: -
Sentinel: Artisan

Career Skills: Computers, Deception, Knowledge (Core Worlds), Perception, Skulduggery, Stealth
RANKED TALENT

Additional Carreer Skills: Astrogation, Computers, Knowledge (Education), Mechanics
FORCE TALENT

B SOLID REPAIRS B FINE TUNING m B TECHNICAL APTI-

When repairing hull trauma When  repairing  system Always count as having the TUDE
on a starship or vehicle, strain on a starship or right tools for the job when
repair 1 additional hull vehicle, repair 1 additional performing Mechanics
trauma per rank of Solid system strain per rank of checks

Repairs. Fine Tuning. COST 5

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

Gain + 1 strain threshold.
COST 10

B SOLID REPAIRS

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

B FINE TUNING

Gain + 1 strain threshold.
cosT 10

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

CosT 10 COST 10

B INVENTOR

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

COST 15

Take the Imbue Item ma-
neuver; suffer 1 strain and
commit O to grant one
weapon, piece of armor, or
item an improvement while
O remains committed. Suf- EOSTND
fer 1 strain every round O COST 15
remains committed.

COST 15

B NATURAL TIN- M DEFENSIVE SLIC-
KERER ING

Once per session, may When defending computer
reroll any 1 Mechanics systems, add M per rank of
check. Defensive Slicing to oppo-
nents’ checks.

B SOLID REPAIRS : Il FORCE RATING »

When repairing hull trauma Gain + 1 Force Rating.

on a starship or vehicle, COST 20
repair 1 additional hull
trauma per rank of Solid
Repairs.

M DEFENSIVE SLIC-
ING

ENTAL
FORTRESS

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

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

COST 20

COST 20

Bl MASTER ARTISAN

Once per round, may take
the Master Artisan inciden-
tal; suffer 2 strain to de-
crease the difficulty of next
Mechanics check by 1, to a
minimum of Easy (#)

Il COMPREHEND
TECHNOLOGY

M INTUITIVE IM-
PROVEMENTS

Il DEDICATION

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

COST 25

When making check to craft
or repair item, may add O
no greater than Force rating
to the check. May spend
@D toincrease hard points
by 1, to max of +2.

Take Comprehend Technol-
ogy action; make an Aver-
age (¢ ¢) Knowledge (Edu-
cation) check to use Force
rating as ranks in skills to
use a single item.
CoST 25
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Sentinel: Shadow

Career Skills: Computers, Deception, Knowledge (Core Worlds), Perception, Skulduggery, Stealth
Additional Carreer Skills: Knowledge (Underworld), Skulduggery, Stealth, Streetwise

"

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

B STREET SMARTS

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

B WELL ROUNDED

Choose any 2 skills. They
permanently become ca-
reer skills.

B MENTAL
FORTRESS

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

COST 10

The character may spend 1
Destiny Point to make him
self undetectable via Force
powers and make their own
powers go unnoticed for the
remainder of the encounter

M SLIPPERY
MINDED

If under the effects of a
Force power, perform the
Slippery Minded action;
make a Hard (¢ ¢ ¢)
Deception check to im-
mediately end effects of
power

COsT 20

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 15

Remove B per rank of
Codebreaker from checks
to break codes or decrypt
communications. Decrease
difficulty of checks to break
codes or decrypt communi-
cations by 1.
COST 20

B FORCE RATING

Gain + 1 Force Rating.

Bl ANATOMY
LESSONS

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

Il CODEBREAKER

Remove B per rank of
Codebreaker from checks
to break codes or decrypt
communications. Decrease
difficulty of checks to break
codes or decrypt communi-

cations by 1.

Gain + 1 strain threshold.
CosT 10

"

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

COST 15

Once per session, take Now
You See Me action. Make
a Hard (¢ ¢ ¢) Deception
check to make a number
of NPCs equal to Cunning
within medium range forget
about character.
CoSsT 20

B MASTER OF
SHADOWS

Once per round, suffer 2
strain to decrease the dif-
ficulty of next Stealth or
Skulduggery check by 1.
COST 25
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

M INDISTINGUISH-
ABLE

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

B INDISTINGUISH-
ABLE

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

COSsT 10

GRIT

Gain + 1 strain threshold.
COST 15

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

Il DEDICATION

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

COST 25




Sentinel: Shien Expert

Career Skills: Computers, Deception, Knowledge (Core Worlds), Perception, Skulduggery, Stealth

Additional Carreer Skills: Athletics, Lightsaber, Resilience, Skulduggery

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 at-
tacks by an equal number
for this round. Strain suf-
fered this way cannot ex-
ceed ranks in Side Step.

——E»

Il TOUGHENED

Gain +2 wound threshold.
CosT 10

Hl PARRY

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

COST 15

B DJEM SO DEFLEC-
TION

After using Reflect, may
spend 1 Destiny Point to
perform Move maneuver
as out-of-turn incidental to
close distance with or en-
gage opponent.

COST 20

HE FALLING
AVALANCHE

Suffer 2 strain to add dam-
age equal to Brawn to next
Lightsaber combat check
made that turn

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 PARRY

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

COsT 10

m B COUNTERSTRIKE

When an attack misses the
character and generates @
or &% may upgrade next
Lightsaber (Cunning) check
against  attacker during
enounter once.

COST 15

M 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 20

DEDICATIO

Gain + 1 to a single charac-

teristic. This cannot bring a

characteristic above 6.
COST 25

M STREET SMARTS

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

When making a check us-
ing the Lightsaber skill, the
character may use Cunning
instead of Brawn.

COSsT 10

GRIT

Gain + 1 strain threshold.
COST 15

Bl SABER THROW

Perform Saber Throw ac-
tion, make Lightsaber com-
bat check as ranged attack
at target within medium
range, adding O no greater
than Force rating. Must
spend @ and succeed to
hit target; spend @ to have
weapon return to hand.

H DISRUPTIVE
STRIKE

Perform Disruptive Strike
action; make a Lightsaber
(Cunning) combat check,
adding O no greater than
Force rating. Spend @ to
add Y to the next combat
check the target makes.

——— =
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PASSIVE
ACTIVE
RANKED TALENT

FORCE TALENT

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

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

COsT 10

B IMPROVED RE-
FLECT

When reflecting a hit that
generated © or @G,
may hit one target in
medium range with the
same damage as the initial
hit, after original attack
resolves.

COST 15

When hit by a ranged at-
tack, suffer 3 strain to re-

duce damage by 2 plus
ranks in Reflect.

COST 20

B SUPREME RE-
FLECT

If the user did not make a
combat check during previ-
ous turn, may suffer 1 strain
to use Reflect.




