
Bounty Hunter:Assassin
RANKED TALENTRANKED TALENT

ACTIVE

PASSIVE

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

Vigilance

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

GRIT

Gain +1 strain threshold.

��

COST 5

GRIT LETHAL BLOWS

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

��

COST 5

LETHAL BLOWS STALKER

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

��

COST 5

STALKER DODGE

When targeted by com-
bat check, may perform a
Dodge incidental to suffer a
number of strain no greater
than ranks of Dodge, then
upgrade the difficulty of the
check by that number.

��

COST 5

DODGE

PRECISE AIM

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

��

COST 10

PRECISE AIM JUMP UP

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

�

COST 10

JUMP UP 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 QUICK DRAW

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

�

COST 10

QUICK DRAW

TARGETED BLOW

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

�

COST 15

TARGETED BLOW STALKER

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

��

COST 15

STALKER LETHAL BLOWS

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

��

COST 15

LETHAL BLOWS ANATOMY
LESSONS

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

�

COST 15

ANATOMY
LESSONS

STALKER

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

��

COST 20

STALKER SNIPER SHOT

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

��

COST 20

SNIPER SHOT DODGE

When targeted by com-
bat check, may perform a
Dodge incidental to suffer a
number of strain no greater
than ranks of Dodge, then
upgrade the difficulty of the
check by that number.

��

COST 20

DODGE LETHAL BLOWS

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

��

COST 20

LETHAL BLOWS

PRECISE AIM

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

��

COST 25

PRECISE AIM DEADLY ACCU-
RACY

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

�

COST 25

DEADLY ACCU-
RACY

DEDICATION

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

��

COST 25

DEDICATION MASTER OF
SHADOWS

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

�

COST 25

MASTER OF
SHADOWS
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Bounty Hunter:Gadgeteer
RANKED TALENTRANKED TALENT

ACTIVE

PASSIVE

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

Vigilance

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

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 5

BRACE TOUGHENED

Gain +2 wound threshold.

��

COST 5

TOUGHENED 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

INTIMIDATING 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 5

DEFENSIVE
STANCE

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 JURY RIGGED

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

�

COST 10

JURY RIGGED POINT BLANK

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

��

COST 10

POINT BLANK DISORIENT

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

��

COST 10

DISORIENT

TOUGHENED

Gain +2 wound threshold.

��

COST 15

TOUGHENED ARMOR MASTER

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

�

COST 15

ARMOR MASTER NATURAL EN-
FORCER

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

�

COST 15

NATURAL EN-
FORCER

STUNNING BLOW

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

�

COST 15

STUNNING BLOW

JURY RIGGED

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

�

COST 20

JURY RIGGED 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 20

TINKERER DEADLY ACCU-
RACY

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

�

COST 20

DEADLY ACCU-
RACY

IMPROVED STUN-
NING BLOW

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

�

COST 20

IMPROVED STUN-
NING BLOW

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

INTIMIDATING DEDICATION

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

��

COST 25

DEDICATION IMPROVED AR-
MOR MASTER

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

�

COST 25

IMPROVED AR-
MOR MASTER

CRIPPLING BLOW

Increase the difficulty of
next combat check by 1. If
check deals damage, target
suffers 1 strain whenever he
moves for the remainder of
the encounter.

�

COST 25

CRIPPLING BLOW
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Bounty Hunter:Martial Artist
RANKED TALENTRANKED TALENT

ACTIVE

PASSIVE

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

Vigilance

Additional Carreer Skills: Athletics, Brawl, Coordination, Discipline

IRON BODY
�

COST 5

IRON BODY PARRY

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

��

COST 5

PARRY GRIT

Gain +1 strain threshold.

��

COST 5

GRIT PRECISION
STRIKE

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

�

COST 5

PRECISION
STRIKE

PARRY

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

��

COST 10

PARRY TOUGHENED

Gain +2 wound threshold.

��

COST 10

TOUGHENED MARTIAL GRACE
�

COST 10

MARTIAL GRACE GRIT

Gain +1 strain threshold.

��

COST 10

GRIT

UNARMED PARRY
�

COST 15

UNARMED PARRY GRAPPLE
�

COST 15

GRAPPLE IRON BODY
�

COST 15

IRON BODY PRECISION
STRIKE - IM-
PROVED

�

COST 15

PRECISION
STRIKE - IM-
PROVED

OVERBALANCE
�

COST 20

OVERBALANCE TOUGHENED

Gain +2 wound threshold.

��

COST 20

TOUGHENED MIND OVER MAT-
TER

�

COST 20

MIND OVER MAT-
TER

GRIT

Gain +1 strain threshold.

��

COST 20

GRIT

COORDINATION
DODGE

�

COST 25

COORDINATION
DODGE

DEDICATION

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

��

COST 25

DEDICATION NATURAL
BRAWLER

Once per session, may
reroll any 1 Brawl or Melee
check.

�

COST 25

NATURAL
BRAWLER

PRECISION
STRIKE -
SUPREME

�

COST 25

PRECISION
STRIKE -
SUPREME
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Bounty Hunter:Operator
RANKED TALENTRANKED TALENT

ACTIVE

PASSIVE

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

Vigilance

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

GRIT

Gain +1 strain threshold.

��

COST 5

GRIT GALAXY MAPPER

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

��

COST 5

GALAXY MAPPER SHORTCUT

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

��

COST 5

SHORTCUT OVORWHELM DE-
FENSES

�

COST 5

OVORWHELM DE-
FENSES

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 10

FULL THROTTLE PLANET MAPPER
�

COST 10

PLANET MAPPER GRIT

Gain +1 strain threshold.

��

COST 10

GRIT 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 10

DEBILITATING
SHOT

SKILLED JOCKEY

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

��

COST 15

SKILLED JOCKEY ALL-TERRAIN
DRIVER

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

�

COST 15

ALL-TERRAIN
DRIVER

OFFENSIVE DRIV-
ING

�

COST 15

OFFENSIVE DRIV-
ING

GRIT

Gain +1 strain threshold.

��

COST 15

GRIT

LET'S RIDE

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

�

COST 20

LET'S RIDE SHORTCUT

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

��

COST 20

SHORTCUT GRIT

Gain +1 strain threshold.

��

COST 20

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 20

OVERWHELM DE-
FENSES

DEDICATION

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

��

COST 25

DEDICATION SHORTCUT - IM-
PROVED

�

COST 25

SHORTCUT - IM-
PROVED

SKILLED JOCKEY

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

��

COST 25

SKILLED JOCKEY HINDERING SHOT
�

COST 25

HINDERING SHOT
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Bounty Hunter:Skip Tracer
RANKED TALENTRANKED TALENT

ACTIVE

PASSIVE

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

Vigilance

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

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 HARD-BOILED
�

COST 5

HARD-BOILED GOOD COP

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

��

COST 5

GOOD COP RAPID RECOVERY

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

��

COST 5

RAPID RECOVERY

TOUGHENED

Gain +2 wound threshold.

��

COST 10

TOUGHENED 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 10

EXPERT TRACKER STREET SMARTS

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

��

COST 10

STREET SMARTS BOUGHT INFO

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

�

COST 10

BOUGHT INFO

HARD-BOILED
�

COST 15

HARD-BOILED RAPID RECOVERY

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

��

COST 15

RAPID RECOVERY STREET SMARTS -
IMPROVED

�

COST 15

STREET SMARTS -
IMPROVED

STREET SMARTS

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

��

COST 15

STREET SMARTS

BYPASS SECURITY

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

��

COST 20

BYPASS SECURITY NOBODY'S FOOL

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

��

COST 20

NOBODY'S FOOL GOOD COP

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

��

COST 20

GOOD COP INFORMANT

Once per session, may re-
veal a contact who can shed
light on a chosen subject.

�

COST 20

INFORMANT

RECONSTRUCT
THE SCENE

�

COST 25

RECONSTRUCT
THE SCENE

HARD-BOILED
�

COST 25

HARD-BOILED DEDICATION

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

��

COST 25

DEDICATION SOFT SPOT

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

�

COST 25

SOFT SPOT
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Bounty Hunter:Survivalist
RANKED TALENTRANKED TALENT

ACTIVE

PASSIVE

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

Vigilance

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

FORAGER

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

�

COST 5

FORAGER STALKER

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

��

COST 5

STALKER 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 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

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 10

OUTDOORSMAN SWIFT

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

�

COST 10

SWIFT HUNTER

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

��

COST 10

HUNTER SOFT SPOT

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

�

COST 10

SOFT SPOT

TOUGHENED

Gain +2 wound threshold.

��

COST 15

TOUGHENED 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 15

EXPERT TRACKER STALKER

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

��

COST 15

STALKER NATURAL OUT-
DOORSMAN

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

�

COST 15

NATURAL OUT-
DOORSMAN

TOUGHENED

Gain +2 wound threshold.

��

COST 20

TOUGHENED HUNTER

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

��

COST 20

HUNTER 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 20

EXPERT TRACKER BLOODED

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

��

COST 20

BLOODED

ENDURING

Gain + 1 soak value.

�

COST 25

ENDURING 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 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
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Undefined talents (17)
(iron body) - No Disintegrations p. 29
(martial grace) - No Disintegrations p. 29
(unarmed parry) - No Disintegrations p. 29
(grapple) - No Disintegrations p. 29
(precision strike - improved) - No Disintegrations p. 29
(overbalance) - No Disintegrations p. 29
(mind over matter) - No Disintegrations p. 29
(coordination dodge) - No Disintegrations p. 29
(precision strike - supreme) - No Disintegrations p. 29
(ovorwhelm defenses) - No Disintegrations p. 31
(planet mapper) - No Disintegrations p. 31
(offensive driving) - No Disintegrations p. 31
(shortcut - improved) - No Disintegrations p. 31
(hindering shot) - No Disintegrations p. 31
(hard-boiled) - No Disintegrations p. 33
(street smarts - improved) - No Disintegrations p. 33
(reconstruct the scene) - No Disintegrations p. 33


