Universal: Death Watch Warrior

Additional Carreer Skills: Coercion, Mechanics, Piloting (Planetary), Ranged (Light)

PASSIVE
ACTIVE

R “Force TALENT 3

l TOUGHENED

Gain +2 wound threshold.

Il ARMOR MASTER

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

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

Il IMPROVED AR-
MOR MASTER

When wearing armor with a
soak value of 2 or higher, in-
crease defense by 1

COST 20

Il DEDICATION

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

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.

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 attacks by
an equal number for this
round. Strain suffered this
way cannot exceed ranks in
Side Step.

CosT 10

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

COSsT 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.

COosT 20

l TO THE DEATH

Once per session, suffer
strain up to Willpower and
add +10 per strain suffered
to critical rolls the charac-
ter inflicts or suffers until the
end of the encounter.

COsT 25

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 JUMP UP

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

COST 10

H SIDE STEP

Once per round, may per-
form Side Step maneuver
and suffer a number of strain
to upgrade difficulty of all
incoming ranged attacks by
an equal number for this
round. Strain suffered this
way cannot exceed ranks in
Side Step.

COST 15

Hl HIT AND RUN

After the character com-
pletes an attack targeting an
opponent they are engaged
with, they may immediately
move to short range using a
jetpack.

COST 20

H IMPROVED SIDE

STEP

When the character per-
forms a Side Step maneu-
ver, until the start of their
next turn they may spend
&4 or @ from an attack-
ers check to inflict one hit
with a ranged weapon they
are wielding.
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HGRIT

Gain +1 strain threshold.

M JETPACK EXPER-
TISE

The character may spend
O from their checks to re-
move 1 system strain from
their jetpack.  They may
choose this effect multiple
times when spending €.

CosT 10

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

COST 15

Hl DEATH FROM
ABOVE

Once per encounter, inflict 1
system strain on jetpack and
make a Hard (¢ ¢ @) Pilot-
ing check. For each ¥, one
adversary in short range is
knocked prone. May spend
® to stagger one affected
target.

COST 20

Il MOMENTUM

The character deals addi-
tional damage with their first
hit equal to the number
of range bands they moved
during the current round.

COsT 25




Universal: Force Adherent

Additional Carreer Skills: Melee, Discipline, Knowledge (Lore), Vigilance

H RESOLVE

When a character involun-
tarily suffers strain. he suf-

fers 1 less strain per rank of
Resolve, to a minimum of

M 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

H DISCIPLINED
SOUL

COST 20

Il FORCE OF WILL

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

COST 25

Hl 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.

l AS THE FORCE
WILLS IT

CosT 10

Hl 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

HEGRIT

Gain +1 strain threshold.
cosT 20

Il SUPERIOR RE-

FLEXES

Gain +1 melee defense.
COST 25

HGRIT

Gain +1 strain threshold.

H PRECISION
STRIKE

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 combat
check, may perform a Dodge
incidental to suffer a num-
ber of strain no greater than
ranks of Dodge, then up-
grade the difficulty of the
check by that number.

COST 20

M SIXTH SENSE

Gain + 1 ranged defense.
COST 25
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PASSIVE
ACTIVE

R “Force TALENT 3

Il PUSH ASIDE

After making a successful
Melee, Brawl, or Lightsaber
combat check against an en-
gaged foe, may force the foe
to move to hsort range in a
direction of the opponent’s
choosing. Spend ® to cause
the opponent to fall prone
after moving.

COST 5

EXTENDED REACH

CosT 10

When targeted by combat
check, may perform a Dodge
incidental to suffer a num-
ber of strain no greater than
ranks of Dodge, then up-
grade the difficulty of the
check by that number.

COST 15

Hl RESOLVE

When a character involun-
tarily suffers strain. he suf-
fers 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



Universal: Force Sensitive Emergent

Gain Force Rating 1

Il INDISTINGUISH-
ABLE

Perception and Discipline
become career skills.

Add = per rank of Uncanny
Reactions to all Perception

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

COST 5 able.

Il UNCANNY REAC-

GHENED

TIONS Gain +2 wound threshold.

Add per rank of Un- COST 10
canny Reactions to all Vigi-
lance checks.

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

COsT 10

CosT 10

Il UNCANNY REAC-
TIONS
Add ™ per rank of Uncanny Add per rank of Un-

Reactions to all Perception canny Reactions to all Vigi-
checks. lance checks.

COsT 15 COST 15

Gain +1 strain threshold.
COST 15

Gain +2 wound threshold. Once per game, remove
G0 MM from any 1 check.

COST 20

Once per session, add
to any one check.

COST 20

[ Il FORCE OF WILL [ Il FORCE RATING

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

COSsT 25

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

COST 25

Gain +1 Force Rating.
COST 25
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PASSIVE
ACTIVE

R “Force TALENT 3

M GRIT

Gain +1 strain threshold.

i msicom or o TR W s e or o

to all Stealth checks
umess the opposition is im-
mune to Force powers.

COST 10

H INDISTINGUISH-
ABLE

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

COST 15

Il BALANCE

When the character recovers
strain at the end of the en-
counter, he may add O per
Force rating. He recov ers
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




Universal: Force Sensitive Exile

Gain Force Rating 1

"

Perception and Discipline
become career skills.

Il FORAGER

Remove up to I from skill

checks to find food, water,
or shelter. Survival checks to
forage take half the time.

Add " per rank of Uncanny
Reactions to all Perception COST 5
checks.

COST 5

Il OVERWHELM

Il CONVINCING DE-
MEANOR

Remove M per rank of

B INTENSE FOCUS

Perform an Intense Focus

EMOTIONS

May add O per Force Rating
to Charm, Coerce or Deceit
checks. O and @ add % to
some checks and Y COST 10

COST 10

maneuver: suffer 1 strain
and upgrade the ability of

Convincing Demeanor from -
8 the next skill check once.

Deception or Skulduggery
checks.

COosT 10

, b scse cvorions

Once per game, remove Add to all Charm, Coer- When the character recovers
HH from any 1 check. cion, and Deception checks strain at the end of the en-
COST 15 unless the target is immune counter, he may add O per
to Force powers. Force rating. He recov ers
COST 15 additional strain equal to @

generated

COosT 15

M STREET SMARTS Il UNCANNY REAC-

Remove M per rank of TIONS
Street Smarts from Street- Add per rank of Un-

wise and Knowledge (Under- R . Il Vigi
world) checks. canny Reactions to all Vigi-
lance checks.

COST 20 COST 20

Add " per rank of Uncanny
Reactions to all Perception

checks.
CosT 20

M SIXTH SENSE

Gain + 1 ranged defense.
COST 25

Il FORCE RATING

Gain +1 Force Rating.
COST 25

Il DEDICATION

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

COST 25
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PASSIVE
ACTIVE

!

Il UNCANNY REAC-
TIONS

Add per rank of Un-
canny Reactions to all Vigi-
lance checks.

COST 5

Il QUICK DRAW

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

COST 10

"

Once per session, add
to any one check.

COST 15

Il STREET SMARTS

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

COST 20

Il SUPERIOR RE-
FLEXES

Gain +1 melee defense.
COST 25




Universal: Force Sensitive Qutcast

Gain Force Rating 1

Il UNCANNY REAC-
TIONS

Add per rank of Un-
canny Reactions to all Vigi-
lance checks.

COST 5

H QUICK DRAW

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

COosT 10

H DISORIENT

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

COST 15

Hl 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.

COSsT 5

H QUICK STRIKE

Add per rank of Quick

Strike to combat checks
against targets that have not
acted yet this encounter

COSsT 10

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 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.

COST 20

——_—

Once per encounter, the
character may suffer 3 strain
to add O up to their force
rating to a combat check
targeting an engaged oppo-
nent. The character may
spend @ to add ¥ or ©
to the check results. Take 1
conflict at the start of each
session.

—

HGRIT

Gain +1 strain threshold.

H DISORIENT

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

CosT 10

n, B RENEGADE FORM

When the character pur-
chases this talent, they
choose one characteristic.
They may use this charac-
teristic in place of Brawn
when making Lightsaber
checks.

COST 15

Hl PARRY

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

CosT 20

HGRIT

Gain +1 strain threshold.
COST 25
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PASSIVE
ACTIVE

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

COST 5

Il 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 attack,
suffer 3 strain to reduce
damage by 2 plus ranks in
Reflect.

COST 20

Il FORCE RATING

Gain +1 Force Rating.
COST 25



Universal: Imperial Academy Cadet

Additional Carreer Skills: Knowledge (Warfare), Leadership, Piloting (Space), Ranged (Light)

ACTIVE

HGRIT

Gain +1 strain threshold.

Il CONDITIONED

M VEHICLE COMBAT
TRAINING 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.

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

Il KNOW THE EN-
EMY

Il DEFENSIVE DRIV-

ING

COST 10 Increase defense of vehicle
FGETTG or starship being piloted by
1 per rank of Defensive Driv-
ing

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.

COST 15

Hl 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 FORMATION TAC-
TICS

Make a Hard (¢ ¢ ) Lead-
ership check. If successful,
choose a number of allies
within short range equal to
¥ . Upgrade the difficulty of
attacks against these allies
once until end of character’s
next turn.

COST 15

H IMPROVED FOR- . BY THE BOOK

MATION TACTICS

The difficulty of Formation
Tactics is reduced to Aver-
age (¢ #). May spend ® or
VYYVYY 1o have effect
last until end of encounter.

COST 20

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

CosT 20

Bl TARGETED FIRE-
POWER

Il NATURAL
SCHOLAR

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

COST 25

H BY THE BOOK

COST 25

COsT 25
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B KNOWLEDGE SPE-
CIALIZATION

When acquired, choose 1
Knowledge skill. When mak-
ing that skill check, may
spend ® result to gain ad-
ditional successes equal to
ranks in Knowledge Spe cial-
ization.

COST 5

Il 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.

COsT 15

Il KNOWLEDGE SPE-
CIALIZATION

When acquired, choose 1
Knowledge skill. When mak-
ing that skill check, may
spend & result to gain ad-
ditional successes equal to
ranks in Knowledge Spe cial-
ization.

COsT 20

Hl 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

PASSIVE
ACTIVE

R “Force TALENT 3

Bl WITCHCRAFT

The character gains Force
rating 1.

Il SENSE ADVAN-
TAGE

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

COosT 10

n, M BALANCE

When the character recovers
strain at the end of the en-
counter, he may add O per
Force rating. He recov ers
additional strain equal to @
generated

COosT 15

May take the Coven maneu-
ver. On the character’s next
Force power check, they
may reroll one O for each
ally with Coven within short
range.

COosT 20

[ Il FORCE RATING

Gain +1 Force Rating.
COST 25

Il SUMMON ITEM

As a maneuver the character
can summon or dismiss a rit-
ually prepared item.

H ICHOR BLADE

The character chooses one
Melee or Brawl weapon they
possess, which gains the
Cortosis and Pierce 2 qual-
ities and reduces its critical
rating by 1 to a minimum of
1. If the weapon is ever lost
or destroyed, the character
can apply Ichor Blade to a
new weapon.

COSsT 10

H IMPROVED ICHOR
BLADE

The chosen weapon also

gains the Sunder quality and

Defensive 1 quality, and in-
creases its damage by 2.

COST 15

H 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.

COST 20

Il 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

HGRIT

Gain +1 strain threshold.

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.

COosT 10

Gain +1 strain threshold.
COST 15

Hl SURVIVOR'S IN-
STINCTS

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

CcosT 20

Il FORCE OF WILL

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

CosT 25
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l EXPERT TRACKER

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

Il TOUGHENED

Gain +2 wound threshold.
COST 10

Il SIXTH SENSE

Gain + 1 ranged defense.
COST 15

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

Il DEDICATION

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

COST 25




Universal: Padawan Survivor

§ “Force TALENT 3

Gain Force Rating 1

H PARRY
When hit by a melee attack,

Il STREET SMARTS

Remove M per rank of

Il NOBODY'S FOOL

May upgrade difficulty of in-

Il CONSTANT VIGI-
LANCE

Street Smarts from Street-
wise and Knowledge (Under-
world) checks.

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

coming Charm, Coercion, or
Deception checks once per
rank of Nobody’s Fool.

B SECRETS OF THE
JEDI

B TOUGHENED m M SLEIGHT OF

Gain +2 wound threshold. When hit by a ranged attack, HAND
suffer 3 strain to reduce

damage by 2 plus ranks in
Reflect. COST 10 cosT 10

COST 10

CosT 10

Il PARRY Il BALANCE l SMOOTH TALKER l MASTER OF

When hit by a melee attack, When the character recovers When first acquired, choose SHADOWS
suffer 3 strain to reduce strain at the end of the en- 1 skill; Charm, Coercion,
damage by 2 plus ranks in counter, he may add O per Deception, or Negotiation.
Parry. Force rating. He recov ers When making checks with
additional strain equal to @ that skill, spend @ to gain
generated additional ¥ equal to ranks

COST 15 in Smooth Talker.

COST 15

Once per round, suffer 2
strain to decrease the diffi-
culty of next Stealth or Skul-
duggery check by 1.

COsT 15

COST 15

Il DISORIENTING
STRIKE

Il UNCANNY REAC- Il SMOOTH TALKER Bl TRUST NO ONE

TIONS When first acquired, choose
Add per rank of Un- 1 skill;  Charm, Coercion, &5

! - Deception, or Negotiation.
canny Reactions to all Vigi- = .
COST 20
lance checks. When making checks with

that skill, spend ® to gain
COST 20 additional 3¥ equal to ranks
in Smooth Talker.

COST 20

Il SECRETS OF THE
JEDI - IMPROVED

Hl TEMPLE TRAIN- Il FORCE RATING Hl DEDICATION

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

COSsT 25

Before making a Lightsaber COST 25

skill check, the character
may spend one Destiny
Point to add damage to the
attack equal to their ranks
in Knowledge (Lore).

COST 25

COST 25
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Universal: Pirate

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

H 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

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.

COsT 10

l 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

H FEARSOME REP

COST 20

H PREPARE TO BE

BOARDED!

COST 25

Il TOUGHENED H QUICK DRAW

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

holster a weapon or acces-
sible item as an incidental

PASSIVE
ACTIVE

R “Force TALENT 3

Il KNOWS THE
ROPES

Il TOUGHENED Il FEARSOME REP

Gain +2 wound threshold.
cosT 10 CoSsT 10

Il STREET SMARTS

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

l DOUBLE-TALK

COST 15

COST 15

Il COMMANDING
PRESENCE
Remove M per rank of

Commanding Presence from
Leadership and Cool checks.

COST 20 COST 20

M INTENSE PRES-
ENCE
Spend 1 Destiny Point to re-

cover strain equal to Pres-
ence rating

Il NATURAL BLADE-
MASTER
[ Once per session, may reroll

any 1 Skulduggery or Stealth
check.

l ALTERED DEAL

COST 25
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Il COMMANDING
PRESENCE

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

CosT 10

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 15

I STEELY NERVES

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

COsT 20

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

Hl BASIC COMBAT
TRAINING

Brawl and Ranged (Light)

become career skills.

Il SECOND WIND

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

COST 10

H QUICK DRAW

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

COST 15

Il SECOND WIND

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

COST 20

Hl 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

Il SECOND WIND

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

Hl VEHICLE COMBAT
TRAINING

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

COosT 10

Gain +1 strain threshold.

COST 15

M JUMP UP

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

cosT 20

Il DEDICATION

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

COST 25

Il OUTDOORSMAN

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

Il WELL-TRAVELED

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

COST 10

Il TOUGHENED

Gain +2 wound threshold.
COST 15

HGRIT

Gain +1 strain threshold.
COST 20

l TOUGHENED

Gain +2 wound threshold.
COST 25
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PASSIVE
ACTIVE

R “Force TALENT 3

Il TACTICAL COMBAT
TRAINING

Melee and Ranged (Heavy)
become career skills.

Il TOUGHENED

Gain +2 wound threshold.
cosT 10

H SPARE CLIP

Cannot run out of ammo

due to ®@. Items with Lim-
ited Ammo quality run out of
ammo as normal.

COST 15

M CREATIVE KILLER

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

CosT 20

Gain + 1 soak value.
COST 25



Universal: Republic Navy Officer

HGRIT

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 DRONANCE SATU-
RATION

When the character or cer-
tain allies activate the blast
quality of a planetary scale
weapon, all ships or vehicles
within close range of th etar-
get suffer damage equal to
the weapon’s blast quality.

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 NATURAL LEADER

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

COST 25

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

Il COMMANDING
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.

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

Il COMMANDING
PRESENCE
Remove M per rank of

Commanding Presence from
Leadership and Cool checks.

CosT 10

Gain +1 strain threshold.
COST 10

B STEELY NERVES

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

Il CONFIDENCE

May decrease difficulty of

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

COST 15
COST 15

l GALAXY MAPPER

Remove M per rank of
Galaxy Mapper from Astro-
Choose a number of crew gation checks.  Astroga-
equal to Presence, who tion checks take half normal
downgrade the difficulty of time.

their next Gunnery check
once, plus once per addi-
tional 3% 3¢

l ON MY ORDER

As an action, make a Hard
(@ ¢ ¢) Leadership check.

COST 20

cosT 20

Il DEDICATION Il CAREFUL PLAN-

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

Once per session, may intro-
duce a "fact” into the narra-
COST 25 tive as if a Destiny Point had
been spent.

COST 25
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ACTIVE

R “Force TALENT 3

l GALAXY MAPPER

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

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.

COosT 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.

cosT 20

Il OUTMANEUVER

As an action, make a Hard
(& ¢ ¢) Knowledge (War-
fare) check. Choose one
ship or vehicle per . Un-
til the end of the character’s
next turn, the chosen ships
must perform one extra ma-
neuver to move.

COST 25




Universal: Republic Representative

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

HGRIT

Gain +1 strain threshold.

l NOBODY'S FOOL

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

COST 10

Il TRANSLATION
ERROR

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

COST 15

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 ¥ %
on the character’s check.

COST 20

Il IMPROVED CON-

SIDER OUR OP-
TIONS

Allies within short range may
also benefit from Consider
Our Options.

COST 25

B LEVERAGE

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

M KILL WITH KIND-

NESS
Remove M per rank of
Kill  with  Kindness from

all Charm and Leadership
checks.

COsT 10

B LEVERAGE

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

COST 15

B STEELY NERVES

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

COosT 20

Il NATURAL NEGO-
TIATOR
Once per session, may reroll

any 1 Cool or Negotiation
check.

COSsT 25

H KILL WITH KIND-
NESS

Remove M per rank of

Kill - with  Kindness  from
all Charm and Leadership
checks.

Il RESPECTED DELE-
GATE

Downgrade the difficulty of
social skill checks mode to
interact with government in-
stitutions outside of home-
world a number of times
equal to ranks in Respected
Delegate.

COsT 10

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 15

l INTENSE PRES-
ENCE
Spend 1 Destiny Point to re-

cover strain equal to Pres-
ence 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

R “Force TALENT 3

B RESPECTED DELE-

GATE

Downgrade the difficulty of
social skill checks mode to
interact with government in-
stitutions outside of home-
world a number of times
equal to ranks in Respected
Delegate.

COST 5

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

Hl NOBODY'S FOOL

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

COST 15

M LEVERAGE

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

COsT 20

Il BACKROOM DEAL

Once per encounter, make
a Hard (¢ ¢ ¢) Negotia-
tion check to reveal how
previously unknown dealings
have a meaningful impact on
the current scene.

COsT 25




Universal: Retired Clone Trooper

Additional Carreer Skills: Discipline, Knowledge (Warfare), Ranged (Heavy), Ranged (Light)

l STEADY AIM
COST 5

l TOUGHENED

H SPARE CLIP

Cannot run out of ammo

Gain +2 wound threshold.

due to ®. Items with Lim-
ited Ammo quality run out of
ammo as normal.

Il COMBAT VET-
ERAN

The character adds to

Hl DURABLE

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

M SWIFT

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

their Brawl and Discipline
checks equal to their ranks
in Combat Veteran.

COST 10
COST 10

COST 10

M STIMPACK SPE-
CIALIZATION
Stimpacks heal 1 additional

wound per rank of Stimpack
Specialization.

HGRIT

Il TOUGHENED

Gain +2 wound threshold.
COST 15

Gain +1 strain threshold.
COST 15

COsT 15

l PERSISTENT TAR-

Hl POWERFUL BLAST Il COMBAT VET-
Increase Blast damage dealt ERAN
by explosives,  explosive The character adds to

weapons, and grenades by | . L
per rank of Powerful Blast. their Brawl and Discipline
checks equal to their ranks

COST 20 in Combat Veteran.
COST 20

GETING

COST 20

Il DEDICATION Il COMRADES Il COMRADES IN

Gain +1 to a single charac- IN ARMS - IM- ARMS

teristic. This cannot bring a PROVED
characteristic above 6.

COST 25
COST 25

COST 25
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ACTIVE

R “Force TALENT 3

HGRIT

Gain +1 strain threshold.

Hl FAMILIAR SUNS

Once per session, may per-
form a Familiar Suns maneu-
ver; make a Hard (¢ ¢ ¢)
Knowledge (Outer Rim) or
(Core Worlds) check to re-
veal the current type of plan
environment and other use-
ful information

CosT 10

Il DURABLE

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

COST 15

l 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



Universal: Scavenger

Additional Carreer Skills: Mechanics, Perception, Streetwise, Survival

HGRIT

Il UTINNI!

Remove M per rank of
Utinni! from checks to find

Il FORAGER

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

Gain +1 strain threshold.

and or scavenge items or
gear Such checks take half
the time.

HEGRIT

Gain +1 strain threshold.
CoST 10

Hl 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.

M TINKERER
May add 1 additional hard

point to a number of items
equal to ranks in Tinkerer.
Each item may only be mod-
ified once

COsT 10
COsT 10

l 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.

M JURY RIGGED

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

Il EXCEED SPECIFI-
CATIONS

When making a check using
an item, may add ©'. The
GM may spend & on the
COST 15 check to damage the item
one step, or ¥ to damage
it beyond usability.

COST 15

COST 15

Il SIXTH SENSE

Gain + 1 ranged defense.
COST 20

Il SUPREME EXCEED M IMPROVED EX-

SPECIFICATIONS CEED SPECIFICA-

If a check benefitting from TIONS
Exceed Specifications gener-
ates ®, may damage the
item to roll additional = and
add it to the check results. If
the check generates @, add
@ 10 the check results.

COsT 20

When the character takes
the Exceed Specifications in-
cidental, upgrade the ability
of the check once instead of
the standard effect.

COST 20

M IMPROVED UTIL-
ITY BELT

H UTILITY BELT

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

COSsT 25

Il DEDICATION

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

COST 25

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

COST 25
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B STREET SMARTS

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

Hl UTINNI!

Remove M per rank of

Utinni!' from checks to find
and or scavenge items or
gear Such checks take half
the time.

CosT 10

l 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

B ANOTHER'S TREA-

SURE

The condition of an item
does not affect the price the
character receives when sell-
ing it. In addition, the char-
acter 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
(¢ ¢ ¢) Mechanics check
to fashion a device to solve
a current problem using just
the tools and parts on hand.

COSsT 25




Universal: Senator

H RESOLVE

When a character involun-

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

Il RESOLVE

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

COST 10

M GRIT

Gain +1 strain threshold.
COST 15

Il 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 charac-
ter may spend @ to indicate
they have provided false in-
formation.

COST 20

Il DEDICATION

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

COST 25

B RESPECTED DELE-

GATE

Downgrade the difficulty of
social skill checks mode to
interact with government in-
stitutions outside of home-
world a number of times
equal to ranks in Respected
Delegate.

COST 5

The character adds
to Charm or Negotiation
checks per rank of Savvy.

COsT 10

M 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 15

H 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

CosT 20

Ml BLATHER

Take the Blather action,
making a Hard (¢ & @)
Charm or Deception check.
If successful, one adversary
per ¥ is Disoriented for
rounds equal to the charac-
ter's Presence. The char-
acter may spend @ from
the check to Stagger one af-

fected target.

Additional Carreer Skills: Charm, Deception, Knowledge (Education), Negotiation

M PLAUSIBLE DENI-
ABILITY

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

H sAvVY

Il CONGENIAL

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

Hl PLAUSIBLE DENI-
ABILITY

Remove M 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 Ne-
gotiation checks or upgrade
difficulty when  targeted
by Charm or Negotiation
checks, by an equal number.
Strain  suffered this way
cannot exceed ranks in
Congenial.

H DIPLOMATIC IM-
MUNITY

As an out-of-turn inciden-
tal, 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.

COST 25
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HGRIT

Gain +1 strain threshold.

Il NOBODY'S FOOL
May upgrade difficulty of in-

coming Charm, Coercion, or
Deception checks once per
rank of Nobody’s Fool.

COST 10

The character adds
to Charm or Negotiation
checks per rank of Savvy.

COST 15

H IMPROVED NO-
BODY'S FOOL

May spend @ or €& from
an incoming Charm, Coer-
cion, or Deception check to
inflict strain on the oppo-
nent equal to the character’s
ranks in Nobody’s Fool.

CosT 20

Il RESOURCE ALLO-
CATION

At the beginning of a Mass
Combat, make a Hard
(¢ ®¢) Charm or Nego-
tiation 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.




PASSIVE
ACTIVE

R “Force TALENT 3

Universal: Separatist Commander

Additional Carreer Skills: Coercion, Knowledge (Warfare), Leadership, Vigilance

HGRIT

Gain +1 strain threshold.

Il TOUGHENED

Gain +2 wound threshold.
CosT 10

M 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.

COST 15

l DROID COMMAN-
DER

Once per encounter, may
perform Field Commander
as a maneuver instead of an
action.  All affected allies
must be droids.

COST 20

Il LEAD FROM THE
FRONT

After succeeding on a Lead-
ership check or other check
to inspire, lead, or rally an
audience, the character may
spend 1 Destiny Point to up-
grade the ability of the next
combat check made by all al-
lies within short range.

Il WELL-TRAVELED

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

Il SPEAKS BINARY

When directing NPC droids,
per rank

may grant them
of Speaks Binary on checks.

COosT 10

M 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 15

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 charac-
ter’s ranks for 1 skill of the
character’s choice.

COosT 20

H DEDICATION

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

COST 25

l COMMAND

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

Il CRUEL COMMAN-
DER

May use ranks in Coercion

to upgrade Mass Combat

checks instead of ranks in
Leadership.

COST 10

Il SPEAKS BINARY

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

COST 15

Hl IMPROVED
SPEAKS BINARY

When directing NPC droids,
those droids grant additional

in addition to other ben-
efits.

COST 20

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 25
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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

Il SCATHING TIRADE

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

CosT 10

Il SCATHING TIRADE

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

COST 15

Hl SUPREME
SCATHING TIRADE
Suffer 1 strain to perform

Scathing Tirade as a maneu-
ver, not an action.

COosT 20

H LEAD FROM THE
BACK

Once per round, may spend
1 Destiny Point to redirect a
successful atack against the
character to an allied NPC.

COST 25




Universal: Ship Captain

Additional Carreer Skills: Charm, Leadership, Negotiation, Piloting (Space)

PASSIVE
ACTIVE

R “Force TALENT 3

Il WHEEL AND DEAL

When selling goods legally,
gain 10% more credits per

H PRIDE AND JOY HGRIT M KILL WITH KIND-

Gain +1 strain threshold. NESS

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

rank of Wheel and Deal.

M SKILLED JOCKEY

Remove M per rank of

M FIELD COMMAN-
DER

H PRIDE AND JOY -
IMPROVED
Take the Field Commander

COST 10 action; make an Average
(@ ®) Leadership check A
number of allies equal to
= Presence may immediately
suffer 1 strain to perform 1
free maneuver.

H KILL WITH KIND-
NESS

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

Skilled Jockey from all Pilot-
ing (Planetary) and Piloting
(Space) checks the character
attempts.

CcosT 10

COsT 10

Il WHEEL AND DEAL

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

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.

H ENCOURAGING Hl SEEN A
WORDS THINGS

COST 15 COST 15

COSsT 15

l PRIDE AND J
SUPREME

l TRUST THE CAP- INSPIRING l TRUST THE CAP-
TAIN RHETORIC TAIN

Take the Inspiring Rhetoric
COST 20 action; make an Average COST 20 COST 20
(¢ ) 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.

COST 20

M INSPIRING LEAD-

Il MOST IMPRES-
SIVE ERSHIP

HGRIT

Hl DEDICATION

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

COST 25

Gain +1 strain threshold.
COST 25

COST 25 COsT 25
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Undefined talents (30)

(as the force wills it)
(precision strike)
(extended reach)
(disciplined soul)

(know the enemy)

(by the book)

(targeted firepower)
(constant vigilance)
(sleight of hand)

(secrets of the jedi)
(disorienting strike)
(trust no one)

(secrets of the jedi - improved)
(knows the ropes)
(fearsome rep)
(double-talk)

(prepare to be boarded!)
(altered deal)

(steady aim)

(persistent targeting)
(comrades in arms - improved)
(comrades in arms)

(pride and joy)

(pride and joy - improved)
(encouraging words)
(seen a lot of things)
(trust the captain)

(pride and joy - supreme)
(most impressive)
(inspiring leadership)



