
Universal:Force Sensitive Emergent

FORCE TALENT

PASSIVE

ACTIVE

Gain Force Rating 1

INSIGHT

Perception and Discipline
become career skills.

�

COST 5

INSIGHT UNCANNY
SENSES

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

�

COST 5

UNCANNY
SENSES

INDISTINGUISH-
ABLE

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

�

COST 5

INDISTINGUISH-
ABLE

GRIT

Gain +1 strain threshold.

�

COST 5

GRIT

UNCANNY REAC-
TIONS

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

�

COST 10

UNCANNY REAC-
TIONS

TOUGHENED

Gain +2 wound threshold.

�

COST 10

TOUGHENED SLEIGHT OF MIND

Add� to all Stealth checks
unless the opposition is im-
mune to Force powers.

�

COST 10

SLEIGHT OF MIND SLEIGHT OF MIND

Add� to all Stealth checks
unless the opposition is im-
mune to Force powers.

�

COST 10

SLEIGHT OF MIND

UNCANNY
SENSES

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

�

COST 15

UNCANNY
SENSES

UNCANNY REAC-
TIONS

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

�

COST 15

UNCANNY REAC-
TIONS

GRIT

Gain +1 strain threshold.

�

COST 15

GRIT INDISTINGUISH-
ABLE

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

�

COST 15

INDISTINGUISH-
ABLE

TOUGHENED

Gain +2 wound threshold.

�

COST 20

TOUGHENED SENSE DANGER

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

�

COST 20

SENSE DANGER TOUCH OF FATE

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

�

COST 20

TOUCH OF FATE 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 20

BALANCE

INVIGORATE

Once per encounter, may
add � to a check using
Brawn or Agility made by
an ally in short range. �
add� and� add�.

�

COST 25

INVIGORATE FORCE OF WILL

Once per session, make
one skill check using
Willpower rather than the
characteristic linked to that
skill.

�

COST 25

FORCE OF WILL 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
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Universal:Force Sensitive Exile

FORCE TALENT

PASSIVE

ACTIVE

Gain Force Rating 1

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:Force Sensitive Outcast

FORCE TALENT

PASSIVE

ACTIVE

Gain Force Rating 1

UNCANNY REAC-
TIONS

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

�

COST 5

UNCANNY REAC-
TIONS

SENSE EMOTIONS

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

�

COST 5

SENSE EMOTIONS GRIT

Gain +1 strain threshold.

�

COST 5

GRIT UNCANNY
SENSES

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

�

COST 5

UNCANNY
SENSES

QUICK DRAW

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

�

COST 10

QUICK DRAW QUICK STRIKE

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

�

COST 10

QUICK STRIKE DISORIENT

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

�

COST 10

DISORIENT SECRETS OF THE
FORCE

Knowledge (Lore) and
Lightsaber become career
skills.

�

COST 10

SECRETS OF THE
FORCE

DISORIENT

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

�

COST 15

DISORIENT 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

PREY ON THE
WEAK

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

RENEGADE FORM PARRY

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

�

COST 15

PARRY

PREY ON THE
WEAK

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

�

COST 20

PREY ON THE
WEAK

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 20

SORRY ABOUT
THE MESS

PARRY

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

�

COST 20

PARRY REFLECT

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

�

COST 20

REFLECT

DEDICATION

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

�

COST 25

DEDICATION RAVAGE

Once per encounter, the
character may suffer 3
strain to add � 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.

�

COST 25

RAVAGE GRIT

Gain +1 strain threshold.

�

COST 25

GRIT FORCE RATING

Gain +1 Force Rating.

�

COST 25

FORCE RATING
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Universal:Recruit

FORCE TALENT

PASSIVE

ACTIVEAdditional Carreer Skills: Athletics, Discipline, Survival, Vigilance

BASIC COMBAT
TRAINING

Brawl and Ranged (Light)
become career skills.

�

COST 5

BASIC COMBAT
TRAINING

SECOND WIND

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

�

COST 5

SECOND WIND OUTDOORSMAN

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

�

COST 5

OUTDOORSMAN TACTICAL COMBAT
TRAINING

Melee and Ranged (Heavy)
become career skills.

�

COST 5

TACTICAL COMBAT
TRAINING

SECOND WIND

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

�

COST 10

SECOND WIND VEHICLE COMBAT
TRAINING

Gunnery and Piloting (Plan-
etary) become career skills.

�

COST 10

VEHICLE COMBAT
TRAINING

WELL-TRAVELED

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

�

COST 10

WELL-TRAVELED TOUGHENED

Gain +2 wound threshold.

�

COST 10

TOUGHENED

QUICK DRAW

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

�

COST 15

QUICK DRAW GRIT

Gain +1 strain threshold.

�

COST 15

GRIT TOUGHENED

Gain +2 wound threshold.

�

COST 15

TOUGHENED SPARE CLIP

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

�

COST 15

SPARE CLIP

SECOND WIND

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

�

COST 20

SECOND WIND JUMP UP

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

�

COST 20

JUMP UP GRIT

Gain +1 strain threshold.

�

COST 20

GRIT CREATIVE KILLER

Reduce the crit rating of im-
provised weapons by 2 (to
a minimum of 1).

�

COST 20

CREATIVE KILLER

DYNAMIC FIRE

When making a ranged at-
tack while engaged with
an opponent, may suffer 2
strain to reduce the ranged
modifier by 1.

�

COST 25

DYNAMIC FIRE DEDICATION

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

�

COST 25

DEDICATION TOUGHENED

Gain +2 wound threshold.

�

COST 25

TOUGHENED ENDURING

Gain + 1 soak value.

�

COST 25

ENDURING
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Universal:Republic Navy Officer

FORCE TALENT

PASSIVE

ACTIVEAdditional Carreer Skills: Astrogation, Discipline, Knowledge (Warfare), Leadership

GRIT

Gain +1 strain threshold.

�

COST 5

GRIT COMMAND

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

�

COST 5

COMMAND COMMANDING
PRESENCE

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

�

COST 5

COMMANDING
PRESENCE

GALAXY MAPPER

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

�

COST 5

GALAXY MAPPER

COMMAND

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

�

COST 10

COMMAND COMMANDING
PRESENCE

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

�

COST 10

COMMANDING
PRESENCE

GRIT

Gain +1 strain threshold.

�

COST 10

GRIT 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

KNOWN
SCHEMATIC

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.

�

COST 15

DRONANCE SATU-
RATION

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

STEELY NERVES CONFIDENCE

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

�

COST 15

CONFIDENCE TOUGHENED

Gain +2 wound threshold.

�

COST 15

TOUGHENED

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��

�

COST 20

FIRE WHEN
READY

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��

�

COST 20

ON MY ORDER GALAXY MAPPER

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

�

COST 20

GALAXY MAPPER 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.

�

COST 20

HYPERSPACE AS-
SAULT

NATURAL LEADER

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

�

COST 25

NATURAL LEADER DEDICATION

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

�

COST 25

DEDICATION CAREFUL PLAN-
NING

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

�

COST 25

CAREFUL PLAN-
NING

OUTMANEUVER

As an action, make a
Hard (���)Knowledge
(Warfare) check. Choose
one ship or vehicle per
�. Until the end of the
character’s next turn, the
chosen ships must perform
one extra maneuver to
move.

�

COST 25

OUTMANEUVER
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Universal:Republic Representative

FORCE TALENT

PASSIVE

ACTIVEAdditional Carreer Skills: Charm, Cool, Knowledge (chose any one), Negotiation

GRIT

Gain +1 strain threshold.

�

COST 5

GRIT LEVERAGE

The character removes �
per rank of Leverage from
their Cool and Negotiation
checks.

�

COST 5

LEVERAGE KILL WITH KIND-
NESS

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

�

COST 5

KILL WITH KIND-
NESS

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 5

RESPECTED DELE-
GATE

NOBODY'S FOOL

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

�

COST 10

NOBODY'S FOOL KILL WITH KIND-
NESS

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

�

COST 10

KILL WITH KIND-
NESS

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

RESPECTED DELE-
GATE

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 10

SMOOTH TALKER

TRANSLATION
ERROR

Once per encounter, the
character may remove �
from the results of a social
skill check they make.

�

COST 15

TRANSLATION
ERROR

LEVERAGE

The character removes �
per rank of Leverage from
their Cool and Negotiation
checks.

�

COST 15

LEVERAGE 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

SMOOTH TALKER NOBODY'S FOOL

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

�

COST 15

NOBODY'S FOOL

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��
on the character’s check.

�

COST 20

CONSIDER OUR
OPTIONS

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

STEELY NERVES INTENSE PRES-
ENCE

Spend 1 Destiny Point to
recover strain equal to
Presence rating

�

COST 20

INTENSE PRES-
ENCE

LEVERAGE

The character removes �
per rank of Leverage from
their Cool and Negotiation
checks.

�

COST 20

LEVERAGE

IMPROVED CON-
SIDER OUR OP-
TIONS

Allies within short range
may also benefit from Con-
sider Our Options.

�

COST 25

IMPROVED CON-
SIDER OUR OP-
TIONS

NATURAL NEGO-
TIATOR

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

�

COST 25

NATURAL NEGO-
TIATOR

DEDICATION

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

�

COST 25

DEDICATION BACKROOM DEAL

Once per encounter, make
a Hard (���)Negotiation
check to reveal how pre-
viously unknown dealings
have a meaningful impact
on the current scene.

�

COST 25

BACKROOM DEAL
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Universal:Scavenger

FORCE TALENT

PASSIVE

ACTIVEAdditional Carreer Skills: Mechanics, Perception, Streetwise, Survival

GRIT

Gain +1 strain threshold.

�

COST 5

GRIT FORAGER

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

�

COST 5

FORAGER UTINNI!

Remove � per rank of
Utinni! from checks to find
and or scavenge items or
gear Such checks take half
the time.

�

COST 5

UTINNI! STREET SMARTS

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

�

COST 5

STREET SMARTS

GRIT

Gain +1 strain threshold.

�

COST 10

GRIT 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

RAPID REACTION 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 10

TINKERER UTINNI!

Remove � per rank of
Utinni! from checks to find
and or scavenge items or
gear Such checks take half
the time.

�

COST 10

UTINNI!

RAPID REACTION

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

�

COST 15

RAPID REACTION JURY RIGGED

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

�

COST 15

JURY RIGGED 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.

�

COST 15

EXCEED SPECIFI-
CATIONS

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.

�

COST 15

ONE PERSON'S
TRASH

SIXTH SENSE

Gain + 1 ranged defense.

�

COST 20

SIXTH SENSE 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.

�

COST 20

SUPREME EXCEED
SPECIFICATIONS

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

IMPROVED EX-
CEED SPECIFICA-
TIONS

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.

�

COST 20

ANOTHER'S TREA-
SURE

IMPROVED UTIL-
ITY BELT

Once per session when the
character performs a Util-
ity Belt incidental, theymay
produce up to five function-
ally identical items.

�

COST 25

IMPROVED UTIL-
ITY BELT

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

UTILITY BELT DEDICATION

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

�

COST 25

DEDICATION CONTRAPTION

Once per session, take
Contraption action; make
a Hard (���)Mechanics
check to fashion a device
to solve a current problem
using just the tools and
parts on hand.

�

COST 25

CONTRAPTION
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