
Technician:Mechanic

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Astrogation, Computers, Coordination, Discipline, Knowledge (Outer Rim), Mechanics, Percep-

tion,Piloting (Planetary)

Additional Carreer Skills: Knowledge (Education), Knowledge (Underworld), Mechanics, Streetwise

GEARHEAD

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

�

COST 5

GEARHEAD TOUGHENED

Gain +2 wound threshold.

�

COST 5

TOUGHENED FINE TUNING

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

�

COST 5

FINE TUNING SOLID REPAIRS

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

�

COST 5

SOLID REPAIRS

REDUNDANT SYS-
TEMS

�

COST 10

REDUNDANT SYS-
TEMS

SOLID REPAIRS

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

�

COST 10

SOLID REPAIRS GEARHEAD

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

�

COST 10

GEARHEAD GRIT

Gain +1 strain threshold.

�

COST 10

GRIT

SOLID REPAIRS

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

�

COST 15

SOLID REPAIRS ENDURING

Gain + 1 soak value.

�

COST 15

ENDURING BAD MOTIVATOR
�

COST 15

BAD MOTIVATOR TOUGHENED

Gain +2 wound threshold.

�

COST 15

TOUGHENED

CONTRAPTION
�

COST 20

CONTRAPTION SOLID REPAIRS

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

�

COST 20

SOLID REPAIRS FINE TUNING

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

�

COST 20

FINE TUNING 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

HARD HEADED

NATURAL TIN-
KERER

Once per session, may
reroll any 1 Mechanics
check.

�

COST 25

NATURAL TIN-
KERER

HOLD TOGETHER
�

COST 25

HOLD TOGETHER DEDICATION

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

�

COST 25

DEDICATION IMPROVED HARD
HEADED

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

�

COST 25

IMPROVED HARD
HEADED
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Technician:Outlaw Tech

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Astrogation, Computers, Coordination, Discipline, Knowledge (Outer Rim), Mechanics, Percep-

tion,Piloting (Planetary)

Additional Carreer Skills: Knowledge (Education), Knowledge (Underworld), Mechanics, Streetwise

TINKERER

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

�

COST 5

TINKERER UTINNI!
�

COST 5

UTINNI! SPEAKS BINARY

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

�

COST 5

SPEAKS BINARY TINKERER

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

�

COST 5

TINKERER

SOLID REPAIRS

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

�

COST 10

SOLID REPAIRS GRIT

Gain +1 strain threshold.

�

COST 10

GRIT UTINNI!
�

COST 10

UTINNI! TOUGHENED

Gain +2 wound threshold.

�

COST 10

TOUGHENED

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 15

UTILITY BELT 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

SIDE STEP BRACE

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

�

COST 15

BRACE 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

DEFENSIVE
STANCE

JURY RIGGED

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

�

COST 20

JURY RIGGED SPEAKS BINARY

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

�

COST 20

SPEAKS BINARY INVENTOR

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

�

COST 20

INVENTOR JURY RIGGED

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

�

COST 20

JURY RIGGED

INVENTOR

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

�

COST 25

INVENTOR DEDICATION

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

�

COST 25

DEDICATION KNOWN
SCHEMATIC

�

COST 25

KNOWN
SCHEMATIC

BRACE

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

�

COST 25

BRACE
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Technician:Slicer

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Astrogation, Computers, Coordination, Discipline, Knowledge (Outer Rim), Mechanics, Percep-

tion,Piloting (Planetary)

Additional Carreer Skills: Computers, Knowledge (Education), Knowledge (Underworld), Stealth

CODEBREAKER

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

�

COST 5

CODEBREAKER GRIT

Gain +1 strain threshold.

�

COST 5

GRIT TECHNICAL APTI-
TUDE

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

�

COST 5

TECHNICAL APTI-
TUDE

BYPASS SECURITY

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

�

COST 5

BYPASS SECURITY

DEFENSIVE SLIC-
ING

When defending computer
systems, add� per rank of
Defensive Slicing to oppo-
nents’ checks.

�

COST 10

DEFENSIVE SLIC-
ING

TECHNICAL APTI-
TUDE

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

�

COST 10

TECHNICAL APTI-
TUDE

GRIT

Gain +1 strain threshold.

�

COST 10

GRIT BYPASS SECURITY

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

�

COST 10

BYPASS SECURITY

NATURAL PRO-
GRAMMER

�

COST 15

NATURAL PRO-
GRAMMER

BYPASS SECURITY

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

�

COST 15

BYPASS SECURITY DEFENSIVE SLIC-
ING

When defending computer
systems, add� per rank of
Defensive Slicing to oppo-
nents’ checks.

�

COST 15

DEFENSIVE SLIC-
ING

GRIT

Gain +1 strain threshold.

�

COST 15

GRIT

DEFENSIVE SLIC-
ING

When defending computer
systems, add� per rank of
Defensive Slicing to oppo-
nents’ checks.

�

COST 20

DEFENSIVE SLIC-
ING

IMPROVED DE-
FENSIVE SLICING

�

COST 20

IMPROVED DE-
FENSIVE SLICING

CODEBREAKER

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

�

COST 20

CODEBREAKER RESOLVE

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

�

COST 20

RESOLVE

SKILLED SLICER
�

COST 25

SKILLED SLICER MASTER SLICER
�

COST 25

MASTER SLICER MENTAL
FORTRESS

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

�

COST 25

MENTAL
FORTRESS

DEDICATION

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

�

COST 25

DEDICATION
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Universal:Force Sensitive Exile

FORCE TALENT

PASSIVE

ACTIVE
Additional Carreer Skills:

UNCANNY
SENSES

Add� per rank of Uncanny
Reactions to all Perception
checks.

�

COST 5

UNCANNY
SENSES

INSIGHT

Perception and Discipline
become career skills.

�

COST 5

INSIGHT FORAGER

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

�

COST 5

FORAGER UNCANNY REAC-
TIONS

Add� per rank of Uncanny
Reactions to all Vigilance
checks.

�

COST 5

UNCANNY REAC-
TIONS

CONVINCING DE-
MEANOR

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

�

COST 10

CONVINCING DE-
MEANOR

OVERWHELM
EMOTIONS

May add � per Force Rat-
ing to Charm, Coerce or De-
ceit checks. � and � add
� to some checks and�

�

COST 10

OVERWHELM
EMOTIONS

INTENSE FOCUS

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

�

COST 10

INTENSE FOCUS QUICK DRAW

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

�

COST 10

QUICK DRAW

SENSE DANGER

Once per game, remove
�� from any 1 check.

�

COST 15

SENSE DANGER SENSE EMOTIONS

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

�

COST 15

SENSE EMOTIONS BALANCE

When the character recov-
ers strain at the end of the
encounter, he may add �
per Force rating. He recov
ers additional strain equal
to� generated

�

COST 15

BALANCE TOUCH OF FATE

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

�

COST 15

TOUCH OF FATE

STREET SMARTS

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

�

COST 20

STREET SMARTS UNCANNY
SENSES

Add� per rank of Uncanny
Reactions to all Perception
checks.

�

COST 20

UNCANNY
SENSES

UNCANNY REAC-
TIONS

Add� per rank of Uncanny
Reactions to all Vigilance
checks.

�

COST 20

UNCANNY REAC-
TIONS

STREET SMARTS

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

�

COST 20

STREET SMARTS

SIXTH SENSE

Gain + 1 ranged defense.

�

COST 25

SIXTH SENSE FORCE RATING

Gain +1 Force Rating.

�

COST 25

FORCE RATING DEDICATION

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

�

COST 25

DEDICATION SUPERIOR RE-
FLEXES

Gain +1 melee defense.

�

COST 25

SUPERIOR RE-
FLEXES
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Universal:Nightsister

FORCE TALENT

PASSIVE

ACTIVE
Additional Carreer Skills: Discipline, Knowledge (Lore), Stealth, Survival

WITCHCRAFT
�

COST 5

WITCHCRAFT SUMMON ITEM
�

COST 5

SUMMON ITEM GRIT

Gain +1 strain threshold.

�

COST 5

GRIT EXPERT TRACKER

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

�

COST 5

EXPERT TRACKER

SENSE ADVAN-
TAGE

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

�

COST 10

SENSE ADVAN-
TAGE

ICHOR BLADE
�

COST 10

ICHOR BLADE INTIMIDATING

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

�

COST 10

INTIMIDATING TOUGHENED

Gain +2 wound threshold.

�

COST 10

TOUGHENED

BALANCE

When the character recov-
ers strain at the end of the
encounter, he may add �
per Force rating. He recov
ers additional strain equal
to� generated

�

COST 15

BALANCE IMPROVED ICHOR
BLADE

�

COST 15

IMPROVED ICHOR
BLADE

GRIT

Gain +1 strain threshold.

�

COST 15

GRIT SIXTH SENSE

Gain + 1 ranged defense.

�

COST 15

SIXTH SENSE

COVEN
�

COST 20

COVEN ICHOR TRANSFU-
SION

�

COST 20

ICHOR TRANSFU-
SION

SURVIVOR'S IN-
STINCT

�

COST 20

SURVIVOR'S IN-
STINCT

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

INTIMIDATING

FORCE RATING

Gain +1 Force Rating.

�

COST 25

FORCE RATING ICHOR RESERVE
�

COST 25

ICHOR RESERVE FORCE OF WILL
�

COST 25

FORCE OF WILL DEDICATION

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

�

COST 25

DEDICATION
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Undefined talents (19)
redundant systems
bad motivator
contraption
hold together
utinni!
known schematic
natural programmer
improved defensive slicing
skilled slicer
master slicer
witchcraft
summon item
ichor blade
improved ichor blade
coven
ichor transfusion
survivor's instinct
ichor reserve
force of will


