOTIVATOR

Once per session, may take
a Bad Motivator action:
make a Hard (¢ ¢ ¢) Me-
chanics check to cause one
targeted device to sponta-
neously fail.

B TOUGHENED

Gain +2 wound threshold.
COST 15

COST 15

Il HARD HEADED

When staggered or disori-
ented, perform the Hard
Headed action; make a
Daunting (¢ ¢ ¢ ¢) Disci-
pline check to rernove sta-
tus. Difficulty reduced per
rank of Hard Headed.

COosT 20

B FINE TUNING

When repairing  system
strain on a starship or
vehicle, repair 1 additional
system strain per rank of
Fine Tuning.

B SOLID REPAIRS

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

J
E
E

COosT 20 COST 20

I NATURAL TIN-
KERER

Once per session, may
reroll any 1 Mechanics
check.

Il IMPROVED HARD
HEADED

H DEDICATION

Gain +1 to a single charac-

H HOLD TOGETHER

Spend 1 Destiny Point to
perform a Hold Together
incidental immediately af-
ter vehicle or starship takes
damage to turn it into sys-
tem strain

teristic. This cannot bring a
characteristic above 6.
COST 25

When incapacitated due to
strain exceeding threshold,
may take a more diffi-
cult Hard Headed action to
reduce strain to | below
threshold.

Iy
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Engineer: Saboteur

Career Skills: Athletics, Computers, Knowledge (Education), Mechanics, Perception, Piloting (Space), Ranged

(Light), Vigilance

Additional Carreer Skills: Coordination, Mechanics, Skulduggery, Stealth

ESOLVE

When a character involun-

tarily suffers strain, they
suffer 1 less strain per rank
of Resolve, to a minimum of

HEGRIT

Gain + 1 strain threshold.
CoST 10

B TIME TO GO

May spend 1 Destiny Point
to perform a Move maneu-
ver as an incidental to at-
tempt to move into cover or
out of the Blast range of a
weapon or explosion.

COST 15

B IMPROVED TIME

TO GO

When activating Time to
Go, allow 1 engaged ally to
also perform an out of turn
Move maneuver as an inci-
dental to attempt to move
into cover or out of the
Blast range of a weapon or

explosion.

——— =

H DEDICATION

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

COST 25

Il SECOND WIND

Once per encounter, may
use Second Wind incidental

to recover strain equal to
ranks in Second Wind.

M POWERFUL BLAST

Increase  Blast damage

dealt by explosives,
explosive weapons, and
grenades by | per rank of
Powerful Blast.

COsT 10

B RAPID RECOVERY

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

CoST 15

I POWERFUL BLAST )

Increase  Blast damage

dealt by explosives,
explosive weapons, and
grenades by | per rank of
Powerful Blast.

COosT 20

HEGRIT

Gain + 1 strain threshold.

B TOUGHENED

Gain +2 wound threshold.
CoSsT 10

M RESOLVE

When a character involun-
tarily suffers strain, they
suffer 1 less strain per rank
of Resolve, to a minimum of
COST 15

M SELECTIVE DETO-

NATION

When using any weapon
with the Blast quality,
spend € to exclude 1 tar-
get that would normally be
affected by the explosion.
May not exceed ranks in
Selective Detonation

B MASTER
GRENADIER

Decrease the cost to acti-
vate the Blast quality on
any weapon used by 1 to a
minimum of 1.

COST 25

B SELECTIVE DETO-

NATION

When using any weapon
with the Blast quality,
spend € to exclude 1 tar-
get that would normally be
affected by the explosion.
May not exceed ranks in

Selective Detonation

=
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PASSIVE
ACTIVE
RANKED TALENT

B RAPID RECOVERY

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

Il SECOND WIND

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

COST 10

Il HARD HEADED

When staggered or disori-
ented, perform the Hard
Headed action; make a
Daunting (¢ ¢ ¢ ) Disci-
pline check to rernove sta-
tus. Difficulty reduced per
rank of Hard Headed.

COST 15

UGHENED )

Gain +2 wound threshold.
COST 20

Il IMPROVED HARD
HEADED

When incapacitated due to
strain exceeding threshold,
may take a more diffi-
cult Hard Headed action to
reduce strain to | below
threshold.

Iy




PASSIVE
ACTIVE
RANKED TALENT

Engineer: Sapper

Career Skills: Athletics, Computers, Knowledge (Education), Mechanics, Perception, Piloting (Space), Ranged
(Light), Vigilance
Additional Carreer Skills: Athletics, Knowledge (Warfare), Mechanics, Survival

B TOUGHENED

Gain +2 wound threshold.

Il DURABLE

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

EGRIT

Gain + 1 strain threshold.

ONSTRUCTION

SPECIALIST

Remove B equal to ranks
in Construction Specialist
from checks to construct
defenses, positions,
fortifications, and similar
projects.

Il CONSTRUCTION
SPECIALIST

M KNOWN Il CONTRAPTION

SCHEMATIC

Il POWERFUL BLAST

Increase  Blast damage

Once per session, take Con-

Once per session, may per-
form the Known Schematic
maneuver; make a Hard
(# ¢ ¢)Knowledge (Educa-
tion) check. Success grants
familiarity with a building or
ship’s design.
CosT 10

Gain + 1 strain threshold.
COST 15

traption action; make a
Hard (4 ¢ ) Mechanics
check to fashion a device to
solve a current problem us-
ing just the tools and parts
on hand.

COosT 10

Remove M equal to ranks
in Construction Specialist
from checks to construct
defenses, positions,
fortifications, and similar
projects.
CoST 10

M DURABLE

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

COST 15

M IMPROVISED DE-
FENSES

May make an Average
(® ®) Survival check to
fashion small defenses,
providing cover for up to 4
characters for the rest of
the encounter.

B UTILITY BELT

Spend 1 Destiny Point to
perform a Utility Belt in-
cidental; produce a previ-
ously undocumented item
or weapon (with restric-
tions) from a tool belt or a
satchel
COST 20

WEAK FOU
TION

Once per session may take
the Weak Foundation ac-
tion; make a Hard (¢ ¢ #)
Knowledge (Warfare)
check. If successful, for the
remainder of the encounter
the character and all allies
add automatic ¥ or ¥
to all combat checks made
targeting the identified
fixed structure.

B STRONG ARM

Treat thrown weapons as if
they had 1 greater range.
COST 20

H IMPROVISED DET-
ONATION

Once per session, make
a Hard (¢ ¢ ¢) Mechanics
check to perform the Im-
provised Detonation action
and build an explosive de-
vice, dealing damage equal
to ranks in Intellect + ranks
in Mechanics + .

I

dealt by explosives,
explosive weapons, and
grenades by | per rank of
Powerful Blast.

COsT 10

Il POWERFUL BLAST

Increase  Blast damage
dealt by explosives,
explosive weapons, and
grenades by | per rank of
Powerful Blast.
COST 15

EDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

Fully Operation

M IMPROVISED PO-
SITION

The character may make
a Hard (¢ ¢ ®) Mechan-
ics check to construct a se-
cure position. This provides
cover for the group and its
vehicles.

alp. 27

B MASTER
GRENADIER

Decrease the cost to acti-
vate the Blast quality on
any weapon used by 1 to a
minimum of 1.

B MASTER DEMOLI-
TIONIST

When resolving an attack
from a personal explosive
or ordnance weapon, may
spend © or ® to have the
weapon’s Blast quality act
at short range, or medium
if it already acts at short.

Iy




Engineer: Scientist

Career Skills: Athletics, Computers, Knowledge (Education), Mechanics, Perception, Piloting (Space), Ranged
) i RANKED TALENT
(Light), Vigilance

Additional Carreer Skills: Computers, Knowledge (Education), Knowledge (Lore), Medicine

B SPEAKS BINARY

B RESEARCHER

NOWLEDGE SPE-
CIALIZATION

SCHOLAR Remove B per rank of Re- When directing NPC droids,
When acquired, choose 1 May downgrade difficulty searcher from all Knowl- may grant them I per rank
Knowledge skill. When of checks to interact with in- gsg%gpg;z‘s ngfefhrgmpﬂgea of Speaks Binary on checks.
making that skill check, stitutes of learning by one | )
may spend @ result to gain level per rank of Respected
additional successes equal Scholar.
to ranks in Knowledge Spe-

cialization.

B TINKERER

May add 1 additional hard
point to a number of items
equal to ranks in Tinkerer.
Each item may only be
modified once

I KNOWLEDGE SPE- B HIDDEN STORAGE

CIALIZATION

SEARCHER

Remove B per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.
COST 10

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage
COST 10

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 10

M SPEAKS BINARY
When directing NPC droids,

Il MENTAL
FORTRESS

ESPECTED
SCHOLAR

B INVENTOR

When constructing new
may grant them ' per rank items or modifying attach-
of Speaks Binary on checks. ments, add or remove

COST 15 M per rank of Inventor
COST 15

May downgrade difficulty
of checks to interact with in-
stitutes of learning by one
level per rank of Respected
Scholar.

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

COST 15

I NATURAL
SCHOLAR

B TINKERER

May add 1 additional hard
point to a number of items
equal to ranks in Tinkerer.
Each item may only be
modified once

Il STROKE OF GE-
NIUS

B INVENTOR

When constructing new
items or modifying attach-
ments, add or remove
W per rank of Inventor

COST 20

Once per session, may
reroll any 1 Knowledge skill
check.

Once per session, makeone
skill check using Intellect
rather than the characteris-
tic linked to that

COST 20
CosT 20
COosT 20

B INTENSE FOCUS Il CAREFUL PLAN- ICATION M UTILITY BELT

Perform an Intense Focus NING Gain +1 to a single charac- Spend 1 Destiny Point to
maneuver: suffer 1 strain teristic. This cannot bring a perform a Utility Belt in-
and upgrade the ability of characteristic above 6. cidental; produce a previ-
the next skill check once. COST 25 ously undocumented item
or weapon (with restric-
tions) from a tool belt or a
satchel

Once per session, may in-
troduce a “fact” into the
narrative as if a Destiny
dolar 25 Point had been spent.

COSsT 25
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Engineer: Shipwright

Career Skills: Athletics, Computers, Knowledge (Education), Mechanics, Perception, Piloting (Space), Ranged

(Light), Vigilance

Additional Carreer Skills: Gunnery, Knowledge (Education), Mechanics, Piloting (Space)

B DOCKYARD EX-

PERTISE

May make an Average
(¢ ¢) Knowledge (Educa-
tion) check when at a space
dock. If successful, the
cost and time for repairs is
reduced by 25% per rank
of Dockyard Expertise

M SOLID REPAIRS

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

COST 10

B KNOWN
SCHEMATIC

Once per session, may per-
form the Known Schematic
maneuver; make a Hard
(¢ ¢ ¢) Knowledge (Educa-
tion) check. Success grants
familiarity with a building or
ship’s design.

M EYE FOR DETAIL

After making a Mechanics
or Computers check, may

suffer strain up to ranks in
Eye for Detail to convert
that many 3 to ©.

B FINE TUNING

When repairing  system
strain on a starship or
vehicle, repair 1 additional
system strain per rank of
Fine Tuning.

COST 10

Il DOCKYARD EX-
PERTISE

May make an Average
(® ¢) Knowledge (Educa-
tion) check when at a space
dock. If successful, the
cost and time for repairs is
reduced by 25% per rank
of Dockyard Expertise
COST 15

I
J

H BOUGHT INFO

Instead of making a Knowl-
edge check, may take a
Bought Info action; spend
credits equal to 50 times
the difficulty of the check to
pass with one 3%,

DEDICATION

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

COST 25

Il PUSH THE SPECS

Perform the Push the Specs
action when in a starship
or vehicle, making an Aver-
age (¢ ¢) Knowledge (Ed-
ucation) check. With suc-
cess, the ship’s top speed
increases by 1 fora number
of rounds equal to the char-
acter’s Intellect.

B GRIT

Gain + 1 strain threshold.

B EYE FOR DETAIL

After making a Mechanics
or Computers check, may
suffer strain up to ranks in
Eye for Detail to convert
that many % to ©.

COST 10

B SMART HANDLING

Once per session, take the
Smart Handling action;
making a Hard (¢ ¢ ¢)
Knowledge (Education)
check. Until start of the
next round the ship’s
handling increases by 2
plus an amount equal to &
scored on the check to a
maximum handling of +4.
COST 15

B SOLID REPAIRS

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

COST 20

Il MASTER ARTISAN

Once per round, may take
the Master Artisan inciden-
tal; suffer 2 strain to de-
crease the difficulty of next
Mechanics check by 1, to a
minimum of Easy (#)

B STROKE OF GE-
NIUS

Once per session, makeone
skill check using Intellect
rather than the characteris-
tic linked to that
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PASSIVE
ACTIVE
RANKED TALENT

Il CREATIVE DESIGN

As part of resolving a suc-
cessful crafting check, the
character may also apply a
result equivalent to spend-
ing a number of & equal to
their ranks in Creative De-
sign. The GM may then ap-
ply a result equivalent to
spending the same number

of &,

I DEBILITATING

SHOT

Upon a successful attack
with a starship or vehicle
weapon, may spend OQ
to reduce the maximum
speed of the target by 1
until the end of the next
round.

-

Il CREATIVE DESIGN

As part of resolving a suc-
cessful crafting check, the
character may also apply a
result equivalent to spend-
ing a number of & equal to
their ranks in Creative De-
sign. The GM may then ap-
ply a result equivalent to
spending the same number
of &,

—— =

Il CREATIVE DESIGN )

As part of resolving a suc-
cessful crafting check, the
character may also apply a
result equivalent to spend-
ing a number of €& equal to
their ranks in Creative De-
sign. The GM may then ap-
ply a result equivalent to
spending the same number
of &

Il EXHAUST PORT

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




Explorer: Archaeologist

Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Outer Rim), Knowledge (Xenology), Perception,

Piloting (Space), Survival

Additional Carreer Skills: Athletics, Discipline, Knowledge (Education), Knowledge (Lore)

B WELL ROUNDED

Choose any 2 skills. They
permanently become ca-

reer skills.

Il DURABLE

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

COST 10

M HARD HEADED Il RESEARCHER

Remove B per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.

When staggered or disori-
ented, perform the Hard
Headed action; make a
Daunting (¢ ¢ ¢ ) Disci-
pline check to rernove sta-
tus. Difficulty reduced per
rank of Hard Headed.

B TOUGHENED

Il RESOLVE

When a character involun-
tarily suffers strain, they
suffer 1 less strain per rank
of Resolve, to a minimum of

COST 10

Gain +2 wound threshold.
cosT 10

H STUNNING BLOW

When making  Melee
checks, may inflict damage
as strain instead of wounds.
This does not ignore soak.
COST 15

B HARD HEADED

When staggered or disori-
ented, perform the Hard
Headed action; make a
Daunting (¢ ¢ ¢ ¢) Disci-
pline check to rernove sta-
tus. Difficulty reduced per
rank of Hard Headed.

COST 20

take Pin action; make an
Opposed Athletics check to
immobilize an engaged op-
ponent until the end of
the character’'s next turn.
Spend @ to extend dura-
tion one round.
COST 25

M RESPECTED
SCHOLAR

Il KNOCKDOWN

After hitting with a melee
attack, may spend ® to
knock the target prone.

COST 15

May downgrade difficulty
of checks to interact with in-
stitutes of learning by one
level per rank of Respected
Scholar.

COST 15

Gain + 1 soak value.
COST 20

HEGRIT

Gain + 1 strain threshold.
COST 20

Il DEDICATION

Gain + 1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25

ESPECTED
SCHOLAR

May downgrade difficulty
of checks to interact with in-
stitutes of learning by one
level per rank of Respected
Scholar.

COST 25
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PASSIVE
ACTIVE
RANKED TALENT

M 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 10

B RESEARCHER

Remove B per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.
COST 15

Il 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.

-

USEUM WOR-
THY

Once per session, take Mu-
seum Worthy action; make
a Hard (¢ ¢ ¢) Knowledge
(Education) check to ascer-
tain information regarding a
relic, ruin, or piece of his-
tory.

Iy

EGRIT

Gain + 1 strain threshold.



Explorer: Big-Game Hunter

Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Outer Rim), Knowledge (Xenology), Perception,
g ge (Lore) ge ( ) ge (X ay) P RANKED TALENT

Piloting (Space), Survival

Additional Carreer Skills: Knowledge (Xenology), Ranged (Heavy), Stealth, Survival

M FORAGER

Remove up to HME from
skill checks to find food,
water, or shelter. Survival
checks to forage take half
the time.

COosT 5

Il TOUGHENED

Gain +2 wound threshold.
CoST 10

B STALKER
Add per rank of stalker

to all Stealth and Coordina-
tion checks.

COST 15

GRIT

Gain + 1 strain threshold.
COST 20

EGRIT

Gain + 1 strain threshold.

Il OUTDOORSMAN

Remove B per rank of Out-
doorsman from checks to
move through terrain or
manage environmental ef-
fects. Decrease overland
travel times by half

COST 10

Il NATURAL
HUNTER

Once per session, may
reroll any 1 Perception or
Vigilance check.
COST 15

B HUNTER'S
QUARRY

Take Hunter's Quarry ac-
tion; make a Hard (¢ ¢ #)
Survival check to upgrade
the ability of all attacks
made against a target at
long range until the end of
the character’s next turn.

CosT 20

H BRING IT DOWN

Once per attack, spend 1
Destiny Point to add dam-

age to a single hit equal to
target’'s Brawn value.

B IMPROVED
HUNTER'S
QUARRY

Suffer 2 strain to perform
Hunter's Quarry action as a

maneuver.

Il STALKER

Add I per rank of stalker
to all Stealth and Coordina-
tion checks.

Il CONFIDENCE

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

COST 10

M EXPERT TRACKER

Remove B per rank of Ex-
pert Tracker from checks to
find tracks or track targets.
Decrease time to track a
target by half.
COST 15

B QUICK STRIKE

Add per rank of Quick
Strike to combat checks
against targets that have
not acted yet this en-
counter

COST 20

ICATION

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

COST 25
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PASSIVE
ACTIVE

Il OUTDOORSMAN

Remove B per rank of Out-
doorsman from checks to
move through terrain or
manage environmental ef-
fects. Decrease overland
travel times by half

Does not suffer usual penal-
ties for moving through dif-

ESWIFT

ficult terrain.

B HEIGHTENED
AWARENESS

Allies within short range
add to Perception or Vigi-
lance checks. Engaged add

COST 15

M EXPERT TRACKER

Remove W per rank of Ex-
pert Tracker from checks to
find tracks or track targets.
Decrease time to track a
target by half.

CosT 20

Bl SUPERIOR RE-
FLEXES

Gain + 1 melee defense.
COST 25



Explorer: Driver

Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Outer Rim), Knowledge (Xenology), Perception,
RANKED TALENT

Piloting (Space), Survival

Additional Carreer Skills: Cool, Gunnery, Mechanics, Piloting (Planetary)

B 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 5

HGRIT

Gain + 1 strain threshold.

COST 10

Do not suffer usual penal-
ties for driving through dif-
ficult terrain when using Pi-
loting (Planetary).

M SKILLED JOCKEY

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

CosT 10

IMPROVED FULL
THROTTLE

Suffer 1 strain to attempt
Full Throttle as a maneuver
and decrease its difficulty
to Average (¢ ¢)

COST 15

B DEFENSIVE DRIV-
ING

Increase defense of vehi-
cle or starship being piloted
by 1 per rank of Defensive
Driving

COST 20

B TRICKY TARGET

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

B SKILLED JOCKEY

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

COST 20

B FINE TUNING

When repairing  system
strain on a starship or
vehicle, repair 1 additional
system strain per rank of
Fine Tuning.

H RAPID REACTION

Suffer a number of strain
to add an equal number
of 3 to Initiative checks.
Strain suffered cannot ex-
ceed ranks in Rapid Reac-
tion.

COST 10

B FINE TUNING

When repairing  system
strain on a starship or
vehicle, repair 1 additional
system strain per rank of
Fine Tuning.

COST 15

I NATURAL DRIVER

Once per session, may

reroll any 1 Piloting (Plane-

tary) or Gunnery check.
COST 20

SUPREME FULL
THROTTLE

When  performing  Full
Throttle, top speed in-
creases by 2 instead of 1.

HEFULL STOP

When piloting a ship or
vehicle, take a Full Stop
maneuver to reduce speed
to zero and suffer system
strain equal to the speed re-
duced.

COST 25

Bl MASTER DRIVER

Once per round when driv-
ing a vehicle, may suffer 2
strain to perform any action
as a maneuver.

COST 25
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PASSIVE
ACTIVE

Il GEARHEAD

Remove B per rank of
Gearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-
ments.

HGRIT

Gain + 1 strain threshold.
cosT 10

B TOUGHENED »

Gain +2 wound threshold.
COST 15

B GEARHEAD

Remove M per rank of
Gearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-
ments.

COST 20

Il DEDICATION

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

COST 25




Explorer: Fringer

Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Outer Rim), Knowledge (Xenology), Perception,

Piloting (Space), Survival

Additional Carreer Skills: Astrogation, Coordination, Negotiation, Streetwise

B STREET SMARTS

Remove B per rank of

l GALAXY MAPPER

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

Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

M SKILLED JOCKEY

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

B GALAXY MAPPER

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

COST 10 COsT 10

MASTER B DEFENSIVE DRIV-
STARHOPPER ING

Once per round, suffer 2 Increase defense of vehi-

strain to decrease the dif- cle or starship being piloted

ficulty of next Astrogation by 1 per rank of Defensive

check by 1 to a minimum of Driving

Easy (#). COST 15
COST 15

B RAPID RECOVERY W JUMP UP

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

Once per round, may stand
from seated or prone as an
incidental

COosT 20

COST 20

Il DEDICATION B TOUGHENED

Gain +1 to a single charac- Gain +2 wound threshold.
teristic. This cannot bring a COST 25

characteristic above 6.
COST 25

B RAPID RECOVERY

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

HEGRIT

Gain + 1 strain threshold.
[ T

H RAPID RECOVERY

When healing strain after

an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

COST 15

HEGRIT

Gain + 1 strain threshold.
COST 20

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
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PASSIVE
ACTIVE
RANKED TALENT

B STREET SMARTS

Remove B per rank of

Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

B TOUGHENED

Gain +2 wound threshold.
cosT 10

B DURABLE

May reduce any Critical In-

jury suffered by 10 per rank
of Durable, to a minimum of
1.

COST 15

Il KNOCKDOWN

After hitting with a melee
attack, may spend ® to
knock the target prone.
cosT 20

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




Explorer: Scout

Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Outer Rim), Knowledge (Xenology), Perception,
RANKED TALENT

Piloting (Space), Survival

Additional Carreer Skills: Athletics, Medicine, Piloting (Planetary), Survival

B RAPID RECOVERY

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

M FORAGER

Remove up to HM from
skill checks to find food,
water, or shelter. Survival
checks to forage take half
the time.

COST 10

RAPID REC )

When healing strain after

an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

COST 15

GRIT

Gain + 1 strain threshold.
COST 20

W UTILITY BELT

Spend 1 Destiny Point to
perform a Utility Belt in-
cidental; produce a previ-
ously undocumented item
or weapon (with restric-
tions) from a tool belt or a
satchel

COST 25

Il STALKER

Add per rank of stalker
to all Stealth and Coordina-
tion checks.

B QUICK STRIKE
Add per rank of Quick

Strike to combat checks
against targets that have
not acted yet this en-
counter

CosT 10

HEGRIT

Gain + 1 strain threshold.

B LET'S RIDE

Once per round. may
mount or dismount a ve-
hicle or beast, or enter a
cockpit or weapon station
on a vehicle, as an inciden-
tal

COST 10

Il NATURAL
HUNTER
Once per session, may

reroll any 1 Perception or
Vigilance check.

Il DEDICATION

B HEIGHTENED
AWARENESS

Allies within short range
add "to Perception or Vigi-
lance checks. Engaged add

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

COST 25

H FAMILIAR SUNS

Once per session, may
perform a Familiar Suns
maneuver; make a Hard
(¢ ¢ ¢) Knowledge (Outer
Rim) or (Core Worlds) check
to reveal the current type
of plan environment and
other useful information
COST 15

B TOUGHENED

Gain +2 wound threshold.
COST 20

Il STALKER

Add per rank of stalker
to all Stealth and Coordina-
tion checks.

COST 25
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PASSIVE
ACTIVE

B SHORTCUT

During a chase, add

per rank in Shortcut to any
checks made to catch or es-
cape an opponent.

H DISORIENT
After hitting with combat

check, may spend ©€ to
disorient target for number
of rounds equal to ranks in
Disorient

CosT 10

B SHORTCUT

During a chase, add
per rank in Shortcut to any
checks made to catch or es-
cape an opponent.

COST 15

H QUICK STRIKE

Add per rank of Quick
Strike to combat checks
against targets that have
not acted yet this en-
counter

COST 20

B DISORIENT

After hitting with combat
check, may spend ©€ to
disorient target for number
of rounds equal to ranks in
Disorient

COST 25



PASSIVE

[ ]
Explorer: Trader =
Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Outer Rim), Knowledge (Xenology), Perception,
_— ) RANKED ENT
Piloting (Space), Survival

Additional Carreer Skills: Deception, Knowledge (Core Worlds), Knowledge (Underworld), Negotiation

B KNOW SOME-
BODY

Once per session, when

attempting to purchase a
legally available item, re-
duce its rarity by 1 per rank
of Know Somebody.

B WHEEL AND DEAL

When selling goods legally,
gain 10% more credits per
rank of Wheel and Deal.

COsT 10

KNOW SOME-
BODY

Once per session, when
attempting to purchase a
legally available item, re-
duce its rarity by 1 per rank
of Know Somebody.

COST 15

B WHEEL AND DEAL

When selling goods legally,
gain 10% more credits per
rank of Wheel and Deal.

COST 20

KNOW SOME-
BODY

Once per session, when
attempting to purchase a
legally available item, re-
duce its rarity by 1 per rank
of Know Somebody.

COST 25

CONVINCING DE-
MEANOR

Remove B per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

HEGRIT

Gain + 1 strain threshold.
cosT 10

ENOBODY'S FOOL

May upgrade difficulty of
incoming Charm, Coercion,
or Deception checks once
per rank of Nobody’s Fool.
COST 15

B 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 20

Il NATURAL NEGO-
TIATOR

Once per session, may

reroll any 1 Cool or

Negotiation check.
COST 25

I WHEEL AND DEAL

When selling goods legally,
gain 10% more credits per
rank of Wheel and Deal.

B SPARE CLIP

Cannot run out of ammo
due to @. Items with Lim-
ited Ammo quality run out
of ammo as normal.

COST 10

B SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend ® to gain
additional 3 equal to ranks
in Smooth Talker.
COST 15

H BLACK MARKET
CONTACTS

When purchasing illegal

goods, may reduce rarity
by 1 per rank of Black Mar-
ket Contacts, increasing
cost by 50 percent of base
cost per reduction

COST 20

ICATION

Gain +1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25
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H SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend ® to gain
additional 3¥ equal to ranks
in Smooth Talker.

B TOUGHENED

Gain +2 wound threshold.

COosT 10

ENOBODY'S FOOL

May upgrade difficulty of
incoming Charm, Coercion,
or Deception checks once

per rank of Nobody’s Fool.
COST 15

H BLACK MARKET
CONTACTS

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black Mar-
ket Contacts, increasing
cost by 50 percent of base
cost per reduction

CosT 20

B MASTER MER-
CHANT

When buying or selling
goods, or paying off or
taking Obligation, may
suffer 2 strain to sell for
25% more, buy for 25%
less, pay off 1 more Obli
gation, or take 1 less.




-
Guardian: Armorer

Career Skills: Brawl, Cool, Discipline, Melee, Resilience, Vigilance
RANKED TALENT

Additional Carreer Skills: Knowledge (Outer Rim), Lightsaber, Mechanics, Resilience
FORCE TALENT

HINVENTOR

When constructing new
items or modifying attach-
ments, add or remove
B per rank of Inventor

Il GEARHEAD

Remove B per rank of
Gearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-
ments.

HEGRIT B TOUGHENED

Gain + 1 strain threshold. Gain +2 wound threshold.

m B SABER THROW

Perform Saber Throw ac-
tion, make Lightsaber com-
bat check as ranged attack
at target within medium
range, adding O no greater
than Force rating. Must
spend @ and succeed to
hit target; spend @ to have
weapon return to hand.
COST 10

B ARMOR MASTER

When wearing armor, in-
crease total soak value by
1.

HGRIT

Gain + 1 strain threshold.
CosT 10

Bl GEARHEAD

Remove B per rank of
Gearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-
ments.

COST 10

COST 10

B IMPROVED AR-
MOR MASTER

UGHENED

Gain +2 wound threshold.
COST 15

INVENTOR

When constructing new
items or modifying attach-
ments, add or remove
W per rank of Inventor
COST 15

Always count as having the
right tools for the job when
performing Mechanics
checks

When wearing armor with a
soak value of 2 or higher, in-
crease defense by 1

COST 15

COST 15

Il COMPREHEND B TINKERE m B FALLING B SUPREME ARMOR

TECHNOLOGY May add 1 additional hard AVALANCHE MASTER

point to a number of items
equal to ranks in Tinkerer.
Each item may only be
modified once

Suffer 2 strain to add dam-
age equal to Brawn to next
age (¢ ¢) Knowledge (Edu- Lightsaber combat check mor Master incidental: re-
cation) check to use Force made that turn duce the next Critical Injury
rating as ranks in skills to E0STR20 COST 20 suffered by 10 per point of
use a single item. soak, to a minimum of 1.

COST 20 COST 20

Take Comprehend Technol-
ogy action; make an Aver-

Once per round, may suf-
fer 3 strain to take the Ar-

H REINFORCE ITEM

Take the Reinforce Item
maneuver: commit OO to
grant one weapon or piece
of armor the Cortosis qual-
ity while ©O remains com-
mitted. Suffer 3 strain ev-
ery round OO remain com-
mitted.

m B FORCE RATING )

Gain + 1 Force Rating.
COST 25

H DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

Take the Imbue Item ma-
neuver; suffer 1 strain and
commit © to grant one
weapon, piece of armor, or
item an improvement while
O remains committed. Suf-
fer 1 strain every round O
remains committed.
COST 25

COST 25
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PASSIVE
ACTIVE
RANKED TALENT

Guardian: Peacekeeper

Career Skills: Brawl, Cool, Discipline, Melee, Resilience, Vigilance
Additional Carreer Skills: Discipline, Leadership, Perception, Piloting (Planetary)

Il COMMAND

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

Hl COMMANDING
PRESENCE

Remove M per rank of
Commanding Presence
from Leadership and Cool
checks.
COST 10

TOUGHENED

Gain +2 wound threshold.
COST 15

Il CONFIDENCE

May decrease difficulty of
Discipline checks to avoid

fear by 1 per rank of Con-
fidence.

GHENED

Gain +2 wound threshold.
CosT 10

M ENHANCED
LEADER

When making a Leadership
check, add O no greater
than Force rating. Spend @
toadd ¥ or © to the result.

COST 15

M 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 20

If a missed combat check
generates ® or QU Y may

spend to perform Force
power targeting allies as a
maneuver.

B SECOND WIND

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

COST 20

Il DEDICATION

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

COST 25

Il SECOND WIND

Once per encounter, may
use Second Wind incidental

to recover strain equal to
ranks in Second Wind.

Il SECOND WIND

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

COST 10

OMMAND

Add per rank of Com-

mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

COST 15

Il TOUGHENED

Gain +2 wound threshold.
COST 20

n MFORCE RATING )

Gain + 1 Force Rating.
COST 25
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FORCE TALENT

Il COMMANDING
PRESENCE

Remove B per rank of

Commanding Presence
from Leadership and Cool
checks.

Il CONFIDENCE
May decrease difficulty of

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

COST 10

B FIELD COMMAN-
DER

Take the Field Commander
action; make an Average
(#® ) Leadership check A
number of allies equal to
Presence may immediately
suffer 1 strain to perform 1
free maneuver.

B FIELD COMMAN-
DER

Field Commander action af-
fects allies equal to double
Presence, and may spend
® to allow allies to suffer 1
strain and perform free ac-
tion instead.

Il NATURAL LEADER

Once per session, may
reroll any 1 Cool or

Leadership check.




Guardian: Protector

Career Skills: Brawl, Cool, Discipline, Melee, Resilience, Vigilance
Additional Carreer Skills: Athletics, Medicine, Ranged (Light), Resilience

Il TOUGHENED

Gain +2 wound threshold.

Il PARRY

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

COST 10

When hit by a ranged at-
tack, suffer 3 strain to re-
duce damage by 2 plus
ranks in Reflect.

COST 15

M CIRCLE OF SHEL-
TER

When an engaged ally suf-
fers a hit, may use Parry
or Reflect incidental against
the hit.

m B 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

BODY GUARD

Once per round, perform
the Body Guard maneuver
to guard an engaged char-
acter. Suffer a number of
strain no greater than ranks
of Body Guard, then until
the beginning of the next
turn upgrade the difficulty
of combat checks targeting
the character by that num-
ber.

HEGRIT

Gain + 1 strain threshold.

COST 5

H PHYSICIAN

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

COST 10

B STIMPACK SPE-
CIALIZATION

Stimpacks heal 1 additional
wound per rank of Stim-
pack Specialization.

COST 10

B STIMPACK SPE-
CIALIZATION

B HEIGHTENED

AWARENESS

Stimpacks heal 1 additional
wound per rank of Stim-
pack Specialization.

COST 15

Allies within short range
add 'to Perception or Vigi-
lance checks. Engaged add

COST 15

Gain + 1 strain threshold.
COST 20

Perform the Force Protec-
tion maneuver; suffer 1
strain and commit O up to
ranks of Force Protection.
Increase soak by number of
O committed until begin-
ning of next turn. Suffer 1
strain every turn O remains
committed.

COST 20

m B FORCE RATING )

Gain +1 Force Rating.
COST 25

DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

B TOUGHENED

Gain +2 wound threshold.

B FORCE PROTEC-
TION

Perform the Force Protec-
tion maneuver; suffer 1
strain and commit O up to
ranks of Force Protection.
Increase soak by number of
O committed until begin-
ning of next turn. Suffer 1
strain every turn O remains
committed.

COST 10

m B 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 15

Once per round, perform
the Body Guard maneuver
to guard an engaged char-
acter. Suffer a number of
strain no greater than ranks
of Body Guard, then until
the beginning of the next
turn upgrade the difficulty
of combat checks targeting
the character by that num-
ber.

B IMPROVED BODY

GUARD

Once per session, when an
ally protected by the Body
Guard maneuver suffers a
hit, suffer the hit instead.




:
Guardian: Soresu Defender

Career Skills: Brawl, Cool, Discipline, Melee, Resilience, Vigilance
RANKED TALENT

FORCE TALENT

Additional Carreer Skills: Discipline, Knowledge (Lore), Lightsaber, Vigilance

Hl PARRY

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

M PARRY B TOUGHENED

When hit by a melee attack, Gain +2 wound threshold.

B DEFENSIVE

STANCE

suffer 3 strain to reduce
damage by 2 plus ranks in
Parry.

Once per round, may per-
form Defensive Stance ma-
neuver and suffer a num-
ber of strain to upgrade dif-
ficulty of all incoming melee
attacks by an equal number
for the next round. Strain
suffered this way cannot
exceed ranks in Defensive
Stance.

COST 5

M SORESU TECH- m> HGRIT EGRIT

NIQUE When hit by a ranged at- Gain + 1 strain threshold. Gain + 1 strain threshold.
tack, suffer 3 strain to re- COST 10 COST 10
duce damage by 2 plus

ranks in Reflect.

When making a check us-
ing the Lightsaber skill, the
character may use Intellect
instead of Brawn.

COST 10

COSsT 10

M PARRY

Il CONFIDENCE M IMPROVED PARRY

May decrease difficulty of When parrying a hit that
Discipline checks to avoid generated ®@ or @&
fear by 1 per rank of Con- may hit attacker once with
fidence. Lightsaber, Brawl, or Melee
COST 15 weapon (dealing base dam-
age) after original attack re-
solves.

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

May take the Defensive Cir-
cle action, making a Hard
(& & @) Lightsaber (Intel-
lect) check. The character,
plus one ally within short
range per ¥ gains X de-
fense until the beginning of
next turn. X equals 1, plus
1 per U9,

COST 15

COST 15

COST 15

B PARRY ) ‘ : B DEFENSIVE

When hit by a melee attack, When hit by a ranged at- When hit by a ranged at- STANCE
suffer 3 strain to reduce tack, suffer 3 strain to re- tack, suffer 3 strain to re-
damage by 2 plus ranks in duce damage by 2 plus duce damage by 2 plus
Parry. ranks in Reflect. ranks in Reflect.

Once per round, may per-
form Defensive Stance ma-
neuver and suffer a num-
ber of strain to upgrade dif-
ficulty of all incoming melee
attacks by an equal number
for the next round. Strain
suffered this way cannot
exceed ranks in Defensive
Stance.

——

B STRATEGIC FORM

May take the Strategic
Form action, making a
Hard (¢ ¢ ®) Lightsaber
(Intellect) check, rolling
O no greater than Force
rating. If successful, 1
target within short range
may only attack character
for 1 round. Spend @ to
extend effects for 1 target
for 1 round.

=

COsT 20 COST 20

COsT 20

Il SUPREME PARRY

If the user did not make a
combat check during their
previous turn, may suffer 1
strain to use Parry.

COST 25

Il IMPROVED RE-
FLECT

When reflecting a hit that
generated @ or @&
may hit one target in
medium range with the
same damage as the initial
hit, after original attack
resolves.

H DEDICATION

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

COST 25

COST 25
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Guardian: Warden

Career Skills: Brawl, Cool, Discipline, Melee, Resilience, Vigilance

Additional Carreer Skills: Brawl, Coercion, Discipline, Knowledge (Underworld)

HEGRIT

Gain + 1 strain threshold.

Il PRECISION
STRIKE

When this character inflicts
a Critical Injury with a
Brawl, Melee, or Lightsaber
weapon, may suffer 1
strain to change the result
to any Easy (#) Critical
Injury result.

COsT 10

Il SENSE ADVAN-
TAGE

Once per session, may add
M to0 1 N PCs skill check.

COST 15

Il TOUGHENED »

Gain +2 wound threshold.
COST 20

H GRAPPLE

Once per round, may per-
form the Grapple maneu-
ver. Until the beginning of
the character's next turn,
foes must spend 2 maneu-
vers to move from engaged
to short instead of 1.
COST 25

B TOUGHENED

Gain +2 wound threshold.

H 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.

B SCATHING TIRADE

Take a Scathing Tirade
action; make an Average
(¢ ¢) Coercion check.
Each ¥causes one enemy
COST 10 in close range to suffer 1
strain. Spend  to cause 1
affected enemy to suffer 1
additional strain.

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

COsT 10

Il CONFIDENCE

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

M 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

COST 15

M BALEFUL GAZE

When targeted by combat
check from within medium
range, may spend a Destiny
Point to upgrade the diffi-
culty of the check a number
of times equal to ranks in
Coercion. Take 1 conflict at
the beginning of each ses-
sion.

I OVERBALANCE

When a combat check
made by an engaged foe
generates @ or L&,
may stagger attacker until
the end of their next turn.

COsT 20

H DEDICATION

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

COST 25

m B FORCE RATING )

Gain + 1 Force Rating.
COST 25
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

GRIT

Gain + 1 strain threshold.

HBAD COP

May spend &€& from a De-
ception or Coercion check
to upgrade ability of a sin-
gle ally’s subsequent social
interaction check against
the target a number of
times equal to ranks in Bad
Cop.

COST 10

"

May spend &€ from a Co-
ercion check or &% from a
foe’s Discipline check; that
target cannot perform a
free maneuver during their
next turn.

CoST 15

[merocor

May spend & ¥ from a De-
ception or Coercion check
to upgrade ability of a sin-
gle ally’s subsequent social
interaction check against
the target a number of
times equal to ranks in Bad
Cop.

COST 20

B 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



Guardian: Warleader

Career Skills: Brawl, Cool, Discipline, Melee, Resilience, Vigilance
Additional Carreer Skills: Leadership, Perception, Ranged (Light), Survival

IME POSITIONS

When this character or an
ally in short range takes
cover, they both increase
their soak against ranged
attack by 1 per rank of
Prime Positions until they
leave that cover.
CoST 5

Gain + 1 strain threshold.
COST 10

Il SUPPRESSING
FIRE

Character and allies in short
range may spend € on
failed combat checks once
per round to inflict 1 strain
per rank in Suppressing Fire
on the target.

COST 15

Il COORDINATED
ASSAULT

Take the Coordinated As-
sault maneuver: a number
of engaged allies equal to
Leadership ranks add ¥ to
combat checks until begin-
ning of next turn. Range in-
creases per additional rank
of Coordinated Assault.
COST 20

B CLEVER SOLU-

TION

Once per session, make
one skill check using Cun-
ning rather than the charac-
teristic linked to that skill
COST 25

Il SUPPRESSING
FIRE

Character and allies in short
range may spend €& on
failed combat checks once
per round to inflict 1 strain

per rank in Suppressing Fire
on the target.

Il CAREFUL PLAN-

NING

Once per session, may in-
troduce a "fact” into the
narrative as if a Destiny
Point had been spent.

COST 10

GRIT

Gain + 1 strain threshold.
COST 15

When this character or an
ally in short range takes
cover, they both increase
their soak against ranged
attack by 1 per rank of
Prime Positions until they
leave that cover.

CosT 20

Il DEDICATION

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

COST 25

HEGRIT

Gain + 1 strain threshold.

"

Once per game, remove
HH from any 1 check.

COST 10

Add " per rank of Uncanny
Reactions to all Perception
checks.

COST 15

H BLIND SPOT

This character and allies
within short range add € to
combat checks while bene-
fitting from cover.

COST 20

m BFORCE RATING )

Gain + 1 Force Rating.
COST 25
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

Add I per rank of Uncanny

Reactions to all Perception
checks.

Does not suffer usual penal-
ties for moving through dif-
ficult terrain.

CosT 10

m B PRESCIENT SHOT

Add I to all Ranged (Light)
checks unless the target is
immune to Force Powers.

COST 15

m B FOREWARNING

Perform the Forewarning
action.  All allies within
medium range increase de-
fense by character’s Force
rating until they act in the
encounter.

cosT 20

OPHETIC AIM

While benefitting from an
Aim maneuver, ® from this
character’s Ranged (Heavy)
and Ranged (Light) checks
cannot cause attacks to hit
allies engaged with the tar-
get.

CcosT 25



Hired Gun: Bodyguard

Career Skills: Athletics, Brawl, Discipline, Melee, Piloting (Planetary), Ranged (Light), Resilience, Vigilance
L . ) i RANKED TALENT
Additional Carreer Skills: Gunnery, Perception, Piloting (Planetary), Ranged (Heavy)

B TOUGHENED

B BARRAGE

Add 1 damage per rank of
Barrage to 1 hit of suc-
cessful attack while using
Ranged (Heavy) or Gunnery
skills at long or extreme
range.

B DURABLE

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

HEGRIT

Gain +2 wound threshold. Gain + 1 strain threshold.

Hl BRACE

Perform the Brace maneu-
ver to remove B per rank
of Brace from next Ac-
tion. This may only remove

Hl BARRAGE

Add 1 damage per rank of
Barrage to 1 hit of suc-
cessful attack while using
Ranged (Heavy) or Gunnery
pline check to rernove sta- skills at long or extreme B added by environmental
of Body Guard, then until tus. Difficulty reduced per range. circumstances
the beginning of the next rank of Hard Headed. COST 10 COST 10
turn upgrade the difficulty COST 10

of combat checks targeting
the character by that num-
ber.

M HARD HEADED

H BODY GUARD

Once per round, perform
the Body Guard maneuver
to guard an engaged char-
acter. Suffer a number of
strain no greater than ranks

When staggered or disori-
ented, perform the Hard
Headed action; make a
Daunting (¢ ¢ ¢ ) Disci-

ODY GUARD M SIDE STEP M DEFENSIVE

Once per round, perform Once per round, may per- STANCE Perform the Brace maneu-
the Body Guard maneuver form Side Step maneuver Once per round, may per- ver to remove B per rank
to guard an engaged char- and_ suffer a num_b(_ar of form Defensive Stance ma- o_f Brac_e from next Ac-
acter. Suffer a number of strain to upgrade difficulty neuver and suffer a num- tion. This may orjly remove
strain no greater than ranks of all incoming ranged at- ber of strain to uperade dif- W added by environmental
of Body Guard, then until tacks by an equal number ficulty of all incorgign melee circumstances
the beginning of the next for this round. Strain suf- attacisb ane ualﬁumber COST 15
turn upgrade the difficulty fered this way cannot ex- for the néxt ro(imd Strain
of combat checks targeting ceed ranks in Side Step. suffered  this Way' cannot
Eheer character by that num- exceed ranks in Defensive

) Stance.

COST 15

NDURING

Gain + 1 soak value.
COST 20

M SIDE STEP M DEFENSIVE RD HEADED

Once per round, may per- STANCE When staggered or disori-
form Side Step maneuver ented, perform the Hard
and suffer a number of Headed action; make a
strain to upgrade difficulty Daunting (¢ ¢ ¢ ¢) Disci-
of all incoming ranged at- pline check to rernove sta-
tacks by an equal number tus. Difficulty reduced per
for this round. Strain suf- rank of Hard Headed.
fered this way cannot ex-
ceed ranks in Side Step.
CoSsT 20

Once per round, may per-
form Defensive Stance ma-
neuver and suffer a num-
ber of strain to upgrade dif-
ficulty of all incoming melee
attacks by an equal number
for the next round. Strain
suffered this way cannot
exceed ranks in Defensive
Stance.

COST 20

B TOUGHENED

Gain +2 wound threshold.
COST 25

l BARRAGE

Add 1 damage per rank of
Barrage to 1 hit of suc-
cessful attack while using
Ranged (Heavy) or Gunnery
skills at long or extreme
range.

Hl DEDICATION

Gain +1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

Il IMPROVED HARD

HEADED

When incapacitated due to
strain exceeding threshold,
may take a more diffi-
cult Hard Headed action to
reduce strain to | below
threshold.

COsT 25
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PASSIVE
ACTIVE
RANKED TALENT

Hired Gun: Enforcer

Career Skills: Athletics, Brawl, Discipline, Melee, Piloting (Planetary), Ranged (Light), Resilience, Vigilance

B TOUGHENED

Gain +2 wound threshold.

Il DURABLE

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

COST 10

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 15

E

Il SECOND WIND

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

COST 20

Il 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

H 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.

Additional Carreer Skills: Brawl, Coercion, Knowledge (Underworld), Streetwise

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.

B STUNNING BLOW

When making Melee
checks, may inflict damage
as strain instead of wounds.
This does not ignore soak.
COST 10

Il DEFENSIVE
STANCE

Once per round, may per-
form Defensive Stance ma-
neuver and suffer a num-
ber of strain to upgrade dif-
ficulty of all incoming melee
attacks by an equal number
for the next round. Strain
suffered this way cannot
exceed ranks in Defensive
Stance.

COST 15

B STREET SMARTS

Remove B per rank of

Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

COST 20

Il DEDICATION

Gain + 1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25

Il NATURAL EN-
FORCER

Once per session may
re-roll any 1 Coercion or
Streetwise check.

COST 10

UGHENED

Gain +2 wound threshold.
COST 15

B WALK THE WALK

The character may spend 1
Destiny Point to add dam-
age equal to their ranks in
Streetwise to one hit of a
successful Brawl check.

COST 20

H BLACK MARKET
CONTACTS

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black Mar-
ket Contacts, increasing
cost by 50 percent of base
cost per reduction

COST 25
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B STREET SMARTS

Remove B per rank of
Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

M TALK THE TALK

When making a Knowledge
skill check, the character
may spend 1 Destiny Point
to substitute Knowledge
(Underworld) or Streetwise
for the required skill.

HLooM

When an ally engaged with
the character makes a suc-
cessful Charm, Deception,
or Negotiation check, the
character adds ©& per rank
in Coercion to the ally’'s
check.
COST 15

Il 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 20

B 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




Hired Gun: Demolitionist

Career Skills: Athletics, Brawl, Discipline, Melee, Piloting (Planetary), Ranged (Light), Resilience, Vigilance
RANKED TALENT

Additional Carreer Skills: Computers, Cool, Mechanics, Skulduggery

B POWERFUL BLAST

Increase  Blast damage
dealt by explosives,
explosive weapons, and
grenades by | per rank of
Powerful Blast.

HEGRIT

Gain + 1 strain threshold.

B STEADY NERVES

Remove B per rank of
Steady Nerves from Cool or
Skulduggery checks.

B SELECTIVE DETO-

NATION

When using any weapon
with the Blast quality,
spend € to exclude 1 tar-
get that would normally be
affected by the explosion.
May not exceed ranks in
Selective Detonation

UGHENED

Gain +2 wound threshold.
CoST 10

HETIME TO GO M POWERFUL BLAST EGRIT

May spend 1 Destiny Point Increase  Blast damage Gain + 1 strain threshold.
to perform a Move maneu- dealt by explosives, COST 10
ver as an incidental to at- explosive weapons, and
tempt to move into cover or grenades by | per rank of
out of the Blast range of a Powerful Blast.
weapon or explosion.

COST 10

Il IMPROVED TIME B STEADY NERVES

TO GO

ENDURING

Gain + 1 soak value.
COST 15

Il 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.

Remove M per rank of
Steady Nerves from Cool or
Skulduggery checks.
COST 15

When activating Time to
Go, allow 1 engaged ally to
also perform an out of turn
Move maneuver as an inci-
dental to attempt to move
into cover or out of the
Blast range of a weapon or
explosion.

COST 15

IMPROVISED DET- Il POWERFUL BLAST

NATION Increase  Blast damage Gain + 1 strain threshold.
dealt by explosives, COST 20

explosive weapons, and
grenades by | per rank of
Powerful Blast.

Il SELECTIVE DE
NATION

When using any weapon
with the Blast quality,
spend & to exclude 1 tar-
get that would normally be
affected by the explosion.
May not exceed ranks in
Selective Detonation

Once per session, make
a Hard (¢ ¢ ¢) Mechanics
check to perform the Im-
provised Detonation action
and build an explosive de-
vice, dealing damage equal
to ranks in Intellect + ranks
in Mechanics + .

CosT 20

L

Il SELECTIVE DETO-

B MASTER
GRENADIER

H IMPROVED [M-

CATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

PROVISED DETO-
NATION
Reduce the difficulty of

Improvised  Detonation’s
check to Average (¢ #)

NATION

Decrease the cost to acti-
vate the Blast quality on
any weapon used by 1 to a
minimum of 1.

When using any weapon
with the Blast quality,
spend & to exclude 1 tar-
get that would normally be

; affected by the explosion.
anq Increase damage to May not gxceed rgnks in
twice ranks in Mechanics.

m V4 Selective Detonation

COST 25

Dangerous Covenants p. 29



PASSIVE
ACTIVE
RANKED TALENT

Hired Gun: Heavy

Career Skills: Athletics, Brawl, Discipline, Melee, Piloting (Planetary), Ranged (Light), Resilience, Vigilance

H BURLY

Reduce any wielded
weapon'’s Cumbersome

quality and Encumbrance
rating by a number equal
to ranks in Burly to a
minimum of 1.

Hl BARRAGE

Add 1 damage per rank of
Barrage to 1 hit of suc-

cessful attack while using
Ranged (Heavy) or Gunnery
skills at long or extreme
range.

COsT 10

M SIDE STEP

Once per round, may per-
form Side Step maneuver
and suffer a number of
strain to upgrade difficulty
of all incoming ranged at-
tacks by an equal number
for this round. Strain suf-
fered this way cannot ex-
ceed ranks in Side Step.

COST 15

Bl BRACE

Perform the Brace maneu-
ver to remove M per rank

of Brace from next Ac-
tion. This may only remove
W added by environmental
circumstances

COST 20

H BURLY

Reduce any wielded
weapon'’s Cumbersome

quality and Encumbrance
rating by a number equal
to ranks in Burly to a
minimum of 1.

COST 25

M BARRAGE

Add 1 damage per rank of
Barrage to 1 hit of suc-
cessful attack while using
Ranged (Heavy) or Gunnery
skills at long or extreme
range.

Hl BRACE

Perform the Brace maneu-
ver to remove B per rank

of Brace from next Ac-
tion. This may only remove
W added by environmental
circumstances

COST 10

BURLY

Reduce any wielded
weapon'’s Cumbersome

quality and Encumbrance
rating by a number equal
to ranks in Burly to a
minimum of 1.

COST 15

B BARRAGE

Add 1 damage per rank of
Barrage to 1 hit of suc-
cessful attack while using
Ranged (Heavy) or Gunnery
skills at long or extreme
range.

CosT 20

Il DEDICATION

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

COST 25

Additional Carreer Skills: Gunnery, Perception, Ranged (Heavy), Resilience

B GRIT

Gain + 1 strain threshold.

B SPARE CLIP

Cannot run out of ammo
due to @. Items with Lim-
ited Ammo quality run out
of ammo as normal.

COST 10

H 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 15

HERAIN OF DEATH

Perform the Rain of Death
maneuver to ignore the in-
creased difficulty due to the
Auto-fire quality of attacks
made this turn.

B ARMOR MASTER

When wearing armor, in-
crease total soak value by
1.

COST 25
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B TOUGHENED

Gain +2 wound threshold.

Il DURABLE

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

CosT 10

UGHENED

Gain +2 wound threshold.
COST 15

W HEROIC RE-

SILIENCE

Immediately after being hit
by an attack but before
suffering damage, spend 1
Destiny Point to increase

soak by ranks in Resilience.

M HEAVY HITTER

Once per session, spend
® on a successful Ranged
(Heavy) or Gunnery check
to add the Breach 1 quality
to the attack, or increase an
existing Breach rating by 1.




Hired Gun: Marauder

Career Skills: Athletics, Brawl, Discipline, Melee, Piloting (Planetary), Ranged (Light), Resilience, Vigilance

Additional Carreer Skills: Coercion, Melee, Resilience, Survival

B TOUGHENED

Il FRENZIED ATTACK

When making a Melee or
Brawl check, suffer a num-
ber of strain to upgrade the
attack an equal number of
times. The strain suffered
may not exceed ranks in
Frenzied Attack
COST 5

Gain +2 wound threshold.

B FERAL STRENGTH

Add 1 damage per rank of
Feral Strength to one hit of
successful attacks made us-
ing Brawl or Melee skills.
COST 10

B TOUGHENED

Gain +2 wound threshold.
cosT 10

B LETHAL BLOWS

Add + 10 per rank of
Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

B ENDURING

Gain + 1 soak value.
COST 15

COST 15

B FERAL STRENGTH

Add 1 damage per rank of
Feral Strength to one hit of
successful attacks made us-
ing Brawl or Melee skills.

CosT 20

[mroucnenzo 3

Gain +2 wound threshold.
COST 20

E

B FRENZIED ATTACK

When making a Melee or
Brawl check, suffer a num-
ber of strain to upgrade the
attack an equal number of
times. The strain suffered
may not exceed ranks in
Frenzied Attack

Gain + 1 soak value.
COST 25

COST 25

PASSIVE
ACTIVE
RANKED TALENT

B FERAL STRENGTH

Add 1 damage per rank of
Feral Strength to one hit of
successful attacks made us-
ing Brawl or Melee skills.

B LETHAL BLOWS

Add + 10 per rank of
Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

B HEROIC FORTI- Il KNOCKDOWN

TUDE After hitting with a melee

attack, may spend ® to

knock the target prone.
COST 10

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

COST 10

M TOUGHENED M FRENZIED ATTACK

Gain +2 wound threshold.
COST 15

When making a Melee or
Brawl check, suffer a num-
ber of strain to upgrade the
attack an equal number of
times. The strain suffered
may not exceed ranks in
Frenzied Attack

COsT 15

I NATURAL B LETHAL BLOWS

BRAWLER Add + 10 per rank of
Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

E

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

cosT 20

COST 20

Il DEDICATION

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

COST 25

M DEFENSIVE
STANCE

Once per round, may per-
form Defensive Stance ma-
neuver and suffer a num-
ber of strain to upgrade dif-
ficulty of all incoming melee
attacks by an equal number
for the next round. Strain
suffered this way cannot
exceed ranks in Defensive
Stance.

-
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Hired Gun: Mercenary

Career Skills: Athletics, Brawl, Discipline, Melee, Piloting (Planetary), Ranged (Light), Resilience, Vigilance
Additional Carreer Skills: Discipline, Gunnery, Leadership, Ranged (Heavy)

Il COMMAND

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline

checks for next 24 hours.

Il SECOND WIND

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

COST 10

HEFIELD COMMAN-
DER

Take the Field Commander
action; make an Average
(¢ ) Leadership check A
number of allies equal to
Presence may immediately
suffer 1 strain to perform 1
free maneuver.

COST 15

B FIELD COMMAN-
DER

Field Commander action af-
fects allies equal to double
Presence, and may spend
® to allow allies to suffer 1
strain and perform free ac-
tion instead.

-

Bl DEADLY ACCU-
RACY

When acquired, choose 1
combat skill. Add damage
equal to ranks in that skill to
one hit of successful attack
made using that skill

COST 25

Il SECOND WIND

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

COST 5

Il CONFIDENCE
May decrease difficulty of

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

COosT 10

Il COMMAND

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

COST 15

HBGRIT

Gain + 1 strain threshold.
COST 20

H TRUE AIM

Once per round, may per-
form a True Aim maneuver
to gain benefits of aiming
and upgrade combat check
once per rank of True Aim.
CoST 25

PASSIVE

M SIDE STEP

Once per round, may per-
form Side Step maneuver
and suffer a number of
strain to upgrade difficulty
of all incoming ranged at-
tacks by an equal number
for this round. Strain suf-
fered this way cannot ex-
ceed ranks in Side Step.

H POINT BLANK

Add 1 damage per rank of
Point Blank to damage of
one hit of successful attack
while using Ranged (Heavy)
or Ranged (Light) skills at
close range or engaged

l POINT BLANK

Add 1 damage per rank of
Point Blank to damage of
one hit of successful attack
while using Ranged (Heavy)
or Ranged (Light) skills at
close range or engaged
cosT 10

Bl STRONG ARM

Treat thrown weapons as if
they had 1 greater range.
COST 10

Il NATURAL MARKS- I SNIPER SHOT

MAN Before making a non
thrown ranged  attack,
may perform a Sniper
Shot maneuver to increase
the weapon’s range by 1
range band per rank in
Sniper Shot. Upgrade the
difficulty of the attack by 1
per range band increase
COST 15

Once per session, may
reroll any 1 Ranged (Light)
or Ranged (Heavy) check.
COST 15

UGHENED M LETHAL BLOWS

Gain +2 wound threshold. Add + 10 per rank of

COST 20 Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

COST 20

Il DEDICATION l TRUE AIM

Gain +1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

Once per round, may per-
form a True Aim maneuver
to gain benefits of aiming
and upgrade combat check
once per rank of True Aim.
CoSsT 25
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.
Jedi: General

Career Skills: Athletics, Cool, Discipline, Knowledge (Lore), Lightsaber, Piloting (Space)
RANKED TALENT

FORCE TALENT

B TOUGHENED

Additional Carreer Skills: Knowledge (Warfare), Leadership, Piloting (Planetary), Vigilance

Prerequisite: Force Rating 2

GRIT Il COMMANDING

Gain + 1 strain threshold. PRESENCE

Il COMMAND

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

Gain +2 wound threshold.

Remove B per rank of
Commanding Presence
from Leadership and Cool
checks.

Il PARRY

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

B FALL BACK! B STAND FIRM!

While engaged with an op- As an action, make a Hard
ponent, the character may (¢ & @) Leadership check.
suffer a number of strain up Choose one ally per
to their Leadership to al- who increase their wound
low an equal number of al- threshold by the charac-
lies engaged with that op- ter's Presence until the end
ponent to immediately dis- of the encounter.
engage as an out-of-turn in- COST 10
cidental.

When hit by a ranged at-
tack, suffer 3 strain to re-
duce damage by 2 plus
ranks in Reflect.

COST 10 COST 10

COST 10

I ENHANCED
LEADER

Il COMMANDING
PRESENCE

Il PREEMPTIVE IN-
TERVENTION

HEGRIT

Gain + 1 strain threshold.
CoST 15

Remove B per rank of
Commanding Presence
from Leadership and Cool
checks.

Immediately after an op-
ponent moves to engage
an ally within short range,
the character may spend
one Destiny Point to en-
gage that opponent as an
out-of-turn incidental.

COST 15

When making a Leadership
check, add O no greater
than Force rating. Spend @
to add 3 or © to the result.

COST 15 COST 15

Il TOUGHENED

Gain +2 wound threshold.
COST 20

E

NATURAL CHAM- Hl IMPROVED STAND
The character may spend 1 PION FIRM!

E}iStierg P}?iwtmt;néitgrtgﬁ Once per session, may Stand Firm action also
terpincagacitatm or inflict- reroll any 1 Lightsaber or increases affected allies’
p 8 Leadership check. strain threshold by an

ing a Critical Injury. Roll O
nog greater thajn Fyorce rat- EOSTR20) amount equal to the char-
acter’'s Presence rating.

ing, and spend @ to heal 2
strain from each ally within
medium range. Take 1 con-
flict at the beginning of each
session.

B FORCE RATING ‘ M EXAMPLAR OF
THE REPUBLIC

B KNOWLEDGE IS
STRENGTH

Il DEDICATION

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

COST 25

Gain + 1 Force Rating.

Once per session when COSTR25 Add O to mass combat

making a check, the char- check up to Force rating

acter may increase their and spend @ to add ¥ or

Force rating by their ranks O to the result.

in Knowledge (Warfare).
COST 25

COST 25
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Jedi: Knight

Career Skills: Athletics, Cool, Discipline, Knowledge (Lore), Lightsaber, Piloting (Space)
RANKED TALENT

Additional Carreer Skills: Cool, Leadership, Lightsaber, Negotiation
Prerequisite: Force Rating 2 FORCE TALENT

HJuMP UP

Once per round, may stand
from seated or prone as an
incidental

Il RESEARCHER

Remove B per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.

HEGRIT

HEGRIT

Gain + 1 strain threshold.

Gain + 1 strain threshold.

Il PARRY Hl PARRY

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

COST 10 COST 10

B RESEARCHER

Remove B per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.
COST 10

Add ™ to all Charm, Coer-
cion, and Deception checks
unless the target is immune
to Force powers.

COST 10

M IMPROVED RE- B BALANCE

FLECT

When reflecting a hit that
generated ® or @&,
may hit one target in
medium range with the
same damage as the initial
hit, after original attack
resolves. COSTIN>

COST 15

Il 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.

When the character recov-
ers strain at the end of the
encounter, they may add
O per Force rating. they
recover additional strain
equal to @ generated

When hit by a ranged at-
tack, suffer 3 strain to re-
duce damage by 2 plus
ranks in Reflect.

COST 15

M CIRCLE OF SHEL- : M SIDE BY SIDE

TER While the character and
one or more engaged allies
are wielding lightsabers, duce damage by 2 plus
add € to all combat checks ranks in Reflect.

that target the character or COST 20
those allies.

B WILL OF THE
FORCE

When hit by a ranged at-
tack, suffer 3 strain to re-

When an engaged ally suf-
fers a hit, may use Parry
or Reflect incidental against
the hit.

Once per round after failing
a skill check, the character
may convert one dark side
Destiny Point to a light side
Destiny Point.

COST 20

COST 20
COST 20

B SABER THROW

Perform Saber Throw ac-
tion, make Lightsaber com-
bat check as ranged attack
at target within medium
range, adding O no greater
than Force rating. Must
spend @ and succeed to
hit target; spend @ to have
weapon return to hand.

————

Il DEDICATION ‘ B FORCE RATING D

Gain + 1 to a single charac- Gain + 1 Force Rating.
teristic. This cannot bring a COST 25
characteristic above 6.
COST 25

H GUARDIAN OF
THE REPUBLIC

After the character uses
Parry or Reflect to reduce
damage from a hit against
an ally, that ally cannot be
targeted by combat checks
for the rest of the round.
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Jedi: Master

Career Skills: Athletics, Cool, Discipline, Knowledge (Lore), Lightsaber, Piloting (Space)
Additional Carreer Skills: Charm, Knowledge (Core Worlds), Knowledge (Education), Perception

Prerequisite: Force Rating 3

Il CONFIDENCE

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

HE NOBODY'S FOOL

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

Il IMPROVED CONFI-
DENCE

May spend & on fear
checks to give allies in
short range additional %
on the same fear check.

H FLOWS THROUGH
ALL THINGS

The character may per-
form a maneuver to recover
strain equal to their Force
rating.

HE BOUND TO-
GETHER

Perform the Bound To-

gether maneuver. Until
the character’s next turn,
when the character or an
ally within short range
suffers strain, they reduce
the amount by the current
number of light side

Destiny Points.

HE MASTER OF THE
(0]3{0] 313

The character can spend 2
Destiny Points during a sin-
gle action.

COST 25

B IMPROVED NO-
BODY'S FOOL

May spend @ or ©® from
an incoming Charm, Coer-
cion, or Deception check
to inflict strain on the op-
ponent equal to the char-
acter’'s ranks in Nobody’s
Fool.

B THE FORCE IS MY
ALLY

Once per session, may suf-
fer 2 strain to perform
Force power action as ma-
neuver.

Il POWERFUL ALLY

The character may spend a
Destiny Point to use the ba-
sic version of a Force power
they have not purchased
or apply the effects of a
control upgrade to a power
they have purchased.

m BMTHERE IS NO TRY

Once per session before
an ally rolls the dice for a
check, the character may
spend 1 Destiny Point to
allow the ally to automati-
cally succeed at the check
with one 3 and no other re-
sults.
COST 25

PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

: Il 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.

M RESEARCHER

Remove B per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.

m M 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.
CoSsT 10

IMPROVED RE-
SEARCHER

On a successful Knowledge
check, character and allies
gain automatic €& per rank
of Researcher on checks
to act on those facts until
the end of character’s next
turn.

COST 10

B IMPROVED CEN-
TER OF BEING

May spend ® or GO with
successful Lightsaber check

to disarm opponent. Suffer 1 strain to perform

Center of Being maneuver
as an incidental.

Il DEDICATION

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

COST 20

Bl FOREWARNING

Perform the Forewarning
action. Al allies within
medium range increase de-
fense by character’s Force
rating until they act in the
encounter.

Bl SUPREME CENTER
OF BEING

m BMFORCE RATING )

Gain + 1 Force Rating.
COST 25

When the character per-
forms the Center of Being
maneuver, the effects apply
to ranged attacks as well.
COST 25
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.
Jedi: Padawan

Career Skills: Athletics, Cool, Discipline, Knowledge (Lore), Lightsaber, Piloting (Space)
RANKED TALENT

Additional Carreer Skills: Coordination, Knowledge, Mechanics, Vigilance
FORCE TALENT

B TOUGHENED B QUICK DRAW GRIT

Hl PARRY

When hit by a melee attack, Gain +2 wound threshold. Once per round, draw or Gain + 1 strain threshold.
holster a weapon or acces-

sible item as an incidental

suffer 3 strain to reduce
damage by 2 plus ranks in
Parry.

B TOUGHENED m> B WELL ROUNDED

Gain +2 wound threshold. When hit by a ranged at- Choose any 2 skills. They Once per game, remove
COST 10 tack, suffer 3 strain to re- permanently become ca- HE from any 1 check.
duce damage by 2 plus reer skills. COST 10

ranks in Reflect. cosT 10
CoSsT 10

B VALUABLE FACTS : B FORCE RATING p

Once per encounter, per Gain + 1 Force Rating.
form Valuable Facts action; COST 15
make an Average (¢ ¢)

Knowledge check If suc-

cessful, add @ to one ally’s

skill check during the en-

counter.

Hl PARRY B LEARNING OP-
When hit by a melee attack, PORTUNITY
suffer 3 strain to reduce

damage by 2 plus ranks in
Parry.

Once per round, the char-
acter may spend QUOU©
from a check they fail to
upgrade the ability of their
next check once.

COST 15

COST 15
COST 15

B ADAPTABLE

When resolving a check that
uses a skill in which they
have no ranks, the charac-
ter may spend one Destiny
Point to remove @ from the
check or remove ® equal to
their ranks in Cool from the
check.

Il SOMETHING TO
PROVE

When hit by a ranged at- Gain + 1 strain threshold.
tack, suffer 3 strain to re- COST 20

duce damage by 2 plus
ranks in Reflect.

Once per session, suffer
4 strain to reroll a failed
check. If the check suc-
ceeds, the character heals
4 strain.

COsT 20

COsT 20

COST 20

B TEMPLE TRAIN-
ING

H BEGINNER'S LUCK

Once per session when the
character makes a check,
may add % equal to the
number of light side Destiny
Points in the Destiny pool
to the results.

B SINCEREST
FLATERY

Il DEDICATION

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

COST 25

Before making a Lightsaber
skill check, the character
may spend one Destiny
Point to add damage to the
attack equal to their ranks
in Knowledge (Lore).

Once per encounter when
the character makes a
check using a skill that
another  character  has
previously used during the
encounter, they add
COST 25
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Mystic: Advisor

Career Skills: Charm, Coercion, Knowledge (Lore), Knowledge (Outer Rim), Perception, Vigilance
Additional Carreer Skills: Charm, Deception, Negotiation, Streetwise

Il KNOW SOME-
BODY

Hl PLAUSIBLE DENI-
ABILITY

B GRIT

Gain + 1 strain threshold.

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

Once per session, when
attempting to purchase a
legally available item, re-
duce its rarity by 1 per rank
of Know Somebody.

B KNOWLEDGE IS
POWER

Bl TOUGHENED HKNOW SOME-

Gain +2 wound threshold. BODY

EOSTINIO Once per session, when

attempting to purchase a making a check, count
legally available item, re- Force rating as being equal
duce its rarity by 1 per rank to ranks in  Knowledge
of Know Somebody. (Lore).

COST 10

Once per session, when

W SMOOTH TALKER

B SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend ® to gain
additional % equal to ranks
in Smooth Talker.

COST 15

Gain + 1 strain threshold.
[T

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend ® to gain
additional ¥ equal to ranks
in Smooth Talker.

HENOBODY'S FOOL

May upgrade difficulty of
incoming Charm, Coercion,
or Deception checks once
per rank of Nobody'’s Fool.
COST 20

Il NATURAL
CHARMER

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

Hl CONTINGENCY
PLAN

Spend 1 Destiny Point to
recover strain equal to Cun-
ning rating.

COosT 20 COST 20

I STEELY NERVES B FORCE RATING

Spend 1 Destiny Point to Gain + 1 Force Rating.
ignore effects of Critical In- COST 25
juries on Willpower or Pres-
ence checks until the end of
the encounter.

Il DEDICATION

Gain +1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

COST 25
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

B KILL WITH KIND-
NESS

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

BODY'S FOOL

May upgrade difficulty of
incoming Charm, Coercion,
or Deception checks once
per rank of Nobody’s Fool.
COST 10

B PLAUSIBLE DENI-
ABILITY

Remove M per rank of Plau-

sible Deniability from Coer-

cion and Deception checks.
COST 15

Add  to all Charm, Coer-
cion, and Deception checks
unless the target is immune
to Force powers.

CoST 20

Il SENSE ADVAN-
TAGE

Once per session, may add
M to0 1 N PCs skill check.




Mystic: Alchemist

Career Skills: Charm, Coercion, Knowledge (Lore), Knowledge (Outer Rim), Perception, Vigilance
Additional Carreer Skills: Knowledge (Education), Knowledge (Xenology), Medicine, Resilience

HEGRIT

Gain + 1 strain threshold.

B STIMPACK SPE-
CIALIZATION

Il RESEARCHER

Remove B per rank of Re-

searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.

Stimpacks heal 1 additional
wound per rank of Stim-
pack Specialization.

RESEARCHER

Remove B per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.
COST 10

M STIMPACK SPE-
CIALIZATION

Stimpacks heal 1 additional
wound per rank of Stim-
pack Specialization.

COST 15

B STIM APPLICA-
TION

B ALCHEMICAL
ARTS

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.

After making a check to
craft a potion or talisman,
may suffer strain up to
twice ranks in Alchemical
Arts. For every two strain,
add O or @ to results.

COST 10

COsT 10

Add I per rank of Blooded
to all checks to resist or
recover from poisons, ven-
oms, or toxins. Reduce du-
ration of ongoing poisons
by 1 round per rank of
Blooded to a minimum of 1.

COST 15

Il IMPROVED
BLOODED

As an action, make a Hard
(® ¢ #) Resilience check to
immediately recover from
all poisons and side-effects
of drugs. Reduce difficulty
once per rank of Blooded.

———

Il IMPROVED STIM
APPLICATION

When performing Stim Ap-
plication Action, may in-
crease difficulty of check to
Hard (¢ ¢ ¢), and target

only suffers 1 strain.

B FORCE RATING

U

Gain + 1 Force Rating.
COST 25

HEGRIT

Gain + 1 strain threshold.
COST 20

I KNOWLEDGEABLE
HEALING

When healing an ally, spend
1 Destiny Point to heal ad-
ditional wounds equal to
ranks in Knowledge (Xenol-
ogy).

M IDENTIFY INGRE-
DIENTS

DICATION

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

COST 25

After being exposed to a
substance, as an out of turn
incidental, may roll O no
greater than Force Rating.
Spend @D to immediately
identify its composition and
effects.

COST 25
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

Hl BLOODED

Add [ per rank of Blooded
to all checks to resist or
recover from poisons, ven-
oms, or toxins. Reduce du-
ration of ongoing poisons
by 1 round per rank of
Blooded to a minimum of 1.

Gain + 1 strain threshold.
CosT 10

B TRANSMOGRIFY

When making a crafting
check, may add O no
greater than Force Rating.
Spend @ to add * and
spend @D to add © to
check.

B ALCHEMICAL
ARTS

After making a check to
craft a potion or talisman,
may suffer strain up to
twice ranks in Alchemical
Arts. For every two strain,
add O or @ to results.

COST 20

Bl IMPROVISED CON-
COCTION

Once per session, as an ac-
tion, make a Hard (¢ ¢ ¢)
Knowledge (Xenology)
check, adding © no greater
than Force Rating to create
1 dose of a poison or drug
with rarity of Intellect + 3¢
+ O spent or lower.

—




:
Mystic: Magus

Career Skills: Charm, Coercion, Knowledge (Lore), Knowledge (Outer Rim), Perception, Vigilance
RANKED TALENT

Additional Carreer Skills: Coercion, Discipline, Knowledge (Lore), Medicine
FORCE TALENT

m B HEALING TRANCE )

Commit O. for every full
encounter O remains com-
mitted, heal 1 wound per
rank of Healing Trance.

B TOUGHENED Il CONFIDENCE H RESOLVE

Gain +2 wound threshold. May decrease difficulty of When a character involun-

Discipline checks to avoid tarily suffers strain, they
fear by 1 per rank of Con- suffer 1 less strain per rank
fidence. of Resolve, to a minimum of

: B HEALING TRANCE )] : Il CHANNEL AGONY )

Commit O. for every full After rolling O, may suffer
encounter O remains com- wounds up to twice ranks
mitted, heal 1 wound per in Channel Agony to add
rank of Healing Trance. automatic @ for every two the difficulty of all Knowl-
COST 10 COST 10 wounds suffered to the re- edge (Lore) checks by 1.
sults.  Take 1 conflict for COST 10
each rank in Channel Agony
at the start of each session.

Il CONFIDENCE

M SECRET LORE

Remove B per rank of Se-
cret Lore from all Knowl-
edge (Lore) checks. Reduce

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

COsT 10

Il IMPROVED HEAL-
ING TRANCE

H RESOLVE

When a character involun-
tarily suffers strain, they
suffer 1 less strain per rank
of Resolve, to a minimum of

COST 15

B KNOWLEDGE IS
POWER

B SECRET LORE

Remove B per rank of Se-
cret Lore from all Knowl-
edge (Lore) checks. Reduce
the difficulty of all Knowl-
edge (Lore) checks by 1.
COST 15

When healing wounds due
to Healing Trance, make a
Resilience check to heal a
Critical Injury. Difficulty of
the check equals severity of
the Critical Injury. COST 15

Once per session, when
making a check, count
Force rating as being equal
to ranks in  Knowledge
(Lore).

Y E——\\
UGHENED Il CHANNEL AGONY )

After rolling O, may suffer
wounds up to twice ranks
in Channel Agony to add
automatic @ for every two
wounds suffered to the re-
sults.  Take 1 conflict for
each rank in Channel Agony
at the start of each session.
COST 20

B MIND OVER MAT-
TER

m B CHANNEL AGONY )

After rolling O, may suffer
wounds up to twice ranks
in Channel Agony to add
automatic @ for every two
wounds suffered to the re-
sults.  Take 1 conflict for
each rank in Channel Agony
at the start of each session.
COST 20

Gain +2 wound threshold.
COST 20

The character may spend
one Destiny Point to
recover strain equal to
Willpower rating.

COST 20

Il POWER OF DARK-
NESS

Hl DEDICATION

: B TRANSMOGRIFY : Il FORCE RATING >

When making a crafting Gain + 1 Force Rating.
check, may add © no COST 25
greater than Force Rating.
Spend @ to add %* and
spend @D to add € to
check.

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

Once per session, may per-
form the Power of Darkness
maneuver. Increase wound
threshold and strain thresh-
old by 1 per Dark Side Des-
tiny Point currently in the
Destiny pool until the end
of the encounter. Take 1
conflict at the start of each
session.

—

COST 25
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Mystic: Makashi Duelist

Career Skills: Charm, Coercion, Knowledge (Lore), Knowledge (Outer Rim), Perception, Vigilance

Additional Carreer Skills: Charm, Cool, Coordination, Lightsaber

GRIT

Gain + 1 strain threshold.

PARRY

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

COST 10

H PARRY

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

COST 15

M RESIST DISARM

Suffer 2 strain to avoid
being disarmed or have
weapon damaged or de-
stroyed.

B GRIT

Gain + 1 strain threshold.

B MAKASHI TECH-
NIQUE

When making a check us-
ing the Lightsaber skill, the
character may use Pres-
ence instead of Brawn.
cosT 10

BFEINT

Spend ® or QOVY gener-
ated on a missed meleeat-
tack to upgrade difficulty of
opponent’s next attacktar-
geting character by ranks in
Feint.

COST 15

B INTENSE PRES-
ENCE
Spend 1 Destiny Point to

recover strain equal to
Presence rating

COST 20

Il DEDICATION

Gain +1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

B 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.

May spend ® or QO with
successful Lightsaber check
to disarm opponent.
COST 25

B DUELIST'S TRAIN-
ING

Add to Melee and
Lightsaber checks when
engaged with only one
opponent.

COsT 10

H PARRY

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

COST 15

Gain + 1 strain threshold.
COST 20

Take the Makashi Finish ac
tion. Perform a Lightsaber
(Presence) combat check
against engaged target,
adding O no greater than
Force rating. Spend @ to
add +10 to any resulting
Critical Injury rolls.
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

Il PARRY

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

B FEINT

Spend ® or YV Y gener-
ated on a missed meleeat-
tack to upgrade difficulty of
opponent’s next attacktar-
geting character by ranks in
Feint.

COST 10

l PARRY

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

COST 15

B 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 20

Il MAKASHI FLOUR-
ISH

Once per encounter, per-
form Makashi Flourish ac-
tion. Make an Average
(& & @) Lightsaber (Pres-
ence) check. 1 engaged op-
ponent suffers strain equal
to ¥ and heal an equal
amount of strain.

——




:
Mystic: Prophet

Career Skills: Charm, Coercion, Knowledge (Lore), Knowledge (Outer Rim), Perception, Vigilance
RANKED TALENT

Additional Carreer Skills: Charm, Coercion, Deception, Leadership
FORCE TALENT

Il OVERWHELMING

M RAPID RECOVERY Il CONGENIAL

When healing strain after May suffer a number
an encounter, heal 1 ad- of strain to downgrade
ditional strain per rank of difficulty of Charm or
Rapid Recovery. Negotiation  checks  or
upgrade difficulty when
targeted by Charm or
Negotiation checks, by
an equal number. Strain
suffered this way cannot
exceed ranks in Congenial.

AURA

Commit O. Add & to so-
cial checks equal to © com-
mitted. Add ® equal to O
committed to enemy social
checks in short range.
COST 5

Gain + 1 strain threshold.

Il SCATHING TIRADE M PLAUSIBLE DENI-

Take a Scathing Tirade ABILITY
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.

H INSPIRING
RHETORIC

HE RAPID RECOVERY

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

Remove M per rank of Plau- Take the Inspiring Rhetoric
sible Deniability from Coer- action; make an Average
cion and Deception checks. (® ®) Leadership check.

COST 10 Each 3% causes 1 ally in
close range to recover 1
strain. Spend & to cause
1 affected ally to recover 1
additional strain.

COsT 10

COsT 10

COST 10

B OVERWHELMING
AURA

Commit ©O. Add © to so-
cial checks equal to © com-
mitted. Add & equal to O
committed to enemy social
checks in short range.
COST 15

H RAPID RE

When healing strain after

GRIT

Gain + 1 strain threshold.
COST 15

B TWISTED WORDS

When an incoming social
check generates ©4 or 9@,
may suffer 1 strain as an
incidental to inflict strain
equal to ranks in Coercion
on speaker.

an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

COST 15

Bl 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.

EGRIT

Gain + 1 strain threshold.
COST 20

Il CONGENIAL

May suffer a number
of strain to downgrade
difficulty of Charm or
Negotiation  checks or
upgrade difficulty when
targeted by Charm or
Negotiation checks, by
an equal number. Strain
suffered this way cannot
exceed ranks in Congenial.
COoST 20

Hl IMPROVED
INSPIRING
RHETORIC

Each ally affected by Inspir-
ing Rhetoric gains = on all
skill checks for a number
of rounds equal to ranks in
Leadership

M IMPROVED OVER- : Il FORCE RATING FONT OF POWER
WHELMING AURA

DEDICATION

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

COST 25

Gain + 1 Force Rating. Once per session, may take

COST 25 the Font of Power action.
Until the end of the en-
counter, character within
medium range add auto-
matic O or @ to checks
based on alignment.
COST 25

Characters affected by
Overwhelming Aura add
automatic Y to fear checks
the  character  causes
and automatic % to fear
checks not caused by the
character. Take 1 conflict
at the start of each session.
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Mystic: Seer

Career Skills: Charm, Coercion, Knowledge (Lore), Knowledge (Outer Rim), Perception, Vigilance
Additional Carreer Skills: Discipline, Knowledge (Lore), Surviual, Vigilance

PASSIVE
ACTIVE
RANKED TALENT

Il FORAGER

Remove up to HM from
skill checks to find food,
water, or shelter. Survival
checks to forage take half
the time.

H 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 10

"

Once per game, remove
MM from any 1 check.

COST 15

m BMFORCE RATING )

Gain + 1 Force Rating.
COST 20

H 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 25

B UNCANNY REAC-

TIONS

Add " perrank of Uncanny
Reactions to all Vigilance
checks.

COST 5

B KEEN EYED

Remove M per rank of Keen
Eyed from Perception and
Vigilance checks. Decrease
time to search a specific
area by half.

COsT 10

HEGRIT

Gain + 1 strain threshold.
COoST 15

Il SENSE ADVAN-
TAGE

Once per session, may add
HH t0 1 N PCs skill check.

COST 20

B TOUGHENED

Gain +2 wound threshold.
COST 25

HEGRIT

Gain + 1 strain threshold.

M UNCANNY REAC-
TIONS

Add ™ per rank of Uncanny
Reactions to all Vigilance
checks.

COST 10

m B FOREWARNING

Perform the Forewarning
action. Al allies within
medium range increase de-
fense by character's Force
rating until they act in the
encounter.

COST 15

B THE FORCE IS MY
ALLY

Once per session, may suf-
fer 2 strain to perform
Force power action as ma-
neuver.

COsT 20

Il NATURAL MYSTIC

Once per session, may
reroll any 1 Force Power
check.
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FORCE TALENT

M EXPERT TRACKER

Remove B per rank of Ex-
pert Tracker from checks to
find tracks or track targets.
Decrease time to track a
target by half.

OUGHENED D

Gain +2 wound threshold.
COST 10

M PREEMPTIVE
AVOIDANCE

May spend | Destiny Point
to disengage from engaged
enemy as an out-of-turn in-
cidental.

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.

m B FORCE RATING )

Gain + 1 Force Rating.




Seeker: Ataru Striker

Career Skills: Knowledge (Xenology), Piloting (Planetary), Piloting (Space), Ranged (Heavy), Survival, Vigilance

Additional Carreer Skills: Athletics, Coordination, Lightsaber, Perception

H CONDITIONED

Remove M 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.

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 10

B QUICK STRIKE

Add per rank of Quick

Strike to combat checks
against targets that have
not acted yet this en-
counter

COST 15

| Wooose )

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 20

H PARRY

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

COST 25

l PARRY

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

When hit by a ranged at-
tack, suffer 3 strain to re-
duce damage by 2 plus
ranks in Reflect.

COST 10

When hit by a ranged at-
tack, suffer 3 strain to re-
duce damage by 2 plus
ranks in Reflect.

COST 15

Il HAWK BAT
SWOOP

Take the Hawk Bat
Swoop action. Perform a
Lightsaber (Agility) combat
check against target within
short range, adding © no
greater than Force rating.
Spend @ to engage target
and spend @ to add € to
check

COST 20

Il DEDICATION

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

COST 25

HJUMP UP

Once per round, may stand
from seated or prone as an
incidental

M ATARU TECH-
NIQUE

When making a check us-
ing the Lightsaber skill, the
character may use Agility
instead of Brawn.

COST 10

H PARRY

When hit by a melee attack,
suffer 3 strain to reduce
damage by 2 plus ranks in
Parry.
COST 15

B SABER SWARM

Perform the Saber Swarm
maneuver; suffer 1 strain,
to make next Lightsaber
(Agility) combat check this
turn gain the Linked item
quality equal to Force rat-
ing during check.
COST 20

m B SABER THROW

Perform Saber Throw ac-
tion, make Lightsaber com-
bat check as ranged attack
at target within medium
range, adding O no greater
than Force rating. Must
spend @ and succeed to
hit target; spend @ to have
weapon return to hand.

€
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

Il QUICK DRAW

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

ICK STRIKE

Add per rank of Quick
Strike to combat checks
against targets that have
not acted yet this en-
counter

COST 10

Bl 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 15

Il CONDITIONED )

Remove M 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 20

Il BALANCE

When the character recov-
ers strain at the end of the
encounter, they may add

O per Force rating. they
recover additional strain
equal to @ generated




PASSIVE
ACTIVE
RANKED TALENT

Seeker: Executioner

Career Skills: Knowledge (Xenology), Piloting (Planetary), Piloting (Space), Ranged (Heavy), Survival, Vigilance
Additional Carreer Skills: Discipline, Melee, Perception, Ranged (Heavy)

HEGRIT

Gain + 1 strain threshold.

B QUICK STRIKE

Add per rank of Quick
Strike to combat checks
against targets that have
not acted vyet this en-
counter

B TOUGHENED

Gain +2 wound threshold.

HE MIND OVER MAT-
TER

The character may spend
one Destiny Point to
recover strain equal to
Willpower rating.

COsT 10

M LETHAL BLOWS

Add + 10 per rank of
Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

COST 15

The character may spend 1
Destiny Point to take the
Terrifying Kill maneuver af-
ter incapacitating or inflict-
ing a Critical Injury. Roll O
no greater than Force Rat-
ing and spend @ to inflict
1 strain on each character
within short range of target.
Take 1 conflict at the start
of each session.

COSsT 20

B LETHAL BLOWS

Add + 10 per rank of
Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

COST 25

B HUNTER'S
QUARRY

HGRIT

Gain + 1 strain threshold.
CosT 10

Take Hunter's Quarry ac-
tion; make a Hard (¢ ¢ #)
Survival check to upgrade
the ability of all attacks
made against a target at
long range until the end of
the character’s next turn.

COSsT 10

B IMPROVED B QUICK STRIKE

HUNTER'S Add per rank of Quick
QUARRY Strike to combat checks
against targets that have
not acted yet this en-
counter

Suffer 2 strain to perform
Hunter’s Quarry action as a
maneuver.

COST 15

COST 15

Il MARKED FOR
DEATH

Take the Marked for Death
maneuver, committing O.
Add © ¢ to combat checks
against target while O re-
mains committed, but can-
not use the this talent talent
again until the original tar-
get is incapacitated, or the
session ends.

[merecse a3

Once per round, may per-
form Precise Aim maneuver
Suffer a number of strain no
greater than ranks in Pre-
cise Aim. then reduce tar-
get's melee and ranged de-
fense by that number

COST 20

COST 20

‘ m B FORCE RATING )

When making a non- Gain + 1 Force Rating.
gunnery combat check, the COST 25
character may add a Force
dice no greater than their
Force rating to the check.
The character may spend
@ to add &, or POD to
add a @ result (character’s
choice), to the result.

———
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FORCE TALENT

H QUICK DRAW

Once per round, draw or

holster a weapon or acces-

sible item as an incidental
COST 5

B LETHAL BLOWS

Add + 10 per rank of

Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

COST 10

B PRECISE AIM

Once per round, may per-
form Precise Aim maneuver
Suffer a number of strain no
greater than ranks in Pre-
cise Aim. then reduce tar-
get's melee and ranged de-
fense by that number
COST 15

Il DEATHBLOW

After making a successful
attack with a non star-
ship/vehicle weapon, the
character may spend one
Destiny Point to add dam-
age equal to their Willpower
to one hit of the successful
attack.

-

H DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25




Seeker: Hermit

Career Skills: Knowledge (Xenology), Piloting (Planetary), Piloting (Space), Ranged (Heavy), Survival, Vigilance

Additional Carreer Skills: Discipline, Knowledge (Xenology), Stealth, Survival

H FORAGER

Remove up to HME from
skill checks to find food,
water, or shelter. Survival
checks to forage take half
the time.

COST 5

Il CONDITIONED

Remove B 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

Gain + 1 soak value.

COST 15

Gain + 1 Force Rating.
COST 20

HEGRIT

Gain + 1 strain threshold.
COST 25

B SOOTHING TONE

Take a Soothing Tone
action; make an Average
(® ¢) Knowledge (Xenol-
ogy) check to allow a beast
to recover strain equal to
3.

COST 5

Gain + 1 strain threshold.

EGRIT

Gain + 1 strain threshold.
CosT 10

Il CONDITIONED

Remove M 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 15

B IMPROVED ANI-
MAL BOND

When spending a maneuver
to direct a bonded animal,
the character may suffer 1
strain to add " to the ani-
mal’s next check.

COST 20

B NATURAL OUT-

DOORSMAN

Once per session, may
reroll any 1 Resilience or
Survival check.

COST 25

Bl MENACE

Enemy within short range of
the character’s bonded an-
imal adds M to next Com-
bat checks made against
the character.

COST 10

Hl SURVIVAL OF THE
FITTEST

Once per session, when
making a single check, the
character may treat their
Force Rating as being equal
to ranks in Survival.
CosT 15

e

Whenever the character’s
bonded animal makes a
successful combat check
against a target, it may
forgo inflicting damage to
upgrade the difficulty of the
target’s next check once in-
stead.

COST 20

m B FORCE RATING )

Gain + 1 Force Rating.
COST 25
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

B ONE WITH NA-

TURE

When in the wilderness, the
character may make a Sim-
ple (-) Survival check in-
stead of Discipline or Cool
to recover strain at the end
of an encounter.

T

m B ANIMAL BOND

Develop long-term bond
with  single animal of
silhouette no greater than
half Force rating rounded
down.

COST 10

HEGRIT

Gain + 1 strain threshold.
CoST 15

l FORCE CONNEC-
TION

When the character per-
forms a Survival or Knowl-
edge (Xenology) skill check,
they may roll O no greater
than their Force Rating.
The character may spend
D to add 3 or € (charac-
ter’s choice) to the result.

"

The character may spend 1
Destiny Point to make him
self undetectable via Force
powers and make their own
powers go unnoticed for the
remainder of the encounter
COST 25




PASSIVE
ACTIVE
RANKED TALENT

Seeker: Hunter

Career Skills: Knowledge (Xenology), Piloting (Planetary), Piloting (Space), Ranged (Heavy), Survival, Vigilance
Additional Carreer Skills: Coordination, Ranged (Heavy), Stealth, Vigilance

HE RAPID RECOVERY

When healing strain after

an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

Bl TOUGHENED

Gain +2 wound threshold.
CoST 10

M SIDE STEP

Once per round, may per-
form Side Step maneuver
and suffer a number of
strain to upgrade difficulty
of all incoming ranged at-
tacks by an equal number
for this round. Strain suf-
fered this way cannot ex-
ceed ranks in Side Step.
COST 15

RAPID RECOVERY

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

COST 20

B SIDE STEP

Once per round, may per-
form Side Step maneuver
and suffer a number of
strain to upgrade difficulty
of all incoming ranged at-
tacks by an equal number
for this round. Strain suf-
fered this way cannot ex-
ceed ranks in Side Step.

-

B HUNTER

Add B per rank of Hunter
to all checks when interact-
ing with beasts or animals
(including combat checks).
Add +10 to Critical Injury
results against beasts or an-

imals per rank of Hunter.
COST 5

Il EXPERT TRACKER

Remove B per rank of Ex-
pert Tracker from checks to

find tracks or track targets.
Decrease time to track a
target by half.

COST 10

B KEEN EYED

Remove M perrank of Keen
Eyed from Perception and
Vigilance checks. Decrease
time to search a specific
area by half.

COST 15

FORCE TALENT

B TOUGHENED

M EXPERT TRACKER

Remove W per rank of Ex-
pert Tracker from checks to
find tracks or track targets.
Decrease time to track a
target by half.

Gain +2 wound threshold.

B HUNTER

Add B per rank of Hunter
to all checks when interact-
ing with beasts or animals
(including combat checks).
Add +10 to Critical Injury
results against beasts or an-
imals per rank of Hunter.

COST 10

Add I per rank of Uncanny
Reactions to all Perception
checks.

COST 10

B UNCANNY REAC-
TIONS

I NATURAL
HUNTER

Once per session, may Add I per rank of Uncanny
reroll any 1 Perception or Reactions to all Vigilance
Vigilance check. checks.

COST 15 CoST 15

M SOFT SPOT

After making a successful
attack, may spend 1 Des-
tiny Point to add damage
equal to Cunning to one hit.
COST 20

Il DEDICATION

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

COST 25

B SIXTH SENSE

Gain + 1 ranged defense.
COST 20 an encounter, heal 1 ad-
ditional strain per rank of

Rapid Recovery.

B RAPID RECOVERY )

When healing strain after

cosT 20

: m B FORCE RATING )

When making a Ranged Gain + 1 Force Rating.
(Heavy) or Ranged (Light) COST 25
combat check, add O no
greater than Force rating to
the check. May spend @ to
add 3 or ©.

COST 25
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Seeker: Navigator

Career Skills: Knowledge (Xenology), Piloting (Planetary), Piloting (Space), Ranged (Heavy), Survival, Vigilance
ge (X ay) g ( Y) g (Space) ged (Heavy) g RANKED TALENT

Additional Carreer Skills: Astrogation, Knowledge (Outer Rim), Perception, Survival
FORCE TALENT

M EXPERT TRACKER M SHORTCUT

H STUDIOUS PLOT-

HEGRIT
TING

Remove W per rank of Ex- During a chase, add Gain + 1 strain threshold.
pert Tracker from checks to per rank in Shortcut to any
find tracks or track targets. checks made to catch or es-
Decrease time to track a cape an opponent.

target by half.

When making a Streetwise
or Survival skill check to
navigate on a world, the
character may use Intellect
instead of Cunning.

COST 5

Il GALAXY MAPPER H PREEMPTIVE

AVOIDANCE

Il PLANET MAPPER

Remove M per rank
of Planet Mapper from
Streetwise  or  Survival
checks used for navigation
on a world. Such checks
also take half normal time.
CosT 10

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

Il IMPROVED
SHORTCUT

When engaging in a chase
or race, may suffer 2 strain
to add ¥ equal to ranks in
Shortcut to the check.
COST 10

May spend | Destiny Point
to disengage from engaged
enemy as an out-of-turn in-
cidental.

COST 10

COST 10

Il SHORTCUT

During a chase, add

per rank in Shortcut to any
checks made to catch or es-
cape an opponent.

HEsSwWIFT

Does not suffer usual penal-
ties for moving through dif-
ficult terrain.

UGHENED

Gain +2 wound threshold.
CoST 15

Add " perrank of Uncanny
Reactions to all Perception
checks.

COsT 15

COST 15

COST 15

m B FORCE RATING )

Gain + 1 Force Rating.

B HOLISTIC NAVIGA-

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

B PLANET MAPPER

Remove W per rank
of Planet Mapper from
Streetwise  or  Survival
checks used for navigation
on a world. Such checks
also take half normal time.
COST 20

When making an Astroga- COSTR20
tion skill check, the char-
acter may spend one Des-
tiny Point to remove @, or
to remove & equal to their
ranks in Perception.

COsT 20

COST 20

B INTUITIVE NAVI-
GATION

Il MASTER
STARHOPPER

DEDICATION

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

Once per session, medi- When performing an Astro- Once per round, suffer 2
tate, then perform One with gation or Knowledge (Outer strain to decrease the dif-

the Universe action; make Rim) skill check, the charac- ficulty of next Astrogation E0SIN2S
Average (¢ #) Astrogation ter may roll O no greater check by 1 to a minimum of

check. If successful, add O than their Force Rating. Easy (¢).

to all Force power checks in The character may spend COST 25

next encounter. If success- @ to add %* or ¢ (charac-

ful with %, add @ instead. ter's choice) to the result.
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PASSIVE

Seeker: Patfinder

Career Skills: Knowledge (Xenology), Piloting (Planetary), Piloting (Space), Ranged (Heavy), Survival, Vigilance

Additional Carreer Skills: Medicine, Ranged (Light), Resilience, Survival

HEGRIT

Gain + 1 strain threshold.

H KEEN EYED

Remove B per rank of Keen
Eyed from Perception and
Vigilance checks. Decrease
time to search a specific
area by half.

CosT 10

B ANIMAL EMPATHY

When making checks to
handle or tame animals,
add O no greater than
Force rating to the check.
Spend @ to add 3* or & to
the check.

COST 15

Il MENTAL BOND

May perform the Mental
Bond action. Commit O
While committed, may
communicate with bonded
animal at long range and
see and hear through its
senses.

COSsT 20

Il SHARE PAIN

May perform the Share
Pain incidental when
bonded animal  suffers
wounds. Reduce wounds
suffered to half, then
character suffers wounds
equal to number reduced.

B KEEN EYED

Remove M per rank of Keen
Eyed from Perception and
Vigilance checks. Decrease
time to search a specific
area by half.

Il OUTDOORSMAN

Remove B per rank of Out-
doorsman from checks to
move through terrain or
manage environmental ef-
fects. Decrease overland
travel times by half

COST 10

n B ANIMAL BOND

Develop long-term bond
with  single animal of
silhouette no greater than
half Force rating rounded
down.

COST 15

Gain + 1 Force Rating.
COST 20

Gain + 1 soak value.
COST 25

H FORAGER

Remove up to HME from
skill checks to find food,
water, or shelter. Survival
checks to forage take half
the time.

COST 5

Bl TOUGHENED

Gain +2 wound threshold.
CosT 10

GRIT

Gain + 1 strain threshold.
COST 15

Suffer 2 strain to perform
the Quick Movement inci-
dental; add O no greater
than Force rating to next
check. May spend @
to perform one additional
Move maneuver after ac-
tion.

RANKED TALENT

FORCE TALENT

B NATURAL OUT-
DOORSMAN
Once per session, may
reroll any 1 Resilience or
Survival check.
COST 25
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B SWIFT

Does not suffer usual penal-
ties for moving through dif-
ficult terrain.

COST 5

Il OUTDOORSMAN

Remove B per rank of Out-
doorsman from checks to

move through terrain or
manage environmental ef-
fects. Decrease overland
travel times by half

CosT 10

"

Add I to all Stealth checks

unless the opposition is im-

mune to Force powers.
COST 15

[mroucnenzo 3

Gain +2 wound threshold.
COST 20

H DEDICATION

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

COST 25




: -
Sentinel: Artisan

Career Skills: Computers, Deception, Knowledge (Core Worlds), Perception, Skulduggery, Stealth
RANKED TALENT

Additional Carreer Skills: Astrogation, Computers, Knowledge (Education), Mechanics
FORCE TALENT

B SOLID REPAIRS B FINE TUNING m B TECHNICAL APTI-

When repairing hull trauma When  repairing  system Always count as having the TUDE
on a starship or vehicle, strain on a starship or right tools for the job when
repair 1 additional hull vehicle, repair 1 additional performing Mechanics
trauma per rank of Solid system strain per rank of checks

Repairs. Fine Tuning. COST 5

Reduce time needed to
complete Computers-relat-
ed tasks by 25% per rank.

Gain + 1 strain threshold.
COST 10

B SOLID REPAIRS

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

B FINE TUNING

Gain + 1 strain threshold.
cosT 10

When repairing  system
strain on a starship or
vehicle, repair 1 additional
system strain per rank of
Fine Tuning.

CosT 10 COST 10

B INVENTOR

When constructing new
items or modifying attach-
ments, add or remove
H per rank of Inventor

COST 15

Take the Imbue Item ma-
neuver; suffer 1 strain and
commit O to grant one
weapon, piece of armor, or
item an improvement while
O remains committed. Suf- EOSTND
fer 1 strain every round O COST 15
remains committed.

COST 15

B NATURAL TIN- M DEFENSIVE SLIC-
KERER ING

Once per session, may When defending computer
reroll any 1 Mechanics systems, add M per rank of
check. Defensive Slicing to oppo-
nents’ checks.

B SOLID REPAIRS : Il FORCE RATING »

When repairing hull trauma Gain + 1 Force Rating.

on a starship or vehicle, COST 20
repair 1 additional hull
trauma per rank of Solid
Repairs.

M DEFENSIVE SLIC-
ING

ENTAL
FORTRESS

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

When defending computer
systems, add B per rank of
Defensive Slicing to oppo-
nents’ checks.

COST 20

COST 20

Bl MASTER ARTISAN

Once per round, may take
the Master Artisan inciden-
tal; suffer 2 strain to de-
crease the difficulty of next
Mechanics check by 1, to a
minimum of Easy (#)

Il COMPREHEND
TECHNOLOGY

M INTUITIVE IM-
PROVEMENTS

Il DEDICATION

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

COST 25

When making check to craft
or repair item, may add O
no greater than Force rating
to the check. May spend
@D toincrease hard points
by 1, to max of +2.

Take Comprehend Technol-
ogy action; make an Aver-
age (¢ ¢) Knowledge (Edu-
cation) check to use Force
rating as ranks in skills to
use a single item.
CoST 25
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Sentinel:

nvestigator

Career Skills: Computers, Deception, Knowledge (Core Worlds), Perception, Skulduggery, Stealth
Additional Carreer Skills: Knowledge (Education), Knowledge (Underworld), Perception, Streetwise

B STREET SMARTS

Remove B per rank of
Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

B TALK THE TALK

When making a Knowledge
skill check, the character
may spend 1 Destiny Point
to substitute Knowledge
(Underworld) or Streetwise
for the required skill.

B TOUGHENED )

Gain +2 wound threshold.

COST 15

B KEEN EYED

Remove B per rank of Keen
Eyed from Perception and

Vigilance checks. Decrease
time to search a specific
area by half.

Gain + 1 strain threshold.
cosT 10

B KEEN EYED

Remove M per rank of Keen
Eyed from Perception and
Vigilance checks. Decrease
time to search a specific
area by half.

COST 15

Il SENSE ADVAN-
TAGE

Once per session, may add
HH t0 1 N PCs skill check.

B VALUABLE FACTS

Once per encounter, per
form Valuable Facts action;
make an Average (¢ ¢)
Knowledge check If suc-
cessful, add ® to one ally’s
skill check during the en-
counter.

COST 25

B UNRELENTING
SKEPTIC

When targeted by a De-
ception check, the charac-
ter automatically adds Y to
the check equal to ranks in
Vigilance

COST 20

Il DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

Add I per rank of Uncanny
Reactions to all Perception
checks.

COST 5

B STREET SMARTS

Remove M per rank of
Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.
CosT 10

B STREET SMARTS

Remove B per rank of
Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

COST 15

Il CLEVER SOLU-
TION

Once per session, make
one skill check using Cun-
ning rather than the charac-
teristic linked to that skill
COST 20

M IMPROVED
STREET SMARTS

Once per session, may take
an Improved Street Smarts
action; make a Daunting
(¢ ¢ ¢ ¢9) Streetwise or
Knowledge  (Underworld)
check to learn one vital
clue from the GM. Reduce
the difficulty once per rank
of Street Smarts.
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

EGRIT

Gain + 1 strain threshold.

B TOUGHENED

Gain +2 wound threshold.
CoST 10

B RECONSTRUCT
THE SCENE

Perform the Reconstruct
the Scene action; make a
Hard (¢ ¢ #) Perception
check to identify the
physical characteristics

of person present at the
scene within 24 hours.

Perform the Sense the
Scene action; make a Hard
(® & ¢) Perception check
and add © no greater than
Force Rating. If successful,
spend @ to identify the
emotional  characteristics
of one person involved in
the crime.

H FORCE RATING

Gain + 1 Force Rating.




:
Sentinel: Racer

Career Skills: Computers, Deception, Knowledge (Core Worlds), Perception, Skulduggery, Stealth
RANKED TALENT

Additional Carreer Skills: Cool, Coordination, Piloting (Planetary), Piloting (Space)
FORCE TALENT

B SHORTCUT

During a chase, add

HEGRIT

I CONDITIONED

Remove B 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.

B SKILLED JOCKEY

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

Gain + 1 strain threshold.

per rank in Shortcut to any
checks made to catch or es-
cape an opponent.

H SHORTCUT

During a chase, add
per rank in Shortcut to any
checks made to catch or es-
cape an opponent.
COST 10

Il CONDITIONED

Remove B 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

l SHORTCUT

During a chase, add
per rank in Shortcut to any
checks made to catch or es-
cape an opponent.
COST 10

B 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.

COSsT 10

H IMPROVED FULL Il FREERUNNING

THROTTLE

M SKILLED JOCKEY

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

B IMPROVED
FREERUNNING

Suffer 4 strain when mak-
ing a move maneuver to
move to any location within
medium range.

Suffer 1 strain when making
a Move maneuver to move
to any location within short
range.

Suffer 1 strain to attempt
Full Throttle as a maneuver
and decrease its difficulty
to Average (¢ ¢)
COST 15

COST 15

COST 15
COST 15

HEGRIT ) M SUPREME FULL

B BETTER LUCK
Gain +1 strain threshold. THROTTLE Gain +1 Force Rating. NEXT TIME

COSTR20 When  performing  Full COSTR20 Take a Better Luck Next
Throttle, top speed in- Time action; make a Hard
creases by 2 instead of 1. (¢ # ¢) Cool check to force

COST 20 a competitor to suffer a ma-
jor misfortune.

Il IMPROVED
SHORTCUT

H DEDICATION

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

COST 25

Il SUPERHUMAN
REFLEXES

Perform the Intuitive Eva-
sion maneuver; suffer 1
strain and commit O 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 O remains com-
mitted.

-

Once per session, after gen-
erating ® on a Piloting
check, cancel the ® and
add % equal to ranks in
Cool.

When engaging in a chase
or race, may suffer 2 strain
to add 3 equal to ranks in
Shortcut to the check.

COST 25

COST 25
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PASSIVE
ACTIVE
RANKED TALENT

Sentinel: Sentry

Career Skills: Computers, Deception, Knowledge (Core Worlds), Perception, Skulduggery, Stealth
Additional Carreer Skills: Coordination, Lightsaber, Stealth, Vigilance

Il TOUGHENED

Gain +2 wound threshold.

M UNCANNY REAC-
TIONS

Add ™ per rank of Uncanny
Reactions to all Vigilance
checks.

COST 10

Add ™ to all Stealth checks

unless the opposition is im-

mune to Force powers.
COST 15

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 20

m B FORCE RATING »

Gain + 1 Force Rating.
COST 25

When hit by a ranged at-
tack, suffer 3 strain to re-
duce damage by 2 plus
ranks in Reflect.

Gain + 1 strain threshold.
CoST 10

B IMPROVED SABER
THROW

When performing the Saber
Throw action, may increase
the range to long range.
When attacking a target
at long range, spend @
to have weapon return to
hand.

B FEAR THE SHAD-
OwWSs

Perform the Fear the Shad-
ows action; make a Hard
(® ¢ ¢) Deception check
to force a single minion
group or rival to flee the en-
counter. Take 1 conflict at
the start of each session.

COST 20

B IMPROVED RE-
FLECT

When reflecting a hit that
generated ® or ©©E,
may hit one target in
medium range with the
same damage as the initial
hit, after original attack
resolves.

COST 25

HEGRIT

Gain + 1 strain threshold.

When hit by a ranged at-
tack, suffer 3 strain to re-
duce damage by 2 plus
ranks in Reflect.

COsT 10

Il SABER THROW

Perform Saber Throw ac-
tion, make Lightsaber com-
bat check as ranged attack
at target within medium
range, adding O no greater
than Force rating.  Must
spend @ and succeed to
hit target; spend @ to have
weapon return to hand.

-

Il CONSTANT VIGI-

LANCE

May always use Vigilance
when making checks to de-
termine initiative.

COST 20

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
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FORCE TALENT

Il CONDITIONED

Remove B 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.

B UNCANNY REAC-
TIONS

Add ™ per rank of Uncanny
Reactions to all Vigilance
checks.

COST 10

m B IMPOSSIBLE FALL

once per session, perform
Impossible Fall incidental
when falling; make Force
Power check and spned
QD to decrease fall by one
range band and lang some-
where safe. Spend @ to de-
crease distance by one ad-
ditional range band.

"

Add [ to all Stealth checks

unless the opposition is im-

mune to Force powers.
COST 20

Hl DEDICATION

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

COST 25




Sentinel: Shadow

Career Skills: Computers, Deception, Knowledge (Core Worlds), Perception, Skulduggery, Stealth
Additional Carreer Skills: Knowledge (Underworld), Skulduggery, Stealth, Streetwise

"

Add ™ to all Stealth checks
unless the opposition is im-
mune to Force powers.

B STREET SMARTS

Remove B per rank of
Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

B WELL ROUNDED

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

B MENTAL
FORTRESS

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

COST 10

The character may spend 1
Destiny Point to make him
self undetectable via Force
powers and make their own
powers go unnoticed for the
remainder of the encounter

M SLIPPERY
MINDED

If under the effects of a
Force power, perform the
Slippery Minded action;
make a Hard (¢ ¢ ¢)
Deception check to im-
mediately end effects of
power

COsT 20

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

Remove B 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 20

B FORCE RATING

Gain + 1 Force Rating.

Bl ANATOMY
LESSONS

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

Il CODEBREAKER

Remove B 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.

Gain + 1 strain threshold.
CosT 10

"

Add ™ to all Stealth checks
unless the opposition is im-
mune to Force powers.

COST 15

Once per session, take Now
You See Me action. Make
a Hard (¢ ¢ ¢) Deception
check to make a number
of NPCs equal to Cunning
within medium range forget
about character.
CoSsT 20

B MASTER OF
SHADOWS

Once per round, suffer 2
strain to decrease the dif-
ficulty of next Stealth or
Skulduggery check by 1.
COST 25
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

M INDISTINGUISH-
ABLE

Upgrade difficulty of checks
to identify character once
per rank of Indistinguish-
able.

B INDISTINGUISH-
ABLE

Upgrade difficulty of checks
to identify character once
per rank of Indistinguish-
able.

COSsT 10

GRIT

Gain + 1 strain threshold.
COST 15

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 20

Il DEDICATION

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

COST 25




Sentinel: Shien Expert

Career Skills: Computers, Deception, Knowledge (Core Worlds), Perception, Skulduggery, Stealth

Additional Carreer Skills: Athletics, Lightsaber, Resilience, Skulduggery

M SIDE STEP

Once per round, may per-
form Side Step maneuver
and suffer a number of
strain to upgrade difficulty
of all incoming ranged at-
tacks by an equal number
for this round. Strain suf-
fered this way cannot ex-
ceed ranks in Side Step.

——E»

Il TOUGHENED

Gain +2 wound threshold.
CosT 10

Hl PARRY

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

COST 15

B DJEM SO DEFLEC-
TION

After using Reflect, may
spend 1 Destiny Point to
perform Move maneuver
as out-of-turn incidental to
close distance with or en-
gage opponent.

COST 20

HE FALLING
AVALANCHE

Suffer 2 strain to add dam-
age equal to Brawn to next
Lightsaber combat check
made that turn

Il CONDITIONED

Remove B 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.

H PARRY

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

COsT 10

m B COUNTERSTRIKE

When an attack misses the
character and generates @
or &% may upgrade next
Lightsaber (Cunning) check
against  attacker during
enounter once.

COST 15

M DEFENSIVE
STANCE

Once per round, may per-
form Defensive Stance ma-
neuver and suffer a num-
ber of strain to upgrade dif-
ficulty of all incoming melee
attacks by an equal number
for the next round. Strain
suffered this way cannot
exceed ranks in Defensive
Stance.

COST 20

DEDICATIO

Gain + 1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25

M STREET SMARTS

Remove B per rank of
Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

When making a check us-
ing the Lightsaber skill, the
character may use Cunning
instead of Brawn.

COSsT 10

GRIT

Gain + 1 strain threshold.
COST 15

Bl SABER THROW

Perform Saber Throw ac-
tion, make Lightsaber com-
bat check as ranged attack
at target within medium
range, adding O no greater
than Force rating. Must
spend @ and succeed to
hit target; spend @ to have
weapon return to hand.

H DISRUPTIVE
STRIKE

Perform Disruptive Strike
action; make a Lightsaber
(Cunning) combat check,
adding O no greater than
Force rating. Spend @ to
add Y to the next combat
check the target makes.

——— =
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

When hit by a ranged at-
tack, suffer 3 strain to re-
duce damage by 2 plus
ranks in Reflect.

When hit by a ranged at-
tack, suffer 3 strain to re-
duce damage by 2 plus
ranks in Reflect.

COsT 10

B IMPROVED RE-
FLECT

When reflecting a hit that
generated © or @G,
may hit one target in
medium range with the
same damage as the initial
hit, after original attack
resolves.

COST 15

When hit by a ranged at-
tack, suffer 3 strain to re-

duce damage by 2 plus
ranks in Reflect.

COST 20

B SUPREME RE-
FLECT

If the user did not make a
combat check during previ-
ous turn, may suffer 1 strain
to use Reflect.




Smuggler: Charmer

Career Skills: Coordination, Deception, Knowledge (Underworld), Perception, Piloting (Space), Skulduggery,
) - RANKED TALENT
Streetwise, Vigilance

Additional Carreer Skills: Charm, Cool, Leadership, Negotiation

HEKILL WITH KIND-

Gain + 1 strain threshold.

H INSPIRING

B SMOOTH TALKER

When first acquired, choose RHETORIC
1 skill; Charm, Coercion - )
. ' S Take the Inspiring Rhetoric
Deception, or Negotiation. .
. : action; make an Average
When making checks with (¢ #) Leadership check.

that skill, spend ® to gain ;
2 Each % causes 1 ally in
additional 3¥ equal to ranks close range to recover |

n Smooth Talker. strain. Spend € to cause
1 affected ally to recover 1
additional strain.

NESS

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

Hl PLAUSIBLE DENI-
ABILITY

H IMPROVED
INSPIRING
RHETORIC

HEKILL WITH KIND-
NESS

Il CONGENIAL

May suffer a number
of strain to downgrade
difficulty of Charm or
Negotiation  checks or
upgrade difficulty  when
targeted by Charm or
Negotiation checks, by
an equal number. Strain
suffered this way cannot
exceed ranks in Congenial.

Remove M per rank of Plau-
sible Deniability from Coer-
cion and Deception checks.
COST 10

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

Each ally affected by Inspir-
ing Rhetoric gains ' on all
skill checks for a number
of rounds equal to ranks in
Leadership

COsT 10

CosT 10

I WORKS LIKE A B DISARMING SMILE

CHARM

Once per session, make
one skill check using Pres-
ence rather than the char-
acteristic linked to that skill

B DISARMING SMILE

HEGRIT

Gain + 1 strain threshold.
COST 15

Take the Disarming Smile
action; succeed at an
opposed  Charm  check
to lower all defenses
of a target by ranks in
Disarming Smile until the
end of the encounter.

Take the Disarming Smile
action; succeed at an
opposed  Charm  check
to lower all defenses
of a target by ranks in
Disarming Smile until the
end of the encounter.

B SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,

M JUST KIDDING!

Once per round as an in-
cidental, spend 1 Destiny

Il INTENSE PRES-
ENCE

Il CONGENIAL

May suffer a number
of strain to downgrade

E

Spend 1 Destiny Point to

Deception, or Negotiation. difficulty of Charm or Point to ignora ® gener- f
When making checks with Negotiation  checks  or ated on a social check by Iz’iizcs)\éﬁrce ?;rteia:]n equal to
that skill, spend ® to gain upgrade difficulty when the character or any ally in 8

additional ¥ equal to ranks CosT 20

in Smooth Talker.

targeted by Charm or
Negotiation checks, by
an equal number. Strain
suffered this way cannot
exceed ranks in Congenial.

short range.

COST 20

Il RESOLVE

When a character involun-
tarily suffers strain, they
suffer 1 less strain per rank
of Resolve, to a minimum of
CosT 25

I NATURAL Il DEDICATION

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

COST 25

HEDON'T SHOOT

Once per session as an ac-
tion, make a Hard (¢ ¢ #)
Charm check. On success,
cannot be target of combat
checks until the end of the
encounter or until making a
combat check.

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

COST 25

COST 25
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Smuggler: Gambler

Career Skills: Coordination, Deception, Knowledge (Underworld), Perception, Piloting (Space), Skulduggery,

Streetwise, Vigilance

Additional Carreer Skills: Computers, Cool, Deception, Skulduggery

H CONVINCING DE-

MEANOR

Remove B per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

HEGRIT

Gain + 1 strain threshold.
CoST 10

M SECOND CHANCES

Once  per  encounter,
choose a number of
positive dice equal to ranks
in Second Chances and
reroll them.

COST 15

1
I

B UP THE ANTE

When gambling, win 10%
more credits per rank of Up
the Ante.

COST 20

HEGRIT

Gain + 1 strain threshold.

Il SECOND CHANCES

Once per encounter,

choose a number of
positive dice equal to ranks
in Second Chances and
reroll them.

COosT 10

Il CONVINCING DE-
MEANOR

Remove B per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

COST 15

B UP THE ANTE

When gambling, win 10%
more credits per rank of Up
the Ante.

COosT 20

B TOUGHENED

Gain +2 wound threshold.

Il DEDICATION

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

COST 10

B FORTUNE FAVORS
THE BOLD

Once per session as an inci-
dental, suffer 2 strain to flip
one dark side Destiny Point
to light side.

B CLEVER SOLU-
TION

Once per session, make
one skill check using Cun-
ning rather than the charac-
teristic linked to that skill

COST 20

HEDOUBLE OR
NOTHING

Suffer 2 strain to perform
the Double or Nothing inci-
dental to increase the diffi-
culty of the next check by
one. Then, after cancelling
opposing symbols, double
the amount of remaining ©.

M SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend ® to gain
additional 3 equal to ranks
in Smooth Talker.

I NATURAL NEGO-
TIATOR

Once per session, may
reroll any 1 Cool or
Negotiation check.
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PASSIVE
ACTIVE
RANKED TALENT

B UP THE ANTE

When gambling, win 10%
more credits per rank of Up
the Ante.

B SUPREME DOU-
BLE OR NOTHING

When performing the Dou-
ble or Nothing incidental,
also double the number of
® and ©.

CosT 10

Il NATURAL BLADE-
MASTER
Once per session, may

reroll any 1 Skulduggery or
Stealth check.

COST 15

Il SECOND CHANCES

Once per encounter,

choose a number of
positive dice equal to ranks
in Second Chances and
reroll them.

CosT 20

B IMPROVED DOU-
BLE OR NOTHING

When performing the Dou-
ble or Nothing incidental,
after canceling opposing
symbols, also double the
amount of remaining %*.




Smuggler: Gunslinger

Career Skills: Coordination, Deception, Knowledge (Underworld), Perception, Piloting (Space), Skulduggery,

Streetwise, Vigilance

Additional Carreer Skills: Coercion, Cool, Knowledge (Outer Rim), Ranged (Light)

HEGRIT

Gain + 1 strain threshold.

B LETHAL BLOWS
Add + 10 per rank of

Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

COST 10

OUGHENED

Gain +2 wound threshold.
COST 15

Il CONFIDENCE

May decrease difficulty of

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

COST 20

DEDICATION

Gain +1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

HE RAPID REACTION

Suffer a number of strain
to add an equal number

H QUICK STRIKE

Add per rank of Quick
Strike to combat checks
against targets that have
not acted yet this en-
counter

of 3 to Initiative checks.
Strain suffered cannot ex-
ceed ranks in Rapid Reac-
tion.

H QUICK STRIKE
Add per rank of Quick

EGRIT

Gain + 1 strain threshold.
cosT 10

Strike to combat checks
against targets that have
not acted yet this en-
counter

COST 10

B CALL 'EM

Do not add M to combat
checks due to the use of the
Aim maneuver.

When targeted by com-
bat check, may perform a
Dodge incidental to suffer a
COST 15 number of strain no greater
than ranks of Dodge, then
upgrade the difficulty of the
check by that number.

COST 15

B GUNS BLAZING

As an incidental, suffer 2
strain to avoid increasing
the difficulty of a Ranged
(Light) check to attack with
two weapons.

B LETHAL BLOWS

Add + 10 per rank of
Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

COST 20
COST 20

B NATURAL MARKS-
MAN

B SPITFIRE

After a successful com-
bined check with two
Ranged (Light) weapons,
additional hits can be
allocated to other targets
within range of the weapon.

Once per session, may
reroll any 1 Ranged (Light)
or Ranged (Heavy) check.
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PASSIVE

ACTIVE
RANKED ENT

Il QUICK DRAW

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

Il IMPROVED QUICK
DRAW

May use Quick Draw twice
per round.

Il SORRY ABOUT
THE MESS

Decrease the Critical Rating
of a weapon by 1 (to a min-
imum of 1) against targets
that have not yet acted this
encounter.

COST 15

Il 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.

COosT 20

B DEADLY ACCU-

RACY

When acquired, choose 1
combat skill. Add damage
equal to ranks in that skill to
one hit of successful attack
made using that skill




Smuggler: Pilot

PASSIVE

ACTIVE

Career Skills: Coordination, Deception, Knowledge (Underworld), Perception, Piloting (Space), Skulduggery,
P ge ( ) p g (Space) ggery, RANKED TALENT

Streetwise, Vigilance
Additional Carreer Skills: Astrogation, Gunnery, Piloting (Planetary), Piloting (Space)

B FULL THROTTLE

B SKILLED JOCKEY

Bl GALAXY MAPPER

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.

SKILLED JOCKEY

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

COST 10

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

B DEAD TO RIGHTS

Spend 1 Destiny Point to
add additional damage
equal to half  Agility
(rounded up) to one hit
of successful attack made
with  ship  or vehicle-
mounted weaponry

H IMPROVED FULL
THROTTLE

Suffer 1 strain to attempt
Full Throttle as a maneuver
and decrease its difficulty
to Average (¢ ¢)

COST 15

[morr

Gain + 1 strain threshold.
COST 20

B MASTER PILOT

Once per round, when pi-
loting a stership, may suffer
2 strain to perform any ac-
tion as a maneuver.
COST 25

Il IMPROVED DEAD
TO RIGHTS

Spend 1 Destiny Point to
add additional damage
equal to Agility (rounded
up) to one hit of successful
attack made with ship or
vehicle-mounted weaponry

%

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

l GALAXY MAPPER

Remove B per rank of

Galaxy Mapper from As-
trogation checks. Astroga-
tion checks take half normal
time.

COST 10

Gain + 1 strain threshold.
COST 15

M SUPREME FULL
THROTTLE

When  performing  Full
Throttle, top speed in-
creases by 2 instead of 1.
COST 20

Il DEDICATION

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

COST 25

B TRICKY TARGET

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

COST 20

B TOUGHENED

Gain +2 wound threshold.
COST 25
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B LET'S RIDE

Once per round.  may
mount or dismount a ve-
hicle or beast, or enter a
cockpit or weapon station
on a vehicle, as an inciden-
tal

COST 5

B RAPID RECOVERY

When healing strain after

an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

CosT 10

Il NATURAL PILOT

Once per session, may
reroll any 1 Piloting (Space)
or Gunnery check.

COSsT 15

B DEFENSIVE DRIV-
ING

Increase defense of vehi-
cle or starship being piloted
by 1 per rank of Defensive
Driving

COsT 20

M BRILLIANT EVA-

SION

Once per encounter may
take Brilliant ~ Evasion
action. Select 1 opponent
and make Opposed Pilot-
ing (Planetary or Space)
check to stop opponent
from attacking character
for rounds equal to Agility.

——




PASSIVE
ACTIVE
RANKED TALENT

Smuggler: Scoundrel

Career Skills: Coordination, Deception, Knowledge (Underworld), Perception, Piloting (Space), Skulduggery,
Streetwise, Vigilance
Additional Carreer Skills: Charm, Cool, Deception, Ranged (Light)

H RAPID REACTION

B CONVINCING DE-
MEANOR

B BLACK MARKET B QUICK DRAW

CONTACTS

When purchasing illegal

Once per round, draw or
holster a weapon or acces-

Remove M per rank of sible item as an incidental

Suffer a number of strain
to add an equal number
of ¥ to Initiative checks.

goods, may reduce rarity Convincing Demeanor from
by 1 per rank of Black Mar- Deception or Skulduggery
ket Contacts, increasing checks.

cost by 50 percent of base
cost per reduction
COST 5

Strain suffered cannot ex-
ceed ranks in Rapid Reac-
tion.

I CONVINCING DE-
MEANOR

I BLACK MARKET
CONTACTS

B CONVINCING DE-
MEANOR

l QUICK STRIKE

Add per rank of Quick
Strike to combat checks
against targets that have
not acted yet this en-
counter

Remove M per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

Remove M per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black Mar-
ket Contacts, increasing
cost by 50 percent of base
cost per reduction

cosT 10

COsT 10

COsT 10 COST 10

B BLACK MARKET M SIDE STEP

Gain +2 wound threshold. CONTACTS

EOSTIIS When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black Mar-
ket Contacts, increasing
cost by 50 percent of base
cost per reduction

B HIDDEN STORAGE B TOUGHENED

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage

COST 15

Once per round, may per-
form Side Step maneuver
and suffer a number of
strain to upgrade difficulty
of all incoming ranged at-
tacks by an equal number
for this round. Strain suf-
fered this way cannot ex-
E0STNE ceed ranks in Side Step.

M SIDE STEP

Once per round, may per-
form Side Step maneuver
and suffer a number of
strain to upgrade difficulty

B HIDDEN STORAGE

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage of all incoming ranged at-
COST 20 tacks by an equal number
COST 20 for this round. Strain suf-
fered this way cannot ex-
ceed ranks in Side Step.

Il 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.

B TOUGHENED

J
E

Gain +2 wound threshold.
COST 20

CcosT 20

Il NATURAL
CHARMER

DEDICATIO

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

COST 25

B SOFT SPOT ICK STRIKE

After making a successful Add per rank of Quick

attack, may spend 1 Des- Strike to combat checks

tiny Point to add damage against targets that have

equal to Cunning to one hit. not acted yet this en-
COST 25 counter

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

COSsT 25

COST 25
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-
Smuggler:Thlef

Career Skills: Coordination, Deception, Knowledge (Underworld), Perception, Piloting (Space), Skulduggery,
) - RANKED TALENT
Streetwise, Vigilance

Additional Carreer Skills: Computers, Skulduggery, Stealth, Vigilance

TREET SM Il BLACK MARKET

Remove B per rank of CONTACTS
Street Smarts from Street-
wise and Knowledge (Un-

M INDISTINGUISH- YPASS SECURITY

ABLE Remove M per rank of By-
pass Security from checks

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black Mar-
ket Contacts, increasing
cost by 50 percent of base
cost per reduction

Upgrade difficulty of checks
to identify character once
per rank of Indistinguish-
able.

made to disable a security
device or open a locked
door.

derworld) checks.

B HIDDEN STORAGE

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage
cosT 10

B BLACK MARKET
CONTACTS

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 10

HEGRIT

Gain + 1 strain threshold.
CoSsT 10

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black Mar-
ket Contacts, increasing
cost by 50 percent of base
cost per reduction
CoSsT 10

B STALKER M SHORTCUT

HMGRIT B RAPID REACTION

Add per rank of stalker Gain + 1 strain threshold. Suffer a number of strain
to all Stealth and Coordina- COST 15 to add an equal number
tion checks. of 3% to Initiative checks.
Strain suffered cannot ex-
ceed ranks in Rapid Reac-
tion.

During a chase, add
per rank in Shortcut to any
checks made to catch or es-
cape an opponent.
CosT 15

COST 15

COST 15

HJUMP UP

Once per round, may stand
from seated or prone as an
incidental

B STREET SMARTS

Remove B per rank of
Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.
COST 20

E

Bl BYPASS SECURITY Il NATURAL BLADE-
Remove M per rank of By- MASTER
pass Security from checks Once per session, may

made to disable a security
device or open a locked ;etrec;lllt;ncﬁgcikulduggery or

door.

COosT 20

COsT 20
COST 20

B MASTER OF
SHADOWS

When targeted by com- ABLE
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

DICATION

Gain + 1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25

Once per round, suffer 2
strain to decrease the dif-
ficulty of next Stealth or
Skulduggery check by 1.

Upgrade difficulty of checks
to identify character once
per rank of Indistinguish-
able.

COST 25
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.
Soldier: Commando

Career Skills: Athletics, Brawl|, Knowledge (Warfare), Medicine, Melee, Ranged (Light), Ranged (Heavy), Survival
Additional Carreer Skills: Brawl|, Melee, Resilience, Survival RANKED TALENT

B PHYSICAL TRAIN-
ING

Add per rank of Physi-
cal Training to Athletics and
Resilience checks.

HEGRIT

Gain + 1 strain threshold.

B TOUGHENED

Gain +2 wound threshold.

B POINT BLANK

Add 1 damage per rank of
Point Blank to damage of
one hit of successful attack
while using Ranged (Heavy)
or Ranged (Light) skills at
close range or engaged

Bl TOUGHENED

Gain +2 wound threshold.
CoST 10

M DURABLE B PHYSICAL TRAIN- B STRONG ARM

May reduce any Critical In- ING Treat thrown weapons as if
jury suffered by 10 per rank - they had 1 greater range.
of Durable, to a minimum of Add B per rank of Physi CoST 10

1 cal Training to Athletics and
: Resilience checks.
COST 10

COsT 10

H BLOODED

Add I per rank of Blooded
to all checks to resist or
recover from poisons, ven-
oms, or toxins. Reduce du-
ration of ongoing poisons
by 1 round per rank of
Blooded to a minimum of 1.

COST 15

B ARMOR MASTER

When wearing armor, in-
crease total soak value by
1.

I NATURAL OUT-
DOORSMAN

B FERAL STRENGTH

Add 1 damage per rank of
Feral Strength to one hit of
successful attacks made us-
ing Brawl or Melee skills.
COST 15

Once per session, may
reroll any 1 Resilience or
Survival check.

COsT 15

Il KNOCKDOWN

After hitting with a melee

attack, may spend ® to

knock the target prone.
COST 20

B TOUGHENED » M HEROIC FORTI- Il DURABLE )

Gain +2 wound threshold. TUDE May reduce any Critical In-
COST 20 jury suffered by 10 per rank
to ignore effects of Critical (])fDurab\e, to a minimum of
Injuries on Brawn or Agility )

checks until the end of the COSTR20
encounter

May spend 1 Destiny Point

cosT 20

B IMPROVED AR-
MOR MASTER

Il DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

B FERAL STRENGTH

B UNSTOPPABLE

If a Critical Injury roll is 1
or reduced to 1, do not re-
ceive the critical injury.

When wearing armor with a
soak value of 2 or higher, in-

Add 1 damage per rank of
Feral Strength to one hit of
successful attacks made us-
ing Brawl or Melee skills.
COST 25

crease defense by 1
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PASSIVE

Soldier: Heavy

Career Skills: Athletics, Brawl|, Knowledge (Warfare), Medicine, Melee, Ranged (Light), Ranged (Heavy), Survival

H BURLY

Reduce any wielded
weapon'’s Cumbersome

quality and Encumbrance
rating by a number equal
to ranks in Burly to a
minimum of 1.

Hl BARRAGE

Add 1 damage per rank of
Barrage to 1 hit of suc-

cessful attack while using
Ranged (Heavy) or Gunnery
skills at long or extreme
range.

COsT 10

M SIDE STEP

Once per round, may per-
form Side Step maneuver
and suffer a number of
strain to upgrade difficulty
of all incoming ranged at-
tacks by an equal number
for this round. Strain suf-
fered this way cannot ex-
ceed ranks in Side Step.

COST 15

Bl BRACE

Perform the Brace maneu-
ver to remove M per rank

of Brace from next Ac-
tion. This may only remove
W added by environmental
circumstances

COST 20

H BURLY

Reduce any wielded
weapon'’s Cumbersome

quality and Encumbrance
rating by a number equal
to ranks in Burly to a
minimum of 1.

COST 25

M BARRAGE

Add 1 damage per rank of
Barrage to 1 hit of suc-
cessful attack while using
Ranged (Heavy) or Gunnery
skills at long or extreme
range.

Hl BRACE

Perform the Brace maneu-
ver to remove B per rank

of Brace from next Ac-
tion. This may only remove
W added by environmental
circumstances

COST 10

BURLY

Reduce any wielded
weapon'’s Cumbersome

quality and Encumbrance
rating by a number equal
to ranks in Burly to a
minimum of 1.

COST 15

B BARRAGE

Add 1 damage per rank of
Barrage to 1 hit of suc-
cessful attack while using
Ranged (Heavy) or Gunnery
skills at long or extreme
range.

CosT 20

Il DEDICATION

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

COST 25

Additional Carreer Skills: Gunnery, Perception, Ranged (Heavy), Resilience

B GRIT

Gain + 1 strain threshold.

B SPARE CLIP

Cannot run out of ammo
due to @. Items with Lim-
ited Ammo quality run out
of ammo as normal.

COST 10

H 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 15

HERAIN OF DEATH

Perform the Rain of Death
maneuver to ignore the in-
creased difficulty due to the
Auto-fire quality of attacks
made this turn.

B ARMOR MASTER

When wearing armor, in-
crease total soak value by
1.

COST 25
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B TOUGHENED

Gain +2 wound threshold.

Il DURABLE

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

CosT 10

UGHENED

Gain +2 wound threshold.
COST 15

W HEROIC RE-

SILIENCE

Immediately after being hit
by an attack but before
suffering damage, spend 1
Destiny Point to increase

soak by ranks in Resilience.

M HEAVY HITTER

Once per session, spend
® on a successful Ranged
(Heavy) or Gunnery check
to add the Breach 1 quality
to the attack, or increase an
existing Breach rating by 1.

RANKED TALENT



Soldier: Medic

Career Skills: Athletics, Brawl|, Knowledge (Warfare), Medicine, Melee, Ranged (Light), Ranged (Heavy), Survival

Additional Carreer Skills: Knowledge (Xenology), Medicine, Resilience, Vigilance

B FORAGER

Remove up to HM from
skill checks to find food,
water, or shelter. Survival
checks to forage take half
the time.

Bl TOUGHENED

Gain +2 wound threshold.
CoST 10

B WELL ROUNDED

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

| Wooose )

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.

H ANATOMY
LESSONS

After making a successful
attack, may spend 1 Des-

tiny Point to add damage
equal to Intellect to one hit.

B STIMPACK SPE-
CIALIZATION

Stimpacks heal 1 additional
wound per rank of Stim-
pack Specialization.

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

cosT 10

HGRIT

Gain + 1 strain threshold.
COST 15

HEGRIT

Gain + 1 strain threshold.

B STIMPACK SPE-
CIALIZATION

Stimpacks heal 1 additional
wound per rank of Stim-
pack Specialization.

COST 10

M 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.

L

Once per session may re-
roll any 1 Medicine check.
COST 20

Il DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

H 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

HIT'S NOT THAT
BAD

Once per session when an
ally would suffer a Criti-
cal Injury, may take an It's
Not That Bad action; make
a Hard (¢ ¢ ¢) Medicine
check to stop the ally from

gaining the Critical Injury.
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PASSIVE
ACTIVE

RANKED TALENT

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

B BACTA SPECIALIST

Patients regain 1 additional
wound per rank of Bacta
Specialist when they re-
cover wounds from bacta
tanks or long term
cosT 10

Il MASTER DOCTOR

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

B STIMPACK S
CIALIZATION

Stimpacks heal 1 additional
wound per rank of Stim-
pack Specialization.

COST 20

B SUPREME STIM
APPLICATION

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



-
Soldier: Sharpshooter

Career Skills: Athletics, Brawl|, Knowledge (Warfare), Medicine, Melee, Ranged (Light), Ranged (Heavy), Survival
Additional Carreer Skills: Cool, Perception, Ranged (Light), Ranged (Heavy) RANKED TALENT

M EXPERT TRACKER I SNIPER SHOT l BRACE EGRIT
Remove B per rank of Ex- Before making a non Perform the Brace maneu- Gain + 1 strain threshold.
pert Tracker from checks to thrown ranged attack, ver to remove M per rank

find tracks or track targets.
Decrease time to track a
target by half.

may perform a Sniper of Brace from next Ac-
Shot maneuver to increase tion. This may only remove
the weapon’s range by 1 W added by environmental
range band per rank in circumstances

Sniper Shot. Upgrade the
difficulty of the attack by 1
per range band increase

COST 5

M LETHAL BLOWS
Add + 10 per rank of

Il TRUE AIM Hl DEADLY ACCU-

HEGRIT

Gain + 1 strain threshold.
CosT 10

RACY

Once per round, may per-
form a True Aim maneuver
to gain benefits of aiming
and upgrade combat check
once per rank of True Aim.
cosT 10

Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

When acquired, choose 1
combat skill. Add damage
equal to ranks in that skill to
one hit of successful attack
made using that skill

CosT 10

CosT 10

M BRACE

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

B LETHAL BLOWS M SNIPER SHOT

Add + 10 per rank of Before making a non
Lethal Blows to any Criti- thrown  ranged  attack,
cal Injury results inflicted on may perform a Sniper
opponents Shot maneuver to increase
COST 15 the weapon’s range by 1
range band per rank in
Sniper Shot. Upgrade the
difficulty of the attack by 1
per range band increase

H TRUE AIM

Once per round, may per-
form a True Aim maneuver
to gain benefits of aiming
and upgrade combat check
once per rank of True Aim.
CosT 15
COST 15

H CRIPPLING BLOW

Increase the difficulty of

EXPERT TRACKER

Remove B per rank of Ex-
pert Tracker from checks to
find tracks or track targets.
Decrease time to track a
target by half.

M DEADLY ACCU- UGHENED

RACY Gain +2 wound threshold.

COST 20 next combat check by 1.
If check deals damage, tar-
get suffers 1 strain when-
ever they move for the re-
mainder of the encounter.

When acquired, choose 1
combat skill. Add damage
equal to ranks in that skill to
one hit of successful attack
made using that skill

COST 20

COST 20

I TARGETED BLOW

After making a successful
attack, may spend 1 Des-

Il DEDICATION

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

COST 25

Il NATURAL MARKS-
MAN

H QUICK FIX

Once per session, make
one skill check using Agility
rather than the characteris-
tic linked to that skill.

Once per session, may
reroll any 1 Ranged (Light)
or Ranged (Heavy) check.

tiny Point to add damage
equal to Agility to one
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Soldier: Trailblazer

PASSIVE
ACTIVE

Career Skills: Athletics, Brawl|, Knowledge (Warfare), Medicine, Melee, Ranged (Light), Ranged (Heavy), Survival
RANKED TALENT

Additional Carreer Skills: Knowledge (Outer Rim), Perception, Stealth, Survival

Il STALKER B TOUGHENED

Add per rank of stalker Gain +2 wound threshold.
to all Stealth and Coordina-

tion checks.

H PRIME POSITIONS

When this character or an
ally in short range takes
cover, they both increase
their soak against ranged
attack by 1 per rank of
Prime Positions until they
leave that cover.

M DISORIENT

After hitting with combat
check, may spend ©€ to
disorient target for number
of rounds equal to ranks in
Disorient

COST 10

COsT 10

HEGRIT

Gain + 1 strain threshold.
COST 15

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

[moooc: | mvev on e

When targeted by com- WEAK

bat check, may perform a
N Add +1 damage to one
Dodge incidental to suffer a hit of successful combat

number of strain no greater checks against disoriented

than ranks of Dodge, then
e ' targets per rank of Prey on
upgrade the difficulty of the the Weak.

check by that number.
COST 20

cosT 20

Gain +1 to a single charac- Once per round while ben-
teristic. This cannot bring a efitting from cover, may
characteristic above 6. make the Ambush maneu-
COST 25 ver. Add damage equal
to Stealth skill to one hit
of next successful com-
bat check against a target
within short range before
the end of the turn.

-

B OUTDOORSMAN

Remove M per rank of Out-
doorsman from checks to
move through terrain or
manage environmental ef-
fects. Decrease overland
travel times by half

I CUNNING SNARE

Once per encounter as an
action, may create a trap.
Any other character who
moves to engaged range of
the trap must make an Op-
posed Vigilance vs. Survival
check to avoid harm and ill
effects.

COST 10

HEBLIND SPOT

This character and allies
within short range add & to
combat checks while bene-
fitting from cover.

COST 15

Remove W per rank of Ex-
pert Tracker from checks to

find tracks or track targets.
Decrease time to track a
target by half.

COST 20

HE DISORIENT
After hitting with combat

check, may spend ©€ to
disorient target for number
of rounds equal to ranks in
Disorient

COST 25
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M EXPERT TRACKER

Remove M per rank of Ex-
pert Tracker from checks to
find tracks or track targets.
Decrease time to track a
target by half.

Il OUTDOORSMAN

Remove B per rank of Out-
doorsman from checks to
move through terrain or
manage environmental ef-
fects. Decrease overland
travel times by half

CosT 10

B TOUGHENED

Gain +2 wound threshold.
COST 15

B ONE WITH NA-

TURE

When in the wilderness, the
character may make a Sim-
ple () Survival check in-
stead of Discipline or Cool
to recover strain at the end
of an encounter.

B 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 25



Soldier: Vanguard

Career Skills: Athletics, Brawl|, Knowledge (Warfare), Medicine, Melee, Ranged (Light), Ranged (Heavy), Survival
Additional Carreer Skills: Athletics, Cool, Vigilance, Resilience

BODY GUARD

Once per round, perform
the Body Guard maneuver
to guard an engaged char-
acter. Suffer a number of
strain no greater than ranks
of Body Guard, then until
the beginning of the next
turn upgrade the difficulty
of combat checks targeting
the character by that num-
ber.

COSsT 5

B TOUGHENED

Gain +2 wound threshold.
CoSsT 10

Il CONDITIONED

Remove M 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 15

Il CONDITIONED

Remove B 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.

Il IMPROVED BODY
GUARD

Once per session, when an
ally protected by the Body
Guard maneuver suffers a
hit, suffer the hit instead.

COST 20

EDICATION

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

COST 25

Bl MOVING TARGET

If the character has already
acted this round, increase
ranged defense by 1 per
rank of Moving Target.

COST 10

Il BODY GUARD

Once per round, perform
the Body Guard maneuver
to guard an engaged char-
acter. Suffer a number of
strain no greater than ranks
of Body Guard, then until
the beginning of the next
turn upgrade the difficulty
of combat checks targeting
the character by that num-
ber.

-

B TOUGHENED

Gain +2 wound threshold.
COST 20

B TOUGHENED

Gain +2 wound threshold.

B POINT BLANK

Add 1 damage per rank of
Point Blank to damage of
one hit of successful attack
while using Ranged (Heavy)
or Ranged (Light) skills at
close range or engaged
COST 10

B TOUGHENED

Gain +2 wound threshold.
COST 15

M SUPPRESSING
FIRE

Character and allies in short
range may spend € on
failed combat checks once
per round to inflict 1 strain
per rank in Suppressing Fire
on the target.

COST 20

B SUPREME BODY

GUARD

Body Guard maneuver
may protect a number of
engaged characters up to
ranks in Resilience.

COST 25

HE DYNAMIC FIRE

When making a ranged at-
tack while engaged with
an opponent, may suffer 2

strain to reduce the ranged
modifier by 1.
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PASSIVE
ACTIVE
RANKED TALENT

H 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.

B SUPPRESSING
FIRE

Character and allies in short
range may spend € on
failed combat checks once
per round to inflict 1 strain
per rank in Suppressing Fire
on the target.

COST 10

Il 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

B MOVING TARGET

If the character has already
acted this round, increase
ranged defense by 1 per
rank of Moving Target.
CoSsT 20

M SEIZE THE INITIA-

TIVE

Once per session as a
maneuver, may make a
Hard (4 ¢ ) Athletics
check. On success, other
PCs may take their turns
immediately.




-
Spy: Courier

Career Skills: Computers, Cool, Coordination, Deception, Knowledge (Warfare), Perception, Skulduggery, Stealth
Additional Carreer Skills: Athletics, Deception, Streetwise, and Vigilance

M INDISTINGUISH-
ABLE

M WELL-TRAVELED H PILOT TRAINING

Knowledge (Core Worlds) Piloting (Planetary) and Pi-
and Knowledge (Outer Rim) loting (Space) become ca-
become career skills. reer skills.

B SHORTCUT

During a chase, add

per rank in Shortcut to any
checks made to catch or es-
cape an opponent.

Upgrade difficulty of checks
to identify character once
per rank of Indistinguish-
able.

COST 5

B SwWIFT Il SECOND WIND

Does not suffer usual penal- Once per encounter, may Gain + 1 strain threshold.
ties for moving through dif- use Second Wind incidental

IDDEN STORAGE

Gain hidden storage in ve-
hicles or equipment that

CosT 10

holds items with total en- ficult terrain. to recover strain equal to
cumbrance equal to ranks COST 10 ranks in Second Wind.
in Hidden Storage COST 10

COST 10

M INDISTINGUISH- Il FREERUNNING HORTCUT

Gain + 1 strain threshold. ABLE Suffer 1 strain when making During a chase, add
COST 15 a Move maneuver to move per rank in Shortcut to any
to any location within short checks made to catch or es-
range. cape an opponent.

COST 15

Upgrade difficulty of checks
to identify character once
per rank of Indistinguish-
able.

COST 15

COST 15

M IMPROVED HID-
DEN STORAGE

Il IMPROVED INDIS- Il SECOND WIND

TINGUISHABLE

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage

CosT 20

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

CosT 20

The character may use Hid-
den Storage to store an
item within their own suit-
ably modified body.

COST 20

The character may extend
the effects of Indistinguish-
able to a number of allies
within short range equal to
ranks in Deception.
COST 20

B INCITE DISTRAC-
TION

Il NATURAL ATH-
LETE

Il DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

B LOSE THEM

When being followed or
chased, the character may
perform the Lose Them
action and make a Hard
(® ¢ @) Stealth check. |If
successful, add HE to
checks to follow him for the
remainder of the encounter
and may spend @ to in-
dicate their pursuers have
lost him completely.

While in a crowd, may per-
form the Incite Distraction
action to make an Aver-
age (¢ ) Deception check.
If successful, enemies treat
the area as difficult terrain.
The character may spend
® to make the location im-
passable terrain to them in-
stead.

-

Once per session, may
reroll any 1 Coordination
or Athletics check.
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Spy: Infiltrator

Career Skills: Computers, Cool, Coordination, Deception, Knowledge (Warfare), Perception, Skulduggery, Stealth

Additional Carreer Skills: Deception,

B GRIT

Gain + 1 strain threshold.

B STUNNING BLOW

When making Melee
checks, may inflict damage
as strain instead of wounds.
This does not ignore soak.
COST 10

Il KNOCKDOWN

After hitting with a melee
attack, may spend ® to
knock the target prone.

COST 15

I NATURAL
BRAWLER

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

COST 20

PASSIVE
ACTIVE

RANKED

Melee, Skulduggery, Streetwise

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.

Hl FRENZIED

When making a Melee or
Brawl check, suffer a num-
ber of strain to upgrade the
attack an equal number of
times. The strain suffered
may not exceed ranks in
Frenzied Attack

ACK Il DEFENSIVE

STANCE

Once per round, may per-
form Defensive Stance ma-
neuver and suffer a num-
ber of strain to upgrade dif-
ficulty of all incoming melee
attacks by an equal number
for the next round. Strain
suffered this way cannot
exceed ranks in Defensive
Stance.

M SOFT SPOT HJumMP UP

h

GRIT

Gain + 1 strain threshold.
cosT 10

After making a successful
attack, may spend 1 Des-
tiny Point to add damage
equal to Cunning to one hit.
COST 10

Once per round, may stand
from seated or prone as an
incidental

I FRENZIED ATTACK

HGRIT

Gain + 1 strain threshold.
[T

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.

When making a Melee or
Brawl check, suffer a num-
ber of strain to upgrade the
attack an equal number of
times. The strain suffered
may not exceed ranks in
Frenzied Attack

COST 15

B IMPROVED STUN-
NING BLOW

Il DEFENSIVE
STANCE

UGHENED

Gain +2 wound threshold.
COST 20

When dealing strain dam-
age with Melee or Brawl
checks. may spend ® to
stagger target for 1 round
per &

Once per round, may per-
form Defensive Stance ma-
neuver and suffer a num-
ber of strain to upgrade dif-
ficulty of all incoming melee
attacks by an equal number
for the next round. Strain
suffered this way cannot
exceed ranks in Defensive
Stance.

ﬁw

Hl DEDICATION

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

COST 25

Il CLEVER SOLU-
TION

Once per session, make
one skill check using Cun-
ning rather than the charac-
teristic linked to that skill

COST 25

Bl MASTER OF
SHADOWS

Once per round, suffer 2
strain to decrease the dif-
ficulty of next Stealth or
Skulduggery check by 1.

COST 25

Il NATURAL BLADE-
MASTER

Once per session, may
reroll any 1 Skulduggery or
Stealth check.
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PASSIVE
ACTIVE

Spy: Interrogator

Career Skills: Computers, Cool, Coordination, Deception, Knowledge (Warfare), Perception, Skulduggery, Stealth
Additional Carreer Skills: Charm, Coercion, Medicine, Perception

ENOBODY'S FOOL

INTIMIDATING »

WorT | WsuRGEON

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

Bl BAD COP

May spend &€ from a De-
ception or Coercion check
to upgrade ability of a sin-

gle ally’s subsequent social
interaction check against
the target a number of
times equal to ranks in Bad
Cop.

COST 10

B RESIST QUES-

TIONING

When targeted by an op-
posed social skill check,
the character may suffer
2 strain to add M to the
check. If the check fails, the
character may spend @ to
indicate they have provided
false information.

H IMPROVED RE-

SIST QUESTION-
ING

When one ally within short
range is targeted by an op-
posed social skill check, the
character may perform Re-
sist Questioning to affect
this check instead. If the
check fails, may spend @
toindicate the ally provided
false information to foe.

————

Gain + 1 strain threshold.

Gain + 1 strain threshold.
cosT 10

BAD COP

May spend €@ from a De-
ception or Coercion check
to upgrade ability of a sin-
gle ally’s subsequent social
interaction check against
the target a number of
times equal to ranks in Bad
Cop.

COST 15

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 20

B GRIT

When making a Medicine
check to help a charac-

ter heal wounds, the target
heals 1 additional wound
per rank of 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

OBODY'S FOOL

May upgrade difficulty of
incoming Charm, Coercion,
or Deception checks once
per rank of Nobody's Fool.
COST 15

B KNOW THEIR
WEAKNESS

Once per session, may per-
form the Know Their Weak-
ness action and choose one
target within short range;
make a Hard (¢ ¢ ¢) Per-
ception check to down-
grade the difficulty of social
skill checks against target
once per rank of Know Their
Weakness until the end of
the session.

May upgrade difficulty of

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

B GOOD CcoP

May spend QO from
a Charm or Negotiation
check to upgrade ability of
a single ally’s subsequent
social interaction check
against the target a number
of times equal to ranks in
Good Cop.

CosT 10

H KNOW THEIR

WEAKNESS

Once per session, may per-
form the Know Their Weak-
ness action and choose one
target within short range;
make a Hard (¢ ¢ #) Per-
ception check to down-
grade the difficulty of social
skill checks against target
once per rank of Know Their
Weakness until the end of
the session.

Il IMPROVED KNOW

THEIR WEAKNESS

The character may extend
the effect of Know Their
Weakness to a number of
enemies within short range

M PRESSURE POINT

When making a Brawl check
against an opponent, in-
stead of dealing damage,
may deal equivalent strain
plus additional strain equal
to ranks of Medicine (thisig-
nores soak).

Il EXHAUSTIVE

QUESTIONING

Whenever character makes
a successful social  skill
check against a captured
enemy within short range,
may reduce that enemy’s
strain  threshold by 2
for the remainder of the
session and can spend &
to inflict 1 strain.

|-

H MADE YOU TALK

Once per session, may
make an opposed social
skill  check against a
captured enemy character
within short range and
add for every 2 strain
inflicted on the target that
encounter. If successful,
the PCs gain a bonus based
on the enemy NPC type.

— =
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equal to their Presence.

——

Il DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25




Spy: Scout

Career Skills: Computers, Cool, Coordination, Deception, Knowledge (Warfare), Perception, Skulduggery, Stealth

Additional Carreer Skills: Athletics, Medicine, Piloting (Planetary), Survival

B STALKER

Add per rank of stalker
to all Stealth and Coordina-
tion checks.

H RAPID RECOVERY

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

M FORAGER

Remove up to HME from
skill checks to find food,
water, or shelter. Survival
checks to forage take half
the time.

l QUICK STRIKE

Add per rank of Quick
Strike to combat checks
against targets that have
not acted yet this en-
counter

COST 10 COST 10

HEGRIT

Gain + 1 strain threshold.

B LET'S RIDE

Once per round. may
mount or dismount a ve-
hicle or beast, or enter a
cockpit or weapon station
on a vehicle, as an inciden-
tal

COsT 10

APID RECOVERY

When healing strain after
an encounter, heal 1 ad-
ditional strain per rank of
Rapid Recovery.

Il NATURAL
HUNTER

Once per session, may
reroll any 1 Perception or

Vigilance check.

COST 15

B HEIGHTENED
AWARENESS

Gain + 1 strain threshold.

COST 20 Allies within short range

add "to Perception or Vigi-
lance checks. Engaged add

Il DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

B UTILITY BELT

Spend 1 Destiny Point to
perform a Utility Belt in-
cidental; produce a previ-
ously undocumented item
or weapon (with restric-
tions) from a tool belt or a
satchel

COST 25

H FAMILIAR SUNS

Once per session, may
perform a Familiar Suns
maneuver; make a Hard
(¢ ¢ ¢) Knowledge (Outer
Rim) or (Core Worlds) check
to reveal the current type
of plan environment and
other useful information

COST 15

B TOUGHENED

Gain +2 wound threshold.
COST 20

B STALKER

Add per rank of stalker
to all Stealth and Coordina-
tion checks.

COST 25

Age of Rebellion p. 98

PASSIVE
ACTIVE

B SHORTC

During a chase, add
per rank in Shortcut to any
checks made to catch or es-
cape an opponent.

B DISORIENT

After hitting with combat
check, may spend ©€ to
disorient target for number
of rounds equal to ranks in
Disorient

COST 10

HORTCUT

During a chase, add
per rank in Shortcut to any
checks made to catch or es-
cape an opponent.
COST 15

B QUICK STRIKE

Add per rank of Quick
Strike to combat checks
against targets that have
not acted yet this en-
counter

CosT 20

B DISORIENT

After hitting with combat
check, may spend ©€ to
disorient target for number
of rounds equal to ranks in
Disorient

CosT 25

RANKED ENT



Spy: Sleeper Agent

Career Skills: Computers, Cool, Coordination, Deception, Knowledge (Warfare), Perception, Skulduggery, Stealth
Additional Carreer Skills: Charm, Cool, Discipline, Knowledge (Education)

CODEBREAKER

Remove B 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 5

B TOUGHENED

Gain +2 wound threshold.
CoSsT 10

B ANALYZE DATA

Once per session after
capturing enemy data, the
character may perform
the Analyze Data action
to make an Average (¢ #)
Knowledge (Warfare)
check.  Once during the
remainder of the session
they may then add 3 equal
to ranks in  Knowledge
(Warfare) to one check
related to that data.

COST 15

Gain + 1 strain threshold.
COST 20

EDICATION

Gain +1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

HEGRIT

Gain + 1 strain threshold.

H BYPASS SECURITY

Remove B per rank of By-
pass Security from checks
made to disable a security
device or open a locked
door.

COST 10

Il CODEBREAKER

Remove B 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

B BYPASS SECURITY

Remove M per rank of By-
pass Security from checks
made to disable a security
device or open a locked
door.

COosT 20

PASSIVE

B WELL ROUNDED

B CUNNING PER-

SONA Choose any 2 skills. They
The character may suffer permarjently become  ca-
reer skills.

2 strain to make a Charm
check with Cunning instead
of Presence.

Il CONVINCING DE-

B CREATIVE KILLER

Reduce the crit rating of im-
provised weapons by 2 (to
a minimum of 1).

COST 10

MEANOR

Remove B per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

COST 10

I CONVINCING DE-
MEANOR

HGRIT

Gain + 1 strain threshold.
COST 15

Remove B per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.
CoST 15

B DURABLE

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

A STEP AHEAD

Once per session, the char-
acter may suffer 2 strain in
order to count their Cun-
ning as one higher than nor-
COST 20 mal for the remainder of the
encounter.

Il INSIDE PERSON

Once per session the char-
acter may spend a Destiny
Point to establish they have
been undercoverin aniden-
tified enemy base or large
vehicle. For the remainder
of the session, add auto-
matic O to checks they
or their allies make that are
associated with that loca-
tion.

—

I NATURAL
CHARMER

H INSIDE KNOWL-

EDGE

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

Once per session while in
an enemy facility or ves-
sel, may perform the Inside
Knowledge action; make a
Hard (¢ ¢ ¢) Skulduggery
check. Character may then
find a single personal scale
item with a rarity no greater
than Cunning plus 2 previ-
ously stashed here, or gain
a narrative benefit.
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Spy: Slicer

PASSIVE
ACTIVE

Career Skills: Computers, Cool, Coordination, Deception, Knowledge (Warfare), Perception, Skulduggery, Stealth
RANKED TALENT

Additional Carreer Skills: Computers, Knowledge (Education), Knowledge (Underworld), Stealth

CODEBREAKER

Remove B 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.

DEFENSIVE SLIC-
ING

When defending computer
systems, add B per rank of
Defensive Slicing to oppo-
nents’ checks.

COsT 10

I NATURAL PRO-
GRAMMER

Once per session, may
reroll any 1 Computers or
Astrogation check.
COST 15

DEFENSIVE SLIC-
ING

When defending computer
systems, add M per rank of
Defensive Slicing to oppo-
nents’ checks.

COST 20

B GRIT

Gain + 1 strain threshold.

B TECHNICAL APTI-
TUDE

Reduce time needed to
complete Computers-relat-
ed tasks by 25% per rank.

CosT 10

Remove M per rank of By-
pass Security from checks
made to disable a security
device or open a locked
door.

COST 15

B IMPROVED DE-
FENSIVE SLICING

Defensive  Slicing  now
upgrades opponents’
difficulty once per rank
of Defensive Slicing; this
replaces the usual benefits
COST 20

M TECHNICAL APTI-
TUDE

Reduce time needed to
complete Computers-relat-
ed tasks by 25% per rank.

HEGRIT

Gain + 1 strain threshold.
CosT 10

DEFENSIVE SLIC-
ING

When defending computer
systems, add Il per rank of
Defensive Slicing to oppo-
nents’ checks.

COST 15

Il CODEBREAKER

Remove B 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 20

M SKILLED SLICER

When making a Comput-
ers check may spend ®
to make further Computers
checks within this system as
maneuvers.

M MASTER SLICER

Once per round, may take
aMaster Slicer incidental to
suffer 2 strain and decrease
difficulty of Computers or
other slicing checks by 1, to
a minimum of Easy ()

Il MENTAL
FORTRESS

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

COST 25
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B BYPASS SECURITY

Remove B per rank of By-
pass Security from checks

made to disable a security
device or open a locked
door.

H BYPASS SECURITY

Remove B per rank of By-
pass Security from checks
made to disable a security
device or open a locked
door.

COosT 10

Gain + 1 strain threshold.
COST 15

B RESOLVE

When a character involun-
tarily suffers strain, they
suffer 1 less strain per rank
of Resolve, to a minimum of

COST 20

Il DEDICATION

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

COST 25



Technician: Mechanic

Career Skills: Astrogation, Computers, Coordination, Discipline, Knowledge (Outer Rim), Mechanics, Percep-

tion,Piloting (Planetary)
Additional Carreer Skills: Knowledge (Education), Knowledge (Underworld), Mechanics, Streetwise

B FINE TUNING

l GEARHEAD

Remove B per rank of

B TOUGHENED

Gain +2 wound threshold. When repairing  system

PASSIVE
ACTIVE
RANKED TALENT

B SOLID REPAIRS

When repairing hull trauma

GCearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-
ments.

Il REDUNDANT SYS-

TEMS

Once per session, may take
a Redundant Systems ac-
tion; make an Easy (#)
Mechanics check to harvest
components from a func-
tioning device to repair a
broken one without break-
ing the first device
CoST 10

B SOLID REPAIRS

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

COST 15

Il CONTRAPTION

Once per session, take Con-
traption action; make a
Hard (¢ ¢ ) Mechanics
check to fashion a device to
solve a current problem us-
ing just the tools and parts
on hand.

COST 20

B SOLID REPAIRS

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

COsT 10

Gain + 1 soak value.
COST 15

B SOLID REPAIRS

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

cosT 20

Il NATURAL TIN-
KERER

Once per session, may
reroll any 1 Mechanics
check.

M HOLD TOGETHER

Spend 1 Destiny Point to
perform a Hold Together
incidental immediately af-
ter vehicle or starship takes
damage to turn it into sys-
tem strain

strain on a starship or
vehicle, repair 1 additional
system strain per rank of
Fine Tuning.

Il GEARHEAD

Remove B per rank of
Gearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-
ments.
COST 10

HBAD MOTIVATOR

Once per session, may take
a Bad Motivator action:
make a Hard (¢ ¢ ¢) Me-
chanics check to cause one
targeted device to sponta-
neously fail.
COST 15

B FINE TUNING

When repairing  system
strain on a starship or
vehicle, repair 1 additional
system strain per rank of
Fine Tuning.

COST 20

ICATION

Gain +1 to a single charac-

teristic. This cannot bring a
characteristic above 6.
COST 25
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on a starship or vehicle,

repair 1 additional hull
trauma per rank of Solid
Repairs.

HEGRIT

Gain + 1 strain threshold.
cosT 10

B TOUGHENED

Gain +2 wound threshold.
COST 15

Il HARD HEADED

When staggered or disori-
ented, perform the Hard
Headed action; make a
Daunting (¢ ¢ ¢ ¢) Disci-
pline check to rernove sta-
tus. Difficulty reduced per
rank of Hard Headed.

CosT 20

B IMPROVED HARD
HEADED

When incapacitated due to
strain exceeding threshold,
may take a more diffi-
cult Hard Headed action to
reduce strain to | below
threshold.

Ty




Technician: Cyber Tech

Career Skills: Astrogation, Computers, Coordination, Discipline, Knowledge (Outer Rim), Mechanics, Percep-

tion,Piloting (Planetary)

Additional Carreer Skills: Athletics, Mechanics, Medicine, Vigilance

B CYBERNETICIST

Remove B per rank of Cy-
berneticist from checks to
build, repair, and install cy-
bernetics implants. Cyber-
netics cost 50% less.

After making a Mechanics
or Computers check, may
suffer strain up to ranks in
Eye for Detail to convert
that many 3 to ©.

COST 10

chanics check.

out.

Il OVERCHARGE

Once per encounter, may
use the Overcharge action;
make a Hard (¢ ¢ ¢) Me-
Un suc-
cess, one installed cyber-
netic provides additional
benefits.  On 9,
charged cybernetic shorts

over-

MORE MACHINE
THAN MAN

Increase cybernetic implant
cap by 1 per rank of More
Machine than Man.

B TOUGHENED

Gain +2 wound threshold.
cosT 10

Hl MORE MACHINE
THAN MAN

Increase cybernetic implant
cap by 1 per rank of More
Machine than Man.

COST 15

CHARGE

tion.

MORE MACHINE
THAN MAN

Increase cybernetic implant
cap by 1 per rank of More
Machine than Man.

M IMPROVED OVER-

May spend Q€ or ®from
Overcharge action to im-
mediately take another ac-

COST 20

COST 25

W UTILITY BELT

Spend 1 Destiny Point to
perform a Utility Belt in-
cidental; produce a previ-
ously undocumented item
or weapon (with restric-
tions) from a tool belt or a
satchel

COsT 20

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

COsT 25

ENGINEERED RE-
DUNDANCIES

Gain the ability to use
emergency repair patches
to heal. Additionally, can
be healed with Mechanics
checks.

B ENERGY TRANS-
FER

May suffer 1 strain to use
the Energy Transfer maneu-
ver to power up an unpow-
ered device to replenish ex-
hausted ammunition ofr an
energy weapon.

COST 10

B DURABLE )

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

COST 15

Il MORE MACHINE
THAN MAN
Increase cybernetic implant

cap by 1 per rank of More
Machine than Man.

COST 20

B SUPREME OVER-
CHARGE

May perform the Over-
charge action on any
number of installed cy-
bernetics.  On ®, one
overcharged cybernetic
shorts out.

Special Modifications p. 29

PASSIVE
ACTIVE
RANKED TALENT

B TOUGHENED

Gain +2 wound threshold.

B CYBERNETICIST

Remove B per rank of Cy-
berneticist from checks to
build, repair, and install cy-
bernetics implants. Cyber-
netics cost 50% less.
cosT 10

| WsuRGEON )

When making a Medicine
check to help a charac-
ter heal wounds, the target
heals 1 additional wound
per rank of surgeon.
CoSsT 15

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

CosT 20

ICATION

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

COST 25



Technician: Droid Tech

Career Skills: Astrogation, Computers, Coordination, Discipline, Knowledge (Outer Rim), Mechanics, Percep-

tion,Piloting (Planetary)

Additional Carreer Skills: Computers, Cool, Mechanics, Leadership

Bl MACHINE
MENDER

When making a Mechanics
check to help a character
heal wounds, target heals 1
additional wound per rank
of Machine Mender.

Il DEFT MAKER

Remove Mper rank of Deft
Maker from checks to re-
pair, modify, construct, or
program droids. Reduce
the material cost to craft
droids by 50%.

COST 10

Gain + 1 strain threshold.
COST 15

B REDUNDANT SYS-

TEMS

Once per session, may take
a Redundant Systems ac-
tion; make an Easy ()
Mechanics check to harvest
components from a func-
tioning device to repair a
broken one without break-
ing the first device

COST 20

EYE FOR D

After making a Mechanics
or Computers check, may
suffer strain up to ranks in
Eye for Detail to convert
that many % to ©.

COST 25

Il SPEAKS BINARY
When directing NPC droids,

B HIDDEN STORAGE

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage

may grant them == per rank
of Speaks Binary on checks.

M EYE FOR DETAIL

After making a Mechanics
or Computers check, may
suffer strain up to ranks in
Eye for Detail to convert
that many % to ©.
COST 10

HEGRIT

Gain + 1 strain threshold.
CoSsT 10

Il IMPROVED
SPEAKS BINARY

When directing NPC droids,
those droids grant addi-
tional in addition to
other benefits.

Il SUPREME SPEAKS
BINARY

Once per encounter, may
perform the Speaks Binary
maneuver. A number of
NPC droids up to ranks in
Speaks Binary may use the
character’s ranks for 1 skill
of the character’s choice.

COST 15

COST 15

M SPEAKS BINARY

When directing NPC droids,
may grant them " per rank
of Speaks Binary on checks.
COST 20

B MACHINE
MENDER

When making a Mechanics

check to help a character
heal wounds, target heals 1
additional wound per rank
of Machine Mender.

COoSsT 20

Il REROUTE PRO-
CESSORS

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

COST 25

Once per encounter, may
take a Reroute Processors
action; make an Average
(# ¢) Computers check to
reduce one of a droid’s
characteristics by 1 and in-
crease another of its char-
acteristics by 1.

———
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PASSIVE
ACTIVE
RANKED TALENT

EGRIT

Gain + 1 strain threshold.

l SPEAKS BINARY

When directing NPC droids,
may grant them == per rank
of Speaks Binary on checks.
COST 10

DDEN ST

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage

COST 15

M DEFT MAKER

Remove Mper rank of Deft
Maker from checks to re-
pair, modify, construct, or
program droids. Reduce
the material cost to craft
droids by 50%.

COST 20

B MACHINE
MENDER

When making a Mechanics
check to help a character
heal wounds, target heals 1
additional wound per rank
of Machine Mender.

COST 25



Technician: Modder

Career Skills: Astrogation, Computers, Coordination, Discipline, Knowledge (Outer Rim), Mechanics, Percep-

tion,Piloting (Planetary)

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

H TINKERER

May add 1 additional hard
point to a number of items
equal to ranks in Tinkerer.
Each item may only be
modified once

Il GEARHEAD

Remove B per rank of
Gearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-
ments.

COST 10

SOURCEFUL
REFIT

May perform the Resource-
ful Refit action; make an
Average (4 ¢) Mechanics
check to scavenge an old
attachment to construct a
new one, reducing its price
by that of the dismantled
attachment.

B JURY RIGGED

Choose 1 weapon. armor,
or other item and give it

a permanent improvement
while it remains in use.

M JURY RIGGED

Choose 1 weapon. armor,
or other item and give it

a permanent improvement
while it remains in use.

B RESOLVE

When a character involun-
tarily suffers strain, they

suffer 1 less strain per rank
of Resolve, to a minimum of

B KNOW SOME-
=]0]n) ¢

Once per session, when
attempting to purchase a
legally available item, re-
duce its rarity by 1 per rank
of Know Somebody.

B TINKERER

May add 1 additional hard
point to a number of items
equal to ranks in Tinkerer.
Each item may only be
modified once

M RESOLVE

When a character involun-
tarily suffers strain, they
suffer 1 less strain per rank
of Resolve, to a minimum of
COST 15

B HIDDEN STORAGE

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage

COST 20

Il DEDICATION

Gain + 1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25

l FANCY PAINT JOB

Upgrade all Charm, De-
ception and Negotiation
checks made in the pres-
ence of Signature Vehicle
once.

M LARGER PROJECT

Signature Vehicle can have

a silhouette 1 larger per

rank of Larger Project.
COST 15

B TINKERER

May add 1 additional hard
point to a number of items
equal to ranks in Tinkerer.
Each item may only be
modified once

Il NATURAL TIN-
KERER
Once per session, may

reroll any 1 Mechanics
check.
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PASSIVE
ACTIVE

B SIGNATURE VEHI-

CLE

Choose one starship
or vehicle as Signature
vehicle. Upgrade all
Mechanics checks made on
that vehicle once.

B LARGER PROJECT

Signature Vehicle can have

a silhouette 1 larger per

rank of Larger Project.
COST 10

B TOUGHENED

Gain +2 wound threshold.
COST 15

B GEARHEAD

Remove B per rank of
Gearhead from Mechanics
checks. Halve the credit
cost to add mods to attach-
ments.

cosT 20

l CUSTOM LOAD-
ouT

May add 2 additional hard
points to Signature Vehicle.




PASSIVE

Technician: Outlaw Tech

Career Skills: Astrogation, Computers, Coordination, Discipline, Knowledge (Outer Rim), Mechanics, Percep-

tion,Piloting (Planetary)

RANKED ENT

Additional Carreer Skills: Knowledge (Education), Knowledge (Underworld), Mechanics, Streetwise

H TINKERER

May add 1 additional hard
point to a number of items
equal to ranks in Tinkerer.
Each item may only be
modified once

COoST 5

H SOLID REPAIRS

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

COST 10

B UTINNI! l SPEAKS BINARY B TINKERER

Remove B per rank of When directing NPC droids, May add 1 additional hard
Utinnil from checks to find may grant them == per rank point to a number of items
and or scavenge items or of Speaks Binary on checks. equal to ranks in Tinkerer.
gear Such checks take half Each item may only be
the time. modified once

COST 5

H UTINNI!

HEGRIT

B TOUGHENED

Gain +2 wound threshold.
cosT 10

Gain + 1 strain threshold.
cosT 10

Remove B per rank of
Utinnil from checks to find
and or scavenge items or
gear Such checks take half
the time.

COST 10

B UTILITY BELT

Spend 1 Destiny Point to
perform a Utility Belt in-
cidental; produce a previ-
ously undocumented item
or weapon (with restric-
tions) from a tool belt or a
satchel

B JURY RIGGED

Choose 1 weapon. armor,
or other item and give it
a permanent improvement
while it remains in use.

COST 20

B INVENTOR

When constructing new
items or modifying attach-
ments, add or remove
M per rank of Inventor
COST 25

M SIDE STEP

H BRACE Il DEFENSIVE

Perform the Brace maneu- STANCE
ver to remove M per rank
of Brace from next Ac-
tion. This may only remove

Once per round, may per-
form Side Step maneuver
and suffer a number of
strain to upgrade difficulty
of all incoming ranged at- M added by environmental
tacks by an equal number circumstances
for this round. Strain suf- COST 15
fered this way cannot ex-
ceed ranks in Side Step.

Once per round, may per-
form Defensive Stance ma-
neuver and suffer a num-
ber of strain to upgrade dif-
ficulty of all incoming melee
attacks by an equal number
for the next round. Strain
suffered this way cannot
exceed ranks in Defensive
Stance.

COST 15

B INVENTOR

When constructing new
items or modifying attach-
ments, add or remove
H per rank of Inventor

COST 20

B JURY RIGGED

Choose 1 weapon. armor,
or other item and give it
a permanent improvement
while it remains in use.

COSsT 20

B SPEAKS BINARY

When directing NPC droids,
may grant them = per rank
of Speaks Binary on checks.
cosT 20

M KNOWN

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

Il DEDICATION

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

Once per session, may per-
form the Known Schematic
maneuver; make a Hard
(4 ¢ ¢) Knowledge (Educa-
tion) check. Success grants
familiarity with a building or
ship’s design.

COSsT 25

CosT 25

COST 25
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Technician: Slicer

Career Skills: Astrogation, Computers, Coordination, Discipline, Knowledge (Outer Rim), Mechanics, Percep-
tion,Piloting (Planetary) RANKED TALENT

Additional Carreer Skills: Computers, Knowledge (Education), Knowledge (Underworld), Stealth

B BYPASS SECURITY

Remove B per rank of By-
pass Security from checks

GRIT

Gain + 1 strain threshold.

CODEBREAKER

Remove B 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.

Reduce time needed to
complete Computers-relat-
ed tasks by 25% per rank.

made to disable a security
device or open a locked
door.

B BYPASS SECURITY

HEGRIT

Gain + 1 strain threshold.
CoSsT 10

B TECHNICAL APTI-
TUDE

M DEFENSIVE SLIC-
ING

When defending computer
systems, add B per rank of
Defensive Slicing to oppo-
nents’ checks.

Remove B per rank of By-
pass Security from checks
made to disable a security
device or open a locked
door.

Reduce time needed to
complete Computers-relat-
ed tasks by 25% per rank.
COST 10

CosT 10

COsT 10

Gain + 1 strain threshold.
COST 15

NATURAL PRO- Hl DEFENSIVE SLIC-
GRAMMER ING
Once per session, may
reroll any 1 Computers or

Astrogation check.
COST 15

Remove M per rank of By-
pass Security from checks
made to disable a security
device or open a locked
door.

When defending computer
systems, add M per rank of
Defensive Slicing to oppo-
nents’ checks.

COST 15
COST 15

B RESOLVE

Remove B per rank of When a character involun-
Codebreaker from checks tarily suffers strain, they
to break codes or decrypt suffer 1 less strain per rank
communications. Decrease of Resolve, to a minimum of
difficulty of checks to break COST 20
codes or decrypt communi-

cations by 1.

M IMPROVED DE- Il CODEBREAKER

FENSIVE SLICING

B DEFENSIVE SLIC-
ING

When defending computer
systems, add M per rank of
Defensive Slicing to oppo-
nents’ checks.

Defensive  Slicing  now
upgrades opponents’
difficulty once per rank
of Defensive Slicing; this
replaces the usual benefits

CosT 20

COST 20

COST 20

B MASTER SLICER

Once per round, may take
aMaster Slicer incidental to
suffer 2 strain and decrease
difficulty of Computers or
otherslicing checks by 1, to
a minimum of Easy ()

B SKILLED SLICER

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

COST 25

When making a Comput-
ers check may spend ®
to make further Computers
checks within this system as
maneuvers.

Il MENTAL DICATION
FORTRESS

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

COST 25

Edge of the Empire p. 91



PASSIVE
ACTIVE
RANKED TALENT

Warrior: Aggressor

Career Skills: Athletics, Brawl, Cool, Melee, Perception, Survival
Additional Carreer Skills: Coercion, Knowledge (Underworld), Ranged (Light), Streetwise

H 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

Bl 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

Il 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

Gain + 1 strain threshold.
COST 20

n MFORCE RATING )

Gain + 1 Force Rating.
COST 25

"

B PLAUSIBLE DENI-
ABILITY

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

Hl 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

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

B IMPROVED TER-
RIFY

Reduce the difficulty of
Terrify’'s check to Average
(¢ %) and may spend to
stagger an affected target.
COST 20

M 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

HEGRIT

Gain + 1 strain threshold.

B 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

H CRIPPLING BLOW

Increase the difficulty of
next combat check by 1.
If check deals damage, tar-
get suffers 1 strain when-
ever they move for the re-
mainder of the encounter.

COST 15

H 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

Il DEDICATION

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

COST 25
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FORCE TALENT

B TOUGHENED

Gain +2 wound threshold.

B SENSE ADVAN-
TAGE

Once per session, may add
HH t0 1 N PCs skill check.

COSsT 10

B TOUGHENED

Gain +2 wound threshold.
COST 15

B 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

B AGAINST ALL
oDDS

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




Warrior: Colossus

Career Skills: Athletics, Brawl, Cool, Melee, Perception, Survival
Additional Carreer Skills: Braw|, Discipline, Melee, Resilience

B TOUGHENED

Gain +2 wound threshold.

M DURABLE

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

Bl TOUGHENED

Gain +2 wound threshold.
CoST 10

Il DURABLE

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

COsT 10

B TOUGHENED

Gain +2 wound threshold.
COST 15

B DURABLE

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

COST 15

B HARD HEADED

When staggered or disori-
ented, perform the Hard
Headed action; make a
Daunting (¢ ¢ ¢ ) Disci-
pline check to rernove sta-
tus. Difficulty reduced per
rank of Hard Headed.

Il HARD HEADED

When staggered or disori-
ented, perform the Hard
Headed action; make a
Daunting (¢ ¢ ¢ ) Disci-
pline check to rernove sta-
tus. Difficulty reduced per
rank of Hard Headed.

B HEADBUTT

Perform Headbutt inciden-
tal, suffering 2 wounds to
knock down and disorient
enemy.

B UNSTOPPABLE

If a Critical Injury roll is 1
or reduced to 1, do not re-
ceive the critical injury.

[mroucnenzo 3

Gain +2 wound threshold.
COST 20

H HEROIC FORTI-
TUDE

H IMPROVED
TOUGHENED

Once per session, may heal
wounds equal to ranks in
Toughened.

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

COST 25

Il IMPROVED HARD
HEADED

When incapacitated due to
strain exceeding threshold,
may take a more diffi-
cult Hard Headed action to
reduce strain to | below
threshold.

COST 20

H DEDICATION

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

COST 25
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

Gain + 1 strain threshold.

Gain + 1 strain threshold.
cosT 10

Gain + 1 soak value.
COST 15

Il INDOMITABLE
WILL

Once per encounter as a
maneuver, suffer 3 strain
to commit O up to Force
Rating and reduce all dam-
age suffered by an equal
amount, but suffer 1 strain
each turn.

Il POWER FROM
PAIN

Once per session as an in-
cidental, may spend 1 Des-
tiny Point to gain + 1 Force
Rating for each Critical In-
jury character is suffering
until the end of the en-
counter. Take 1 conflict at
the start of each session.




-
Warrior: Juyo Berserker

Career Skills: Athletics, Brawl, Cool, Melee, Perception, Survival
RANKED TALENT

FORCE TALENT

Additional Carreer Skills: Coercion, Discipline, Lightsaber, Melee

M 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.

HEGRIT

Il TOUGHENED H PARRY

When hit by a melee attack,

Gain +2 wound threshold. Gain + 1 strain threshold.
suffer 3 strain to reduce
damage by 2 plus ranks in

Parry.

B INNER PEACE l PARRY : B VAAPAD CON-

Once  per  encounter, When hit by a melee attack, TROL
convert a number of dark suffer 3 strain to reduce
side Destiny Points equal damage by 2 plus ranks in
to ranks in Inner Peace to Parry.
light side Destiny Points COST 10
and reduce Conflict gained
this sessios.

B LETHAL BLOWS

Add + 10 per rank of
Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

When making a Lightsaber
combat check, the char-
acter may suffer 1 strain
to downgrade the difficulty E0SIND
of the check a number of
times equal to the number
of light side Destiny Points
in the Destiny Pool.

COsT 10

m B BALANCE

B LETHAL BLOWS

Add + 10 per rank of
Lethal Blows to any Criti-
cal Injury results inflicted on
opponents

B QUICK STRIKE

Add per rank of Quick
Strike to combat checks
against targets that have
not acted yet this en-
counter

B EMBRACE YOUR
HATE

When the character recov-
ers strain at the end of the
encounter, they may add
O per Force rating. they
recover additional strain
equal to @ generated

May spend 1 Destiny Point
and then suffer Conflict
equal to dark side Destiny
Points in pool to add equal
damage to melee attack.
COST 15 May use this ability once
per encounter per rank.
Take 1 conflict per rank at
the start of each session.

COST 15

COST 15
COST 15

e \\
HJUYO SAVAGERY )

The character adds +5

Il INNER PE

Once per encounter,

QUICK STRIKE

Add per rank of Quick

May suffer a number of

convert a number of dark strain to downgrade diffi- to Critical Injury rolls from Strike to combat checks
side Destiny Points equal culty of Coercion checks, or Lightsaber attacks for each against targets that have
to ranks in Inner Peace to upgrade difficulty when tar- dark side Destiny Point in not acted yet this en-
light side Destiny Points geted by Coercion checks, the Destiny pool. Take 1 counter

conflict at the start of each
session.

and reduce Conflict gained
this sessios.

by an equal number. Strain
suffered this way cannot ex-
ceed ranks in Intimidating.

COST 20

COST 20

COST 20

Hl MULTIPLE OPPO-

Il PARRY

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

M EMBRACE YOUR Il DEDICATION

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

COST 25

NENTS

May spend 1 Destiny Point
and then suffer Conflict and Melee checks when en-
equal to dark side Destiny gaged with multiple oppo-
Points in pool to add equal nents.

damage to melee attack. COST 25
May use this ability once
per encounter per rank.
Take 1 conflict per rank at
the start of each session.

——— =y

Add I to Lightsaber, Brawl

COST 25
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Warrior: Shii-Cho Knight

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

Additional Carreer Skills: Athletics, Coordination, Lightsaber, Melee

Hl PARRY

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

B SECOND WIND

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

COST 5

Il SECOND WIND

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

COST 10

Il CONDITIONED

Remove B 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

H QUICK DRAW

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

HGRIT

Gain + 1 strain threshold.
CoST 15

m B SARLACC SWEEP

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

I NATURAL BLADE-
MASTER

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

COST 20

COST 20

m B 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

B DURABLE

May reduce any Critical In-
jury suffered by 10 perrank
of Durable, to a minimum of
1.

COST 25

Il TOUGHENED

Gain +2 wound threshold.

MULTIPLE OPPO-
NENTS

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

COST 10

Hl PARRY

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

COST 15

Il 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

Il DEDICATION

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

COST 25
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

H PARRY

When hit by a melee attack,

suffer 3 strain to reduce
damage by 2 plus ranks in
Parry.

Il DURABLE

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

COST 10

B 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

May spend ® or Q€ with
successful Lightsaber check
to disarm opponent.
CoST 20

M PARRY

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

CoST 25



PASSIVE
ACTIVE
RANKED TALENT

Warrior: Steel Hand Adept

Career Skills: Athletics, Brawl, Cool, Melee, Perception, Survival
Additional Carreer Skills: Braw!|, Coordination, Discipline, Vigilance

HEGRIT

Gain + 1 strain threshold.

Bl MARTIAL GRACE

Once per round, suffer 2
strain to add damage equal
to ranks in Coordination to
next Brawl check made this
turn.

COST 10

When targeted by com-
bat check, may perform a
Dodege 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

Il IMPROVED
DODGE

After using Dodge, can
make a Move maneuver as
an out-of-turn incidental

B FORCE RATING

U

Gain + 1 Force Rating.

l IRON BODY

Remove B per rank of
Iron Body from Coordina-
tion and Resilience checks.
Reduce the critical rating of
unarmed attacks by 1 per
rank of Iron Body (to a min-
imum of 1).

B ACKLAY'S SCY-
THING STRIKE

Brawl attacks gain Pierce
equal to Force Rating.

Does not suffer usual penal-
ties for moving through dif-
ficult terrain.

COST 15

B TOUGHENED

Gain +2 wound threshold.
COST 20

As an action, make a Brawl
check as a ranged attack,
adding O up to Force Rat-
ing. Increase the range of
the attack by one band for
each @ spent, to a maxi-
mum of long.

IRON BODY

Remove B per rank of
Iron Body from Coordina-
tion and Resilience checks.
Reduce the critical rating of
unarmed attacks by 1 per
rank of Iron Body (to a min-
imum of 1).

Il UNARMED PARRY

May Parry while unarmed.
Reduce strain cost to Parry
while unarmed by 1 (to a
minimum of 1).

COST 10

Hl PARRY

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

COST 15

HEGRIT

Gain + 1 strain threshold.
COST 20

Il DEDICATION

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

COST 25
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FORCE TALENT

HENED

Gain +2 wound threshold.

l PRECISION

STRIKE

When this character inflicts
a Critical Injury with a
Brawl, Melee, or Lightsaber
weapon, may suffer 1
strain to change the result
to any Easy (#) Critical

Injury result.

B IMPROVED PRECI-
SION STRIKE

Once per round, when
inflicting a Critical Injury
with a Brawl or Melee
weapon, may suffer 2
strain to change the result
to any Average (¢ ¢)

Critical Injury.

B SAPITH SUNDER-
ING

May add O up to Force
Rating to Brawl checks; the
attack gains the Sunder
quality, and character may
spend @ generated on the
check as €& to activate the
Sunder Quality.

|

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




PASSIVE
ACTIVE
RANKED TALENT

Warrior: Starfighter Ace

Career Skills: Athletics, Brawl, Cool, Melee, Perception, Survival
Additional Carreer Skills: Astrogation, Gunnery, Mechanics, Piloting (Space)

HEGRIT

Gain + 1 strain threshold.

B SKILLED JOCKEY

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

H 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.

FORCE TALENT

B SOLID REPAIRS

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

Ed

Perform the Intuitive Eva-
sion maneuver; suffer 1
strain and commit O 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 O remains com-
mitted.

B 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

When making a combat
check with a planetary
scale weapon, add O no
greater than Force rating
to the check. May spend
@D to add ¥ or ©.

COsT 20

m B FORCE RATING )

Gain + 1 Force Rating.
COST 25

Il CONFIDENCE

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

COST 10

HE 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

Once per session, add
to any one check.
COST 20

B TRICKY TARGET

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

COST 25

B SOLID REPAIRS

When repairing hull trauma

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

COsT 10

M EXHAUST PORT

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

Gain + 1 strain threshold.
COST 20

Il DEDICATION

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

COST 25
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Il GALAXY MAPPER

Remove B per rank of

Galaxy Mapper from As-
trogation checks. Astroga-
tion checks take half normal
time.

COST 10

GRIT

Gain + 1 strain threshold.
CoST 15

B SKILLED JOCKEY

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

COST 20

Perform the Intuitive Eva-
sion maneuver; suffer 1
strain and commit O 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 O remains com-
mitted.

-




Universal: Death Watch Warrior

Additional Carreer Skills: Coercion, Mechanics, Piloting (Planetary), Ranged (Light)

B TOUGHENED

Gain +2 wound threshold.

H 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.

Il CONDITIONED

Remove M 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.

B ARMOR MASTER

When wearing armor, in-
crease total soak value by
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.

M IMPROVED AR-
MOR MASTER

When wearing armor with a
soak value of 2 or higher, in-
crease defense by 1
COST 20

DEDICATION

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

COST 25

Once per round, may per-
form Side Step maneuver
and suffer a number of
strain to upgrade difficulty
of all incoming ranged at-
tacks by an equal number
for this round. Strain suf-
fered this way cannot ex-
ceed ranks in Side Step.
COST 10

B POINT BLANK

Add 1 damage per rank of
Point Blank to damage of
one hit of successful attack
while using Ranged (Heavy)
or Ranged (Light) skills at
close range or engaged
COST 15

Il CONDITIONED

Remove B 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 20

M JUMP UP

Once per round, may stand
from seated or prone as an
incidental

B SIDE STEP

Once per round, may per-
form Side Step maneuver
and suffer a number of
strain to upgrade difficulty
of all incoming ranged at-
tacks by an equal number
for this round. Strain suf-
fered this way cannot ex-
ceed ranks in Side Step.

HHIT AND RUN

After the character com-
pletes an attack targeting
an opponent they are en-
gaged with, they may im-
mediately move to short
range using a jetpack.

M TO THE DEATH

Once per session, suffer
strain up to Willpower and
add +10 per strain suf-
fered to critical rolls the
character inflicts or suffers
until the end of the en-
counter.

-

B IMPROVED SIDE

STEP

When the character per-
forms a Side Step maneu-
ver, until the start of their
next turn they may spend
& or © from an attack-
ers check to inflict one hit
with a ranged weapon they
are wielding.
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PASSIVE
ACTIVE
RANKED TALENT

HGRIT

Gain + 1 strain threshold.

M JETPACK EXPER-

TISE

The character may spend
© from their checks to re-
move 1 system strain from
their jetpack. They may
choose this effect multiple
times when spending €.
COST 10

B POINT BLANK

Add 1 damage per rank of
Point Blank to damage of
one hit of successful attack
while using Ranged (Heavy)
or Ranged (Light) skills at
close range or engaged

COST 15

I DEATH FROM

ABOVE

Once per encounter, inflict
1 system strain on jetpack
and make a Hard (¢ ¢ ¢)
Piloting check. For each
¥, one adversary in short
range is knocked prone.
May spend ® to stagger
one affected target.

B MOMENTUM

The character deals addi-
tional damage with their
first hit equal to the number

of range bands they moved
during the current round.




PASSIVE

ACTIVE
RANKED ENT

Universal: Force Adherent

Additional Carreer Skills: Melee, Discipline, Knowledge (Lore), Vigilance

M RESOLVE

When a character involun-
tarily suffers strain, they
suffer 1 less strain per rank
of Resolve, to a minimum of

DISCIPLE OF LORE

Once per round, may suf-
fer 1 strain to decrease the

difficulty of next Knowledge
(Lore) check a number of
times equal to ranks in Dis-
ciple of Lore.

COST 10

Il CONFIDENCE

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

COST 15

M DISCIPLINED

SOUL

Spend one Destiny Point
after making a Discipline
check to spend a number
of & not exceeding ranks in
Knowledge (Lore) as €.

M DISCIPLE OF LORE

HGRIT

Once per round, may suf- Gain + 1 strain threshold.
fer 1 strain to decrease the
difficulty of next Knowledge
(Lore) check a number of
times equal to ranks in Dis-

ciple of Lore.

H PRECISION
STRIKE

B AS THE FORCE
WILLS IT

When this character inflicts
a Critical Injury with a
Brawl, Melee, or Lightsaber
weapon, may suffer 1
strain to change the result
to any Easy (#) Critical
Injury result.

May make an Easy (4)
Knowledge (Lore) check to
heal strain at the end of an
encounter. ® can be spent
to heal all strain.

I HARD HEADED Il CONFIDENCE

May decrease difficulty of

When staggered or disori-
ented, perform the Hard Discipline checks to avoid
Headed action; make a fear by 1 per rank of Con-
Daunting (¢ ¢ ¢ ¢) Disci- fidence.

pline check to rernove sta-
tus. Difficulty reduced per
rank of Hard Headed.

COST 15

COST 15

EGRIT

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 20

Gain + 1 strain threshold.
COST 20

Hl FORCE OF WILL

Once per session, make
one skill check using
Willpower rather than the
characteristic linked to that

skill.

Il SUPERIOR RE- M SIXTH SENSE
FLEXES

Gain + 1 melee defense.

Gain + 1 ranged defense.
COST 25

Dawn of Rebellion p. 99

Hl PUSH ASIDE

After making a successful
Melee, Brawl, or Lightsaber
combat check against an
engaged foe, may force the
foe to move to hsort range
in a direction of the oppo-
nent's choosing. Spend ®
to cause the opponent to
fall prone after moving.

Il EXTENDED REACH

While armed with a two-
handed melee weapon,
may suffer one strain to
make a Melee combat
check with that weapon
targeting an enemy at up
to short range (rather than
engaged range).

COST 10

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

B RESOLVE

When a character involun-

tarily suffers strain, they
suffer 1 less strain per rank
of Resolve, to a minimum of

COosT 20

Il DEDICATION

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

CosT 25




PASSIVE
ACTIVE
RANKED TALENT

Universal: Force Sensitive Emergent

Gain Force Rating 1

Perception and Discipline
become career skills.

M UNCANNY REAC-

TIONS

Add " perrank of Uncanny
Reactions to all Vigilance
checks.

COST 10

Add ™ perrank of Uncanny
Reactions to all Perception
checks.

COST 15

Bl TOUGHENED

Gain +2 wound threshold.
COST 20

Add I per rank of Uncanny

Reactions to all Perception
checks.

Gain +2 wound threshold.
CosT 10

Il UNCANNY REAC-
TIONS
Add I per rank of Uncanny

Reactions to all Vigilance
checks.

COST 15

" "

Once per game, remove
HE from any 1 check.
COST 20

Once per encounter, may
add O to a check using

Brawn or Agility made by
an ally in short range. O
add ¥ and @ add €.

H FORCE OF WILL

Once per session, make
one skill check using
Willpower rather than the

characteristic linked to that
skill.

B INDISTINGUISH-
ABLE

Upgrade difficulty of checks
to identify character once
per rank of Indistinguish-
able.

Add ™ to all Stealth checks
unless the opposition is im-
mune to Force powers.
COST 10

GRIT

Gain + 1 strain threshold.
COST 15

Once per session, add
to any one check.
COST 20

m B FORCE RATING )

Gain + 1 Force Rating.
COST 25
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FORCE TALENT

EGRIT

Gain + 1 strain threshold.

Add I to all Stealth checks
unless the opposition is im-
mune to Force powers.
COST 10

M INDISTINGUISH-
ABLE

Upgrade difficulty of checks
to identify character once
per rank of Indistinguish-
able.

COST 15

m B BALANCE

When the character recov-
ers strain at the end of the
encounter, they may add
O per Force rating. they
recover additional strain
equal to @ generated

COST 20

Il DEDICATION

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

COST 25




PASSIVE
ACTIVE
RANKED TALENT

Universal: Force Sensitive Exile

Gain Force Rating 1

Add " per rank of Uncanny
Reactions to all Perception
checks.

Il CONVINCING DE-
MEANOR

Remove M per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

COsT 10

Perception and Discipline
become career skills.

Once per game, remove
MM from any 1 check.

COST 15

Remove B per rank of
Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

COST 20

Il OVERWHELM
EMOTIONS

May add O per Force Rat-
ing to Charm, Coerce or De-
ceit checks. O and @ add
3% to some checks and Y

Il FORAGER

Remove up to HME from
skill checks to find food,
water, or shelter. Survival
checks to forage take half
the time.

B STREET S

Add " to all Charm, Coer-
cion, and Deception checks
unless the target is immune
to Force powers.

COST 15

M SIXTH SENSE

Gain + 1 ranged defense.
COST 25

Add I per rank of Uncanny
Reactions to all Perception
checks.

COST 20

m B FORCE RATING )

Gain + 1 Force Rating.
COST 25

Il INTENSE FOCUS

Perform an Intense Focus
maneuver: suffer 1 strain
and upgrade the ability of
the next skill check once.

m B BALANCE

When the character recov-
ers strain at the end of the
encounter, they may add
O per Force rating. they
recover additional strain
equal to @ generated

COST 15

B UNCANNY REAC-
TIONS

Add I per rank of Uncanny
Reactions to all Vigilance
checks.

COST 20

Il DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

Edge of the Empire p. 227

FORCE TALENT

B UNCANNY REAC-
TIONS
Add I per rank of Uncanny

Reactions to all Vigilance
checks.

REET SMARTS

H QUICK DRAW

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

Once per session, add
to any one check.
COST 15

Remove B per rank of
Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

COST 20

M SUPERIOR RE-
FLEXES

Gain + 1 melee defense.
COST 25



PASSIVE
ACTIVE
RANKED TALENT

Universal: Force Sensitive Qutcast

Gain Force Rating 1

M UNCANNY REAC-
TIONS

Add " per rank of Uncanny
Reactions to all Vigilance
checks.

H QUICK DRAW

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

COsT 10

After hitting with combat

check, may spend Q@€ to
disorient target for number
of rounds equal to ranks in
Disorient

COST 15

B 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

Il DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

"

Add ™ to all Charm, Coer-
cion, and Deception checks
unless the target is immune
to Force powers.

COST 5

M QUICK STRIKE
Add per rank of Quick

Strike to combat checks
against targets that have
not acted yet this en-
counter

COST 10

B 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 15

Il SORRY ABOUT
THE MESS

Decrease the Critical Rating
of a weapon by 1 (to a min-
imum of 1) against targets
that have not yet acted this
encounter.

Once per encounter, the
character may suffer 3
strain to add O up to their
force rating to a combat
check targeting an engaged
opponent. The character
may spend @ to add ¥
or ¥ to the check results.
Take 1 conflict at the start
of each session.

Gain + 1 strain threshold.

After hitting with combat
check, may spend ©€ to

disorient target for number
of rounds equal to ranks in
Disorient

COsT 10

m B RENEGADE FORM

When the character
purchases this talent, they
choose one characteristic.
They may use this charac-
teristic in place of Brawn
when making Lightsaber
checks.
COST 15

Il PARRY

When hit by a melee attack,

suffer 3 strain to reduce
damage by 2 plus ranks in
Parry.

COSsT 20

HEGRIT

Gain + 1 strain threshold.
CoSsT 25

Rise of the Seperatists p. 29

FORCE TALENT

Add I per rank of Uncanny
Reactions to all Perception
checks.

B SECRETS OF THE
FORCE

Knowledge (Lore) and
Lightsaber become career
skills.

COST 10

Hl PARRY

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

COST 15

When hit by a ranged at-
tack, suffer 3 strain to re-

duce damage by 2 plus
ranks in Reflect.

COST 20

m B FORCE RATING )

Gain + 1 Force Rating.
COST 25



PASSIVE
ACTIVE
RANKED ENT

Universal: Imperial Academy Cadet

Additional Carreer Skills: Knowledge (Warfare), Leadership, Piloting (Space), Ranged (Light)

Gain + 1 strain threshold.

B KNOW THE EN-
EMY

The character may use
Knowledge (Warfare) skill
when making checks to
determine initiative.

COST 10

Il FORMATION TAC-
TICS

Make a Hard (¢ ¢ ) Lead-
ership check. If successful,
choose a number of allies
within short range equal to
3. Upgrade the difficulty
of attacks against these al-
lies once until end of char-
acter’s next turn.

Il IMPROVED FOR-
MATION TACTICS

The difficulty of Formation
Tactics is reduced to Aver-
age (¢ #). May spend ® or
VY YO YUY to have effect
last until end of encounter.
COST 20

Il CONDITIONED

Remove M 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.

B VEHICLE COMBAT
TRAINING

Gunnery and Piloting (Plan-
etary) become career skills.

HEBY THE BOOK DEFENSIVE DRIV-
Once per encounter, before ING

making a combat check,
the character may suffer
two strain to add © to the
results equal to their ranks
in By the Book.

Increase defense of vehi-
cle or starship being piloted
by 1 per rank of Defensive
Driving

COST 10
COosT 10

Il COMMAND

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

COST 15

B 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

HBY THE BOOK Il CONDITIONED

Remove B 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 20

Once per encounter, before
making a combat check,
the character may suffer
two strain to add © to the
results equal to their ranks
in By the Book.

COosT 20

I NATURAL
SCHOLAR

Once per session, may
reroll any 1 Knowledge skill
check.

HEBY THE BOOK

B TARGETED FIRE-
POWER

Once per session may take
Targeted Firepower action;
identify one enemy target
and make a Hard (¢ ¢ ¢)
Knowledge (Warfare)
check. I successful, for
the rest of encounter
allies within short range of
character add © to attacks
against target equal to ¥
gained in the check.

Once per encounter, before
making a combat check,
the character may suffer
two strain to add © to the
results equal to their ranks
in By the Book.

COST 25
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Il 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.

B TACTICAL COMBAT
TRAINING

Melee and Ranged (Heavy)
become career skills.
COST 10

H KNOWN
SCHEMATIC

Once per session, may per-
form the Known Schematic
maneuver; make a Hard
(¢ ¢ ¢) Knowledge (Educa-
tion) check. Success grants
familiarity with a building or
ship’s design.

M 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.

Il DEDICATION

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

COST 25




Universal: Nightsister

Additional Carreer Skills: Discipline, Knowledge (Lore), Stealth, Survival

B WITCHCRAFT

The character gains Force
rating 1.

B SUMMON ITEM

As a maneuver the charac-
ter can summon or dismiss
a ritually prepared item.

Il SENSE ADVAN-
TAGE

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

The character chooses one
Melee or Brawl weapon
they possess, which gains
the Cortosis and Pierce 2
qualities and reduces its
critical rating by 1 to a min-
imum of 1. If the weapon is
ever lost or destroyed, the
character can apply Ichor
Blade to a new weapon.

H BALANCE

When the character recov-
ers strain at the end of the
encounter, they may add
O per Force rating. they
recover additional strain
equal to @ generated

B IMPROVED ICHOR

BLADE

The chosen weapon also
gains the Sunder quality
and Defensive 1 quality,
and increases its damage
by 2.

"

May take the Coven ma-
neuver. On the character’s
next Force power check,
they may reroll one O for
each ally with Coven within
short range.

COST 20

l FORCE RATING

H

Gain + 1 Force Rating.
COST 25

B ICHOR TRANSFU-
SION

Once per encounter, the
character may perform the
Ichor Transfusion maneuver
to heal any number of strain
by suffering that number of
wounds + 1. The character
may instead heal any num-
ber of wounds by suffering
that number of strain +1.

B ICHOR RESERVE

Once per session as a ma-
neuver, the character may
suffer 2 strain to increase
Force rating by 1 until the
end of the encounter.
COST 25

HEGRIT

Gain + 1 strain threshold.

INTIMIDATING D

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

GRIT

Gain + 1 strain threshold.
COST 15

B SURVIVOR'S IN-
STINCTS

Once per session on when
the character suffers a Crit-
ical Injury, spend 1 Des-
tiny Point. Then, the at-
tacker must roll two results
for the Critical Injury and
the player chooses which
will apply to their character.

Il FORCE OF WILL

Once per session, make
one skill check using
Willpower rather than the
characteristic linked to that
skill.

COST 25

Collapse of the Republic p. 31

PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

M EXPERT TRACKER

Remove B per rank of Ex-
pert Tracker from checks to
find tracks or track targets.
Decrease time to track a
target by half.

[mroucnenzo 3

Gain +2 wound threshold.
COST 10

B SIXTH SENSE

Gain + 1 ranged defense.
COST 15

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 20

M DEDICATION

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

COST 25




Universal: Padawan Survivor

Gain Force Rating 1

PARRY

When hit by a melee attack,

suffer 3 strain to reduce
damage by 2 plus ranks in
Parry.

Bl TOUGHENED

Gain +2 wound threshold.
CoSsT 10

Hl PARRY

When hit by a melee attack,

suffer 3 strain to reduce
damage by 2 plus ranks in
Parry.

COST 15

HE DISORIENTING
STRIKE

After failing a Lightsaber
combat check, may spend
QY or & to disorient op-
ponent for three rounds.

COST 20

M IMPROVED SE-
CRETS OF THE
JEDI

Discipline  becomes a
career skill. Secrets of
the jedi may also be used
when installing mods on
lightsabers.

COST 25

B CONSTANT VIGI-
LANCE
May always use Vigilance

when making checks to de-
termine initiative.

"

When hit by a ranged at-
tack, suffer 3 strain to re-
duce damage by 2 plus
ranks in Reflect.

cosT 10

B STREET SMARTS

Remove B per rank of
Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

"

Add I to all Stealth checks
unless the opposition is im-
mune to Force powers.

COsT 10

m B BALANCE

When the character recov-
ers strain at the end of the
encounter, they may add
O per Force rating. they
recover additional strain

equal to @ generated
cosT 15

B UNCANNY REAC-
TIONS
Add I per rank of Uncanny

Reactions to all Vigilance
checks.

COosT 20

B TEMPLE TRAIN-
ING

Before making a Lightsaber
skill check, the character
may spend one Destiny
Point to add damage to the
attack equal to their ranks
in Knowledge (Lore).

COST 25

B SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend ® to gain
additional % equal to ranks
in Smooth Talker.

B SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend ® to gain
additional 3 equal to ranks
in Smooth Talker.

m BFORCE RATING )

Gain + 1 Force Rating.
COST 25
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

B NOBODY'S FOOL

May upgrade difficulty of

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

B SECRETS OF THE
JEDI

Lightsaber becomes career
skill. they may also
decrease the difficulty of
checks made to construct
or repair lightsaber hilts
a number of times equal
to half their ranks in
Knowledge (Lore) (rounded
up), to a minimum of Easy
(®)

B MASTER OF
SHADOWS
Once per round, suffer 2

strain to decrease the dif-
ficulty of next Stealth or

]

Skulduggery check by 1.

=

H TRUST NO ONE

When targeted by a social
check, may chose to suffer
one strain to add automatic
Y to the check. If the check
fails with @, the character
may immediately perform a
maneuver as an out-of-turn
incidental.

COSsT 20

Il DEDICATION

Gain +1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25




Universal: Pirate

Additional Carreer Skills: Coercion, Deception, Knowledge (Underworld), Skulduggery

HBLACK MARKET

CONTACTS

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black Mar-
ket Contacts, increasing
cost by 50 percent of base
cost per reduction

COST 5

B GREASED PALMES )

Before making a social
check, may spend up to 50
credits per rank in Greased
Palms to wupgrade the
ability of the check once
for every 50 credits spent.
COST 10

H BLACK MARKET
CONTACTS

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black Mar-
ket Contacts, increasing
cost by 50 percent of base
cost per reduction

COST 15

FEARSOME REP

Add automatic © to the
results of Coercion checks
equal to ranks in Fearsome
Rep.

COST 20

B TOUGHENED

Gain +2 wound threshold.

B TOUGHENED )

Gain +2 wound threshold.
COST 10

M DOUBLE-TALK

The character may spend
Q@ or ® from a successful
Charm or Deception check
to disorient a number of op-
ponents within short range
equal to their Presence for
remainder of round and
next two rounds.

M INTENSE PRES-
ENCE

Spend 1 Destiny Point to
recover strain equal to
Presence rating

H QUICK DRAW

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

B FEARSOME REP )

Add automatic & to the
results of Coercion checks
equal to ranks in Fearsome
Rep.

COsT 10

B STREET SMARTS

Remove B per rank of
Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.
COST 15

Il COMMANDING
PRESENCE

Remove M per rank of
Commanding Presence
from Leadership and Cool
checks.

COST 20

BOARDED!

Once per  encounter
may take Prepare to be
Boarded! action and make
opposed  Coercion  vs.
Discipline  check against
enemy ship captain. If suc-
cessful, the enemy suffers
1 strain per uncancelled 3¢
and surrenders ship if they
exceed strain threshold.
May spend @ or QQUOQ
to inflict strain equal to
ranks in Coercion.

-

M PREPARE TO BE M ALTERED DEAL

Once per session may take
the Altered Deal action and
make Hard (¢ ¢ ¢) Co-
ercion check to radically
change a previously made
deal or bargain to the char-
acter’s advantage.

COST 25

Il NATURAL BLADE-
MASTER

Once per session, may
reroll any 1 Skulduggery or
Stealth check.

COST 25
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PASSIVE

B KNOWS THE
ROPES

Add to checks made
to escape from restraints
equal to ranks in Knowl-
edge (Underworld). Spend
® to free all other allies
within short range.

COST 5

Il COMMANDING
PRESENCE

Remove B per rank of
Commanding Presence
from Leadership and Cool
checks.

COST 10

H 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 15

M 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.

Il DEDICATION

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

COST 25




Universal: Recruit

Additional Carreer Skills: Athletics, Discipline, Survival, Vigilance

M BASIC COMBAT Il SECOND WIND
TRAINING

Brawl and Ranged (Light)
become career skills.

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

Il OUTDOORSMAN

Remove B per rank of Out-
doorsman from checks to
move through terrain or
manage environmental ef-
fects. Decrease overland
travel times by half

Il SECOND WIND

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

B VEHICLE COMBAT
TRAINING

Gunnery and Piloting (Plan-
etary) become career skills.
COST 10

HEGRIT

Gain + 1 strain threshold.
COST 15

Hl QUICK DRAW

Once per round, draw or
holster a weapon or acces-
sible item as an incidental
COST 15

HJUMP UP

Once per round, may stand
from seated or prone as an
incidental

Il SECOND WIND

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

COosT 20

Il DEDICATION

H DYNAMIC FIRE

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

CosT 25

When making a ranged at-
tack while engaged with
an opponent, may suffer 2
strain to reduce the ranged
modifier by 1

COST 25

B WELL-TRAVELED

Knowledge (Core Worlds)
and Knowledge (Outer Rim)
become career skills.

COST 10

B TOUGHENED

Gain +2 wound threshold.
COST 15

HEGRIT

Gain + 1 strain threshold.
COST 20

B TOUGHENED

Gain +2 wound threshold.
COST 25
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PASSIVE
ACTIVE
RANKED TALENT

I TACTICAL COMBAT
TRAINING

Melee and Ranged (Heavy)
become career skills.
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Gain +2 wound threshold.
COST 10

B SPARE CLIP

Cannot run out of ammo
due to ®@. Items with Lim-
ited Ammo quality run out
of ammo as normal.

B CREATIVE KILLER

Reduce the crit rating of im-
provised weapons by 2 (to
a minimum of 1).

Gain + 1 soak value.
COST 25



Universal: Republic Navy Officer

Gain + 1 strain threshold.

Il COMMAND

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

CoSsT 10

Il COMMAND

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

COMMANDING
PRESENCE

Remove B per rank of
Commanding Presence
from Leadership and Cool
checks.

CosT 10

Il DRONANCE SATU-
RATION

When the character or cer-
tain allies activate the blast
quality of a planetary scale
weapon, all ships or vehi-
cles within close range of
th etarget suffer damage
equal to the weapon's blast
quality.

L

I 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 15

H FIRE WHEN
READY

As an action, make a Hard
(® & @) Leadership check.
Choose a number of crew
equal to Presence, who
downgrade the difficulty of
their next Gunnery check
once, plus once per addi-
tional % 3%

Il ON MY ORDER

As an action, make a Hard
(® & @) Leadership check.
Choose a number of crew
equal to Presence, who
downgrade the difficulty of
their next Gunnery check
once, plus once per addi-
tional 33

—

Bl NATURAL LEADER

Once per session, may
reroll any 1 Cool or
Leadership check.
COST 25

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

COST 25

Additional Carreer Skills: Astrogation, Discipline, Knowledge (Warfare), Leadership

Il COMMANDING
PRESENCE

Remove B per rank of
Commanding Presence
from Leadership and Cool
checks.

GRIT

Gain + 1 strain threshold.
COST 10

Il CONFIDENCE

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

COST 15

l GALAXY MAPPER

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

COST 20

Il CAREFUL PLAN-
NING

Once per session, may in-
troduce a "fact” into the
narrative as if a Destiny
Point had been spent.

COST 25
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PASSIVE
ACTIVE
RANKED TALENT

B GALAXY MAPPER

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

Il KNOWN
SCHEMATIC

Once per session, may per-
form the Known Schematic
maneuver; make a Hard
(% ¢ ) Knowledge (Educa-
tion) check. Success grants
familiarity with a building or
ship’s design.

CosT 10

B TOUGHENED

Gain +2 wound threshold.
COST 15

B HYPERSPACE AS-
SAULT

The character may use
Astrogation or Knowledge
(Warfare) to determine ini-
tiative during an encounter
in which they are piloting
or commanding a starship
and may spend ® from
the check to choose the
starting location of allies.

Il OUTMANEUVER

As an action, make a Hard
(® ¢ ¢) Knowledge (War-
fare) check. Choose one
ship or vehicle per 3. Un-
til the end of the charac-
ter's next turn, the chosen
ships must perform one ex-
tra maneuver to move.




Universal: Republic Representative

Additional Carreer Skills: Charm, Cool, Knowledge (chose any one), Negotiation

M LEVERAGE

The character removes W

Gain + 1 strain threshold.

per rank of Leverage from
their Cool and Negotiation
checks.

HENOBODY'S FOOL

May upgrade difficulty of
incoming Charm, Coercion,
or Deception checks once
per rank of Nobody'’s Fool.
CoST 10

B KILL WITH KIND-
NESS

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

CosT 10

M LEVERAGE

The character removes l
per rank of Leverage from
their Cool and Negotiation
checks.

Il TRANSLATION
ERROR

Once per encounter, the
character may remove ®
from the results of a social
skill check they make.
COST 15

COST 15

B KILL WITH KIND-
NESS

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

RESPECTED DELE-
GATE

Downgrade the difficulty of
social skill checks mode
to interact with govern-
ment institutions outside of
homeworld a number of
times equal to ranks in Re-
spected Delegate.
COST 10

Bl SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend @ to gain
additional 3¥ equal to ranks
in Smooth Talker.

Il CONSIDER OUR
OPTIONS

Take the Consider Our Op-
tions action: make a Hard
(¢ & @) Negotiation check.
Until the character’'s next
turn, a character who at-
tacks them first suffers 2
strain, plus 1 strain per ¥ 3%
on the character’s check.

M 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.

COosT 20

L

M IMPROVED CON-
SIDER OUR OP-
TIONS

Il NATURAL NEGO-
TIATOR

Once per session, may
reroll any 1 Cool or
Negotiation check.
COST 25

Allies within short range
may also benefit from Con-
sider Our Options.

M INTENSE PRES-
ENCE

Spend 1 Destiny Point to
recover strain equal to
Presence rating
COST 20

Il DEDICATION

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

COST 25
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PASSIVE
ACTIVE

M RESPECTED DELE-
GATE

Downgrade the difficulty of
social skill checks mode
to interact with govern-
ment institutions outside of
homeworld a number of

times equal to ranks in Re-
spected Delegate.

Il SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend ® to gain
additional 3* equal to ranks
in Smooth Talker.

COST 10

E NOBODY'S FOOL

May upgrade difficulty of
incoming Charm, Coercion,
or Deception checks once
per rank of Nobody’s Fool.
COST 15

M LEVERAGE

The character removes l
per rank of Leverage from
their Cool and Negotiation
checks.

COsT 20

Il BACKROOM DEAL

Once per encounter, make
aHard (¢ ¢ ¢) Negotiation
check to reveal how pre-
viously unknown dealings
have a meaningful impact
on the current scene.




Universal: Retired Clone Trooper

Additional Carreer Skills: Discipline, Knowledge (Warfare), Ranged (Heavy), Ranged (Light)

PASSIVE
ACTIVE
RANKED TALENT

TOUGHENED

B STEADY AIM

The character does not lose
the benefits of the Aim
maneuver if they perform
other maneuvers (including
moving) or actions. they do
lose the benefits of the Aim
maneuver if the encounter

Gain +2 wound threshold.

ends.

D

Il DURABLE

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

The character adds to
their Brawl and Discipline
checks equal to their ranks
in Combat Veteran.

CosT 10

COST 10

M STIMPACK SPE-
CIALIZATION
Stimpacks heal 1 additional
wound per rank of Stim-
pack Specialization.
COST 15

GRIT

Gain + 1 strain threshold.
COST 15

M PERSISTENT TAR-
GETING

Il POWERFUL BLAST

Increase  Blast damage
dealt by explosives,
explosive weapons, and
grenades by | per rank of
Powerful Blast.

After making one or more
successful combat checks
against a target, add to
combat checks against that
same target for the remain-
der of the encounter.

COosT 20

COST 20

B SPARE CLIP

Cannot run out of ammo
due to @. Items with Lim-
ited Ammo quality run out
of ammo as normal.

B SWIFT

Does not suffer usual penal-
ties for moving through dif-
ficult terrain.

COST 10

B TOUGHENED

Gain +2 wound threshold.
COST 15

Il COMBAT VET-
ERAN

The character adds to
their Brawl and Discipline
checks equal to their ranks
in Combat Veteran.

COST 20

B IMPROVED COM:-
RADES IN ARMS

Spend YUY or & from
Comrades in Arms check to
also gain +1 soak or give
one affected ally +1 soak.

COST 25

Il DEDICATION

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

COST 25

Il COMRADES IN
ARMS

Once per encounter, take
Comrades in Arms action
and make a Hard (¢ ¢ #)
Discipline check. If success-
ful, the character plus one
ally per ¥ within medium
range gains + 1 defense for
the remainder of the en-
counter.
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Gain + 1 strain threshold.

Hl FAMILIAR SUNS

Once per session, may
perform a Familiar Suns
maneuver; make a Hard
(¢ ¢ @) Knowledge (Outer
Rim) or (Core Worlds) check
to reveal the current type
of plan environment and
other useful information

——— =

Il DURABLE

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

COST 15

Il POWERFUL BLAST

Increase  Blast damage
dealt by explosives,
explosive weapons, and
grenades by | per rank of
Powerful Blast.

CosT 20

Gain + 1 soak value.
COST 25



PASSIVE
ACTIVE
RANKED TALENT

Universal: Scavenger

Additional Carreer Skills: Mechanics, Perception, Streetwise, Survival

GRIT

Gain + 1 strain threshold.

[morr

Gain + 1 strain threshold.
COST 10

HE 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

B FORAGER

Remove up to M from
skill checks to find food,
water, or shelter. Survival
checks to forage take half
the time.

[ oo reacrion 3

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

COosT 10

B UTINNI!

Remove M per rank of
Utinnil from checks to find
and or scavenge items or
gear Such checks take half
the time.

HE TINKERER

May add 1 additional hard
point to a number of items
equal to ranks in Tinkerer.
Each item may only be
modified once

B JURY RIGGED

Choose 1 weapon. armor,
or other item and give it
a permanent improvement
while it remains in use.

B EXCEED SPECIFI-
CATIONS

When making a check using
an item, may add . The
GM may spend & on the
check to damage the item
one step, or ® to damage
it beyond usability.

M SIXTH SENSE

Gain + 1 ranged defense.

Il SUPREME EXCEED

SPECIFICATIONS

If a check benefitting from
Exceed Specifications gen-
erates ®, may damage the
item to roll additional
and add it to the check re-
sults. If the check generates
©, add @ to the check re-
sults.

H IMPROVED UTIL-
ITY BELT

Once per session when the
character performs a Util-
ity Beltincidental, they may
produce up to five function-
ally identical items.

W UTILITY BELT

Spend 1 Destiny Point to
perform a Utility Belt in-
cidental; produce a previ-
ously undocumented item
or weapon (with restric-
tions) from a tool belt or a
satchel

COST 25

M IMPROVED EX-

CEED SPECIFICA-
TIONS

When the character takes
the Exceed Specifications
incidental, upgrade the
ability of the check once
instead of the standard
effect.

COST 20

Il DEDICATION

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

COST 25
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B STREET SMARTS

Remove B per rank of
Street Smarts from Street-
wise and Knowledge (Un-
derworld) checks.

E

B UTINNI!

Remove B per rank of
Utinnil from checks to find
and or scavenge items or
gear Such checks take half
the time.

COosT 10

Il ONE PERSON'S

TRASH

May make a Perception
check in order to locate a
particular item at no cost
in a location with potential
salvage. The difficulty of
the check is determined by
the item’s rarity.

B ANOTHER'S TREA-

SURE

The condition of an item
does not affect the price
the  character receives
when selling it. In addition,
the character can always
find a buyer for an item,
no matter its condition or
apparent value.

Il CONTRAPTION

|

Once per session, take Con-
traption action; make a
Hard (4 ¢ ) Mechanics
check to fashion a device to
solve a current problem us-
ing just the tools and parts
on hand.

Iy




Universal: Senator

Additional Carreer Skills: Charm, Deception, Knowledge (Education), Negotiation

RESOLVE

When a character involun-
tarily suffers strain, they
suffer 1 less strain per rank

of Resolve, to a minimum of

[mresoe

When a character involun-

tarily suffers strain, they
suffer 1 less strain per rank
of Resolve, to a minimum of
COST 10

GRIT

Gain + 1 strain threshold.
COST 15

[msaw

M RESPECTED DELE-
GATE

Downgrade the difficulty of
social skill checks mode
to interact with govern-
ment institutions outside of
homeworld a number of
times equal to ranks in Re-
spected Delegate.

The character adds
to Charm or Negotiation
checks per rank of Savvy.
cosT 10

H 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.

B RESIST QUES-

TIONING

When targeted by an op-
posed social skill check,
the character may suffer
2 strain to add M to the
check. If the check fails, the
character may spend @ to
indicate they have provided
false information.
COST 20

DEDICATION

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 6.
COST 25

l IMPROVED
INSPIRING
RHETORIC

Each ally affected by Inspir-
ing Rhetoric gains " on all
skill checks for a number
of rounds equal to ranks in
Leadership

COosT 20

B PLAUSIBLE DENI-
ABILITY
Remove M per rank of Plau-

sible Deniability from Coer-
cion and Deception checks.

Il CONGENIAL »

May suffer a number
of strain to downgrade
difficulty of Charm or
Negotiation  checks  or
upgrade difficulty when
targeted by Charm or
Negotiation checks, by
an equal number. Strain
suffered this way cannot
exceed ranks in Congenial.

B PLAUSIBLE DENI-
ABILITY
Remove B per rank of Plau-
sible Deniability from Coer-
cion and Deception checks.
COST 15

Il CONGENIAL

May suffer a number
of strain to downgrade
difficulty of Charm or
Negotiation  checks or
upgrade difficulty  when
targeted by Charm or
Negotiation checks, by
an equal number. Strain
suffered this way cannot
exceed ranks in Congenial.

— =

Il BLATHER

Take the Blather action,
making a Hard (¢ ¢ )
Charm or Deception check.
If successful, one adversary
per 3 is Disoriented
for rounds equal to the
character’'s Presence. The
character may spend @
from the check to Stagger
one affected target.

—— =

M DIPLOMATIC IM-
MUNITY

As an out-of-turn incidental,
the character spends one
Destiny Point and adver-
saries cannot choose them
as the target of a combat
check until the end of their
next turn.
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PASSIVE
ACTIVE
RANKED TALENT

HGRIT

Gain + 1 strain threshold.

B NOBODY'S FOOL )

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

CosT 10

HEsAVVY

The character adds
to Charm or Negotiation
checks per rank of Savvy.
COST 15

M IMPROVED NO-
BODY'S FOOL

May spend @ or &% from
an incoming Charm, Coer-
cion, or Deception check
to inflict strain on the op-
ponent equal to the char-
acter’s ranks in Nobody's
Fool.

Il RESOURCE ALLO-

CATION

At the beginning of a Mass
Combat, make a Hard
(¢ & @) Charm or Negotia-
tion check to increase their
force’s strength by one
step for the duration of the
encounter. May spend ®
from the check to upgrade
the ability of their force’s
first Mass Combat check.




Universal: Separatist Commander

Additional Carreer Skills: Coercion, Knowledge (Warfare), Leadership, Vigilance

Gain + 1 strain threshold.

B TOUGHENED

Gain +2 wound threshold.
COST 10

B WELL-TRAVELED

Knowledge (Core Worlds)
and Knowledge (Outer Rim)
become career skills.

B SPEAKS BINARY

When directing NPC droids,
may grant them = per rank
of Speaks Binary on checks.
cosT 10

Il COMMAND

Add per rank of Com-
mand when making Leader-
ship checks. Affected tar-
gets add to Discipline
checks for next 24 hours.

Il INTIMIDATING

PASSIVE
ACTIVE
RANKED TALENT

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.

Il CRUEL COMMAN-
DER

May use ranks in Coercion
to upgrade Mass Combat
checks instead of ranks in
Leadership.

COST 10

B FIELD COMMAN-
DER

Field Commander action af-
fects allies equal to double
Presence, and may spend
& to allow allies to suffer 1
strain and perform free ac-
tion instead.

HFIELD COMMAN-
DER

Take the Field Commander
action; make an Average
(#® ) Leadership check A
number of allies equal to
Presence may immediately
suffer 1 strain to perform 1
free maneuver.

COsT 15

Il 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.

Il SPEAKS BINARY

When directing NPC droids,
may grant them " per rank
of Speaks Binary on checks.
COST 15

Hl DROID COMMAN-
DER

Once per encounter, may
perform Field Commander
as a maneuver instead of an
action. All affected allies
must be droids.

B LEAD FROM THE
FRONT

After succeeding on a Lead-
ership check or other check
to inspire, lead, or rally
an audience, the charac-
ter may spend 1 Destiny
Point to upgrade the ability
of the next combat check
made by all allies within
short range.

Il SUPREME SPEAKS
BINARY

Once per encounter, may
perform the Speaks Binary
maneuver. A number of
NPC droids up to ranks in
Speaks Binary may use the
character’s ranks for 1 skill
of the character’s choice.

COoSsT 20

Il DEDICATION

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

COST 25

B SCATHING TIRADE

Each enemy affected by
Scathing Tirade suffers W
on all skill checks for a

number of rounds equal to
ranks in Coercion

Il IMPROVED
SPEAKS BINARY

When directing NPC droids,
those droids grant addi-
tional in addition to
other benefits.

COST 20

[l SUPREME
SCATHING TIRADE

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

M 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 25
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M LEAD FROM THE
BACK

Once per round, may
spend 1 Destiny Point to
redirect a successful atack
against the character to an
allied NPC.




Universal: Ship Captain

Additional Carreer Skills: Charm, Leadership, Negotiation, Piloting (Space)

WHEEL AND DEAL

When selling goods legally,
gain 10% more credits per
rank of Wheel and Deal.

B KILL WITH KIND-
NESS

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

COST 10

WHEEL AND DEAL

When selling goods legally,
gain 10% more credits per
rank of Wheel and Deal.
COST 15

B PRIDE AND JOY

Choose one starship or ve-
hicle character owns with a
silhouette of 4 or higher.
It becomes their 'Pride and
Joy’ vessel. they upgrade
the ability of all social skills
checks they make while
within short range of the
vessel once.

HGRIT

Gain + 1 strain threshold.

B IMPROVED PRIDE

AND JOY

While inside their Pride and
Joy vessel, recover 1 ad-
ditional strain whenever re-
covering strain and spend
9 on checks made to re-
cover strain to allow an ally
also within the vessel to re-
cover one strain.

HEFIELD COMMAN-
DER

Take the Field Commander
action; make an Average
(® ) Leadership check A
number of allies equal to
Presence may immediately
suffer 1 strain to perform 1
free maneuver.

COsT 10

I ENCOURAGING
WORDS

After an ally within short
range fails a check, the
character may suffer 1
strain to assist that ally’s
next check this encounter
as an out-of-turn incidental.

B SEEN A LOT OF

THINGS

Whenever the character
fails a Knowledge check,
they may spend QO Q to
roll the check again during
their next turn.

B TRUST THE CAP-

TAIN

May take the Trust the
Captain action by making
a Hard (¢ ¢ #) Leadership
check. If successful, for the
rest of the encounter allies
within short range increase
their ranks in Discipline by
an amount equal to ranks in
Trust the Captain.

Il INSPIRING
RHETORIC

Take the Inspiring Rhetoric
action; make an Average
(® ®) Leadership check.
Each 3¢ causes 1 ally in
close range to recover 1
strain. Spend © to cause
1 affected ally to recover 1
additional strain.

B MOST IMPRES-
SIVE

Spend ® from any skill
check to allow a number
of allies not exceeding the
character’s rating in Pres-
ence within short range to
add automatic €& to their
next check.

Il INSPIRING LEAD-

ERSHIP

Take the Inspiring Leader-
ship action by making an
Average (¢ ) Leadership
check. If successful, a num-
ber of allies not exceed-
ing their rating in Presence
within short range add au-
tomatic ¥ to their next skill
check.

B TRUST THE CAP-
TAIN

May take the Trust the
Captain action by making
a Hard (¢ ¢ #) Leadership
check. If successful, for the
rest of the encounter allies
within short range increase
their ranks in Discipline by
an amount equal to ranks in
Trust the Captain.
COST 20

Gain + 1 strain threshold.
COST 25
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PASSIVE
ACTIVE

B KILL WITH KIND-
NESS

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

KILLED JOCKEY

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

CosT 10

B 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.

Il SUPREME PRIDE

AND JOY

While inside their Pride and
Joy vessel, once per session
as an incidental, the char-
acter may reduce its silhou-
ette by 2 (to a minimum
of 0) for the remainder of
the round and the following
round.

-

Il DEDICATION

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

COST 25



