
Ace:Beast Rider
RANKED TALENTRANKED TALENT

ACTIVE

PASSIVE

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

(Light)

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

FORAGER

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

�

COST 5

FORAGER TOUGHENED

Gain +2 wound threshold.

��

COST 5

TOUGHENED OUTDOORSMAN

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

��

COST 5

OUTDOORSMAN BEAST WRAN-
GLER

�

COST 5

BEAST WRAN-
GLER

OUTDOORSMAN

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

��

COST 10

OUTDOORSMAN EXPERT TRACKER

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

��

COST 10

EXPERT TRACKER TOUGHENED

Gain +2 wound threshold.

��

COST 10

TOUGHENED EXPERT HANDLER
�

COST 10

EXPERT HANDLER

EXPERT TRACKER

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

��

COST 15

EXPERT TRACKER BEAST WRAN-
GLER

�

COST 15

BEAST WRAN-
GLER

LET'S RIDE

Once per round. may mount
or dismount a vehicle or
beast, or enter a cockpit or
weapon station on a vehicle,
as an incidental

�

COST 15

LET'S RIDE GRIT

Gain +1 strain threshold.

��

COST 15

GRIT

SPUR - IM-
PROVED

�

COST 20

SPUR - IM-
PROVED

SPUR
�

COST 20

SPUR NATURAL OUT-
DOORSMAN

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

�

COST 20

NATURAL OUT-
DOORSMAN

EXPERT HANDLER
�

COST 20

EXPERT HANDLER

SPUR - SUPREME
�

COST 25

SPUR - SUPREME DEDICATION

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

��

COST 25

DEDICATION GRIT

Gain +1 strain threshold.

��

COST 25

GRIT SOOTHING TONE
�

COST 25

SOOTHING TONE
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Ace:Driver
RANKED TALENTRANKED TALENT

ACTIVE

PASSIVE

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

(Light)

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

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

FULL THROTTLE ALL-TERRAIN
DRIVER

Do not suffer usual penalties
for driving through difficult
terrain when using Piloting
(Planetary).

�

COST 5

ALL-TERRAIN
DRIVER

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 GEARHEAD

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

��

COST 5

GEARHEAD

GRIT

Gain +1 strain threshold.

��

COST 10

GRIT SKILLED JOCKEY

Remove � per rank of
Skilled Jockey from all Pilot-
ing (Planetary) and Piloting
(Space) checks the character
attempts.

��

COST 10

SKILLED JOCKEY RAPID REACTION

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

��

COST 10

RAPID REACTION GRIT

Gain +1 strain threshold.

��

COST 10

GRIT

IMPROVED FULL
THROTTLE

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

�

COST 15

IMPROVED FULL
THROTTLE

TRICKY TARGET

Count vehicle or starship pi-
loted as having a silhouette I
lower when being attacked.

�

COST 15

TRICKY TARGET FINE TUNING

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

��

COST 15

FINE TUNING TOUGHENED

Gain +2 wound threshold.

��

COST 15

TOUGHENED

DEFENSIVE DRIV-
ING

Increase defense of vehicle
or starship being piloted by
1 per rank of Defensive Driv-
ing

��

COST 20

DEFENSIVE DRIV-
ING

SKILLED JOCKEY

Remove � per rank of
Skilled Jockey from all Pilot-
ing (Planetary) and Piloting
(Space) checks the character
attempts.

��

COST 20

SKILLED JOCKEY NATURAL DRIVER

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

�

COST 20

NATURAL DRIVER GEARHEAD

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

��

COST 20

GEARHEAD

SUPREME FULL
THROTTLE

When performing Full Throt-
tle, top speed increases by 2
instead of 1.

�

COST 25

SUPREME FULL
THROTTLE

FULL STOP

When piloting a ship or ve-
hicle, take a Full Stop ma-
neuver to reduce speed to
zero and suffer system strain
equal to the speed reduced.

�

COST 25

FULL STOP MASTER DRIVER

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

�

COST 25

MASTER DRIVER DEDICATION

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

��

COST 25

DEDICATION
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Ace:Gunner
RANKED TALENTRANKED TALENT

ACTIVE

PASSIVE

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

(Light)

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

DURABLE

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

��

COST 5

DURABLE GRIT

Gain +1 strain threshold.

��

COST 5

GRIT OVERWHELM DE-
FENSES

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

��

COST 5

OVERWHELM DE-
FENSES

DEBILITATING
SHOT

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

�

COST 5

DEBILITATING
SHOT

TOUGHENED

Gain +2 wound threshold.

��

COST 10

TOUGHENED BRACE

Perform the Brace maneu-
ver to remove � per rank
of Brace from next Action.
This may only remove �
added by environmental cir-
cumstances

��

COST 10

BRACE SPARE CLIP

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

�

COST 10

SPARE CLIP 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

TRUE AIM

DURABLE

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

��

COST 15

DURABLE ENDURING

Gain + 1 soak value.

�

COST 15

ENDURING JURY RIGGED

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

�

COST 15

JURY RIGGED OVERWHELM DE-
FENSES

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

��

COST 15

OVERWHELM DE-
FENSES

TOUGHENED

Gain +2 wound threshold.

��

COST 20

TOUGHENED ENDURING

Gain + 1 soak value.

�

COST 20

ENDURING BRACE

Perform the Brace maneu-
ver to remove � per rank
of Brace from next Action.
This may only remove �
added by environmental cir-
cumstances

��

COST 20

BRACE 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

EXHAUST PORT

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

HEROIC FORTI-
TUDE

JURY RIGGED

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

�

COST 25

JURY RIGGED DEDICATION

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

��

COST 25

DEDICATION 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

TRUE AIM
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Ace:Hotshot
RANKED TALENTRANKED TALENT

ACTIVE

PASSIVE

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

(Light)

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

SHORTCUT

During a chase, add �

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

��

COST 5

SHORTCUT HIGH-G TRAINING

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

��

COST 5

HIGH-G TRAINING SKILLED JOCKEY

Remove � per rank of
Skilled Jockey from all Pilot-
ing (Planetary) and Piloting
(Space) checks the character
attempts.

��

COST 5

SKILLED JOCKEY GRIT

Gain +1 strain threshold.

��

COST 5

GRIT

SECOND CHANCES
�

COST 10

SECOND CHANCES GRIT

Gain +1 strain threshold.

��

COST 10

GRIT SHORTCUT

During a chase, add �

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

��

COST 10

SHORTCUT HIGH-G TRAINING

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

��

COST 10

HIGH-G TRAINING

DEAD TO RIGHTS

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

�

COST 15

DEAD TO RIGHTS HIGH-G TRAINING

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

��

COST 15

HIGH-G TRAINING GRIT

Gain +1 strain threshold.

��

COST 15

GRIT INTENSE PRES-
ENCE

Spend 1 Destiny Point to re-
cover strain equal to Pres-
ence rating

�

COST 15

INTENSE PRES-
ENCE

SECOND CHANCES
�

COST 20

SECOND CHANCES CORELLIAN SEND-
OFF

�

COST 20

CORELLIAN SEND-
OFF

KOIOGRAN TURN
�

COST 20

KOIOGRAN TURN GRIT

Gain +1 strain threshold.

��

COST 20

GRIT

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

�

COST 25

IMPROVED DEAD
TO RIGHTS

CORELLIAN SEND-
OFF - IMPROVED

�

COST 25

CORELLIAN SEND-
OFF - IMPROVED

DEDICATION

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

��

COST 25

DEDICATION SHOWBOAT
�

COST 25

SHOWBOAT
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Ace:Pilot
RANKED TALENTRANKED TALENT

ACTIVE

PASSIVE

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

(Light)

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

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

FULL THROTTLE SKILLED JOCKEY

Remove � per rank of
Skilled Jockey from all Pilot-
ing (Planetary) and Piloting
(Space) checks the character
attempts.

��

COST 5

SKILLED JOCKEY GALAXY MAPPER

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

��

COST 5

GALAXY MAPPER LET'S RIDE

Once per round. may mount
or dismount a vehicle or
beast, or enter a cockpit or
weapon station on a vehicle,
as an incidental

�

COST 5

LET'S RIDE

SKILLED JOCKEY

Remove � per rank of
Skilled Jockey from all Pilot-
ing (Planetary) and Piloting
(Space) checks the character
attempts.

��

COST 10

SKILLED JOCKEY DEAD TO RIGHTS

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

�

COST 10

DEAD TO RIGHTS GALAXY MAPPER

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

��

COST 10

GALAXY MAPPER RAPID RECOVERY

When healing strain after an
encounter, heal 1 additional
strain per rank of Rapid Re-
covery.

��

COST 10

RAPID RECOVERY

IMPROVED FULL
THROTTLE

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

�

COST 15

IMPROVED FULL
THROTTLE

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

�

COST 15

IMPROVED DEAD
TO RIGHTS

GRIT

Gain +1 strain threshold.

��

COST 15

GRIT NATURAL PILOT

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

�

COST 15

NATURAL PILOT

GRIT

Gain +1 strain threshold.

��

COST 20

GRIT SUPREME FULL
THROTTLE

When performing Full Throt-
tle, top speed increases by 2
instead of 1.

�

COST 20

SUPREME FULL
THROTTLE

TRICKY TARGET

Count vehicle or starship pi-
loted as having a silhouette I
lower when being attacked.

�

COST 20

TRICKY TARGET DEFENSIVE DRIV-
ING

Increase defense of vehicle
or starship being piloted by
1 per rank of Defensive Driv-
ing

��

COST 20

DEFENSIVE DRIV-
ING

MASTER PILOT

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

�

COST 25

MASTER PILOT 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 BRILLIANT EVA-
SION

Once per encounter may
take Brilliant Evasion action.
Select 1 opponent and make
Opposed Piloting (Planetary
or Space) check to stop op-
ponent from attacking char-
acter for rounds equal to
Agility.

�

COST 25

BRILLIANT EVA-
SION
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Ace:Rigger
RANKED TALENTRANKED TALENT

ACTIVE

PASSIVE

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

(Light)

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

BLACK MARKET
CONTACTS

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

��

COST 5

BLACK MARKET
CONTACTS

TOUGHENED

Gain +2 wound threshold.

��

COST 5

TOUGHENED GEARHEAD

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

��

COST 5

GEARHEAD LARGER PROJECT
�

COST 5

LARGER PROJECT

GRIT

Gain +1 strain threshold.

��

COST 10

GRIT FANCY PAINT JOB
�

COST 10

FANCY PAINT JOB SIGNATURE VEHI-
CLE

�

COST 10

SIGNATURE VEHI-
CLE

LARGER PROJECT
�

COST 10

LARGER PROJECT

BLACK MARKET
CONTACTS

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

��

COST 15

BLACK MARKET
CONTACTS

OVERSTOCKED
AMMO

�

COST 15

OVERSTOCKED
AMMO

TUNED MA-
NEUVERING
THRUSTERS

�

COST 15

TUNED MA-
NEUVERING
THRUSTERS

BOLSTERED AR-
MOR

�

COST 15

BOLSTERED AR-
MOR

TOUGHENED

Gain +2 wound threshold.

��

COST 20

TOUGHENED CUSTOMIZED
COOLING UNIT

�

COST 20

CUSTOMIZED
COOLING UNIT

GEARHED
�

COST 20

GEARHED FORTIFIED VAC-
UUM SEAL

�

COST 20

FORTIFIED VAC-
UUM SEAL

DEDICATION

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

��

COST 25

DEDICATION TUNED MA-
NEUVERING
THRUSTERS

�

COST 25

TUNED MA-
NEUVERING
THRUSTERS

NOT TODAY
�

COST 25

NOT TODAY REINFORCED
FRAME

�

COST 25

REINFORCED
FRAME
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Undefined talents (22)
(beast wrangler) - Stay on Target p. 27
(expert handler) - Stay on Target p. 27
(spur - improved) - Stay on Target p. 27
(spur) - Stay on Target p. 27
(spur - supreme) - Stay on Target p. 27
(soothing tone) - Stay on Target p. 27
(second chances) - Stay on Target p. 29
(corellian sendoff) - Stay on Target p. 29
(koiogran turn) - Stay on Target p. 29
(corellian sendoff - improved) - Stay on Target p. 29
(showboat) - Stay on Target p. 29
(larger project) - Stay on Target p. 31
(fancy paint job) - Stay on Target p. 31
(signature vehicle) - Stay on Target p. 31
(overstocked ammo) - Stay on Target p. 31
(tuned maneuvering thrusters) - Stay on Target p. 31
(bolstered armor) - Stay on Target p. 31
(customized cooling unit) - Stay on Target p. 31
(gearhed) - Stay on Target p. 31
(fortified vacuum seal) - Stay on Target p. 31
(not today) - Stay on Target p. 31
(reinforced frame) - Stay on Target p. 31


