Jedi: General

Career Skills: Athletics, Cool, Discipline, Knowledge (Lore), Lightsaber, Piloting (Space)

Additional Carreer Skills: Knowledge (Warfare), Leadership, Piloting (Planetary), Vigilance

Prerequisite: Force Rating 2

HEGRIT

Gain + 1 strain threshold.

Il COMMANDING
PRESENCE

Remove B per rank of

Commanding Presence
from Leadership and Cool
checks.

M PARRY
When hit by a melee attack,

H FALL BACK!

While engaged with an op-
suffer 3 strain to reduce ponent, the character may
damage by 2 plus ranks in suffer a number of strain up
Parry. to their Leadership to al-
COST 10 low an equal number of al-
lies engaged with that op-
ponent to immediately dis-
engage as an out-of-turn in-
cidental.

COST 10

H PREEMPTIVE IN-
TERVENTION

Immediately after an op-
ponent moves to engage
an ally within short range,
the character may spend
one Destiny Point to en-
gage that opponent as an
out-of-turn incidental.

COST 15

l COMMANDING
PRESENCE

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

COST 15

Il TOUGHENED

Gain +2 wound threshold.
COST 20

The character may spend 1
Destiny Point to take the
Inspiring Kill maneuver af-
ter incapacitating or inflict-
ing a Critical Injury. Roll O
no greater than Force rat-
ing, and spend @ to heal 2
strain from each ally within
medium range. Take 1 con-
flict at the beginning of each
session.

COST 20

Il KNOWLEDGE IS
STRENGTH

Il DEDICATION

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

COSsT 25

Once per session when
making a check, the char-
acter may increase their
Force rating by their ranks
in Knowledge (Warfare).

COST 25

ACTIVE

Add per rank of Com-
mand when making Leader-

Il TOUGHENED

Gain +2 wound threshold.

ship checks. Affected tar-

gets add to Discipline
checks for next 24 hours.

"

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

COST 10

l STAND FIRM!

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

Choose one ally per %
who increase their wound
threshold by the charac-
ter's Presence until the end
of the encounter.

CosT 10

Il ENHANCED
LEADER

HGRIT

Gain + 1 strain threshold.
COST 15

When making a Leadership
check, add O no greater
than Force rating. Spend @
toadd 3 or © to the result.

COsT 15

Il IMPROVED STAND
FIRM!

Stand Firm action also
increases affected allies’
strain  threshold by an
amount equal to the char-
acter’s Presence rating.

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

CosT 20

COST 20

Il EXAMPLAR OF
THE REPUBLIC

Add O to mass combat
check up to Force rating
and spend @ to add * or
¥ to the result.

7, Ml FORCE RATING

Gain + 1 Force Rating.
COST 25

COST 25
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Jedi: Knight

Career Skills: Athletics, Cool, Discipline, Knowledge (Lore), Lightsaber, Piloting (Space)
Additional Carreer Skills: Cool, Leadership, Lightsaber, Negotiation
Prerequisite: Force Rating 2

Gain + 1 strain threshold.

Il JUMP UP

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

Il RESEARCHER

Remove B per rank of Re-

searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.

ey W scvse evoTions

When hit by a melee attack, Add I to all Charm, Coer-
suffer 3 strain to reduce suffer 3 strain to reduce cion, and Deception checks
damage by 2 plus ranks in damage by 2 plus ranks in unless the target is immune
Parry. Parry. to Force powers.

COST 10 COST 10 COST 10

B PARRY

When hit by a melee attack,

B IMPROVED RE-
FLECT

"

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

l IMPROVED PARRY

When parrying a hit that
generated @ or @&
may hit attacker once with
Lightsaber, Brawl, or Melee
weapon (dealing base dam-
age) after original attack re-
solves.

When reflecting a hit that
generated @ or @&
may hit one target in
medium range with the
same damage as the initial
hit, after original attack
resolves. COST 15

COST 15

COST 15

M CIRCLE OF SHEL- H SIDE BY SIDE

TER While the character and
one or more engaged allies
are wielding lightsabers,
add @ to all combat checks
that target the character or
those allies.

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

When an engaged ally suf-
fers a hit, may use Parry
or Reflect incidental against
the hit.

COosT 20

COosT 20
COST 20

Il SABER THROW

Perform Saber Throw ac-
tion, make Lightsaber com-
bat check as ranged attack
at target within medium
range, adding © no greater
than Force rating. Must
spend @ and succeed to
hit target; spend @ to have
COST 25 weapon return to hand.

Hl GUARDIAN OF
THE REPUBLIC

Il DEDICATION

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

COST 25

After the character uses
Parry or Reflect to reduce
damage from a hit against
an ally, that ally cannot be
targeted by combat checks
for the rest of the round.
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PASSIVE
ACTIVE

d FoRcE TaLENT

Gain + 1 strain threshold.

Il RESEARCHER

Remove M per rank of Re-

searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.

COST 10

Il BALANCE

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

COST 15

Il WILL OF THE
FORCE

Once per round after failing
a skill check, the character
may convert one dark side
Destiny Point to a light side
Destiny Point.

COST 20

Il FORCE RATING

Gain + 1 Force Rating.
COST 25



Jedi: Master

Career Skills: Athletics, Cool, Discipline, Knowledge (Lore), Lightsaber, Piloting (Space)
Additional Carreer Skills: Charm, Knowledge (Core Worlds), Knowledge (Education), Perception ACTIVE

Prerequisite: Force Rating 3 ) ' :
Hl NOBODY'S FOOL Il RESEARCHER ] Hl CENTER OF BEING

May upgrade difficulty of Remove B per rank of Re- Take a Center of Being ma-
incoming Charm, Coercion, searcher from all Knowl- neuver. Until the beginning
or Deception checks once edge checks. Researchinga of next turn, attacks against
per rank of Nobody’s Fool. subject takes half the time. the character increase their
critical rating by 1 per rank
of Center of Being.

COST 5

Il CONFIDENCE
May decrease difficulty of

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

Il CONFIDENCE - l NOBODY'S FOOL - Il RESEARCHER - 1 Il CENTER OF BEING
IMPROVED IMPROVED IMPROVED Take a Center of Being ma-
neuver. Until the beginning
of next turn, attacks against
COST 10 COST 10 COST 10 the character increase their
critical rating by 1 per rank
of Center of Being.

CosT 10

H IMPROVED CEN-
TER OF BEING
Suffer 1 strain to perform

Center of Being maneuver
as an incidental.

B THE FORCE IS MY Il SUN DJEM

ALLY

Il FLOWS THROUGH
ALL THINGS

COST 15

Once per session, may suf-
COST 15 fer 2 strain to perform
Force power action as ma-
neuver.

COST 15
COST 15

l BOUND TO- Il POWERFUL ALLY Il DEDICATION 1 Ml FOREWARNING

GETHER Gain + 1 to a single charac- Perform the Forewarning

COST 20 teristic. This cannot bring a action.  All allies within
characteristic above 6. medium range increase de-
COST 20 fense by character’s Force
rating until they act in the
encounter.

COST 20

COST 20

B THERE IS NO TRY FORCE RATING B CENTER OF BEING
- SUPREME

Gain + 1 Force Rating.
COST 25 COST 25

Hl MASTER OF THE
ORDER

COST 25

COSsT 25
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Jedi: Padawan

Career Skills: Athletics, Cool, Discipline, Knowledge (Lore), Lightsaber, Piloting (Space)

Additional Carreer Skills: Coordination, Knowledge, Mechanics, Vigilance

Hl PARRY

When hit by a melee attack,

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

B TOUGHENED

Gain +2 wound threshold.
cosT 10

H PARRY
When hit by a melee attack,

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

COosT 15

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

COosT 20

g, M BEGINNER'S LUCK

Once per session when the
character makes a check,
may add ¥ equal to the
number of light side Destiny
Points in the Destiny pool
to the results.

CosT 25

Il TOUGHENED

Gain +2 wound threshold.

"

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

COST 10

H LEARNING OP-
PORTUNITY

Once per round, the char-

acter may spend QOO
from a check they fail to
upgrade the ability of their
next check once.

COST 15

H GRIT

Gain + 1 strain threshold.
COST 20

Il TEMPLE TRAIN-
ING

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

COST 25

H QUICK DRAW

Once per round, draw or

holster a weapon or acces-
sible item as an incidental

Il WELL ROUNDED

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

CosT 10

l VALUABLE FACTS

Once per encounter, per
form Valuable Facts action;
make an Average (¢ ¢)
Knowledge check If suc-
cessful, add @ to one ally’s
skill check during the en-
counter.

COST 15

Hl SOMETHING TO

PROVE

Once per session, suffer
4 strain to reroll a failed
check. If the check suc-
ceeds, the character heals
4 strain.

COSsT 20

I SINCEREST
FLATERY

Once per encounter when
the character makes a
check using a skill that
another  character  has
previously used during the
encounter, they add

COST 25
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PASSIVE
ACTIVE

d FoRcE TaLENT

Gain + 1 strain threshold.

"

Once per game, remove
HH from any 1 check.

COSsT 10

Il FORCE RATING

Gain + 1 Force Rating.
COST 15

DAPTABLE

When resolving a check that
uses a skill in which they
have no ranks, the charac-
ter may spend one Destiny
Point to remove ® from the
check or remove ® equal to
their ranks in Cool from the
check.

COST 20

H DEDICATION

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

COST 25



Undefined talents (10)

(confidence - improved)
(nobody's fool - improved)
(researcher - improved)
(flows through all things)
(sun djem)

(bound together)
(powerful ally)

(master of the order)
(there is no try)

(center of being - supreme)



