
Ace: Beast Rider

FORCE TALENT

PASSIVE

ACTIVE
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 Out-
doorsman 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 Out-
doorsman 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
target 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
target 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 ve-
hicle or beast, or enter a
cockpit or weapon station
on a vehicle, as an inciden-
tal

�

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

FORCE TALENT

PASSIVE

ACTIVE
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 penal-
ties for driving through dif-
ficult terrain when using Pi-
loting (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 Pi-
loting (Planetary) and Pilot-
ing (Space) checks the char-
acter 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 silhou-
ette I lower when being at-
tacked.

�

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 vehi-
cle or starship being piloted
by 1 per rank of Defensive
Driving

�

COST 20

DEFENSIVE DRIV-
ING

SKILLED JOCKEY

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

�

COST 20

SKILLED JOCKEY NATURAL DRIVER

Once per session, may
reroll any 1 Piloting (Plane-
tary) 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
Throttle, top speed in-
creases by 2 instead of 1.

�

COST 25

SUPREME FULL
THROTTLE

FULL STOP

When piloting a ship or
vehicle, take a Full Stop
maneuver to reduce speed
to zero and suffer system
strain equal to the speed re-
duced.

�

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

FORCE TALENT

PASSIVE

ACTIVE
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 aminimum 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 Ac-
tion. This may only remove
� added by environmental
circumstances

�

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 aminimum 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 permanent 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 Ac-
tion. This may only remove
� added by environmental
circumstances

�

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 permanent 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

FORCE TALENT

PASSIVE

ACTIVE
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 suf-
fer 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 Pi-
loting (Planetary) and Pilot-
ing (Space) checks the char-
acter 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 suf-
fer 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 damage
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 suf-
fer 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
recover strain equal to
Presence 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

FORCE TALENT

PASSIVE

ACTIVE
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 Pi-
loting (Planetary) and Pilot-
ing (Space) checks the char-
acter attempts.

�

COST 5

SKILLED JOCKEY GALAXY MAPPER

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

�

COST 5

GALAXY MAPPER 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 5

LET'S RIDE

SKILLED JOCKEY

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

�

COST 10

SKILLED JOCKEY DEAD TO RIGHTS

Spend 1 Destiny Point to
add additional damage
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 As-
trogation checks. Astroga-
tion checks take half normal
time.

�

COST 10

GALAXY MAPPER RAPID RECOVERY

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

�

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
Throttle, top speed in-
creases by 2 instead of 1.

�

COST 20

SUPREME FULL
THROTTLE

TRICKY TARGET

Count vehicle or starship pi-
loted as having a silhou-
ette I lower when being at-
tacked.

�

COST 20

TRICKY TARGET DEFENSIVE DRIV-
ING

Increase defense of vehi-
cle or starship being piloted
by 1 per rank of Defensive
Driving

�

COST 20

DEFENSIVE DRIV-
ING

MASTER PILOT

Once per round, when pi-
loting a stership, may suffer
2 strain to perform any ac-
tion 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 Pilot-
ing (Planetary or Space)
check to stop opponent
from attacking character
for rounds equal to Agility.

�

COST 25

BRILLIANT EVA-
SION
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Ace: Rigger

FORCE TALENT

PASSIVE

ACTIVE
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 Mar-
ket 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 Mar-
ket 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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Commander: Commodore

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Coercion, Cool, Discipline, Knowledge (Warfare), Leadership, Perception, Ranged (Light), Vigilance

Additional Carreer Skills: Astrogation, Computers, Knowledge (Education), Knowledge (Outer Rim)

SOLID REPAIRS

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

�

COST 5

SOLID REPAIRS COMMAND

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

�

COST 5

COMMAND 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 5

RAPID REACTION GALAXY MAPPER

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

�

COST 5

GALAXY MAPPER

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 10

KNOWN
SCHEMATIC

COMMANDING
PRESENCE

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

�

COST 10

COMMANDING
PRESENCE

GRIT

Gain +1 strain threshold.

�

COST 10

GRIT FAMILIAR SUNS

Once per session, may
perform a Familiar Suns
maneuver; make a Hard
(���) Knowledge (Outer
Rim) or (Core Worlds) check
to reveal the current type
of plan environment and
other useful information

�

COST 10

FAMILIAR SUNS

SOLID REPAIRS

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

�

COST 15

SOLID REPAIRS 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

COMMAND 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 15

RAPID REACTION GALAXY MAPPER

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

�

COST 15

GALAXY MAPPER

HOLD TOGETHER

Spend 1 Destiny Point to
perform a Hold Together
incidental immediately af-
ter vehicle or starship takes
damage to turn it into sys-
tem strain

�

COST 20

HOLD TOGETHER COMMANDING
PRESENCE

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

�

COST 20

COMMANDING
PRESENCE

GRIT

Gain +1 strain threshold.

�

COST 20

GRIT MASTER
STARHOPPER

Once per round, suffer 2
strain to decrease the dif-
ficulty of next Astrogation
check by 1 to a minimum of
Easy (�).

�

COST 20

MASTER
STARHOPPER

SOLID REPAIRS

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

�

COST 25

SOLID REPAIRS FIRE CONTROL

Take the Fire Control ac-
tion; all combat checks
made from the current star-
ship or vehicle count their
target’s silhouette as one
higher than normal until be-
ginning of next turn. Does
not stack.

�

COST 25

FIRE CONTROL DEDICATION

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

�

COST 25

DEDICATION GALAXY MAPPER

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

�

COST 25

GALAXY MAPPER
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Commander: Figurehead

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Coercion, Cool, Discipline, Knowledge (Warfare), Leadership, Perception, Ranged (Light), Vigilance

Additional Carreer Skills: Cool, Leadership, Negotiation, Knowledge (Core Worlds)

GRIT

Gain +1 strain threshold.

�

COST 5

GRIT RESOLVE

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

�

COST 5

RESOLVE CONFIDENCE

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

�

COST 5

CONFIDENCE COMMAND

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

�

COST 5

COMMAND

COMMAND

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

�

COST 10

COMMAND 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 10

INSPIRING
RHETORIC

CALM COMMAN-
DER

�

COST 10

CALM COMMAN-
DER

GRIT

Gain +1 strain threshold.

�

COST 10

GRIT

COMMANDING
PRESENCE

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

�

COST 15

COMMANDING
PRESENCE

GRIT

Gain +1 strain threshold.

�

COST 15

GRIT 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 15

IMPROVED
INSPIRING
RHETORIC

POSITIVE SPIN

Whenever any character’s
Duty would increase, it in-
creases by an additional 1
per rank of Positive Spin

�

COST 15

POSITIVE SPIN

RESOLVE

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

�

COST 20

RESOLVE CONFIDENCE

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

�

COST 20

CONFIDENCE IMPROVED CONFI-
DENCE

May spend � on fear
checks to give allies in
short range additional �
on the same fear check.

�

COST 20

IMPROVED CONFI-
DENCE

COMMANDING
PRESENCE

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

�

COST 20

COMMANDING
PRESENCE

INTENSE PRES-
ENCE

Spend 1 Destiny Point to
recover strain equal to
Presence rating

�

COST 25

INTENSE PRES-
ENCE

NATURAL LEADER

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

�

COST 25

NATURAL LEADER DEDICATION

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

�

COST 25

DEDICATION COMMANDING
PRESENCE - IM-
PROVED

�

COST 25

COMMANDING
PRESENCE - IM-
PROVED
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Commander: Instructor

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Coercion, Cool, Discipline, Knowledge (Warfare), Leadership, Perception, Ranged (Light), Vigilance

Additional Carreer Skills: Discipline, Medicine, Ranged (Heavy), Knowledge (Education)

CONDITIONED

Remove� 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 5

CONDITIONED PHYSICAL TRAIN-
ING

Add � per rank of Physi-
cal Training to Athletics and
Resilience checks.

�

COST 5

PHYSICAL TRAIN-
ING

BODY GUARD

Once per round, perform
the Body Guard maneuver
to guard an engaged char-
acter. Suffer a number of
strain no greater than ranks
of Body Guard, then until
the beginning of the next
turn upgrade the difficulty
of combat checks targeting
the character by that num-
ber.

�

COST 5

BODY GUARD GRIT

Gain +1 strain threshold.

�

COST 5

GRIT

TOUGHENED

Gain +2 wound threshold.

�

COST 10

TOUGHENED ENCOURAGING
WORDS

After an ally within short
range fails a check, the
character may suffer 1
strain to assist that ally’s
next check this encounter
as an out-of-turn incidental.

�

COST 10

ENCOURAGING
WORDS

CONDITIONED

Remove� 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 10

CONDITIONED STIMPACK SPE-
CIALIZATION

Stimpacks heal 1 additional
wound per rank of Stim-
pack Specialization.

�

COST 10

STIMPACK SPE-
CIALIZATION

PHYSICAL TRAIN-
ING

Add � per rank of Physi-
cal Training to Athletics and
Resilience checks.

�

COST 15

PHYSICAL TRAIN-
ING

MASTER INSTRUC-
TOR

�

COST 15

MASTER INSTRUC-
TOR

BODY GUARD

Once per round, perform
the Body Guard maneuver
to guard an engaged char-
acter. Suffer a number of
strain no greater than ranks
of Body Guard, then until
the beginning of the next
turn upgrade the difficulty
of combat checks targeting
the character by that num-
ber.

�

COST 15

BODY GUARD IMPROVED BODY
GUARD

Once per session, when an
ally protected by the Body
Guard maneuver suffers a
hit, suffer the hit instead.

�

COST 15

IMPROVED BODY
GUARD

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.

�

COST 20

FIELD COMMAN-
DER

GRIT

Gain +1 strain threshold.

�

COST 20

GRIT STIMPACK SPE-
CIALIZATION

Stimpacks heal 1 additional
wound per rank of Stim-
pack Specialization.

�

COST 20

STIMPACK SPE-
CIALIZATION

TOUGHENED

Gain +2 wound threshold.

�

COST 20

TOUGHENED

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 25

FIELD COMMAN-
DER

NATURAL IN-
STRUCTOR

�

COST 25

NATURAL IN-
STRUCTOR

THAT'S HOW IT'S
DONE

�

COST 25

THAT'S HOW IT'S
DONE

DEDICATION

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

�

COST 25

DEDICATION

Lead by Example p. 31



Commander: Squadron Leader

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Coercion, Cool, Discipline, Knowledge (Warfare), Leadership, Perception, Ranged (Light), Vigilance

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

GRIT

Gain +1 strain threshold.

�

COST 5

GRIT QUICK STRIKE

Add � per rank of Quick
Strike to combat checks
against targets that have
not acted yet this en-
counter

�

COST 5

QUICK STRIKE 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 5

LET'S RIDE DEFENSIVE DRIV-
ING

Increase defense of vehi-
cle or starship being piloted
by 1 per rank of Defensive
Driving

�

COST 5

DEFENSIVE DRIV-
ING

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.

�

COST 10

FIELD COMMAN-
DER

CONFIDENCE

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

�

COST 10

CONFIDENCE 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 SITUATIONAL
AWARENESS

Allies within short range
of the vehicle add � to
their Perception and Vigi-
lance checks. Allies within
close range add �� in-
stead.

�

COST 10

SITUATIONAL
AWARENESS

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

COMMAND GRIT

Gain +1 strain threshold.

�

COST 15

GRIT FULL STOP

When piloting a ship or
vehicle, take a Full Stop
maneuver to reduce speed
to zero and suffer system
strain equal to the speed re-
duced.

�

COST 15

FULL STOP DEFENSIVE DRIV-
ING

Increase defense of vehi-
cle or starship being piloted
by 1 per rank of Defensive
Driving

�

COST 15

DEFENSIVE DRIV-
ING

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 20

FIELD COMMAN-
DER

COMMAND

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

�

COST 20

COMMAND FORM ON ME

Allies equal to ranks in
Leadership in close range
gain the benefits of the Gain
the Advantage action.

�

COST 20

FORM ON ME TRICKY TARGET

Count vehicle or starship pi-
loted as having a silhou-
ette I lower when being at-
tacked.

�

COST 20

TRICKY TARGET

MASTER LEADER

Once per round, suffer 2
strain to decrease difficulty
of next Leadership check
by one, to a minimum of
Easy (�).

�

COST 25

MASTER LEADER CONFIDENCE

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

�

COST 25

CONFIDENCE DEDICATION

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

�

COST 25

DEDICATION BRILLIANT EVA-
SION

Once per encounter may
take Brilliant Evasion
action. Select 1 opponent
and make Opposed Pilot-
ing (Planetary or Space)
check to stop opponent
from attacking character
for rounds equal to Agility.

�

COST 25

BRILLIANT EVA-
SION
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Commander: Strategist

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Coercion, Cool, Discipline, Knowledge (Warfare), Leadership, Perception, Ranged (Light), Vigilance

Additional Carreer Skills: Computers, Cool, Vigilance, Knowledge (Warfare)

RESEARCHER

Remove � per rank of Re-
searcher from all Knowl-
edge checks. Researching a
subject takes half the time.

�

COST 5

RESEARCHER GRIT

Gain +1 strain threshold.

�

COST 5

GRIT READY FOR ANY-
THING

�

COST 5

READY FOR ANY-
THING

GRIT

Gain +1 strain threshold.

�

COST 5

GRIT

GRIT

Gain +1 strain threshold.

�

COST 10

GRIT CLEVER COMMAN-
DER

May use ranks in Knowl-
edge (Warfare) to upgrade
Mass Combat checks in-
stead of ranks in Leader-
ship.

�

COST 10

CLEVER COMMAN-
DER

COMMAND

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

�

COST 10

COMMAND WELL READ
�

COST 10

WELL READ

KNOWLEDGE SPE-
CIALIZATION

When acquired, choose 1
Knowledge skill. When
making that skill check,
may spend� result to gain
additional successes equal
to ranks in Knowledge Spe
cialization.

�

COST 15

KNOWLEDGE SPE-
CIALIZATION

RESEARCHER

Remove � per rank of Re-
searcher from all Knowl-
edge checks. Researching a
subject takes half the time.

�

COST 15

RESEARCHER READY FOR ANY-
THING

�

COST 15

READY FOR ANY-
THING

MASTER STRATE-
GIST

�

COST 15

MASTER STRATE-
GIST

IMPROVED RE-
SEARCHER

On a successful Knowledge
check, character and allies
gain automatic � per rank
of Researcher on checks
to act on those facts until
the end of character’s next
turn.

�

COST 20

IMPROVED RE-
SEARCHER

KNOWLEDGE SPE-
CIALIZATION

When acquired, choose 1
Knowledge skill. When
making that skill check,
may spend� result to gain
additional successes equal
to ranks in Knowledge Spe
cialization.

�

COST 20

KNOWLEDGE SPE-
CIALIZATION

COORDINATED
ASSAULT

Take the Coordinated As-
sault maneuver: a number
of engaged allies equal to
Leadership ranks add� to
combat checks until begin-
ning of next turn. Range in-
creases per additional rank
of Coordinated Assault.

�

COST 20

COORDINATED
ASSAULT

COMMAND

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

�

COST 20

COMMAND

THOROUGH AS-
SESSMENT

Once per session, take a
Thorough Assessment ac-
tion; make a Hard (���)
Knowledge check to gain
� equal to � that can be
distributed during the en-
counter.

�

COST 25

THOROUGH AS-
SESSMENT

CAREFUL PLAN-
NING

Once per session, may in-
troduce a ”fact” into the
narrative as if a Destiny
Point had been spent.

�

COST 25

CAREFUL PLAN-
NING

READY FOR
ANYTHING - IM-
PROVED

�

COST 25

READY FOR
ANYTHING - IM-
PROVED

DEDICATION

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

�

COST 25

DEDICATION

Lead by Example p. 33



Commander: Tactician

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Coercion, Cool, Discipline, Knowledge (Warfare), Leadership, Perception, Ranged (Light), Vigilance

Additional Carreer Skills: Brawl, Discipline, Leadership, Ranged (Heavy)

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 COMMANDING
PRESENCE

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

�

COST 5

COMMANDING
PRESENCE

TOUGHENED

Gain +2 wound threshold.

�

COST 5

TOUGHENED 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.

�

COST 5

SIDE STEP

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 CONFIDENCE

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

�

COST 10

CONFIDENCE QUICK DRAW

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

�

COST 10

QUICK DRAW SWIFT

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

�

COST 10

SWIFT

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 15

TOUGHENED BODY GUARD

Once per round, perform
the Body Guard maneuver
to guard an engaged char-
acter. Suffer a number of
strain no greater than ranks
of Body Guard, then until
the beginning of the next
turn upgrade the difficulty
of combat checks targeting
the character by that num-
ber.

�

COST 15

BODY GUARD BODY GUARD

Once per round, perform
the Body Guard maneuver
to guard an engaged char-
acter. Suffer a number of
strain no greater than ranks
of Body Guard, then until
the beginning of the next
turn upgrade the difficulty
of combat checks targeting
the character by that num-
ber.

�

COST 15

BODY GUARD

CONFIDENCE

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

�

COST 20

CONFIDENCE COMMANDING
PRESENCE

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

�

COST 20

COMMANDING
PRESENCE

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.

�

COST 20

FIELD COMMAN-
DER

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.

�

COST 20

SIDE STEP

COORDINATED
ASSAULT

Take the Coordinated As-
sault maneuver: a number
of engaged allies equal to
Leadership ranks add� to
combat checks until begin-
ning of next turn. Range in-
creases per additional rank
of Coordinated Assault.

�

COST 25

COORDINATED
ASSAULT

NATURAL LEADER

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

�

COST 25

NATURAL LEADER 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 25

FIELD COMMAN-
DER

DEDICATION

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

�

COST 25

DEDICATION
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Diplomat: Advocate

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Lore), Knowledge (Outer Rim), Knowledge

(Xenology), Leadership, Negotiation

Additional Carreer Skills: Coercion, Deception, Negotiation, Vigilance

PLAUSIBLE DENI-
ABILITY

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

�

COST 5

PLAUSIBLE DENI-
ABILITY

NOBODY'S FOOL

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

�

COST 5

NOBODY'S FOOL GRIT

Gain +1 strain threshold.

�

COST 5

GRIT CONFIDENCE

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

�

COST 5

CONFIDENCE

DISCREDIT

Once per encounter, take
the Discredit action; make
a Hard (���) Deception
check to upgrade the diffi-
culty of one character’s so-
cial checks once, plus once
for every �� until end of
the encounter.

�

COST 10

DISCREDIT PLAUSIBLE DENI-
ABILITY

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

�

COST 10

PLAUSIBLE DENI-
ABILITY

SUPPORTING EVI-
DENCE

When assisting an ally
with a Charm, Deception,
Leadership, or Negotiaton
check, add automatic �
per rank of Supporting
Evidence.

�

COST 10

SUPPORTING EVI-
DENCE

NOBODY'S FOOL

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

�

COST 10

NOBODY'S FOOL

TWISTED WORDS

When an incoming social
check generates�� or�,
may suffer 1 strain as an
incidental to inflict strain
equal to ranks in Coercion
on speaker.

�

COST 15

TWISTED WORDS IMPROVED PLAU-
SIBLE DENIABIL-
ITY

Take an Improved Plausible
Deniability action; make
a Hard (���) Coercion
check to convince one by-
stander per rank of Plau-
sible Deniability to depart
quietly.

�

COST 15

IMPROVED PLAU-
SIBLE DENIABIL-
ITY

GRIT

Gain +1 strain threshold.

�

COST 15

GRIT ENCOURAGING
WORDS

After an ally within short
range fails a check, the
character may suffer 1
strain to assist that ally’s
next check this encounter
as an out-of-turn incidental.

�

COST 15

ENCOURAGING
WORDS

PLAUSIBLE DENI-
ABILITY

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

�

COST 20

PLAUSIBLE DENI-
ABILITY

GRIT

Gain +1 strain threshold.

�

COST 20

GRIT SUPPORTING EVI-
DENCE

When assisting an ally
with a Charm, Deception,
Leadership, or Negotiaton
check, add automatic �
per rank of Supporting
Evidence.

�

COST 20

SUPPORTING EVI-
DENCE

GRIT

Gain +1 strain threshold.

�

COST 20

GRIT

BLACKMAIL

When an NPC exceeds
his strain threshold, may
spend 1 Destiny Point
to convince that NPC to
perform a single task of
choice instead.

�

COST 25

BLACKMAIL DEDICATION

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

�

COST 25

DEDICATION INTERJECTION

After another character
makes a social check,
suffer 3 strain to take an
Interjection incidental;
make an Average (��)
Vigilance check to add �
or� equal to�, and� or
� equal to� to the check.

�

COST 25

INTERJECTION CONTINGENCY
PLAN

Spend 1 Destiny Point to
recover strain equal to Cun-
ning rating.

�

COST 25

CONTINGENCY
PLAN
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Diplomat: Ambassador

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Lore), Knowledge (Outer Rim), Knowledge

(Xenology), Leadership, Negotiation

Additional Carreer Skills: Charm, Discipline, Knowledge (Core Worlds), Negotiation

INDISTINGUISH-
ABLE

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

�

COST 5

INDISTINGUISH-
ABLE

KILL WITH KIND-
NESS

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

�

COST 5

KILL WITH KIND-
NESS

NOBODY'S FOOL

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

�

COST 5

NOBODY'S FOOL CONFIDENCE

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

�

COST 5

CONFIDENCE

INDISTINGUISH-
ABLE

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

�

COST 10

INDISTINGUISH-
ABLE

GRIT

Gain +1 strain threshold.

�

COST 10

GRIT GRIT

Gain +1 strain threshold.

�

COST 10

GRIT 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 10

DODGE

KILL WITH KIND-
NESS

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

�

COST 15

KILL WITH KIND-
NESS

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

INSPIRING
RHETORIC

STEELY NERVES

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

�

COST 15

STEELY NERVES CONFIDENCE

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

�

COST 15

CONFIDENCE

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

IMPROVED
INSPIRING
RHETORIC

INTENSE PRES-
ENCE

Spend 1 Destiny Point to
recover strain equal to
Presence rating

�

COST 20

INTENSE PRES-
ENCE

WORKS LIKE A
CHARM

Once per session, make
one skill check using Pres-
ence rather than the char-
acteristic linked to that skill

�

COST 20

WORKS LIKE A
CHARM

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

SUPREME INSPIR-
ING RHETORIC

Suffer 1 strain to perform
Inspiring Rhetoric as a ma-
neuver, not an action.

�

COST 25

SUPREME INSPIR-
ING RHETORIC

NATURAL
CHARMER

Once per session may re-
roll any 1 Charm or Decep-
tion check.

�

COST 25

NATURAL
CHARMER

DEDICATION

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

�

COST 25

DEDICATION SIXTH SENSE

Gain + 1 ranged defense.

�

COST 25

SIXTH SENSE

Age of Rebellion p. 79



Diplomat: Agitator

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Lore), Knowledge (Outer Rim), Knowledge

(Xenology), Leadership, Negotiation

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

PLAUSIBLE DENI-
ABILITY

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

�

COST 5

PLAUSIBLE DENI-
ABILITY

NOBODY'S FOOL

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

�

COST 5

NOBODY'S FOOL GRIT

Gain +1 strain threshold.

�

COST 5

GRIT 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

STREET SMARTS

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

�

COST 10

STREET SMARTS STREET SMARTS

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

�

COST 10

STREET SMARTS CONVINCING DE-
MEANOR

Remove � per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

�

COST 10

CONVINCING DE-
MEANOR

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 10

INTIMIDATING

CONVINCING DE-
MEANOR

Remove � per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

�

COST 15

CONVINCING DE-
MEANOR

PLAUSIBLE DENI-
ABILITY

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

�

COST 15

PLAUSIBLE DENI-
ABILITY

SCATHING TIRADE

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

�

COST 15

SCATHING TIRADE GRIT

Gain +1 strain threshold.

�

COST 15

GRIT

NATURAL EN-
FORCER

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

�

COST 20

NATURAL EN-
FORCER

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 SCATHING TIRADE

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

�

COST 20

SCATHING TIRADE 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

INTIMIDATING

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 SUPREME
SCATHING TIRADE

Suffer 1 strain to perform
Scathing Tirade as a ma-
neuver, not an action.

�

COST 25

SUPREME
SCATHING TIRADE

INCITE REBELLION

Once per session, may take
an Incite Rebellion action;
make a Hard (���) Coer-
cion check to cause a num-
ber of being up to ranks in
Coercion to become rebel-
lious until the end of the en-
counter.

�

COST 25

INCITE REBELLION
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Diplomat: Agitator

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Lore), Knowledge (Outer Rim), Knowledge

(Xenology), Leadership, Negotiation

Additional Carreer Skills: Computers, Negotiation, Skulduggery, Vigilance

KNOW SOME-
BODY

Once per session, when
attempting to purchase a
legally available item, re-
duce its rarity by 1 per rank
of Know Somebody.

�

COST 5

KNOW SOME-
BODY

SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend � to gain
additional� equal to ranks
in Smooth Talker.

�

COST 5

SMOOTH TALKER WHEEL AND DEAL

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

�

COST 5

WHEEL AND DEAL GRIT

Gain +1 strain threshold.

�

COST 5

GRIT

SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend � to gain
additional� equal to ranks
in Smooth Talker.

�

COST 10

SMOOTH TALKER 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

GREASED PALMES MASTER MER-
CHANT

When buying or selling
goods, or paying off or
taking Obligation, may
suffer 2 strain to sell for
25% more, buy for 25%
less, pay off 1 more Obli
gation, or take 1 less.

�

COST 10

MASTER MER-
CHANT

TOUGHENED

Gain +2 wound threshold.

�

COST 10

TOUGHENED

GRIT

Gain +1 strain threshold.

�

COST 15

GRIT WHEEL AND DEAL

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

�

COST 15

WHEEL AND DEAL 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 15

BOUGHT INFO GRIT

Gain +1 strain threshold.

�

COST 15

GRIT

KNOW SOME-
BODY

Once per session, when
attempting to purchase a
legally available item, re-
duce its rarity by 1 per rank
of Know Somebody.

�

COST 20

KNOW SOME-
BODY

SOUND INVEST-
MENTS

At the start of each session,
gain 100 credits for each
rank of Sound Investments.

�

COST 20

SOUND INVEST-
MENTS

SOUND INVEST-
MENTS

At the start of each session,
gain 100 credits for each
rank of Sound Investments.

�

COST 20

SOUND INVEST-
MENTS

INTENSE FOCUS

Perform an Intense Focus
maneuver: suffer 1 strain
and upgrade the ability of
the next skill check once.

�

COST 20

INTENSE FOCUS

DEDICATION

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

�

COST 25

DEDICATION NATURAL NEGO-
TIATOR

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

�

COST 25

NATURAL NEGO-
TIATOR

SUPERIOR RE-
FLEXES

Gain +1 melee defense.

�

COST 25

SUPERIOR RE-
FLEXES

TOUGHENED

Gain +2 wound threshold.

�

COST 25

TOUGHENED

Age of Rebellion p. 81



Diplomat: Analyst

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Lore), Knowledge (Outer Rim), Knowledge

(Xenology), Leadership, Negotiation

Additional Carreer Skills: Computers, Knowledge (Education), Knowledge (Warfare), Perception

RESEARCHER

Remove � per rank of Re-
searcher from all Knowl-
edge checks. Researching a
subject takes half the time.

�

COST 5

RESEARCHER KNOWLEDGE SPE-
CIALIZATION

When acquired, choose 1
Knowledge skill. When
making that skill check,
may spend� result to gain
additional successes equal
to ranks in Knowledge Spe
cialization.

�

COST 5

KNOWLEDGE SPE-
CIALIZATION

CODEBREAKER

Remove � 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 5

CODEBREAKER TECHNICAL APTI-
TUDE

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

�

COST 5

TECHNICAL APTI-
TUDE

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 10

VALUABLE FACTS RESEARCHER

Remove � per rank of Re-
searcher from all Knowl-
edge checks. Researching a
subject takes half the time.

�

COST 10

RESEARCHER SUPPORTING EVI-
DENCE

When assisting an ally
with a Charm, Deception,
Leadership, or Negotiaton
check, add automatic �
per rank of Supporting
Evidence.

�

COST 10

SUPPORTING EVI-
DENCE

GRIT

Gain +1 strain threshold.

�

COST 10

GRIT

KNOWLEDGE SPE-
CIALIZATION

When acquired, choose 1
Knowledge skill. When
making that skill check,
may spend� result to gain
additional successes equal
to ranks in Knowledge Spe
cialization.

�

COST 15

KNOWLEDGE SPE-
CIALIZATION

IMPROVED RE-
SEARCHER

On a successful Knowledge
check, character and allies
gain automatic � per rank
of Researcher on checks
to act on those facts until
the end of character’s next
turn.

�

COST 15

IMPROVED RE-
SEARCHER

CODEBREAKER

Remove � 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 15

CODEBREAKER ENCODED COM-
MUNIQUÉ

Upgrade the difficulty of
checks to decrypt this char-
acter’s coded messages
without the proper cipher
a number of times equal to
Computers skill.

�

COST 15

ENCODED COM-
MUNIQUÉ

GRIT

Gain +1 strain threshold.

�

COST 20

GRIT KNOW-IT-ALL

Once per session, perfectly
recall an important fact pre-
viously learned as if a Des-
tiny Point had been spent.

�

COST 20

KNOW-IT-ALL KNOWLEDGE SPE-
CIALIZATION

When acquired, choose 1
Knowledge skill. When
making that skill check,
may spend� result to gain
additional successes equal
to ranks in Knowledge Spe
cialization.

�

COST 20

KNOWLEDGE SPE-
CIALIZATION

NATURAL PRO-
GRAMMER

Once per session, may
reroll any 1 Computers or
Astrogation check.

�

COST 20

NATURAL PRO-
GRAMMER

DEDICATION

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

�

COST 25

DEDICATION KNOWLEDGE SPE-
CIALIZATION

When acquired, choose 1
Knowledge skill. When
making that skill check,
may spend� result to gain
additional successes equal
to ranks in Knowledge Spe
cialization.

�

COST 25

KNOWLEDGE SPE-
CIALIZATION

THOROUGH AS-
SESSMENT

Once per session, take a
Thorough Assessment ac-
tion; make a Hard (���)
Knowledge check to gain
� equal to � that can be
distributed during the en-
counter.

�

COST 25

THOROUGH AS-
SESSMENT

STROKE OF GE-
NIUS

Once per session, makeone
skill check using Intellect
rather than the characteris-
tic linked to that

�

COST 25

STROKE OF GE-
NIUS
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Diplomat: Propagandist

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Lore), Knowledge (Outer Rim), Knowledge

(Xenology), Leadership, Negotiation

Additional Carreer Skills: Charm, Deception, Knowledge (Warfare), Perception

GRIT

Gain +1 strain threshold.

�

COST 5

GRIT POSITIVE SPIN

Whenever any character’s
Duty would increase, it in-
creases by an additional 1
per rank of Positive Spin

�

COST 5

POSITIVE SPIN IN THE KNOW

Remove � up to ranks in
In the Know from checks to
get information from peo-
ple or disseminate news.
Minion NPCs do not realize
this character’s allegiance
in interviews.

�

COST 5

IN THE KNOW CUTTING QUES-
TION

Once per encounter, when
making a Coercion skill
check, the character may
use Deception skill instead.

�

COST 5

CUTTING QUES-
TION

IN THE KNOW

Remove � up to ranks in
In the Know from checks to
get information from peo-
ple or disseminate news.
Minion NPCs do not realize
this character’s allegiance
in interviews.

�

COST 10

IN THE KNOW IMPROVED POSI-
TIVE SPIN

Once per session, if no
PC’s Duty triggered, make a
Daunting (����) Charm
check with the difficulty de-
creased once per rank of
Positive Spin to have one
PC’s Duty trigger.

�

COST 10

IMPROVED POSI-
TIVE SPIN

POSITIVE SPIN

Whenever any character’s
Duty would increase, it in-
creases by an additional 1
per rank of Positive Spin

�

COST 10

POSITIVE SPIN TOUGHENED

Gain +2 wound threshold.

�

COST 10

TOUGHENED

BAD PRESS

Once per session, choose
an organization and make
a Hard (���) Deception
check. On a success, or-
ganization members have
their wound thresholds re-
duced by 1, plus 1 per
��� until the end of the
session.

�

COST 15

BAD PRESS WELL ROUNDED

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

�

COST 15

WELL ROUNDED GRIT

Gain +1 strain threshold.

�

COST 15

GRIT CONFIDENCE

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

�

COST 15

CONFIDENCE

TOUGHENED

Gain +2 wound threshold.

�

COST 20

TOUGHENED CONFIDENCE

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

�

COST 20

CONFIDENCE 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 INFORMANT

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

�

COST 20

INFORMANT

POSITIVE SPIN

Whenever any character’s
Duty would increase, it in-
creases by an additional 1
per rank of Positive Spin

�

COST 25

POSITIVE SPIN DEDICATION

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

�

COST 25

DEDICATION IMPROVED IN
THE KNOW

Once per session, make an
opposed Deception vs Vig-
ilance check with the diffi-
culty downgraded once per
rank of In the Know to
have a target NPC believe
specefic false intelligence.

�

COST 25

IMPROVED IN
THE KNOW

IN THE KNOW

Remove � up to ranks in
In the Know from checks to
get information from peo-
ple or disseminate news.
Minion NPCs do not realize
this character’s allegiance
in interviews.

�

COST 25

IN THE KNOW
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Engineer: Droid Specialist

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Athletics, Computers, Knowledge (Education), Mechanics, Perception, Piloting (Space), Ranged

(Light), Vigilance

Additional Carreer Skills: Computers, Cool, Mechanics, Melee

DESIGN FLAW
�

COST 5

DESIGN FLAW SPEAKS BINARY

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

�

COST 5

SPEAKS BINARY GRIT

Gain +1 strain threshold.

�

COST 5

GRIT TOUGHENED

Gain +2 wound threshold.

�

COST 5

TOUGHENED

HIDDEN STORAGE

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage

�

COST 10

HIDDEN STORAGE COMBAT PRO-
GRAMMING

�

COST 10

COMBAT PRO-
GRAMMING

REPAIR PATCH
SPECIALIZATION

�

COST 10

REPAIR PATCH
SPECIALIZATION

GEARHEAD

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

�

COST 10

GEARHEAD

GEARHEAD

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

�

COST 15

GEARHEAD MACHINE
MENDER

�

COST 15

MACHINE
MENDER

HIDDEN STORAGE

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage

�

COST 15

HIDDEN STORAGE SPEAKS BINARY

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

�

COST 15

SPEAKS BINARY

DESIGN FLAW
�

COST 20

DESIGN FLAW DESPERATE RE-
PAIRS

�

COST 20

DESPERATE RE-
PAIRS

MACHINE
MENDER

�

COST 20

MACHINE
MENDER

GRIT

Gain +1 strain threshold.

�

COST 20

GRIT

REPAIR PATCH
SPECIALIZATION

�

COST 25

REPAIR PATCH
SPECIALIZATION

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 (�)

�

COST 25

MASTER ARTISAN REROUTE PRO-
CESSORS

�

COST 25

REROUTE PRO-
CESSORS

DEDICATION

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

�

COST 25

DEDICATION
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Engineer: Mechanic

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Athletics, Computers, Knowledge (Education), Mechanics, Perception, Piloting (Space), Ranged

(Light), Vigilance

Additional Carreer Skills: Brawl, Mechanics, Piloting (Space), Skulduggery

GEARHEAD

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

�

COST 5

GEARHEAD TOUGHENED

Gain +2 wound threshold.

�

COST 5

TOUGHENED 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 SOLID REPAIRS

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

�

COST 5

SOLID REPAIRS

REDUNDANT SYS-
TEMS

Once per session, may take
a Redundant Systems ac-
tion; make an Easy (�)
Mechanics check to harvest
components from a func-
tioning device to repair a
broken one without break-
ing the first device

�

COST 10

REDUNDANT SYS-
TEMS

SOLID REPAIRS

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

�

COST 10

SOLID REPAIRS GEARHEAD

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

�

COST 10

GEARHEAD GRIT

Gain +1 strain threshold.

�

COST 10

GRIT

SOLID REPAIRS

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

�

COST 15

SOLID REPAIRS ENDURING

Gain + 1 soak value.

�

COST 15

ENDURING BAD MOTIVATOR

Once per session, may take
a Bad Motivator action:
make a Hard (���) Me-
chanics check to cause one
targeted device to sponta-
neously fail.

�

COST 15

BAD MOTIVATOR TOUGHENED

Gain +2 wound threshold.

�

COST 15

TOUGHENED

CONTRAPTION

Once per session, take Con-
traption action; make a
Hard (���) Mechanics
check to fashion a device to
solve a current problem us-
ing just the tools and parts
on hand.

�

COST 20

CONTRAPTION SOLID REPAIRS

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

�

COST 20

SOLID REPAIRS FINE TUNING

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

�

COST 20

FINE TUNING 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 20

HARD HEADED

NATURAL TIN-
KERER

Once per session, may
reroll any 1 Mechanics
check.

�

COST 25

NATURAL TIN-
KERER

HOLD TOGETHER

Spend 1 Destiny Point to
perform a Hold Together
incidental immediately af-
ter vehicle or starship takes
damage to turn it into sys-
tem strain

�

COST 25

HOLD TOGETHER DEDICATION

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

�

COST 25

DEDICATION IMPROVED HARD
HEADED

When incapacitated due to
strain exceeding threshold,
may take a more diffi-
cult Hard Headed action to
reduce strain to I below
threshold.

�

COST 25

IMPROVED HARD
HEADED
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Engineer: Saboteur

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Athletics, Computers, Knowledge (Education), Mechanics, Perception, Piloting (Space), Ranged

(Light), Vigilance

Additional Carreer Skills: Coordination, Mechanics, Skulduggery, Stealth

RESOLVE

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

�

COST 5

RESOLVE SECOND WIND

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

�

COST 5

SECOND WIND GRIT

Gain +1 strain threshold.

�

COST 5

GRIT RAPID RECOVERY

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

�

COST 5

RAPID RECOVERY

GRIT

Gain +1 strain threshold.

�

COST 10

GRIT POWERFUL BLAST

Increase Blast damage
dealt by explosives,
explosive weapons, and
grenades by I per rank of
Powerful Blast.

�

COST 10

POWERFUL BLAST TOUGHENED

Gain +2 wound threshold.

�

COST 10

TOUGHENED SECOND WIND

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

�

COST 10

SECOND WIND

TIME TO GO

May spend 1 Destiny Point
to perform a Move maneu-
ver as an incidental to at-
tempt to move into cover or
out of the Blast range of a
weapon or explosion.

�

COST 15

TIME TO GO RAPID RECOVERY

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

�

COST 15

RAPID RECOVERY RESOLVE

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

�

COST 15

RESOLVE 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

HARD HEADED

IMPROVED TIME
TO GO

When activating Time to
Go, allow 1 engaged ally to
also perform an out of turn
Move maneuver as an inci-
dental to attempt to move
into cover or out of the
Blast range of a weapon or
explosion.

�

COST 20

IMPROVED TIME
TO GO

POWERFUL BLAST

Increase Blast damage
dealt by explosives,
explosive weapons, and
grenades by I per rank of
Powerful Blast.

�

COST 20

POWERFUL BLAST SELECTIVE DETO-
NATION

When using any weapon
with the Blast quality,
spend � to exclude 1 tar-
get that would normally be
affected by the explosion.
May not exceed ranks in
Selective Detonation

�

COST 20

SELECTIVE DETO-
NATION

TOUGHENED

Gain +2 wound threshold.

�

COST 20

TOUGHENED

DEDICATION

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

�

COST 25

DEDICATION MASTER
GRENADIER

Decrease the cost to acti-
vate the Blast quality on
any weapon used by 1 to a
minimum of 1.

�

COST 25

MASTER
GRENADIER

SELECTIVE DETO-
NATION

When using any weapon
with the Blast quality,
spend � to exclude 1 tar-
get that would normally be
affected by the explosion.
May not exceed ranks in
Selective Detonation

�

COST 25

SELECTIVE DETO-
NATION

IMPROVED HARD
HEADED

When incapacitated due to
strain exceeding threshold,
may take a more diffi-
cult Hard Headed action to
reduce strain to I below
threshold.

�

COST 25

IMPROVED HARD
HEADED
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Engineer: Sapper

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Athletics, Computers, Knowledge (Education), Mechanics, Perception, Piloting (Space), Ranged

(Light), Vigilance

Additional Carreer Skills: Athletics, Knowledge (Warfare), Mechanics, Survival

CONSTRUCTION
SPECIALIST

�

COST 5

CONSTRUCTION
SPECIALIST

TOUGHENED

Gain +2 wound threshold.

�

COST 5

TOUGHENED DURABLE

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

�

COST 5

DURABLE GRIT

Gain +1 strain threshold.

�

COST 5

GRIT

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 10

KNOWN
SCHEMATIC

CONTRAPTION

Once per session, take Con-
traption action; make a
Hard (���) Mechanics
check to fashion a device to
solve a current problem us-
ing just the tools and parts
on hand.

�

COST 10

CONTRAPTION CONSTRUCTION
SPECIALIST

�

COST 10

CONSTRUCTION
SPECIALIST

POWERFUL BLAST

Increase Blast damage
dealt by explosives,
explosive weapons, and
grenades by I per rank of
Powerful Blast.

�

COST 10

POWERFUL BLAST

GRIT

Gain +1 strain threshold.

�

COST 15

GRIT DURABLE

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

�

COST 15

DURABLE IMPROVISED DE-
FENSES

�

COST 15

IMPROVISED DE-
FENSES

POWERFUL BLAST

Increase Blast damage
dealt by explosives,
explosive weapons, and
grenades by I per rank of
Powerful Blast.

�

COST 15

POWERFUL BLAST

UTILITY BELT

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

�

COST 20

UTILITY BELT STRONG ARM

Treat thrown weapons as if
they had 1 greater range.

�

COST 20

STRONG ARM IMPROVISED DET-
ONATION

�

COST 20

IMPROVISED DET-
ONATION

MASTER
GRENADIER

Decrease the cost to acti-
vate the Blast quality on
any weapon used by 1 to a
minimum of 1.

�

COST 20

MASTER
GRENADIER

WEAK FOUNDA-
TION

�

COST 25

WEAK FOUNDA-
TION

DEDICATION

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

�

COST 25

DEDICATION IMPROVISED PO-
SITION

�

COST 25

IMPROVISED PO-
SITION

MASTER DEMOLI-
TIONIST

�

COST 25

MASTER DEMOLI-
TIONIST
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Engineer: Scientist

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Athletics, Computers, Knowledge (Education), Mechanics, Perception, Piloting (Space), Ranged

(Light), Vigilance

Additional Carreer Skills: Computers, Knowledge (Education), Knowledge (Lore), Medicine

KNOWLEDGE SPE-
CIALIZATION

When acquired, choose 1
Knowledge skill. When
making that skill check,
may spend� result to gain
additional successes equal
to ranks in Knowledge Spe
cialization.

�

COST 5

KNOWLEDGE SPE-
CIALIZATION

RESPECTED
SCHOLAR

May downgrade difficulty
of checks to interact with in-
stitutes of learning by one
level per rank of Respected
Scholar.

�

COST 5

RESPECTED
SCHOLAR

RESEARCHER

Remove � per rank of Re-
searcher from all Knowl-
edge checks. Researching a
subject takes half the time.

�

COST 5

RESEARCHER SPEAKS BINARY

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

�

COST 5

SPEAKS BINARY

RESEARCHER

Remove � per rank of Re-
searcher from all Knowl-
edge checks. Researching a
subject takes half the time.

�

COST 10

RESEARCHER KNOWLEDGE SPE-
CIALIZATION

When acquired, choose 1
Knowledge skill. When
making that skill check,
may spend� result to gain
additional successes equal
to ranks in Knowledge Spe
cialization.

�

COST 10

KNOWLEDGE SPE-
CIALIZATION

HIDDEN STORAGE

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage

�

COST 10

HIDDEN STORAGE 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 10

TINKERER

RESPECTED
SCHOLAR

May downgrade difficulty
of checks to interact with in-
stitutes of learning by one
level per rank of Respected
Scholar.

�

COST 15

RESPECTED
SCHOLAR

MENTAL
FORTRESS

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

�

COST 15

MENTAL
FORTRESS

SPEAKS BINARY

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

�

COST 15

SPEAKS BINARY INVENTOR

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

�

COST 15

INVENTOR

NATURAL
SCHOLAR

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

�

COST 20

NATURAL
SCHOLAR

STROKE OF GE-
NIUS

Once per session, makeone
skill check using Intellect
rather than the characteris-
tic linked to that

�

COST 20

STROKE OF GE-
NIUS

INVENTOR

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

�

COST 20

INVENTOR 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

INTENSE FOCUS

Perform an Intense Focus
maneuver: suffer 1 strain
and upgrade the ability of
the next skill check once.

�

COST 25

INTENSE FOCUS CAREFUL PLAN-
NING

Once per session, may in-
troduce a ”fact” into the
narrative as if a Destiny
Point had been spent.

�

COST 25

CAREFUL PLAN-
NING

DEDICATION

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

�

COST 25

DEDICATION UTILITY BELT

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

�

COST 25

UTILITY BELT
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Engineer: Shipwright

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Athletics, Computers, Knowledge (Education), Mechanics, Perception, Piloting (Space), Ranged

(Light), Vigilance

Additional Carreer Skills: Gunnery, Knowledge (Education), Mechanics, Piloting (Space)

DOCKYARD EX-
PERTISE

�

COST 5

DOCKYARD EX-
PERTISE

EYE FOR DETAIL
�

COST 5

EYE FOR DETAIL GRIT

Gain +1 strain threshold.

�

COST 5

GRIT CREATIVE DESIGN
�

COST 5

CREATIVE DESIGN

SOLID REPAIRS

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

�

COST 10

SOLID REPAIRS FINE TUNING

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

�

COST 10

FINE TUNING EYE FOR DETAIL
�

COST 10

EYE FOR DETAIL 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

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

KNOWN
SCHEMATIC

DOCKYARD EX-
PERTISE

�

COST 15

DOCKYARD EX-
PERTISE

SMART HANDLING
�

COST 15

SMART HANDLING CREATIVE DESIGN
�

COST 15

CREATIVE DESIGN

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 20

BOUGHT INFO PUSH THE SPECS
�

COST 20

PUSH THE SPECS SOLID REPAIRS

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

�

COST 20

SOLID REPAIRS CREATIVE DESIGN
�

COST 20

CREATIVE DESIGN

DEDICATION

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

�

COST 25

DEDICATION 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 (�)

�

COST 25

MASTER ARTISAN STROKE OF GE-
NIUS

Once per session, makeone
skill check using Intellect
rather than the characteris-
tic linked to that

�

COST 25

STROKE OF GE-
NIUS

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 25

EXHAUST PORT
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Soldier: Commando

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Athletics, Brawl, Knowledge (Warfare), Medicine, Melee, Ranged (Light), Ranged (Heavy), Survival

Additional Carreer Skills: Brawl, Melee, Resilience, Survival

PHYSICAL TRAIN-
ING

Add � per rank of Physi-
cal Training to Athletics and
Resilience checks.

�

COST 5

PHYSICAL TRAIN-
ING

GRIT

Gain +1 strain threshold.

�

COST 5

GRIT TOUGHENED

Gain +2 wound threshold.

�

COST 5

TOUGHENED 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 5

POINT BLANK

TOUGHENED

Gain +2 wound threshold.

�

COST 10

TOUGHENED DURABLE

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

�

COST 10

DURABLE PHYSICAL TRAIN-
ING

Add � per rank of Physi-
cal Training to Athletics and
Resilience checks.

�

COST 10

PHYSICAL TRAIN-
ING

STRONG ARM

Treat thrown weapons as if
they had 1 greater range.

�

COST 10

STRONG ARM

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 15

BLOODED ARMOR MASTER

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

�

COST 15

ARMOR MASTER NATURAL OUT-
DOORSMAN

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

�

COST 15

NATURAL OUT-
DOORSMAN

FERAL STRENGTH

Add 1 damage per rank of
Feral Strength to one hit of
successful attacks made us-
ing Brawl or Melee skills.

�

COST 15

FERAL STRENGTH

TOUGHENED

Gain +2 wound threshold.

�

COST 20

TOUGHENED 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 20

HEROIC FORTI-
TUDE

DURABLE

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

�

COST 20

DURABLE KNOCKDOWN

After hitting with a melee
attack, may spend � to
knock the target prone.

�

COST 20

KNOCKDOWN

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

DEDICATION

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

�

COST 25

DEDICATION UNSTOPPABLE

If a Critical Injury roll is 1
or reduced to 1, do not re-
ceive the critical injury.

�

COST 25

UNSTOPPABLE FERAL STRENGTH

Add 1 damage per rank of
Feral Strength to one hit of
successful attacks made us-
ing Brawl or Melee skills.

�

COST 25

FERAL STRENGTH
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Soldier: Heavy

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Athletics, Brawl, Knowledge (Warfare), Medicine, Melee, Ranged (Light), Ranged (Heavy), Survival

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

BURLY
�

COST 5

BURLY BARRAGE

Add 1 damage per rank of
Barrage to 1 hit of suc-
cessful attack while using
Ranged (Heavy) or Gunnery
skills at long or extreme
range.

�

COST 5

BARRAGE GRIT

Gain +1 strain threshold.

�

COST 5

GRIT TOUGHENED

Gain +2 wound threshold.

�

COST 5

TOUGHENED

BARRAGE

Add 1 damage per rank of
Barrage to 1 hit of suc-
cessful attack while using
Ranged (Heavy) or Gunnery
skills at long or extreme
range.

�

COST 10

BARRAGE 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 10

BRACE SPARE CLIP
�

COST 10

SPARE CLIP DURABLE

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

�

COST 10

DURABLE

SIDE STEP
�

COST 15

SIDE STEP BURLY
�

COST 15

BURLY HEROIC FORTI-
TUDE

�

COST 15

HEROIC FORTI-
TUDE

TOUGHENED

Gain +2 wound threshold.

�

COST 15

TOUGHENED

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 20

BRACE BARRAGE

Add 1 damage per rank of
Barrage to 1 hit of suc-
cessful attack while using
Ranged (Heavy) or Gunnery
skills at long or extreme
range.

�

COST 20

BARRAGE RAIN OF DEATH
�

COST 20

RAIN OF DEATH HEROIC RE-
SILIENCE

�

COST 20

HEROIC RE-
SILIENCE

BURLY
�

COST 25

BURLY DEDICATION

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

�

COST 25

DEDICATION ARMOR MASTER

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

�

COST 25

ARMOR MASTER HEAVY HITTER
�

COST 25

HEAVY HITTER
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Soldier: Medic

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Athletics, Brawl, Knowledge (Warfare), Medicine, Melee, Ranged (Light), Ranged (Heavy), Survival

Additional Carreer Skills: Knowledge (Xenology), Medicine, Resilience, Vigilance

FORAGER

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

�

COST 5

FORAGER STIMPACK SPE-
CIALIZATION

Stimpacks heal 1 additional
wound per rank of Stim-
pack Specialization.

�

COST 5

STIMPACK SPE-
CIALIZATION

GRIT

Gain +1 strain threshold.

�

COST 5

GRIT SURGEON

When making a Medicine
check to help a charac-
ter heal wounds, the target
heals 1 additional wound
per rank of surgeon.

�

COST 5

SURGEON

TOUGHENED

Gain +2 wound threshold.

�

COST 10

TOUGHENED SURGEON

When making a Medicine
check to help a charac-
ter heal wounds, the target
heals 1 additional wound
per rank of surgeon.

�

COST 10

SURGEON STIMPACK SPE-
CIALIZATION

Stimpacks heal 1 additional
wound per rank of Stim-
pack Specialization.

�

COST 10

STIMPACK SPE-
CIALIZATION

BACTA SPECIALIST

Patients regain 1 additional
wound per rank of Bacta
Specialist when they re-
cover wounds from bacta
tanks or long term

�

COST 10

BACTA SPECIALIST

WELL ROUNDED

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

�

COST 15

WELL ROUNDED GRIT

Gain +1 strain threshold.

�

COST 15

GRIT STIM APPLICA-
TION

Take the Stim Application
Action; make an Average
(��) Medicine check. If
successful. 1 engaged ally
increases 1 characteristic
by 1 for the remainder of
the encounter and suffers 4
strain.

�

COST 15

STIM APPLICA-
TION

MASTER DOCTOR

Once per round, suffer 2
strain to decrease the dif-
ficulty of a Medicine check
by 1

�

COST 15

MASTER DOCTOR

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 NATURAL DOC-
TOR

Once per session may re-
roll any 1 Medicine check.

�

COST 20

NATURAL DOC-
TOR

IMPROVED STIM
APPLICATION

When performing Stim Ap-
plication Action, may in-
crease difficulty of check to
Hard (���), and target
only suffers 1 strain.

�

COST 20

IMPROVED STIM
APPLICATION

STIMPACK SPE-
CIALIZATION

Stimpacks heal 1 additional
wound per rank of Stim-
pack Specialization.

�

COST 20

STIMPACK SPE-
CIALIZATION

ANATOMY
LESSONS

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

�

COST 25

ANATOMY
LESSONS

DEDICATION

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

�

COST 25

DEDICATION IT'S NOT THAT
BAD

Once per session when an
ally would suffer a Criti-
cal Injury, may take an It’s
Not That Bad action; make
a Hard (���) Medicine
check to stop the ally from
gaining the Critical Injury.

�

COST 25

IT'S NOT THAT
BAD

SUPREME STIM
APPLICATION

When performing the Stim
Application Action. spend
� to increase an additional
Characteristic by 1

�

COST 25

SUPREME STIM
APPLICATION
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Soldier: Sharpshooter

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Athletics, Brawl, Knowledge (Warfare), Medicine, Melee, Ranged (Light), Ranged (Heavy), Survival

Additional Carreer Skills: Cool, Perception, Ranged (Light), Ranged (Heavy)

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 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 5

SNIPER SHOT 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 GRIT

Gain +1 strain threshold.

�

COST 5

GRIT

GRIT

Gain +1 strain threshold.

�

COST 10

GRIT 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 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 10

DEADLY ACCU-
RACY

LETHAL BLOWS

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

�

COST 10

LETHAL BLOWS

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 15

BRACE LETHAL BLOWS

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

�

COST 15

LETHAL BLOWS 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 15

SNIPER SHOT 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 15

TRUE AIM

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 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

TOUGHENED

Gain +2 wound threshold.

�

COST 20

TOUGHENED 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 20

CRIPPLING BLOW

QUICK FIX

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

�

COST 25

QUICK FIX NATURAL MARKS-
MAN

Once per session, may
reroll any 1 Ranged (Light)
or Ranged (Heavy) check.

�

COST 25

NATURAL MARKS-
MAN

DEDICATION

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

�

COST 25

DEDICATION TARGETED BLOW

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

�

COST 25

TARGETED BLOW
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Soldier: Trailblazer

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Athletics, Brawl, Knowledge (Warfare), Medicine, Melee, Ranged (Light), Ranged (Heavy), Survival

Additional Carreer Skills: Knowledge (Outer Rim), Perception, Stealth, Survival

STALKER

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

�

COST 5

STALKER TOUGHENED

Gain +2 wound threshold.

�

COST 5

TOUGHENED 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

DISORIENT

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

�

COST 10

DISORIENT PRIME POSITIONS

When this character or an
ally in short range takes
cover, they both increase
their soak against ranged
attack by 1 per rank of
Prime Positions until they
leave that cover.

�

COST 10

PRIME POSITIONS CUNNING SNARE
�

COST 10

CUNNING SNARE 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

GRIT

Gain +1 strain threshold.

�

COST 15

GRIT 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 15

DODGE BLIND SPOT
�

COST 15

BLIND SPOT TOUGHENED

Gain +2 wound threshold.

�

COST 15

TOUGHENED

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 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

PREY ON THE
WEAK

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 ONE WITH NA-
TURE

�

COST 20

ONE WITH NA-
TURE

DEDICATION

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

�

COST 25

DEDICATION AMBUSH
�

COST 25

AMBUSH DISORIENT

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

�

COST 25

DISORIENT 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 25

PREY ON THE
WEAK
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Soldier: Vanguard

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Athletics, Brawl, Knowledge (Warfare), Medicine, Melee, Ranged (Light), Ranged (Heavy), Survival

Additional Carreer Skills: Athletics, Cool, Vigilance, Resilience

BODY GUARD

Once per round, perform
the Body Guard maneuver
to guard an engaged char-
acter. Suffer a number of
strain no greater than ranks
of Body Guard, then until
the beginning of the next
turn upgrade the difficulty
of combat checks targeting
the character by that num-
ber.

�

COST 5

BODY GUARD CONDITIONED

Remove� 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 5

CONDITIONED TOUGHENED

Gain +2 wound threshold.

�

COST 5

TOUGHENED 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 5

RAPID REACTION

TOUGHENED

Gain +2 wound threshold.

�

COST 10

TOUGHENED MOVING TARGET
�

COST 10

MOVING TARGET 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 SUPPRESSING
FIRE

Character and allies in short
range may spend � on
failed combat checks once
per round to inflict 1 strain
per rank in Suppressing Fire
on the target.

�

COST 10

SUPPRESSING
FIRE

CONDITIONED

Remove� 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 15

CONDITIONED BODY GUARD

Once per round, perform
the Body Guard maneuver
to guard an engaged char-
acter. Suffer a number of
strain no greater than ranks
of Body Guard, then until
the beginning of the next
turn upgrade the difficulty
of combat checks targeting
the character by that num-
ber.

�

COST 15

BODY GUARD TOUGHENED

Gain +2 wound threshold.

�

COST 15

TOUGHENED 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 15

RAPID REACTION

IMPROVED BODY
GUARD

Once per session, when an
ally protected by the Body
Guard maneuver suffers a
hit, suffer the hit instead.

�

COST 20

IMPROVED BODY
GUARD

TOUGHENED

Gain +2 wound threshold.

�

COST 20

TOUGHENED SUPPRESSING
FIRE

Character and allies in short
range may spend � on
failed combat checks once
per round to inflict 1 strain
per rank in Suppressing Fire
on the target.

�

COST 20

SUPPRESSING
FIRE

MOVING TARGET
�

COST 20

MOVING TARGET

DEDICATION

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

�

COST 25

DEDICATION BODY GUARD -
SUPREME

�

COST 25

BODY GUARD -
SUPREME

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

DYNAMIC FIRE SEIZE THE INITIA-
TIVE

�

COST 25

SEIZE THE INITIA-
TIVE
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Spy: Courier

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Computers, Cool, Coordination, Deception, Knowledge (Warfare), Perception, Skulduggery, Stealth

Additional Carreer Skills: Athletics, Deception, Streetwise, and Vigilance

INDISTINGUISH-
ABLE

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

�

COST 5

INDISTINGUISH-
ABLE

SHORTCUT

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

�

COST 5

SHORTCUT WELL-TRAVELED

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

�

COST 5

WELL-TRAVELED PILOT TRAINING

Piloting (Planetary) and Pi-
loting (Space) become ca-
reer skills.

�

COST 5

PILOT TRAINING

HIDDEN STORAGE

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage

�

COST 10

HIDDEN STORAGE SWIFT

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

�

COST 10

SWIFT SECOND WIND

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

�

COST 10

SECOND WIND GRIT

Gain +1 strain threshold.

�

COST 10

GRIT

GRIT

Gain +1 strain threshold.

�

COST 15

GRIT INDISTINGUISH-
ABLE

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

�

COST 15

INDISTINGUISH-
ABLE

FREERUNNING

Suffer 1 strain when making
a Move maneuver to move
to any location within short
range.

�

COST 15

FREERUNNING SHORTCUT

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

�

COST 15

SHORTCUT

IMPROVED HID-
DEN STORAGE

The character may use Hid-
den Storage to store an
item within his own suitably
modified body.

�

COST 20

IMPROVED HID-
DEN STORAGE

HIDDEN STORAGE

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage

�

COST 20

HIDDEN STORAGE IMPROVED INDIS-
TINGUISHABLE

The character may extend
the effects of Indistinguish-
able to a number of allies
within short range equal to
ranks in Deception.

�

COST 20

IMPROVED INDIS-
TINGUISHABLE

SECOND WIND

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

�

COST 20

SECOND WIND

INCITE DISTRAC-
TION

While in a crowd, may per-
form the Incite Distraction
action to make an Aver-
age (��) Deception check.
If successful, enemies treat
the area as difficult terrain.
The character may spend
� to make the location im-
passable terrain to them in-
stead.

�

COST 25

INCITE DISTRAC-
TION

DEDICATION

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

�

COST 25

DEDICATION LOSE THEM

When being followed or
chased, the character may
perform the Lose Them
action and make a Hard
(���) Stealth check. If
successful, add �� to
checks to follow him for the
remainder of the encounter
and may spend � to indi-
cate his pursuers have lost
him completely.

�

COST 25

LOSE THEM NATURAL ATH-
LETE

Once per session, may
reroll any 1 Coordination
or Athletics check.

�

COST 25

NATURAL ATH-
LETE
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Spy: Infiltrator

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Computers, Cool, Coordination, Deception, Knowledge (Warfare), Perception, Skulduggery, Stealth

Additional Carreer Skills: Deception, Melee, Skulduggery, Streetwise

GRIT

Gain +1 strain threshold.

�

COST 5

GRIT 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 FRENZIED ATTACK

When making a Melee or
Brawl check, suffer a num-
ber of strain to upgrade the
attack an equal number of
times. The strain suffered
may not exceed ranks in
Frenzied Attack

�

COST 5

FRENZIED ATTACK 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

STUNNING BLOW

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

�

COST 10

STUNNING BLOW GRIT

Gain +1 strain threshold.

�

COST 10

GRIT 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 JUMP UP

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

�

COST 10

JUMP UP

KNOCKDOWN

After hitting with a melee
attack, may spend � to
knock the target prone.

�

COST 15

KNOCKDOWN FRENZIED ATTACK

When making a Melee or
Brawl check, suffer a num-
ber of strain to upgrade the
attack an equal number of
times. The strain suffered
may not exceed ranks in
Frenzied Attack

�

COST 15

FRENZIED ATTACK GRIT

Gain +1 strain threshold.

�

COST 15

GRIT 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 15

DODGE

NATURAL
BRAWLER

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

�

COST 20

NATURAL
BRAWLER

TOUGHENED

Gain +2 wound threshold.

�

COST 20

TOUGHENED 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

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

DEFENSIVE
STANCE

DEDICATION

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

�

COST 25

DEDICATION CLEVER SOLU-
TION

Once per session, make
one skill check using Cun-
ning rather than the charac-
teristic linked to that skill

�

COST 25

CLEVER SOLU-
TION

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

NATURAL BLADE-
MASTER

Once per session, may
reroll any 1 Skulduggery or
Stealth check.

�

COST 25

NATURAL BLADE-
MASTER

Age of Rebellion p. 97



Spy: Interrogator

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Computers, Cool, Coordination, Deception, Knowledge (Warfare), Perception, Skulduggery, Stealth

Additional Carreer Skills: Charm, Coercion, Medicine, Perception

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 GRIT

Gain +1 strain threshold.

�

COST 5

GRIT SURGEON

When making a Medicine
check to help a charac-
ter heal wounds, the target
heals 1 additional wound
per rank of surgeon.

�

COST 5

SURGEON NOBODY'S FOOL

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

�

COST 5

NOBODY'S FOOL

BAD COP

May spend�� from a De-
ception or Coercion check
to upgrade ability of a sin-
gle ally’s subsequent social
interaction check against
the target a number of
times equal to ranks in Bad
Cop.

�

COST 10

BAD COP GRIT

Gain +1 strain threshold.

�

COST 10

GRIT SURGEON

When making a Medicine
check to help a charac-
ter heal wounds, the target
heals 1 additional wound
per rank of surgeon.

�

COST 10

SURGEON 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 10

GOOD COP

RESIST QUES-
TIONING

When targeted by an op-
posed social skill check,
the character may suffer
2 strain to add � to the
check. If the check fails, the
character may spend � to
indicate they have provided
false information.

�

COST 15

RESIST QUES-
TIONING

BAD COP

May spend�� from a De-
ception or Coercion check
to upgrade ability of a sin-
gle ally’s subsequent social
interaction check against
the target a number of
times equal to ranks in Bad
Cop.

�

COST 15

BAD COP NOBODY'S FOOL

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

�

COST 15

NOBODY'S FOOL KNOW THEIR
WEAKNESS

Once per session, may per-
form the Know Their Weak-
ness action and choose one
target within short range;
make a Hard (���) Per-
ception check to down-
grade the difficulty of social
skill checks against target
once per rank of Know Their
Weakness until the end of
the session.

�

COST 15

KNOW THEIR
WEAKNESS

IMPROVED RE-
SIST QUESTION-
ING

When one ally within short
range is targeted by an op-
posed social skill check, the
character may perform Re-
sist Questioning to affect
this check instead. If the
check fails, may spend �
to indicate the ally provided
false information to foe.

�

COST 20

IMPROVED RE-
SIST QUESTION-
ING

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

INTIMIDATING KNOW THEIR
WEAKNESS

Once per session, may per-
form the Know Their Weak-
ness action and choose one
target within short range;
make a Hard (���) Per-
ception check to down-
grade the difficulty of social
skill checks against target
once per rank of Know Their
Weakness until the end of
the session.

�

COST 20

KNOW THEIR
WEAKNESS

IMPROVED KNOW
THEIR WEAKNESS

The character may extend
the effect of Know Their
Weakness to a number of
enemies within short range
equal to his Presence.

�

COST 20

IMPROVED KNOW
THEIR WEAKNESS

PRESSURE POINT

Whenmaking a Brawl check
against an opponent, in-
stead of dealing damage,
may deal equivalent strain
plus additional strain equal
to ranks ofMedicine (this ig-
nores soak).

�

COST 25

PRESSURE POINT EXHAUSTIVE
QUESTIONING

Whenever character makes
a successful social skill
check against a captured
enemy within short range,
may reduce that enemy’s
strain threshold by 2
for the remainder of the
session and can spend �
to inflict 1 strain.

�

COST 25

EXHAUSTIVE
QUESTIONING

MADE YOU TALK

Once per session, may
make an opposed social
skill check against a
captured enemy character
within short range and
add � for every 2 strain
inflicted on the target that
encounter. If successful,
the PCs gain a bonus based
on the enemy NPC type.

�

COST 25

MADE YOU TALK DEDICATION

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

�

COST 25

DEDICATION
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Spy: Scout

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Computers, Cool, Coordination, Deception, Knowledge (Warfare), Perception, Skulduggery, Stealth

Additional Carreer Skills: Athletics, Medicine, Piloting (Planetary), Survival

RAPID RECOVERY

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

�

COST 5

RAPID RECOVERY STALKER

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

�

COST 5

STALKER GRIT

Gain +1 strain threshold.

�

COST 5

GRIT SHORTCUT

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

�

COST 5

SHORTCUT

FORAGER

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

�

COST 10

FORAGER 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 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 10

LET'S RIDE DISORIENT

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

�

COST 10

DISORIENT

RAPID RECOVERY

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

�

COST 15

RAPID RECOVERY NATURAL
HUNTER

Once per session, may
reroll any 1 Perception or
Vigilance check.

�

COST 15

NATURAL
HUNTER

FAMILIAR SUNS

Once per session, may
perform a Familiar Suns
maneuver; make a Hard
(���) Knowledge (Outer
Rim) or (Core Worlds) check
to reveal the current type
of plan environment and
other useful information

�

COST 15

FAMILIAR SUNS SHORTCUT

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

�

COST 15

SHORTCUT

GRIT

Gain +1 strain threshold.

�

COST 20

GRIT HEIGHTENED
AWARENESS

Allies within short range
add�to Perception or Vigi-
lance checks. Engaged add
��.

�

COST 20

HEIGHTENED
AWARENESS

TOUGHENED

Gain +2 wound threshold.

�

COST 20

TOUGHENED QUICK STRIKE

Add � per rank of Quick
Strike to combat checks
against targets that have
not acted yet this en-
counter

�

COST 20

QUICK STRIKE

UTILITY BELT

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

�

COST 25

UTILITY BELT DEDICATION

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

�

COST 25

DEDICATION STALKER

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

�

COST 25

STALKER DISORIENT

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

�

COST 25

DISORIENT
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Spy: Sleeper Agent

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Computers, Cool, Coordination, Deception, Knowledge (Warfare), Perception, Skulduggery, Stealth

Additional Carreer Skills: Charm, Cool, Discipline, Knowledge (Education)

CODEBREAKER

Remove � 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 5

CODEBREAKER GRIT

Gain +1 strain threshold.

�

COST 5

GRIT CUNNING PER-
SONA

The character may suffer
2 strain to make a Charm
check with Cunning instead
of Presence.

�

COST 5

CUNNING PER-
SONA

WELL ROUNDED

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

�

COST 5

WELL ROUNDED

TOUGHENED

Gain +2 wound threshold.

�

COST 10

TOUGHENED BYPASS SECURITY

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

�

COST 10

BYPASS SECURITY CONVINCING DE-
MEANOR

Remove � per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

�

COST 10

CONVINCING DE-
MEANOR

CREATIVE KILLER

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

�

COST 10

CREATIVE KILLER

ANALYZE DATA

Once per session after
capturing enemy data, the
character may perform
the Analyze Data action
to make an Average (��)
Knowledge (Warfare)
check. Once during the
remainder of the session
he may then add � equal
to ranks in Knowledge
(Warfare) to one check
related to that data.

�

COST 15

ANALYZE DATA CODEBREAKER

Remove � 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 15

CODEBREAKER GRIT

Gain +1 strain threshold.

�

COST 15

GRIT CONVINCING DE-
MEANOR

Remove � per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

�

COST 15

CONVINCING DE-
MEANOR

GRIT

Gain +1 strain threshold.

�

COST 20

GRIT 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 DURABLE

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

�

COST 20

DURABLE A STEP AHEAD

Once per session, the char-
acter may suffer 2 strain in
order to count his Cunning
as one higher than normal
for the remainder of the en-
counter.

�

COST 20

A STEP AHEAD

DEDICATION

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

�

COST 25

DEDICATION INSIDE PERSON

Once per session the char-
acter may spend a Destiny
Point to establish he has
been undercover in an iden-
tified enemy base or large
vehicle. For the remainder
of the session, add auto-
matic �� to checks he or
his allies make that are as-
sociated with that location.

�

COST 25

INSIDE PERSON NATURAL
CHARMER

Once per session may re-
roll any 1 Charm or Decep-
tion check.

�

COST 25

NATURAL
CHARMER

INSIDE KNOWL-
EDGE

Once per session while in
an enemy facility or ves-
sel, may perform the Inside
Knowledge action; make a
Hard (���) Skulduggery
check. Character may then
find a single personal scale
item with a rarity no greater
than Cunning plus 2 previ-
ously stashed here, or gain
a narrative benefit.

�

COST 25

INSIDE KNOWL-
EDGE
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Spy: Slicer

FORCE TALENT

PASSIVE

ACTIVE
Career Skills: Computers, Cool, Coordination, Deception, Knowledge (Warfare), Perception, Skulduggery, Stealth

Additional Carreer Skills: Computers, Knowledge (Education), Knowledge (Underworld), Stealth

CODEBREAKER

Remove � 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 5

CODEBREAKER GRIT

Gain +1 strain threshold.

�

COST 5

GRIT TECHNICAL APTI-
TUDE

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

�

COST 5

TECHNICAL APTI-
TUDE

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

DEFENSIVE SLIC-
ING

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

�

COST 10

DEFENSIVE SLIC-
ING

TECHNICAL APTI-
TUDE

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

�

COST 10

TECHNICAL APTI-
TUDE

GRIT

Gain +1 strain threshold.

�

COST 10

GRIT BYPASS SECURITY

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

�

COST 10

BYPASS SECURITY

NATURAL PRO-
GRAMMER

Once per session, may
reroll any 1 Computers or
Astrogation check.

�

COST 15

NATURAL PRO-
GRAMMER

BYPASS SECURITY

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

�

COST 15

BYPASS SECURITY DEFENSIVE SLIC-
ING

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

�

COST 15

DEFENSIVE SLIC-
ING

GRIT

Gain +1 strain threshold.

�

COST 15

GRIT

DEFENSIVE SLIC-
ING

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

�

COST 20

DEFENSIVE SLIC-
ING

IMPROVED DE-
FENSIVE SLICING

Defensive Slicing now
upgrades opponents’
difficulty once per rank
of Defensive Slicing; this
replaces the usual benefits

�

COST 20

IMPROVED DE-
FENSIVE SLICING

CODEBREAKER

Remove � 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

CODEBREAKER RESOLVE

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

�

COST 20

RESOLVE

SKILLED SLICER

When making a Comput-
ers check may spend �
to make further Computers
checks within this system as
maneuvers.

�

COST 25

SKILLED SLICER MASTER SLICER

Once per round, may take
aMaster Slicer incidental to
suffer 2 strain and decrease
difficulty of Computers or
other slicing checks by 1, to
a minimum of Easy (�)

�

COST 25

MASTER SLICER MENTAL
FORTRESS

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

�

COST 25

MENTAL
FORTRESS

DEDICATION

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

�

COST 25

DEDICATION
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Undefined talents (62)
(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
(calm commander) - Lead by Example p. 29
(commanding presence - improved) - Lead by Example p. 29
(master instructor) - Lead by Example p. 31
(natural instructor) - Lead by Example p. 31
(that's how it's done) - Lead by Example p. 31
(ready for anything) - Lead by Example p. 33
(well read) - Lead by Example p. 33
(master strategist) - Lead by Example p. 33
(ready for anything - improved) - Lead by Example p. 33
(design flaw) - Fully Operational p. 25
(combat programming) - Fully Operational p. 25
(repair patch specialization) - Fully Operational p. 25
(machine mender) - Fully Operational p. 25
(desperate repairs) - Fully Operational p. 25
(reroute processors) - Fully Operational p. 25
(construction specialist) - Fully Operational p. 27
(improvised defenses) - Fully Operational p. 27
(improvised detonation) - Fully Operational p. 27
(weak foundation) - Fully Operational p. 27
(improvised position) - Fully Operational p. 27
(master demolitionist) - Fully Operational p. 27
(dockyard expertise) - Fully Operational p. 29
(eye for detail) - Fully Operational p. 29
(creative design) - Fully Operational p. 29
(smart handling) - Fully Operational p. 29
(push the specs) - Fully Operational p. 29
(burly) - Forged in Battle p. 29
(spare Clip) - Forged in Battle p. 29
(side Step) - Forged in Battle p. 29
(heroic Fortitude) - Forged in Battle p. 29
(rain of Death) - Forged in Battle p. 29
(heroic Resilience) - Forged in Battle p. 29
(heavy hitter) - Forged in Battle p. 29
(cunning snare) - Forged in Battle p. 31



(blind spot) - Forged in Battle p. 31
(one with nature) - Forged in Battle p. 31
(ambush) - Forged in Battle p. 31
(moving target) - Forged in Battle p. 33
(body guard - supreme) - Forged in Battle p. 33
(seize the initiative) - Forged in Battle p. 33


