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Foreword s T B
For me, it was love before first sight, : .
and for that 1 feel blessed. | came to
Star Wars in 1977 with only my own
expectations, not some overfed media
hype machine that seems to accom-
pany so many flash-in-the-pan movies
these days. I had devoured classic
science fiction novels growing up, and
was a fan of movie serials when they
entertained me after school on my
folks' small-screen TV,

But Star Wars! That's always been
something else. As a business journal-
ist in Los Angeles, | had picked up
some early rumblings about the film.
There were a few mentions in the
Hollywood trades and in a new
science fiction magazine named
Starlog. What really did it for me—
and what became the first in a barn
full of treasured Star Wars memora-
hilia—=was a brachure sent to
exhibitors to entice them to rent the
film for their theaters.

Wow! If the movie was anything
like the huge color photos in this

mythology—tenets that date back to
before recorded history, There were
few heroes in the late "70s, after
Vietnam and Watergate, Movies had
gotten dark, the lines between good
and evil blurred. Then along came a
film that, subtly, tied into mythologi-
cal archetypes and spread through
worldwide culture. That, and it had
really cool special effects!

The fact that George Lucas's epic
space fantasy is still going strong after
26 years says something about the
filmmaker, the films, and the audience.
I'he saga is so ingrained in the world-
wide popular culture that writers and
artists feel secure using dialogue as
punch lines without further explana-
tion. Star Wars helps give many of us
a shared identity and a sense of
community. 1t's the dialogue, the

oversized 28-page booklet, accompa-
nied by a description of the ilm and
its main characters, | couldn’t wait to
see it. Then, three weeks before the
general opening on May 25, 1977, 1
attended a press screening on the
backlot at Twentieth Century Fox.
From the moment the Star Destroyer
passed overhead and kept going and
going, | had a new passion in life.

What hooked me personally was
another scene without words. Luke
Skywalker gets up from his aunt and
uncle's dinner table in frustration,
desperately wanting to leave this
dusty, barren planet—and the road-
block to his future that it represents.
He walks up a small hill and casts his
eyes toward the horizon to watch the
twin suns of Tatooine set as some of
John Williams's most plaintive music
swells in the background. | could taste
Luke's yearning, his need to leave
home and establish himself as his own
person. | so related to that. For Luke,
the hera’s journey was about to begin.
| was already on my journey . .. and
at that point, 1 didn’t know how either
was going to end.

The hero's journey? It was that, and
much more, as George Lucas deliber-
ately set out to create a new mythos
using many of the tenets of classic

characters, their relationships, the
visual effects, the music=Yes, it's all
Saturday matinee, but it's the best
Saturday matinee imaginable.

Star Wars has captured the hearts
and imaginations of millions of people
worldwide in large part because the
saga celebrates heroism and the limit-
less potential of the individual, It
engages us. It excites us. It inspires us.
And most of all, it's fun. It's fun to
watch, fun to collect the merchandise,
fun to read the books and comics, and
fun to play the games, like the incred-
ibly inventive one you hold in your
hands, For an entire generation, Star
Wars has been a defining cinematic
moment, inspiring countless young
men and women into pursuing
creative careers of all types.

The popularity of Star Wars is
growing. The original Star Wars
generation—those of us who grew up
with these films on the brain—seems
to have passed on a Star Wars gene
o subsequent generations, (The
advent of movies on videocassette
didn’t hurt much, either.)

It can’t just be nostalgia that draws
people to the saga. After all these
years Star Wars is still cool. Whether
it's Han Solo with his Elvis grin, Darth
Vader's sharp but ominous black
outfit, the craftily worn look of the
spaceships, the eye-popping battles, of
the lightsaber swordplay, Star Wars
still feels hip. There's a timeless
clement about the look of the films
and the emotions they provoke that
other films just don’t seem to have.

If you've been a part of Star Wars
fandom for a while, or returned to it
with the Special Editions or the star
of the Prequel films, then you know
what a wonderful voyage it has been.
But if you've picked up this book asa
relative “newbie,” | wanl to welcome
you as you proceed on your own path
of discovery, your own “hero’s jour-
ney,” What a joyride you're in for!

Stephen J. Sansweet
October 14, 2001




Designer's
Preface

Welcome 1o the newest edition of the
Star Wars Roleplaying Game. For me,
this is like coming full circle. | say this
because, in general terms, 've always
been a huge Star Wars fan—1 saw the
movie 38 times during the summer of
1977, including the very first showing.
In specific terms, most of my career
has been tied to the Star Wars fran-
chise. It all started a long time ago, in
a city far, far away (from where I'm
writing this). . . .

| began my career in the hobby
game industry in 1986 at a company
called West End Games. At the time,

the company was maostly known for its

military simulation games, and was

Just starting to dabble in roleplaying

games. Near the end of 1987, as part
of the tenth anniversary of the release
of the original Srar Wars movie, West
End Games published Star Wars: The
Roleplaving Game. | was a member of
the design team, serving as an editor
and developer for the RPG., Right after
that, | was drafted to codesign the
Star Wars Sourcebook, and then | was
promoted to Star Wars Line Director.

During my time with West End
Games, | designed, developed, or
edited almost every Srar Wars RPG
product published between 1987 and
1991, Since then, I've written two
editions of A Guide to the Star Wars
Universe for Del Rey Books and
designed a host of RPG products for
ISR, Inc., and eventually 1 became the
Director of RPG R&D for Wizards of
the Coast, Inc. But throughout that
period, 1 continued to play Star Wars
with my gaming groups and speak at
conventions to promote the Guide and
Star Wars in general,

Late in 1999, Wizards of the Coast
struck a deal for the rights to the RPG.
And so the circle closes. Then | was
but the learner. Now | am the master.
Or something like that.

In 2000, we released our first d20
System version of Star Wars. I'm very
proud of that game and the product
ling that developed in its wake. So
why did we decide to release a revised
rulebook? For a number of reasons. Let
me explain,

The first reason for a revision relates
to the release of Episode 11: Attack of

the Clones. The new movie provides a
whole lot of impetus for releasing a
new edition, Not only does the film
feature some new characters, situa-
tions, aliens, gear, planets, and other
material never seen before that's just
begging to be included in our core
rulebook, but the time is right to re-
launch the RPG to a potentially new
and larger audience.

Our previous edition hit the shelves
in the wake of the huge push for the
new DUNGEONS Bt DrAGONS® game, and
while it wasn’t exactly lost in the shuf-
fle, it didn't receive the attention it
deserved. The excitement generated by
the new film gives us a second oppor-
tunity to launch the RPG with as much
fanfare as we and the collective Star
Wars marketing machine can muster.
In other words, the time was right, and

we were presented with an opportunity
we just had to take advantage of.

The second reason for a revision is
your feedback. We've gathered feed-
back from as many people who bought
and played the previous edition as we
could. Using that data as a base, we
retooled the game system from the
ground up to incorporate everyone’s
suggestions. In many ways, our fans
demanded this revision. We heard what
you had to say, and we responded
enthusiastically to improve the game
and the product.

The third reason—our dedication to
continuous product improvement.
We've reworked the game to update
errata, clarify rules, and make the
game even better than it was. A role-
playing game is a living document that
evolves as it is played. The audience
has as much influence on the way an
RPG develops as the designers who
created it, and the Star Wars RPG is
no exception. We've monitored that
evolution and incorporated the best
parts of it into this new edition.

If you have the previous edition,
yau'll notice that while the basics are
the same, we've gone in and
redesigned many of the specifics.
We've improved the Force skills and
feats. We've redesigned the starship
and vehicles rules. We've polished up
the classes and some of the combat
rules. We've added a slew of new
material, including a new character
class, new prestige classes, and new
species to play. It's more than just a
reprinting of the game you already
have, but at the same time we worked
hard to keep the trappings close
enough so that what you've already
learned still applies.

If this is your first time with our
version of the Star Wars RPG, you're
in for a treat. Everything you need to
play (except dice) is included in this
jam-packed volume. With a group of
friends, this book, and your imagina-
tion, you can create your own adven-
tures in the epic Star Wars tradition.

Now, read on. Have fun. Play a
game of Star Wars for me.

Bill Slavicsek
October 18, 2001
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Introduction

The Star Wars films depict an amazing galaxy of strange
aliens, wondrous machinery, mystical powers, epic struggles,
great heroes, and terrible villains, From the moment the first
Star Destroyer blazed across the screen, the story of Star
Wars captivated the world. With this game, you can re-
create the story of the films or craft your own adventures in
the Star Wars universe. All you need is some dice, a few
friends, and your imagination.

This Is Star Wars

Blasters; X-wing starfighters; lightsabers: clone troopers: the
Force. . ..

Star Wars is space fantasy at its best, full of action,
adventure, and a sense of wonder, The heroes are larger
than life. The villains are utterly evil. The universe has a
lived-in, well-used look and feel to it. It's a Familiar story,
but it’s never been told quite this way before. It has mythic
clements that speak to the heart of the audience, 1t's epic in
scope; everylhing appears on a grand scale. And it’s fun,
Vehicles move very fast. Things blow up. We want to cheer
for the good guys and boo the bad guys. And, sometimes,
we want 1o be a part of that faraway galaxy.

This Is a Roleplaying Game

1t’s a game of your imagination, where you get to tell
stories by taking on rales of the main characters—characters
you create, It's a game that offers a multitude of choices to
those characters—more cholces than even the most sophisti-
cated computer game, because the only limit to what you
can do is what you can imagine. The story is like a movie,
except all of the action takes place in your imagination.
There's no script 1o the movie (other than a rough outline

used by the Gamemaster); you decide what your character
says and does. The Gamemaster is the director and special
effects designer, deciding what the story is about and
taking on the roles of all the other characters—the villains,
the extras, the special guest stars, The Gamemaster also
keeps track of the rules, interprets the outcome of actions,
and describes what happens. Together, players and
Gamemaster create a story, and everybody has a great time.

This Is the Star Wars
Roleplaying Game

Combine the fabulous elements of the Star Wars universe
with the imagination-powered engine of a roleplaying game,
and the faraway galaxy draws nearer. Everything you need is
in this book except the dice, Check out The Basics, starting
on page 8, to get an idea of the fundamentals of the game,

When you're ready, flip through the rest of this book. It
offers a wealth of options, allowing you to play in any Star
Wars era. It lets you play the good quys, the bad guys, or
the guys in between if you want to add a little ambiguity to
an otherwise black-and-white universe.

When you play the Star Wars Roleplaving Game, you
create a unique fictional character that lives in the imagina-
tions of you and your friends. One person in the game, the
Gamemaster (GM), controls the villains and other people
who live in the Star Wars universe. Through your charac-
ters, you and your friends face the dangers and explore the
mysteries that your Gamemaster sets before you.

Anything is possible in the Star Wars Roleplaying
Gante. You can have your character try anything you can
think of. I it sounds good and the dice fall in your favor,
the action succeeds. The Basics section has more details.

Now, get ready. 1t’s a long time ago in a galaxy far, far
away, And the Force is with you. Enjoy!

Characters

Your characters are the stars of the movie, the main charac-
ters in the game. We sometimes refer to them as “heroes,”
not in the "good guy” sense per se, but in the sense of the
main protagonists of the story. Each character's imaginary
life is different. Your character might be . . .

A tough blaster-for-hire,

A Padawan leamer seeking to gain power in the Force.
A brash starfighter pilot.

A gambler looking to make the next big score,

A grizzled spacer making a living on the space lanes,
A smuggler with a heart of gold.

A young senator from a prosperous world.

A Rebel or an Imperial.

A Jedi Knight wielding a lightsaber in defense of the
Republic.

A Force-user flirting with the power offered by the dark
side.

A galactic scout exploring the hyperspace lanes.

A soldier trained for war in the Outer Rim.

A technician who's more comfortable with machines
than with other people,

Or any other kind of character you can imagine,



What You Need to Play
Here's what you need to start playing the Star Wars
Roleplaving Game:

@

This book, which tells you how to create and play
your character.

(n

A copy of the character sheet.

@

A pencil and scratch paper; graph paper might be

useful, too.

@

One or two four-sided dice [d4), four or more six-sided
dice [d6), an eight-sided die (d8), two ten-sided dice (d 10),
a twelve-sided die (d12), and a twenty-sided die (d20).

[

A miniature, an action figure, or something else (o
represent your character in the game.

Players should read the front sections of this book, the parts
dealing with character creation, skills, feats, and equipment.
The rest of the book is for the Gamemaster, providing advice
for running the game, opponents Lo throw at the players’
characters, and a few ideas for adventures.

Dice
The rules abbreviate dice rolls with phrases such as
“4d6+2," which means “four six-sided dice plus 2" (generat-
ing & number between 6 and 26). The first number tells you
how many dice to roll (all of which are added together), the
number after the “d” tells you what type of dice to use, and
any number after that indicates a quantity that is added to
ar subtracted from the result.
Some examples:
3dE: Three six-sided dice, generating a number from 3 to 18.
This is the amount of damage that a blaster pistol deals.

2d8: Two eight-sided dice, generating a number from 2 to
16, This is the amount of damage that a lightsaber deals

in the hands of a Ist-level Jedi.

d%: The "d%" (percentile dice) is a special case. You gener-
ate a number between 1 and 100 by rolling two differ
ent-colored ten-sided dice. One color [designated before
you roll) is the tens digit. The other is the ones digit. A
roll of 8 and 5, for example, gives you a result of 85. A0
and 3 equals 3. Rolling 0 and O represents 100.

The Three Eras of Play

Ihe Star Wars Roleplaying Game supports adventures and
campaigns set in three distinct eras, each described in detail
in this book. You can set your campaign in the time of the
prequel movies, as seen in Episode 11: Attack of the Clones,
Known as the Rise of the Empire era, this is a period when
the Republic's power is waning, war threatens the galaxy,
and the Jedi Council still holds sway over ten thousand
Jedi Knights.

Or, you can go forward in time to the classic period of
galactic civil war and play in the Rebellion era, when the
power of the Empire is supreme and those capable of using
the Force are few and far between. This is the time
described m the original Star Wars hilms.

Or, jump to a time twenty years after the Battle of
Endor and participate in the events surrounding the inva-
sion of the galaxy. Aliens from beyond the edge of known
space have begun an incursion into the New Republic as
forces conspire to threaten the hard-won peace in the era of
The New Jedi Order (as described in the Del Rey Books
novel series).

=
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The Basics

A long time ago in a galaxy far, far away . . .

With this compelling phrase, every Star Wars film thun-
ders onto the screen. These epic movies enthrall us with a
mix of space fantasy, high adventure, and mythology. We
thrill to the adventures of Luke Skywalker and Han Solo,
Qui-Gon Jinn and Obi-Wan Kenobi, Anakin Skywalker and
Padmé Amidala. We imagine ourselves piloting X-wing
starfighters down the Death Star trench or engaging in
fight-to-the-death lightsaber duels with Darth Maul or
Count Dooku.

With the Star Wars Roleplayving Game, you can experi
ence this epic saga in a whole new way. Imagine yourself as
a Jedi in training or a Republic Senator, a brave starfighter
pilot or a powerful Wookiee. Whether you want to be a
player or the Gamemaster, this book is your portal to the

action-packed Star Wars galaxy.

The Galaxy

The Srar Wars galaxy is huge. More than a billion star
systems fall within the known reaches of space, offering
countless opportunities for wonder, mystery, and danger.
Thousands of alien species live in this galaxy, from humble
Jawas to powerful Wookiees. While humans are prevalent
throughout known space, other species can be found every-
where. In this galaxy, the many waorlds share a commaon
history that extends thousands of years into the past. A
galaxywide government (be it Republic or Empire) maintains
law and order thanks to faster-than-light-speed travel
provided by the amazing hyperdrive engine. Because hyper-

space makes the distance between the stars insignificant,

trade, commerce, and culture mix freely in regions as diverse

as the Core and the Outer Rim.

You play the role of a character in this setting. You carry
a blaster or a lightsaber. You fly hyperspeed starfighters. You
regrularly converse with members of a thousand different

(@ USING THIS BOOK

How you use this book depends on the role you plan to play in
your Star Wars campaign.

Gamemasters

If you plan to take on the important role of Gamemaster for a Star
Wars campaign, you should become familiar with this whole book.
Start by reviewing The Basics, then dive into the character creation
chapters (Chapters One through Six) and the Gamemaster section.
You need to decide what era you're going to set your campaign in,
because this will affect the type of characters your players create.

The GM section offers advice and explains the advantages and
disadvantages of the different eras.

Players

If you plan to create a character to run in a Star Wars campaign,
start with The Basics (beginning on this page). This section goes
over the fundamentals of the game and explains the different activ-
ities that characters can perform. For details on making a charac-
ter, see Chapters One through Six. <

species. You have access to a dependable landspeeder or @
helpful astromech droid. You might even be able to call
upon the mystic power of the Force.

The galaxy isn't all aliens and technology, however. Peril
constantly endangers the galaxy, and only you can save it.
You must battle evil Sith Lords, struggle against tyrannical
Imperial forces, or vanquish invaders from other regions of
space. You can depend on your own skills and abilities, your
friends and allies, and a good ship to aid you. Hopefully,
those things will be enough.

Listen! Do you hear that? 1t's the sound of a thousand
terrible things heading your way. But don't worry, you can
handle it.

And remember, the Force will be with you.

Always.

The Core Mechanic

The Star Wars Roleplaving Game uses a core mechanic to
resolve all actions. This central game rule keeps play fast
and intuitive. Whenever you want to atiempt an action
that has some chance of failure, you roll a twenty-sided die
[or “d20"). To determine whether your character succeeds
at a task (such as an attack, the use of a skill or ability, or
an attempt to save yvour character from harm), you do this:

Roll a d20.
Add any relevant modifiers.,

Q@ @ Q@

Compare the result to a target number,

If the result equals or exceeds the target number (set by the
GM or given in the rules), your character succeeds al the task
al hand. If the result is lower than the target number, you fail.

The Gamemaster

When you play the Star Wars Roleplaving Game, you're
participating in an interactive story. Flavers take on the roles
of unique characters, called heroes. One player serves as the
Gamemaster, a combination director, narrator, and referee,
The GM describes situations, asks the players what their
characters want to do, and resolves these actions according
to the rules of the game. The GM sets each scene, keeps the
story moving, and takes on the roles of the opponents and
other characters that the players’ heroes encounter in each
adventure. If you're the GM, you should read through all
sections of this book; you don't need to memorize it, but
you do need to have an idea of where to find things once
play begins.

Heroes

If you're a player, you take the role of a hero—one of the
“stars” of the Star Wars saga that you, the other players,
and the GM all help to develop. You create your character
with the help of the game rules that follow, according to
your own vision for the type of hero you want to play. As
your character participates in adventures, he or she gains
experience points (XP] that help him ar her improve and

become more powerful.




Species

Each character belongs to a specific species. The Star Wars
galaxy offers a wide selection of species to choose from.
Chapter Two describes these species in detail. You can
choose from Human, Bothan, Cerean, Duros, Ewok,
Gamorrean, Gungan, Ithorian, Kel Dor, Mon Calamari,
Quarren, Rodian, Sullustan, Trandoshan, Twi'lek, Wookiee,
and Zabrak,

Class
A class represents a way of life embraced by a character. It
serves as @ starting point to help you defme your hero, a
hook on which you can hang the character's personality,
skills, and other traits, Think of a class as a profession. You
can build upon that profession as your hero improves, or you
can branch out into a different class if it better suits how you
want the character to develop.

The classes are described in Chapter Three. You can choose
from fringer, noble, scoundrel, scout, soldier, tech specialist,
Force adept, Jedi consular, and Jedi guardian.

Level

Level measures a character’s advancement and relative
amount of power. A 1st-level character, for example, isn’t as
powerful as a Sth-level character,

Characters generally begin play at 1st level and attain addi-
tional levels as they complete adventures. Attaining a new
level provides a character with improvements to important
statistics, such as base attack bonuses, number of attacks,
saving throws, bonuses to Defense, and vitality points.

Abilities

Every character has six abilities that represent the character’s
hasic strengths and weaknesses. These abilities—Strength,
Dexterity, Constitution, Intelligence, Wisdom, and Charisma—
affect everything a hero does, fram fighting to using skills.

A score of 10 or 11 in an ability is average. Higher scores
give a character bonuses, and lower scores give penalties,
When you create your character, you'll want to put your
higher scores into the abilities most closely associated with
your character’s class.

Vitality and Wound Points

Each character can withstand a certain amount of damage
before hecoming fatigued, getting knocked unconscious, or
dying. This ability to take damage and keep on functioning
is represented by the character's vitality and wound points.

Vitality points represent the character’s ability to tum
deadly attacks into glancing blows and near misses. Only
some characters (including all heroes) have vitality points.
When a character suffers damage, his vitality points are
reduced first. This represents a loss of energy as rolling
with the punches wears down the character, but it doesn’t
cause actual physical damage. When a character’s vitality
points are depleted, further damage reduces the charac-
ter's wound paints.

Wound points represent how much physical damage a
character can suffer before dying. Damage reduces wound

points only after a character has exhausted his vitality
points or when the character is struck by a critical hit.

A character's class and level determine his number of
vitality points, and that number increases with each level
gained. A character’'s wound paoints are equal to his
Constitution score. They do not increase with level advance-
ment unless specified by a class feature or a feat.

Skills and Feats

Skills represent how well a character does at dramatic tasks
other than combat. All characters are assumed to have a
wide selection of average skills; the game only measures
the skills in which a character has better than average abil-
ity and so can use these skills to attempt tasks in dramatic
situations.

Skills are measured in ranks, which represent how much
training a characler has applied to a specific skill. Each rank
adds +1 to checks (rolls) you make to use a skill. See the
class descriptions in Chapter Three for the skills that are
associated with each class. All skill descriptions can be
found in Chapter Four.

Feats are special features that provide a character with
new capabilities or improvements. All characters start with
at least ane feat, though certain classes and species provide
additional feats. See Chapter Five for a list of available feats,

Game Play
This overview gives you enough of the hasics to get a feel
for how this roleplaying game works. The chapters that
follow take these basic concepts and expand upon them.
Important! You don’t have to memorize the contents of
this book to play the game. it's a game, not homework.
Once you understand the basics, start playing! Use this book
as a reference during play. The table of contents and index
should help you find a specific topic easily. When in doubt,
stick to the basics, keep playing, and have fun. You can
always look up an obscure rule after your game session
ends, bul remember that you don’t have to sweat the details
in the middle of play.

Rolling Dice

We've already explained the basic rule that forms the foun-
dation of the game—roll a d20, add a medifier, and try to
get a result that's equal to or greater than the target
number. Whenever your character tries to accomplish some-
thing significant, the GM asks you to roll a d20.

Impartant! Not every action requires a die roll. Roll dice
in combat and other dramatic situations when the success
of an action is in doubt.

The d20 is used to determine results in combat and when
making skill checks, ability checks, and saving throws, In
other words, the d20 determines whether or not you
succeed at an action.

The other dice (d4, d6, d8, d10, and d12) are used to
determine what happens after you succeed. Usually, the
other dice come into play after making a successful attack
roll to determine how much damage the attack deals to
the target.
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A Game Session

In the Star Wars Roleplaving Game, the Gamemaster and
players gel together to tell a story through the play of the
game. We call these group-created stories “adventures.” A
Star Wars adventure leatures plenty of action, lots of
opportunities for combat, cool villains, epic plots, and a
sense of wonder and grandeur.

Typically, the game consists of adventures that resemble
episodes in the movic saga. One adventure might play out
in a single game session; another might streteh across
several evenings of play. A session can last as long as you're
comfortable playing, from as short as one hour to as long
as a twelve-hour marathon, Most groups get together and
play for two to four hours at a time. The game can be
stopped at any time and restarted when the players get
back together.

Each adventure consists of interrelated scenes. A scene
might feature some kind of challenge or roleplaying
encounter, or it could revolve around combat. When there's
no combat going on, play is much more casual, The GM
describes the scene and asks the players what their charac-
ters do. When combat breaks out, game play becomes more
structured, and the action take place in rounds.

What Characters Can Do

A character can try to do anything you can imagine, just so
long as it fits the scene the GM describes. Depending on the
situation, your character might want to:
@ Listen at a door
@ Use a computer terminal
@ Explore a location
Converse with an alien
Bargain with a merchant
Intimidate a thug
Talk to an ally
Filot a vehicle
Search for a clue
Bluff an official
Repair an item
Swing acrass a turbolift shafl
Move
Duck behind a bulkhead
Attack an opponent
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Characters accomplish things by making skill checks, ability
checks, or attack rolls. While the rules for making these rolls
follow the core mechanic, each type of rall is used for a
slightly different purpose.

Skill Checks

To make a skill check, roll a d20 and add your character’s
skill modifier for that particular skill. Compare the result to
the Difficulty Class {DC) for the task at hand. The DC may
be determined by the skill's deseription, set by the GM, or
established by another character’s check result,

Unopposed Checks: An unopposed skill check's success
depends only on your character's action.

Far example, climbing a chain to get out of a repulsorlift
repair pit depends only on your character's skill and luck,

so the Climb check is compared to a target number
provided by the skill's description or set by the Game-
master. If your result is equal to or higher than the DC, the
attempt succeeds,

Opposed Checks: An opposed check occurs when
another character actively attempts to prevent your charac-
ter from succeeding at a given task,

The DC for an opposed check is the check result of the
character opposing your action. The opponent’s check
might be made using the same skill you are using or a
different skill, as defined in the description of the skill you
are using. The character with the higher result succeeds at
the action being performed, while the character with the
lower result fails. In the case of a tie, roll the checks again
until one character achieves a higher result than the other,

For example, if your character tries to hide from an
appanent, your Hide check is opposed by the opponent’s
Spot check. If your result is higher, your character success-
fully hides, and your opponent fails to spot him. If your
result is lower, your opponent spots you, and your attempt
to hide fails.

Ability Checks

Ability checks are used when a character doesn’t have any
ranks in a particular skill and tries to use that skill
untrained. Note that some skills can’t be used untrained.

For example, if your character wants to bluff a couple of
Imperial officers but doesn’t have any ranks in the Bluff
skill, the GM calls for a Charisma check [Charisma is the
ability associated with the BlufT skill).

Ability checks are also used to determine success when no
skill applies. Trying to move a heavy cargo container, for
example, requires a Strength check.

To make an ability check, roll a d20 and add your charac-
ter’s modifier for the appropriate ability. I the result is equal
to or greater than the DC of the task, the check succeeds.

Attack Rolls

To attack an opponent, roll a d20 and add your character's
attack bonus. IT the result equals or exceeds the opponent’s
Defense, the attack succeeds,

0On a successful attack, vou roll to determine how much
damage your attack deals to the opponent. Roll the fype of
dice indicated for the weapon used and add any modifiers
that apply.

For example, if your character uses a blaster, a successful
attack deals 3d6 points of damage to the opponent. If your
character uses a lightsaber, a successful attack deals 2d8
points of damage plus your Strength bonus,

Damage reduces vitality points first, When all of a charac-
ter's vitality points are gone, any additional damage reduces
wound points.

A critical hit (a potent result on an attack) bypasses any
vitality points a character might possess and strikes
directly at that character’s wound points. An attack may
cause a critical hit if the attack roll is a natural 20 (or, for
certain weapons, 8 19 or a 20). That result represents the
threat of a critical hit. Then the attacker makes a second
attack roll to confirm the critical hit. If this second attack
roll succeeds, then the critical hit is confirmed and damage




is applied to the target's wound points. See Chapters Seven
and Eight for more details.

Important! There are two types of attacks in the game. A
ranged attack uses a weapon that attacks opponents at a
distance, such as a blaster or a bowcaster, A melee attack
uses a weapon that attacks opponents in close quarters,
such as a lightsaber, vibroblade, or your own fists. Your
character may have a different attack bonus for each type
of attack,

The Combat Round

Maost of the time, game play is relaxed and casual. The GM
sels the scene, and players take turns describing what their
characters are doing. When the situation calls for it, the GM
has the players make die rolls (skill checks or ability checks)
1o determine the results of their characters’ actions. But
when a scene involves combat or the imminent threat of
combat, a structured sequence of combat rounds is used to
govern play.

In a combat round, each character gets to do something.
A round represents 6 seconds in the game world, regardless
of how long it takes the players to complete the round.

At the start of a battle, each player makes an initiative
check for his or her character, and the Gamemaster makes
initiative checks for the opponents, The character with the
highest result acts fust, followed by the other characters in
order (from highest resuli to lowest result). This order of
play is used in every round until the battle ends. When your
turn in the order comes up, you perform all the actions you
are entitled to in the current round.

There are four types of actions: attack actions, move
actions, full-round actions, and free actions. In a round, you
can do one of the following things (but see Chapter Eight
for additional information):

@ Attack and move

@ Move and attack

@ Move and move again

@ Perform a full-round action

Attack Actions

An attack action lets you do something. You can make an
attack, use a skill or a feat [except those skills and feats that
require a full-round action), or perform an equivalent

actlon. You can perform an attack action and a move
action, in either order, in a combat round.

Move Actions

A move action lets you move your speed in a round or
perform an equivalent action. Equivalent actions include
climbing, drawing or loading a weapon, opening a door, and
picking up an item. You can move and attack, in either order,

in a round. Or you can perform two move actions in a round,
using a second move action in place of an attack action.

Full-Round Actions

A full-round action consumes all of your effort in a round.
Attacking more than once (if you are of sufficient level to
do so) or using a skill or feat that requires a full round to
accomplish is considered a full-round action.

Free Actions

Free actions consume almost no time or effort, Over the
span of a round, the impact of these types of actions is so
minor that they are considered to be free. Speaking to an
ally or opponent, dropping an item, or activating an item
are examples of free actions. You can perform a free action
in addition to performing other actions in a round, though
the Gamemaster can place limits on how much you can
reasonably do far free in a given round.

Reactions

Some skill checks are instant reactions to specific events,
The GM tells you when a reaction check is appropriate,
depending on the situation. A reaction takes no time and is
not considered to be an action.

Force Points

Every character starts play with | Force Point. Force Points
represent a character’s knack for using the Force to aid her
actions. Characters who don't believe in the Force call this
luck, but those with a more powerful connection to the
Force understand how the Farce provides assistance.

In game terms, a Force Point provides bonus dice to all
task-resolution die rolls (d20 rolls) for an entire round,
including attack rolls, skill checks, ahility checks, and saving
throws. You can decide to spend a Force Poinl either before
or after you make the roll, but befare the GM tells you the
result of your action.

At 1Ist level, a character spends a Force Point to add 1d6
to all d20 rolls for the entire round.

What's Next?

If you're new to roleplaying games, you might be wonder-
ing how to proceed. After you've read over these basics to
get an understanding of the game, check out the example
of play on the next page. It provides some insight into how
a roleplaying game session plays out. Then review the first
few chapters of the book. When you're ready, use the
Character Creation overview (page 14) and a copy of the
character sheet from the back of the book to create a char-
acter. When you, your Gamemaster, and the other players
are ready, start playing!

“| WANT JO LEARN e (81— g [ |
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Playing Star Wars

The Srr.-X«ch Em}, is huge. More than a billion stay
systems fall within the known reaches of space, offering
countless apportunities for wonder, mystery, and danger.
Thousands of alien species live in this galaxy, from humble
Jawas to powerful Wookiees. While humans are prevalent
throughout known space, other species can be found every-
where. In this galaxy, the many worlds share a common
history that extends thousands of years into the past. A
galaxywide government [be it Republic or Empire) maintains
law and order thanks to faster-than-light-speed travel
provided by the amazing hyperdrive engine. Because hyper-
space travel makes the distance between the stars insignifi-
cant, trade, commerce, and culture mix freely in regions as
diverse as the Core and the Outer Rim,

The Star Wars Roleplaying Game lets you explore this
imaginary galaxy. All you need is this book, some dice, a
few willing friends, and your imagination, The game works
best with a group of five, one GM and four players. It can
be played with as few as two participants (one GM and one
player] or as many as seven,

This game lets you participate in the ultimate interactive
story, a story in which you get to determine what happens
next by the actions you take. There's no hoard, no joystick,
no keyboard. You might use action figures or miniatures to
help visualize some dramatic scenes, but otherwise the
action takes place in the imaginations of the participants.

Setup

After you've created a hero, get together with the rest of
your gaming group for your first adventure, Prior to this,
the GM has developed a storyline for the adventure. She
might buy a complete; ready-to-play adventure or grab one
out of Star Wars Gamer magazine. Or the GM might
develop one using the guidelines in Chapter Twelve. Once
the GM becomes comfortable with all the rules, she can
even get away with simply describing a starting scenario
and using archetypes straight out of Chapter Fourteen:
Allies and Opponents.

Pick an evening or a weekend afternoon or some other
convenient time when you and your friends can spend a few
hours playing the Star Wars Roleplaving Game. Decide on
how much time you want to spend playing. (Two to four
hours is a good length for a game session.)

Where should you play the game? Anywhere that’s
comfortable. The place should have a flat surface to roll
dice on, such as a kitchen table. The GM sits so that the
other players can’t look over her shoulder or peek at her
adventure notes, She needs enough room to spread out the
rulebook and any other materials she might have for the
game session, including other Star Wars books, a pad of
paper, a pencil or pen, dice, and her adventure notes.

The other players need places to sit, room for their dice
and character sheets, scrap paper and pencils, and their
rulebooks. Since a game session is as much a social event as
it is an evening of entertainment, having plenty of snacks
and beverages on hand is highly recommended.

General Advice

Players should roll the dice openly so that everyone can
see the results. The GM may make some rolls in secret to
huild suspense and maintain mystery. All attack and
damage rolls should be made in the open so that all players
can see them.

The first couple of game sessions you play might be a
little uneven as everyone learns how the game works and
gets comfortable with the idea of roleplaying. Remember
that these rules are guidelines, a framework and structure
for playing Star Wars adventures in a roleplaying game
environment, A roleplaying game is a living game; it evolves
and develops as you play it. If something isn't working for
your group, and the entire group agrees, make a change.
But wait until you've played a few times with the official
rules before you decide to tinker.

The First Game Session

You and your friends have reviewed the basic rules and
created 1st-level characters. Your Gamemaster has reviewed
the rules and is ready to run her first adventure. You've
agreed upon a time and place to play. Then the time arrives
and the game begins!

Sitting around the table, with dice and snacks scattered
in all directions, the players gather. Michele is the GM, She
takes her place at the head of the table. Chris sits in the
next seat; he's running Sia-Lan, a female Jedi guardian.
Next to Chris is Mike, practicing his Wookiee sounds to
inject a little authenticity into his character, Rorworr the
scout. Across the table, Penny makes some last=-minute
notes on her character sheet, adding a little more detail to
Vor'en the soldier. Next to Penny, Brian anxiously waits to
get started. He's running Deel Surool, the crafty scoundrel.

Michele has selected a number of action figures from her
collection to use in tonight’s game. They aren’t necessary
for play, but she thinks the figures will help the players visu-
alize the action in certain situations, She's got a figure to
represent each of the players' characters, and she places
them in the middle of the table, She leaves a few others
hidden on the floor beside her. She'll use these later to
represent opponents that will challenge and compete with
the heroes.

Michele doesn’t have a specific character for herself
While the players each run a single hero, the Gamemaster
narrates the story, adjudicates the rules, and plays all of the
GM characters—the supporting cast that serves as allies and
apponents for the heroes,

Anyway, it looks like everyone’s ready to get started,
Michele answers a few last-minute rules questions, then
begins the game.

Michele (GM): A long time ago, in a galaxy far, far away
... it is the time of the Republic, about twenty-two years
before the days of the Empire and the first Death Star battle
station. Supreme Chancellor Palpatine leads the Republic,
Mace Windu and Yoda lead the Jedi Council, and the start
of the Clone Wars is still a few weeks away.

You're in a spaceport cantina on Corellia, a prominent
waorld in the galactic core, The place is pretty busy for a
weekday afternoon, though it's not packed to capacity. You
see humans and a variety of other species drinking, laugh-



ing, and talking quietly near the bar. in shadowy booths,
and at a scattering of freestanding tables. Among those you
see are the other players’ characters. Why don’t you each
take @ moment to describe yourselves?

Chris (Sia-Lan): You see a young woman with brown
hair sitting alone in one of the booths. She's sipping a clear
liquid and watching the crowd. Her hair style and outfit
mark her as a Jedi. She's a Padawan leamer, if any of you
know anything about the specifics of the Jedi Order. She
has a lightsaber hanging at her side, but it's probably
hidden beneath the table,

Mike (Rorwarr): There's a young male Wookiee stand-
ing at the bar. He's exchanging words with the bartender.
He's tall, but perhaps a bit thin when compared to other
Wookiees you may have seen. He's got a bowcaster slung
acruss his back, and he's nursing a huge mug of some
foamy liquid.

Penny (Vor'en): My character sits in a corner booth, his
back to the wall as he nonchalantly studies the crowd. He's
got dark eyes and an intense gaze, and he looks strong and
capable. He's wearing bits and pieces of light body armor. If
he has any weapons—and you're sure he does—they're either
hidden under the table or in the booth’s darker shadows.

Brian (Deel): You also see a young male Twi'lek—you
know, the quys with the head-tails, like Bib Fortuna—sitting
at ane of the tables in the middle of the room. He's playing
sabacc with a few of the spacers, and it looks like he's
begun to amass more than his share of credits.

Michele (BM): Okay. You've all noticed each other, but
you don’t know each other yet. Before anything else
happens, why don’t each of you make a Spot check for me?

The players each roll a d20 and add their Spot skill
modifier ro get a result. If a character doesn't have the
Spor skill, the plaver still gets to apply his Wisdom modi-
fier (if any) to the roll. After all the plavers have made the
skill check, they let the GM know the results,

Chris (Sia-Lan): Sia-Lan got a 15.

Mike (Rorworr): 17 for Rorworr!

Penny (Vor'en): The soldier got an 8.

Brian (Deel): The amazingly perceptive Deel Surool got
a2

Michele consults her notes, checking to see what the DC
for the Spot check is. She nods and makes a note or fwo,
Just to keep the players guessing.

Michele (GM): Vor'en the soldier, even though he’s
watching the room, fails ta natice something that the resi
of you successfully spot. The rest of you see a human male
who looks a lot like Alastar Treen, the senator from Corulag.
He's dressed like most of the other spacers in the cantina,
and he’s deep in conversation with a Rodian female.

Just then, you all see the cantina doors slide open as a
group of tough-looking thugs enters the room. The
bartender yells, "Hey, no blasters in here!”™ He ducks behind
the bar, just in time, as one of the thugs casually fires a
blaster bolt in his direction. There are four thugs—two
Humans, a Rodian, and a Gamorrean. The Gamorrean wields
avibroblade, and the other three are armed with blaster
pistols. The Gamarrean grunts something foul and gestures
toward the table where the senator is sitting.

“For the Separatists!” shouts one of the humans with a
sneer as he prepares to target Senator Treen.

b—

Everyone make an initiative check!

The players each roll a d20 and add their initiative
modifier to get a resulr, Michele rolls a single initiative
check for the group of thugs, and one for the disquised
senator and his companion.

Chris (Sia-Lan): Sia-Lan got an 18.

Mike (Rarwarr): 10 for Rorworr!

Penny (Var'en): Vor'en got a 12,

Brian (Deel): The fast-acting Deel Surool got a 15,

Michele writes down the initiative order, from highest
result to lowest. She jots doun:

Sia-Lan 18

Deel 15

Thugs 13 (her roll)

Var'en 12

Rorwarr 10

Senator 7 (her roll)

Michele (BGM): The thugs look like they're gunning for
the senator. Sia-Lan, what are you going to do?

Chris (Sia-Lan): | leap out of the booth and position
myself between the senator and the thugs as my first move
action. As my second move action | draw my lightsaber. As
a free action, | activate the lightsaber and shout, *This man
is under the protection of the Jedi Knights!”

Michele (BM): Your lightsaber hums ta life. Deel, you're
next. What are you going to do?

Brian (Deel): Helping a senator and a Jedi could be
profitable. Deel tips his table over and crouches behind it to
get some cover. | guess that's a move action. Then he pulls
oul his blaster for his second move action.

Michele (BM): When the table crashes onto its side,
sabace card-chips and credits scatter across the floor. The
spacers you were playing with dive for cover.

Brian (Deel): Dops, | forgot about the sahace game in
all the excitement. No matter, | guess. Most of the credits
belonged to Deel, anyway,

Michele (GM): The thugs act next. The two humans each
take a shot at the Jedi who's standing between them and
the senator. The Rodian thug takes a shot at Deel, and the
Gamorrean rushes forward to slice at the Jedi with his
vibroblade,

Chris (Sia-Lan): I'm going to use deflect (defense) to
protect myself from the blaster shots.

Michele (BM): Sure. That costs you a move action in the
next round, but it increases your Defense by +1.

Michele makes the attack rolls for the two thugs. The
first one geis an 11, The second one gets a 17,

Sia-Lan’s Defense when she uses her lightsaber to protect
herself is 16. That means she blocks the first bolt, but the
second bolt gets through.

Michele rolls 3d6 damage for the successful blaster
pistol attack. The total is 11, Sia-Lan has 12 vitality
points, so the attack reduces hey vitality points to 1.

The rest of the round continues, with Michele finishing
up the thug's actions, then Vor'en, Rorworr, and the sena-
tor acting in turn. Each round plays out in this order until
one side or the other is defeated or flees. Then the heroes
would get a chance to meet cach other and find out why
the senator is in disquise and under attack. And so begins
this Star Wars adventure!
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Character Creation

Make sure you review Chapters One through Nine before
using this overview when creating a Star Wars character.
Make a copy of the character sheet from the back of this
hook to use as a record of your character.

Generate Ability Scores

Use one of the methods described in Chapter One to gener-
ate your six ability scores. Record the scores on a piece of
scrap paper and put them aside for the moment,

Select Your Species

As a Star Wars character, you aren’t limited to simply being
Human. There are a variety of species available, from Mon
Calamari to Wookiee. Select the species you want to play
from those presented in Chapter Two.

Choose Your Class

A class provides you with a starting point for your character,
a frame upon which you can hang skills, feats, and various
story elements, Choose a class from those presented in
Chapter Three.

Assign Ability Scores

Now that you know whal species and class you want your
character to be, take the scores you generated earlier and
assign each to one of the six abilities: Strength, Dexterity,
Constitution. Intelligence, Wisdom, and Charisma. Then
make any adjustments to these scores according to the
species you selected.

For guidance, each class description indicates which abili-
ties are most important for that class. You might want to
put your highest scores in the abilities that accentuate the
natural benefits of the class.

Record your ability scores, class, and species on your
character sheet. Record your ability modifiers as well,

Write Down Your Species
Features

Each species offers a combination of special Teatures unique
to that species. Record the features your species provides on
your character sheel.

Write Down Your Class
Features

Each class offers a combination of special features unique
to that class. Record the features your class provides on
your character sheet

Vitality Points

Your class determines your character’s vitality die—the die
you roll to gain new vitality points at each new level. Record
this die (d6, d8, or d10) in the space on the character sheet,
then figure out what your starting number of vitality points
are. A 1st-level character gets the maximum points from the
vitality die, plus the character’s Constitution modifier.

For example, if your character belongs to the scout class
and you have a 12 Constitution, you start with 9 vitality
points (8, the maximum result of a d8 roll, plus 1 for your
Constitution bonus).

The Quickness feal increases your vitality points. If you
select this feat later, make any adjustments accordingly.

Wound Paoints

Your wound points are equal to your Canstitution score, If
your character’s Constitution is 12, for example, you have
12 wound points.

The Toughness feat increases your wound points. If you
select this feat later, make any adjustments accordingly.

Defense
To determine your character's Defense, add the following
numbers together:

10 + class bonus + Dexterity modifier

So, a Ist-level scout [+2 class bonus) with a 12 Dexterity
would have a Defense of 13 [10 + 2 + 1 =13),

Speed
Your character's species determines her speed. Most species
have a speed of 10 meters.

Initiative
Your character’s initiative modifier equals the character’s
Dexterity modifier.

The Improved Initiative feat provides an additional modi-
fier. If you select this feat later, make any adjustments
accordingly.

Base Attack Bonus

Your character’s class determines your base attack bonus,
Record this number on the character sheet.

Reputation

Your character's class determines your base Reputation
bonus. Record this number in the space provided on the
character sheet.

Force Points
Your character starts play with 1 Force Point. Indicate this
in the space provided on the character sheet.

Saving Throw Bonuses
Your class determines your base saving throw bonuses. To
these base numbers, add the madifiers for the associated
ahilities as follows:

For Fortitude, add your Constitution modifier.

For Reflex, add your Dexterity modifier.

For Will, add your Wisdom modifier.

Some feats provide additional saving throw madifiers.
If you select one of these feats, make any adjustments
accordingly.



Melee Attack Bonus

o determine your melee attack bonus, add your Strength
modiher 1o your base attack bonus. Certain feats and
special features might provide additional modifiers, so make

adjustments as necessary.

Ranged Attack Bonus

lo determine your ranged attack bonus, add your Dexterity
modifier 1o your base attack bonus. Certain feats and
special features might provide additional modifiers, so make

adjustments as necessary.

Select Skills

Your character’s class and Intelligence modifier determine
how many skill points you can spend to buy skills.

Skills are measured in ranks. Each rank adds +1 to skill
checks made using a specific skill. Some skills are considered
to be class skills for your character’s class. All other skills are

considered to be cross-class skills,

At 1st level, you can buy up to 4 ranks in a class skill for
a cost of 4 skill points, or up 1o 2 ranks in a cross-class
skill for the same cost. (You get more oul of purchasing
class skills.)

Buying skills goes faster and provides maximum power

it you spend 4 skill points (your maximum) on every skill
you select.

Skills are described in Chapter Four.

Onee you've ‘.t'll‘('l{'li__\_-‘flllr skills, determine the skill modi-
fier for each skill. To do this, add together the skill ranks,
the appropriate ability modifier, and any other modifiers

that may apply.
For example, if you have 4 ranks in Climb and a Strength

modiher of +2, your Climb skill modifier is +6

Select Feats

You start with at least one feat, though your class and
species might provide additional feats at 1st level. Select
vour feats from Chapter Five and record them on the char

acter sheet. Some feats may affect the information you've

already recorded, so make adjustments as necessary.

Determine Starting Credits
and Buy Gear

Your character's class determines how many credits you
start play with. Some feats provide additional credits as
well, Use your credits to purchase equipment for your char-
acter. Chapter Seven describes weapons, armor, and gear

vou can select from,

Finishing Your Character

Fhe last details you need to add to your character sheet
help you visualize and roleplay your character. You need
a name, of course—something that fits your class, species,

ind the Star Wars galaxy. You should also determine
your character’'s age, gender, height, weight, eye and hair
color, skin color, and any relevant background informa-

ton you want to provide. (Make sure to run your ideas

past your Gamemaster so that he or she can fit them into
the campaign.)
Chapter Six provides guidelines that can help you with

these details and characteristics.

‘@.

Some players like to participate in Roleplaying Game Association
(RPGA) Living Force adventures. To create a character for use in a
LiviNG FoRCE adventure, use this character creation overview with
the following adjustments:

Ability Scores

The LiviNnG FORCe campaign is tougher than normal Star Wars
campaigns. Use the Planned Generation method to generate ability
scores (as described in Chapter One), but use 28 points instead of
25 to balance the campaign’s inherent difficulty.

Species
The following species are available in all LivinG FORCE events.
Others (such as the Tarasin species introduced in the LivING FORCE
Campaign Guide) may be made available in specific events or
campaigns.

Human, Bothan, Cerean, Duros, Gungan, Ithorian, Kel Dor,
Rodian, Sullustan, Trandoshan, Twi'lek, Wookiee, and Zabrak.

Multiclass Restriction

In the Living Force campaign, the path of the Jedi requires
complete devotion. A Jedi character who adds a non-Jedi class can
never advance in a Jedi class thereafter. If a character abandons
the Jedi path before reaching 7th level in a Jedi class, the character
must return his lightsaber to his master.

Vitality Points

Characters created for RPGA events receive vitality points at each
new class level as shown below. Constitution modifiers apply.
Fringer 6 Scout 6 Force adept 6
Noble 4 Soldier 8 Jedi consular
Scoundrel 4 Tech specialist 4 Jedi guardian

Equipment
Starting characters receive maximum credits for their class (see
Chapter Three). Characters can purchase equipment from Chapter
Seven with the following restrictions.
Not allowed: double-bladed lightsabers or stormtrooper armor.
Allowed only through play opportunities: lightsabers, vehicles,
starships, and droids.

Background
Characters in the Living FORCE campaign are heroes in the good-
guy sense, Characters with Dark Side Points and dark side abilities
are not allowed.

Living Force adventures take place during the Rise of the Empire
era. Species and equipment from later eras are not allowed.

Find Out More
The RPGA Network is an international roleplaying game fan club
and organized play association devoted to playing and promoting
roleplaying games, including the Star Wars Roleplaying Game.

For more information on the RPGA, RPGA Star Wars events, and
the Living FORCE campaign, or to become a member of the RPGA
Network, go to www.rpga.com. <
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CHAPTER ONE

ABILITIES|I




Just about every die roll you make gets a bonus or penalty
based on your character’s abilities. A tough character has a
better chance of surviving a freezing night on Hoth. A
perceptive character is more likely to notice stormtroopers
sneaking up from behind. A stupid character is less likely to
find a concealed panel that leads to a secret cargo compart-
ment. Your ability scores provide modifiers for rolls such as
these.

Your character has six abilities: Strength (abbreviated Str),
Dexterity (Dex), Constitution (Con), Intelligence (Int),
Wisdom (Wis), and Charisma (Cha). Each of your character’s
above-average abilities gives you a benefit on certain die
rolls, and each below-average ability gives you a disadvan-
tage on other die rolls. You roll your scores randomly, assign
them to the abilities you like, raise and lower them accord-
ing to your character's species, and then raise them as your
character gains experience.

Your Ability Scores

To generate ability scores for your character, use one of the
following methods. Your Gamemaster might want you to
use a specific method, so check before starting.

Random Generation

To randomly generate an ability score for your character, roll
four six-sided dice (4d6). Disregard the lowest die and total
the three highest dice.

This roll gives you a number between 3 (horrible) and 18
(tremendous). The average ability score for the typical
galactic citizen is 10 or 11, but your character is not typical.
The most common ability scores for heroes are 12 and 13.
(The average hero is above average.)

Make this roll six times, recording the result each time
on a piece of paper. Once you have all six scores, assign
each score to one of your six abilities. Al this step, you
need to know what kind of individual your character is
going to be, including his species and class, in order to
know where best to place your character’s ability scores.
Choosing a species other than Human or Zabrak causes
some of these ability scores to change (see Table 2-1:
Species Ability Adjustments, page 22).

Ability Modifiers

Each ability, after changes made because of species, has a
modifier ranging from -5 to +5. Table 1-1: Ability
Maodifiers (on the next page) shows the modifier for each
possible score.

You add the modifier to the die roll when your character
tries to do something related to an ability. For example, you
add your Strength modifier to your roll when you try to hit
someone with a vibroblade. You also apply the modifier to
some numbers that aren't die rolls; for instance, your
Dexterity modifier applies to your Defense to determine how
hard you are to hit in combat.

A positive modifier is called a bonus, and a negative
modifier is called a penalty.
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It your scores are too low, you may scrap them and reroll all
six scores. Your scores are considered too low if the total of
your madifiers (before changes because of species) is 0 or
lower, or if your highest score is 13 or lower.

Planned Generation

Instead of rolling dice, you may select the scores you want
by using the planned character generation method. This
requires a hit more thought and effort on your part, since
you need to know what kind of character you want to play
so you can select your scores appropriately. Determine your
species and class beforehand, then select your scores as
outlined below.

Your character's ability scores all start at 8. You have 25
points to spend to increase these scores, using the costs
shown below. After you select your scores, apply any species
modifiers,

Score Cost Score Cost
8 0 14 6
9 1 15 B
10 74 16 10
11 3 17 13
12 4 18 16
13 5

Standard Score Package
The third method of determining ability scores is the stan-
dard score package. a balanced mix of scores designed to
quickly create hero characters. Assign the scores Lo the abili-
ties as you like. After you assign your scores, apply species
modifiers.

The standard score package is:

15, 14, 13, 12, 10, and 8.

The Abilities

Each ability partially describes your character and affects
some of your character’s actions.

Strength (Str)
Strength measures your character's muscle and physical
power. This ability is especially important for soldiers
because it helps them prevail in physical combat,

You apply your character’s Strength modifier to:

@ Melee attack rolls.

@ Damage rolls for melee and thrown weapons.
(Exception: Grenade damage isn’t modified by
Strength.)

Table 1-1: Ability Modifiers

Score Modifier Score Modifier Score Modifier
1 -5 12-13 +1 24-25 +7
2-3 -4 14-15 +2 26-27 +8
4-5 -3 16-17 +3 28-29 +9
6-7 -2 18-19 +4 30-3 +10
B8-9 =1 20-21 +5 etc.... etc...
10-11 0 22-23 +6

@ Climb, Jump, and Swim checks, and other skill checks
using Strength as the key ability.
@ Strength checks (for breaking down doors and the likel.

Dexterity (Dex)
Dexterity measures hand-eye coordination, agility,
reflexes, and balance. This ability is important for charac-
ters who want to be good shots with ranged weapons
[such as blaster pistols) or whe want to handle the
controls of a starship or speeder fairly well.

You apply your character's Dexterity modifier to;

@ Ranged attack rolls, such as with blasters.

@ Defense, provided the character can react to the attack

@ Reflex saving throws, for avoiding grenades and
similar attacks.

@ Move Silently, Hide, and Pilot checks, and other skill
checks using Dexterity as the key ability.

Constitution (Con)
Constitution represents your character’s health and stam-
ina. Constitution determines a hero's wound points [your
number of wound points is equal to your Constitution
score), so it's important for everyone, but most important
for characters who plan to get into the thick of combat on
a regular basis.

You apply your Constitution modifier to:

@ Each die roll for gaining additional vitality points
{though a Constitution penalty can never reduce a
vitality point roll below 1; that is, a character with
vitality points always gains at least 1 vitality point each
time he or she goes up a level),

@ Fortitude saving throws, for resisting poison and
similar threats,

@ Some Control-based Force skill checks.

If a character’s Constitution changes, his or her vitality
and wound points increase or decrease accordingly.

Intelligence (Int)
Intelligence determines how well your character learns
and reasons. Intelligence is important for any character
who wants to have a wide assortment of skills.

You apply your character's Intelligence modifier to:

@ The number of languages your character knows at the
start of the game.

@& The number of skill points gained at each new level
{though an Intelligence penalty can never reduce this
number below 1; your character always gets at least |
skill point per level).

@ Search and Knowledge checks, and other skill checks
using Intelligence as the key ability.

@ Some Alter-based Force skill checks.

Wisdom (Wis)

Wisdom describes a character's willpower, common sense,
perception, and intuition. Compared to Intelligence,
Wisdom is more related to being in tune with and aware
of one’s surroundings, while Intelligence represents one's



ability to analyze information. An “absent-minded
prafessor™ has a low Wisdom score and a high
Intelligence score. A simpleton with low Intelligence
might nevertheless have great insight (high Wisdom). I
you wan! your character to have keen senses, put a high
score in Wisdom.

You apply your character’s Wisdom modifier to:

Will saving throws (for negating certain Force attacks).

@ @

Listen, Spot, and Treat Injury checks, and other skill
checks using Wisdom as the key ability.
@ All Sense-based Force skill checks.

Charisma (Cha)
Charisma measures a character’s force of personality,
persuasiveness, personal magnetism, ability to lead, and

physical attractiveness. It represents strength of personal-

ity, not merely how others perceive you in a social setting.

You apply your Charisma modifier to:

@& Bluff, Diplomacy, and Disguise checks, as well as other
skills using Charisma as the key ability, and checks
representing attempts to influence others,

@ Some Force skill checks.

Example of Generating and
Assigning Ability Scores

Chris sits down to create a new character. He rolls four
six-sided dice (4d6) and gets 5, 4, 4, and 1, lgnoring the
lowest die, he records the sum of the other three on
scratch paper: 13. He does this five more times and gets
these six scores: 13, 10, 15, 12, 8, and 14. Chris decides
to play a strong, tough Gungan soldier. Now he assigns
his rolls to abilities.

Strength gets the highest score, 15. His character has a
+2 Strength bonus that will serve him well in melee combat

Constitution gets the next highest score, 14. The
Gungan's +2 Constitution species ability adjustment (see
Table 2-1: Species Ability Adjustments, page 22) improves
his Constitution score to 16, for a 43 bonus. That means
more vitality points per level, 16 wound points, and a better
Fortitude saving throw bonus.

Chris puts his lowest score. 8. into Charisma.

Chris has twao scores with bonuses left (13 and 12), plus
an average score (10).

Dexterity gets the 13 (+1 bonus). That helps with
attacking with ranged weapons and with Reflex saving
throws. (Chris is also thinking ahead. A Dexterity score of
13 qualifies his character for the Dodge feat—see Table
5-1: Feats.)

Wisdom gets the 12, The Gungan's -2 Wisdom species
ability adjustment (see Table 2-1: Species Ability Acljust-
ments, page 22) drops his Wisdom score to 10 [no bonus
or penalty).

Intelligence gets the 10 [no bonus or penalty). Average
Wisdom and Intelligence aren’t bad for a soldier.

Chris records his character's species, class, ability scores,

and ability modifiers on his character sheet.

You can use your character’s Intelligence, Wisdom, and Charisma
scores to guide you in roleplaying your character. Here are some
guidelines (just guidelines) about what these scores can mean.

A character with a high Intelligence score is curious, knowl-
edgeable, and prone to using big words. A character with a high
Intelligence score and a low Wisdom score may be smart but
absent-minded, or knowledgeable but lacking in common sense.
A character with a high Intelligence score and a low Charisma
score may be a know-it-all or a reclusive scholar. The smart char-
acter lacking in both Wisdom and Charisma usually puts her foot
in her mouth.

A character with a low Intelligence score mispronounces and
misuses words, has trouble following directions, or fails to get
the joke.

A character with a high Wisdom score may be sensible, serene,
“in tune,"” alert, or centered. A character with a high Wisdom score
and a low Intelligence score may be aware but simple. A character
with high Wisdom and low Charisma knows enough to speak care-
fully and may become an adviser or “power behind the throne"
rather than a leader.

A character with low Wisdom may be rash, imprudent, irre-
sponsible, or “out of it.”

A character with high Charisma may be beautiful, handsome,
striking, personable, and confident. A character with high
Charisma and low Intelligence can usually pass herself off as
knowledgeable, until she meets a true expert. A charismatic char-
acter with low Wisdom may be popular, but he doesn’t know who
his real friends are.

A character with low Charisma may be reserved, gruff, rude,
fawning, or simply nondescript. «:

Changing Ability Scores
Over time, the ability scores your character starts with can

change. Ability scores can increase with no limit.

@& Add 1 point to any ability score at 4th, 8th, 12th,
16th, and 20th level.

@ Poisons, diseases, and other effects can cause tempao-
rary ability damage. Ability points lost to damage
return naturally, typically at a rate of 1 point per day
for each affected ability.

@ As a character ages, some ability scores go up and
others go down. See Table 6-1: Aging Effects, page
120, for details.

When an ability scare changes, all attributes associated with
that score change accordingly. For example, when Sia-Lan
becomes a 4th-level Jedi guardian, she decides to increase
her Dexterity from 16 to 16, Now she’s harder to hit, better
at using ranged weapaons, and all of her Dexterity-based

skills improve as her Dexterity modifier increases.
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CHAPTER TWO

SPEEIESIZ




The Star Wars galaxy contains an amazing variety of
species, each with its own unique outlook and civilization.
Although Humans dominate known space, many intelligent
alien species can be encountered wherever you travel.

Humans live among the Core Worlds, throughout the
Mid Rim, and even on worlds as distant as the Outer Rim
Territories. Most of the alien species have their own home-
worlds and colonies, but individuals can be found
anywhere due to the prevalence of hyperspace travel. The
promises of profit and power often lure members of all
species to spaceports, industrial cities, or the Core.

It's easy to believe that all Rodians are outlaws and all
Wookiees are short-tempered, but the truth is that every
member of every species is unique. Depending on the era in
which your campaign is set, each species has different social
advantages and disadvantages. See Era Notes: Species, on
the next page, for additional information.

Choosing a Species

After you roll your ability scores and before you assign them
to specific abilities, choose your character’s species. (If you
want to play a droid character, and your GM approves, sce
Chapter Fifteen.) At the same time, you'll want to select a
class, since species affects how well a character can do in
each class. Once you've decided your character’s species and
class, assign your ability scores to specific abilities. Adjust
the scores according to the species (see Table 2-1: Species
Ability Adjustments, on the next page) and continue detail-
ing your character.

You can play a character of any species presented in this
chapter and of any class described in Chapter Three, but
certain species do better pursuing certain careers.

Your character’s species provides plenty of clues as to
what sort of individual the character is, how the character
feels about members of other species, and what motivates
the heroic drive within the character, Remember, however,
that the species descriptions only apply to the majority of
individuals. In each species, some individuals diverge from
the norm, and your character can be one of these. Don't let
a description hinder you from detailing your character as
you like.

More species are described in Chapter Fourteen. If your
Gamemaster approves, you can create a character using one
of them instead of one of the species in this chapter.

Species Characteristics

Your character’s species determines certain qualities.

Ability Adjustments

Find your character’s species on Table 2-1: Species Ability
Adjustments and apply the adjustments that you see there
to your character’s ability scores. If the changes raise a score
above 18 or lower it below 3, that's okay.

For example, a Sullustan gets a +2 species adjustment to
Dexterity and a -2 adjustment to Constitution. Knowing
this, the player puts the best score rolled (15) in Dexterity
and sees it increase to 17, She doesn’t want a Constitution
penalty for her character, so she puts an above-average




scare (12) in Constitution. It r|1|s]|~\ to 10, which im:\ii[r\

neither a bonus nor a ;l\'ll;lH’\_

Table 2-1: Species Ability Adjustments

Species
Human

Ability Adjustments

None

Species and Languages

All characters know Basic, the primary language used
throughout known space. Most characters can speak the
language, and all understand it. Nonhuman characters can
also speak and read the language associated with their
species. Smart characters (those with an Intelligence bonus)

Bothan +2 Dex, -2 Con speak and read other languages as well: one extra language
Cerean +2 Int, +2 Wis, -2 Dex per point of bonus. The bonus can be spent to either speak
Duros +2 Dex, +2 Int, =2 Str, -2 Con a language or to be able to read and write it. Select your
Ewok +2 Dex, -2 Str character's bonus languages (if any) from the list found in
Gamaorrean +2 Str, =2 Dex, -2 Int the Speak Language skill description, page 98.

Gungan
Ithorian

Kel Dor

Mon Calamari
Quarren

+2 Con, -2 Wis
+2 Wis, +2 Cha, -2 Dex
+2 Dex, +2 Wis, =2 Con
+2 Int, =2 Con
+2 Con, =2 Wis, -2 Cha

What's New?

If you don’t have the previous edition of the Star Wars
Roleplaying Game, you can skip this section. 1t explains

= what we changed in this chapter for the new edition.
Rodian +2 Dex, =2 Wis, -2 Cha : F
: T . In this chapter, we added more species for you Lo
Sullustan +2 Dex, =2 Con | I | : | ter. Si %
choose from when creating a character, Six new species

Trandoshan +2 Str, -2 Dex 3 ey : -
Twi'lel ) cf Wi have been included. We've also made minor adjustments
wi ek +2 Cha, -2 Wis b

g throughout each species entry, including standardizine
Wookiee +4 5tr, =2 Dex, -2 Wis, -2 Cha : ] e e g
. : automatic languages and reworking the primitive species
Tabrak None : :

trait for Ewoks and Gamorreans.

‘@ s Humans
Humans dominate the Care Worlds and can be found in
Nonhuman characters have some restrictions placed upon them,
depending on the era in which your campaign is set. These restric-
tions are described below.

virtually every comer of the galaxy, They are the ancestors

of early spacefaring pioneers, conquerors, traders, travelers,
and refugees. Humans have always been people on the
maove. As a result, they can be found on almost every
The Rise of the Empire (50 to O years inhabited planet, As a species, Humans are physically,
before Star Wars Episode IV: A New Hope)
During the time that witnesses the erosion of the Old Republic and
the rise of the Empire, including the period around Star Wars
Episode I: Attack of the Clones, all species participate in a more or
less cosmopolitan galaxy. The only restrictions on your choice of an
alien species in this time frame concern species that have not yet
been “discovered” by the galaxy at large. Ewoks, therefore, are not
available if your campaign is set in this era.

The Rebellion (O to 5 years after Star Wars
€pisode IV: A New Hope)
During this period of galactic history, most alien species are either
enslaved or subjugated by the Empire. In the Outer Rim, nonhu-
man species continue to carry on their lives as normally as
possible, but in the more civilized regions, nonhumans are rele-
gated to the status of second-class citizens—or worse. Many aliens
join the Rebellion, fighting alongside Humans in an effort to throw
off the shackles of oppression and tyranny. Ewoks show up late in
this era, during the Battle of Endor. Free Wookiees rarely appear in
this era due to their status as slaves of the Empire.

Late in this era, with the decline of the Empire and the birth of
the New Republic, nonhumans once again take a prominent and
equal role in the affairs of the galaxy.

The New Jedi Order (25+ years after

Star Wars €Episode IV: A New Hope)
All alien species are available without restriction in this time frame.

The era is marked by the New Republic's battle against the
Yuuzhan Vong invaders and tainted by growing distrust of the Jedi
Knights. <
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culturally, and politically diverse. Hardy or fine, light-
skinned or dark, Humans remain one of the most
dominant species throughoul all eras of play.

Persaonality: Human personality runs the gamut of
possibilities, though members of this species tend to he
highly adaptable, tenacious, and willing to keep striving no
matter the odds. They are flexible and ambitious, diverse in
their tastes, morals, customs, and habits,

Physical Description: Humans average about 1.8
meters tall. Skin shades run from nearly black to very pale,
hair from black to blond. Men are usually taller and heavier
than women. Humans achieve maturity aboul the age of 15
and rarely live beyond 100.

Human Homeworld: Various, including Coruscant,
Corulag, Naboo, Tatooine, and Alderaan.

Language: Humans speak and read Basic. They typically
learn other languages, including obscure ones,

Example Names: Anakin, Arani, Bail, Ben, Beru, Biggs,
Boba, Corran, Dack, Dané, Galak, Garm, Han, Jango, Jodo,
Lando, Leia, Luke, Mace, Mara, Obi-Wan, Owen, Padme,
Qui-Gon, Sia-Lan, Rann, Talon, Vor'en, Wedge, Winter.

Adventurers: Humans aren’t afraid to try anything, and
Human adventurers are the most audacious, daring, and
ambitious members of an audacious, daring, and ambitious
species, A Human can carn glory by amassing power,
wealth, and fame. More than any other species, Humans
champion causes rather than territories or groups.

Human Species Traits

@ Medium-size: As Medium-size creatures, Humans have
no special bonuses or penalties due to their size.

B Human base speed is 10 meters.

@ 4 extra skill points at 1st level and 1 extra skill point at
each additional level: Humans are versatile and capa-
ble. [The 4 extra skill points at 1st level are added on
a5 a bonus, not multiplied in. See Chapter Four: Skills.)

& | extra feat at 1st level: Humans are quick to master
specialized tasks and are varied in their talents. [See
Chapter Five: Feats.)

& Automatic Language: Read/Write Basic, Speak Basic.

Bothans

The planet Bothawui, in the Mid Rim of the galaxy, gave rise
to the Bothan species. These short, fur-covered humanoids
have had hyperspace travel for thousands of years and were
among the first civilizations to join galactic society.

Bothans deal in information. They use information as a
mieasure of wealth and power. even wielding it as a weapon
when necessary. The Bothan Spynet serves as one of the
largest intelligence agencies throughout most eras, and it
plays an important and poignant role in the Rebellion era.

Culturally, Bothans don’t believe in direct conflict. They
prefer to manipulate situations from behind the scenes, to
watch and wait for information and opportunity, and to use
these tools 1o gain status and influence.

Personality: Bothans are manipulative, crafty, suspicious
and curious by nature, and a little paranoid. They can be
irritating, but they are also loyal and brave.

Physical Description: Bothans are covered with fur that
ripples in response to their emotional state. They have

T A ———— ——————

BOTHAN

lapered ears, and both male and female Bothans spart
beards. They average about 1,6 meters tall and have a
maturity rate and life span slightly greater than Humans.

Bothan Homewaorld: The industrial world of Bothawui,
with various colony worlds throughout the Mid Rim
Territories, including Kothlis and Torolis.

Language: Bothans speak and read Bothese and Basic.

Example Names: Borsk Fey'lya, Karka Kre'fey, Koth
Melan, Tav Breil'lya, Tereb Ab'lon.

Adventurers: Bothan adventurers, such as operatives in
the Spynet, engage in daring deeds—even when such deeds
pul them at greal personal risk. In addition to intelligence
operatives, Bothan heroes serve as soldiers and pilots, diplo-
mats and ambassadors. Their curiosity leads some to be
explorers and scouts. Even when a Bothan takes up a noble
cause, his or her cultural upbringing makes it hard not to
look for the profit and prestige in the situation.

Bothan Species Traits

@ +2 Dexterity, -2 Constitution; Bothans are quick and
dexterous, They are less robust than most other species,
however.,

@ Medivm-size: As Medium-size creatures, Bothans have
no special bonuses or penalties due to their size.

@ Bothan base speed is 10 meters.

@ +2 species bonus on Gather Information and Spot
checks: Bathans display a natural superiority when it
comes to matters of gathering intelligence,

@ Automatic Languages: Speak and Read/Write Bothese
and Basic.
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CEREAN

Cereans

Cereans come from a remote utopian world, Most Cereans
are peaceful, following farming traditions that date back
thousands of years, The species includes mare females than
males, and Cerean society is matriarchal. Their high-domed
heads hold binary brains, and two hearts beat in a Cerean’s
chest. With a nonaggressive heritage, it is only rarely that a
Cerean develops the desire to adventure, and even more rare
that one takes up the robes of a Jedi Knight.

Personality: Cercans tend to be calm, rational, and
extremely logical.

Physical Description: Cereans average about 2 meters
1all, with elongated craniums. They have a maturity rate and
life span similar to that of Humans.

Cerean Homeworld: The blissful planet Cerea.

Language: Cereans speak and read Cerean and Basic.

Example Namas: Ki-Adi, So Leet, Sylvn, Ti-Dal, Maj-Odo.

Adventurars: Cereans who become adventurers do so in
direct contradiction to their traditions and beliefs. Even so,
when a cause or situation tums a Cerean to this path, he or
she tries to approach life with as many of the Cerean beliefs
intact as possible, Aggression should be the last resort after
all peaceful solutions are attempted, for example. The
binary brain allows a Cerean to constantly weigh both sides
in any disagreement and give two paints of view equal
consideration. This ability extends even to issues surround-
ing the Force, and a Cerean Foarce-user often contemplates
the light side and the dark side simultancously.

Cerean Species Traits

@ +2 Intelligence, +2 Wisdom, -2 Dexterity: Cereans are
very bright and intuitive. They are less coordinated
than most other species, however.

@& Medium-size: As Medium-size creatures, Cereans have
no special bonuses or penalties due to their size.

& Cerean base speed is 10 meters.

@ +2 species bonus on Initiative checks: Despite their
general lack of coordination, Cereans' reaction speed is
superior to that of most other species. Some have theo-
rized that this is a low-level form of precognition,
perhaps due to their binary brains, but no hard evidence
exists to support this,

& Automatic Languages: Speak and Read/Write Cerean
and Basic.

Duros

I'he Duros originate in the Duro star system, located at the
extreme edge of the Core region of space. With an almost
innate affimity for space travel, the Duros were among the
first to leave their world and spread to the stars. Whatever the
reason for their wanderlust, the Duros tend to gravitate
toward the space lanes for income and adventure, Their home
system is governed by vast starship engineering corporations,
and most DPuros leam to pilot a ship or rebuild a hyperdrive
shartly after they begin to walk and talk,

Personality: A Duros tends to be intense and adventur-
ous, always secking to leam what's at the end of the next
hyperspace jump. They are a proud, self-sufficient, fun-loving
people who also have a tendency toward gregariousness.

DURDS



Physical Description: Duros average about 1.8 meters
tall. They are hairless, with large eyes and wide, lipless
mouths, Skin color ranges from blue-gray to deep azure.

Duros Homewaorld: The orbiting cities of the Duro
system.

Language: Duros speak and are literate in Durese and
Basic.

Example Names: Baniss Keeg, Ellor, Kadlo, Kir Vantai,
Lai Nootka, Monnda Tebbo.

Adventurers: Duros adventurers include hyperspace
explorers, star charters, and spacers of all descriptions. They
also tend to gravitate toward the sciences, including engi-
neering and astrogation. Some Duros shun exploration in
favor of smuggling and trading, and a small number go into
diplomatic professions.

Duros Species Traits

@ +2 Dexterity. +2 Intelligence, -2 Strength, -2 Consti-
tution: Duros are agile in mind and body, but they
aren’t a physically hardy people.

@ Medium-size: As Medium-size creatures, Duros have no
special bonuses or penalties due to their size.

@ Duros base speed is 10 meters,

@ Duros receive the Spacer feat as a bonus feat at 1st level.

@ Automatic Languages: Speak and Read/Write Durese
and Basic.

Ewoks

Ewoks hail from the forest moon of Endor, where they
maintain a primitive hunter/gatherer society. Prior to the
Battle of Endor (four years after Episode 1V), Ewoks were
almost entirely unknown to the galaxy at large. Some
traders and explorers visited Endor’s moon, but with no
form of space travel, Ewoks never left their homeworld.
Although primitive by galactic standards, the tribal Ewoks
are resourceful and highly adaptable.

The tribal Ewoks may be technologically primitive when
compared to most of galactic society, but they are also
clever and inventive. While they tend to initially be wary
around machinery, it isn't leng before their natural curiosity
wins out and they plunge into wild and exuberant experi-
mentation,

Persanality: Ewoks tend to be curious, superstitious, and
courageous, though they can be fearful around things that
are strange and new,

Physical Description: Ewoks average about | meter tall.
Their thick fur varies widely in color and pattern. They often
wear hoods, decorative feathers, and animal bones.

Ewok Homewaorld: The forest moon of Endor.

Language: Ewoks speak Ewokese. They have no written
form of their language. They can learn to speak Basic.

Example Names: Asha, Chirpa, Degj, Kneesaa, Latara,
Logray, Malani, Nippet, Paploo, Shodu, Teebo, Wicket, Wiley.

Adventurers: An Ewok adventurer may be motivated by

“WHY DO |

EWOK

a love of excitement, a natural inquisitiveness, or a warrior’s
guest. Usually, an Ewok hera joins up with a scout or other
hero who has access to a starship. Collecting powerful
“magic” items from fallen oppanents, such as a
stormtrooper's helmet or a range fimder from a blaster rifle,
is a sure way for an Ewok to earn the respect of his tribe.

Ewok Species Traits
@ +2 Dexterity, -2 Strength: Ewoks are very agile and
good with ranged weapons, but their small size makes
them weaker than Medium-size species.

@ Small: As Small creatures, Ewoks gain a +1 size bonus
to their Defense, a +1 size bonus on attack rolls, and a
+4 size bonus on Hide checks, but they must use
smaller weapons than Humans use, and their lifting
and carrying limits are three-quarters of those of
Medium-size characters.

Ewok base speed is 6 meters,

Primitive: An Ewok receives the bonus feat Weapon

Group Proficiency (primitive weapons) and Weapon

Group Proficiency (simple weapons) at 1st level instead

of the usual Weapon Group Proficiency feats available

to whatever class the character selects.

@ Ewoks receive the Alertness feat as a bonus feat at 1st
level to account for their heightened senses.

@ Automatic Language: Speak Ewokese.
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Gamorreans

Brutish and violent, the porcine Gamorreans come from the
Outer Rim world of Gamorr. Green-skinmed with piglike snouts,
tusks, and small horms, Gamorreans are respected for their great
strength and short tempers. The history of Gamorr is marked
by an almost constant state of warfare. Males train for and
fight wars, while the females farm, hunt, and handle trade.

Since their world was discovered, a number of Gamorreans
have found their way into galactic society. The technologi-
cally poor homeworld has a savage, primitive culture that
resembles the preindustrial periods that human civilizations
experienced more than 25,000 years ago. Even so, the physi-
cally imposing Gamorreans make good laborers, bodyguards,
and mercenaries. While they prefer primitive melee weapons,
they have no problem leamning to use powered weapons and
even blasters.

Personality: Gamorreans are brutish, violent, and proud.
They respect physical prowess and have no problem facing
death against a foe they feel they are on at least equal
foating with. They do display fear in the face of obviously
superior opponents, however, considering such a display to
be prudent and even rational,

Physical Description: Gamorreans average about 1.8
meters tall, with thick green skin covering powerful muscles.
Close-set eyes, a thick snout, tusks, and small homns lend a
distinct look to every Gamorrean.

Bamarrean Homewarld: The preindustrial agricultural
world of Gamarr,

Language: Gamorreans speak Gamorrean. They have no
written version of the language. They can leamn to under-

GAMORREAN

stand other languages, but Gamorreans lack the mechanism
to speak any tongue but their own.

Example Names: Gartogg, Jubnuk, Ortugg, Ugmush,
Venaorra, Warlug,

Adventurers: Gamorreans leave their homeworld for a
variety of reasons. Some are taken as slaves and later
escape or buy out their contracts. Others sell their
contracts on the open market, finding employment as
bodyguards, mercenaries, and professional soldiers, A
Gamorrean is constantly at war, no matter where he or
she resides in the galaxy; it’s often only a matter of figur-
ing out who the enemy is. Gamorrean heroes tend to
select the fringer or soldier classes. To dale, there are no
known examples of Gamorrean Force-users.

Gamorrean Species Traits

@ +2 Strength, -2 Dexterity, -2 Intelligence: Gamorreans
possess greater physical power, but have limited agility
and intelligence.

@ Medium-size: As Medium-size creatures, Gamorreans
have no special bonuses or penalties due to their size.

@ Gamorrean base speed is 10 meters.

@ Primitive: A Gamorrean receives the bonus feat Weap-
on Group Proficiency (primitive weapons) and Weapon
Group Proficiency (simple weapons) at 1st level instead
of the usual Weapon Group Proficiency feats available
to whatever class the character selects.

@ +2 species bonus on Fortitude saves: Gamorreans have
great physical resistance.

@ Gamorreans receive the bonus feat Power Attack at 1st
level,

@ Automatic Language: Speak Gamorrean.

Gungans

From the watery depths of Naboo, the Gungans are an
ancient species with a warlike tradition. Gungans can hold
their breath for extended periods, and they live within
underwater cities. Their bubble dwellings contain a breath-
able atmosphere, The most common Gungan race is the
Otolla Gungan, characterized by taller, leaner frames and
extended eyestalks. The rare Ankura Gungan has recessed
gyes, green skin, and a heavier, shorter frame, Except for the
physical characteristics, there are no genetic differences
between the two Gungan races. Usually distrustful of
strangers and slow to accept aid, Gungans are nevertheless
brave, strong, and confident of their own traditions.

Personality: Gungans tend to be inquisitive, cautious,
and suspicious.

Physical Description: Gungans range from 1.6 to 2
meters tall, with two eyestalks, floppy ears, and long
tongues.

Gungan Homewaorld: Naboo (with colonies on the
Ohma-D'un moon).

Language: Gungans speak Gungan and Basic.

Example Names: Fassa, Jar Jar, Rugor, Tarpals, Toba,
Tobler Ceel, Yoss.

Adventurers: Gungan adventurers have a strong
warrior tradition. Many leave the underwater cities to
explore the ancient swamps and shorelines. Since the
treaty with the Humans of Naboo, some Gungans have



GUNGAN

taken a larger step into galactic society. These brave indi-
viduals are driven by an impulse to explore and regain the
warrior spirit of old. There are no examples of Gungan
Jedi as yet, though there have been legends of Force
atiepts among these people.

Gungan Species Traits

@ +2 Constitution, -2 Wisdom: Gungans are a hardy
species but aren’t particularly strong-willed or perceptive.

8 Medium-size: As Medium-size creatures, Gungans have
no special bonuses or penalties due to their size.

@ Gungan base speed is 10 meters.

& Hold Breath: Gungans are at home either in air or
water. When under water, their nostrils seal, and they
can stay submerged for much longer than members of
other species. A Gungan can hold his breath for a
number of rounds equal to 25 times his Constitution
score before he needs to make checks against drowning.
Gungans also have a +4 species bonus on Swim checks.

@ Low-Light Vision: Gungans can see twice as far as
Humans in dim light (such as moonlight or underwa-
ter). They retain the ability to distinguish color and
detail under these conditions.

@ +2 species bonus on Listen checks: Despite their low
Wisdom, Gungans have extraordinary hearing.

@ +1 species bonus on Reflex saves: Gungans have an
uncanny ability to avoid danger.

@ Automatic Languages: Speak and Read/Write Gungan
and Basic.

Ithorians

Ithorians come from the jungle world of Ithor or one of its
many spaceworthy “herd” ships. Also known as
Hammerheads by the galaxy at large, Ithorians are a peace-
ful people. Ithorians dedicate themselves to ecological
endeavors, especially on their homeworld, where they seek
to preserve the pastoral beauty of the great tropical jungle—
the Mother Jungle. A gentle people, Ithorians have a great
love of art. Many travel the galaxy in giant hyperdrive herd
ships designed to serve as ecological replicas of the 1thorian
homeworld, bringing the beauty of Ithor wherever they go.

Persanality: Ithorians tend to be calm, peaceful, tran-
quil, and gentle.

Physical Description: Ithorians are humanoid, ranging
in height from 1.8 to 2.3 meters tall, with long necks that
curl forward and end in dome-shaped heads. They have two
mouths, one on each side of their neck, producing a stereo
effect when they talk.

Ithorian Homewarld: Ithor, or a specific herd ship.

Language: lthorians speak stereophonic Ithorese and Basic,

Example Names: Fandomar, Momaw, Oraltor, Tomla,
Trangle. Umwaw.

Adventurers: [thorians tend 1o concentrate on peaceful
professions, They love to meel new beings and see new
places. They enjoy negotiating deals and finding peaceful
solutions to conflict, They have a spiritual nature tied to
their devotion to the Mother Jungle of their homeworld.
Often, wanderlust leads them to explore the greater galaxy
for a time hefore they eventually return to lthor or the herd
ship that spawned them.
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Ithorian Species Traits
@ +2 Wisdom, +2 Charlsma, -2 Dexterity: Ithorians are
wise and deliberate thinkers whose personable nature
allows them to get along well with others. However,
they are also relatively slow to react, with below-aver-
age coordination.
@ Medium-size: As Medium-size creatures, Ithorians have
no special bonuses or penalties due to their size.
@ Ithorian base speed is 10 meters.
@ +2 species bonus on Knowledge [wilderness lore)
checks: Ithorians study the natural environment,
@ +4 species bonus on Survival checks: Ithorians are in
tune with natural surroundings,
@ +1 species bonus on Will saves: Ithorians have above-
average willpower.
@ Automatic Languages: Speak and Read/Write Ithorese
and Basic.

Kel Dar

he Kel Dor originate on the planet Dorin, where they
developed in an atmosphere of helium and a gas unique to
their world. Consequently, more commaon atmospheres,

ol

including those that consist of oxygen, nitrogen, and
carbon dioxide, are deadly to the Kel Dor. Those Kel Dor
that operate beyond the confines of their homeworld must
wear breath masks and protective goggles.

The Kel Dor have a long and proud Force tradition,
though they have adapted it to the Jedi tradition since join-
ing the Republic over six thousand years ago. Kind-hearted,
the Kel Dor nevertheless believe in swift justice.

Personality: Even-tempered and kind-hearted, the Kel
Dor never turm away a being in need. Al the same time, the
average Kel Dor believes in quick, simple justice and isn’l
averse to taking the law into his or her own hands.

Physical Description: The average Kel Dor stands between
1.4 and 2 meters tall, Their skin ranges in color from peach to
deep red. Most have black eyes, though a few are born with
silver irises that some believe mark them as strong in the Force.

Kel Dor Homewarld: The technological planet of Dorin.

Language: The Kel Dor speak Kel Dor and Basic.

Example Names: Dom Tlo, Plo Koon, Torin Dol.

Adventurers: Kel Dor who decide to brave the dangers of
living outside their homeworld tend to be nobles such as
diplomats and traders, bounty hunters, and Jedi. Their will-
ingness to help others often mixes with their innate sense of
justice, leading many into some form of law enforcement.

Kel Dor Species Traits
@ +2 Dexterity, +2 Wisdom, -2 Constitution: Kel Dor are
quick and wise, but they suffer from somewhat weaker
constitutions than other species,
& Medium-size: As Medium-size creatures, Kel Dor have
no special bonuses or penalties due to their size.
Kel Dor base speed is 10 meters.

@@

Gas Breather: Kel Dor require their native atmosphere
to survive. Without protective goggles outside their
homeworld, Kel Dor are considered blind. Without a
breath mask, a Kel Dor begins to suffocate [see the
Suffocation and Drowning rules in Chapter Twelve).
@ Low-Light Vision: Kel Dor can see twice as far as a

Human in dim light {such as moonlight) when not in

their native atmosphere. They retain the ability to

distinguish color and detail under these conditions.
@ Automatic Languages: Speak and Read/Write Kel Dor
and Basic.

Mon Calamari

Soft-spoken but forceful, the Mon Calamari are great star-
ship engineers. They see everything they create as a work of
art, not just as a tool or weapon. They are a lawful, organ-
ized people who have little tolerance for those who operate
outside the status quo. They come from a water-covered
world and can breathe both air and water.

Recognized for their analytical and organizational skills,
Mon Calamari also have a keen love of flying among the
stars. They believe in order and the greater good, sometimes
going so far as to support the good of society over the
good of the individual.

Persaonality: Creative. quiet, and inquisitive, the Mon
Calamari are dreamers who cherish peace but aren’t afraid
to wage war for the causes they believe in.

Physical Description: The average Mon Calamari stands
between 1.3 and 1.8 meters tall. They smell of salt and the sea,
with high-domed heads, large eves, and smooth, mottled skin.

Man Calamari Homewaorld: The watery, technological
planet Mon Calamari.

Language: The Mon Calamari speak Mon Calamarian and
Basic. They tend to leamm Quarrenese.

Example Names: Ackbar, Bant, Cilghal, Ibtisam, Jesmin,
Oro, Perit, Rekara.



MON CaALAMARI

Adventurers: Mon Calamari seek their dreams among the
stars. They are idealistic and daring, often attaching them-
selves to causes that seem hopeless or lost right from the
start. An individual Mon Calamari has great spirit and an
enthusiasm that often remains hidden behind a quiet, orderly
pxterior, They strive 1o prove that even thinkers and dreamers
can be brave and daring when the need arises.

Mon Calamari Species Traits

@ +2 Intelligence, -2 Constitution: Mon Calamari are
very bright but have relatively frail physiques.

@ Medium-size: As Medium-size creatures, Mon Calamari
have no special bonuses or penalties due to their size.

& Mon Calamari base speed is 10 meters.

@ Breathe Underwater: As amphibious creatures, Mon
Calamari can’t drown in water. They also have a +4
species bonus on Swim checks,

@ Low-Light Vision: Mon Calamari can see twice as far as
a Human in dim light (such as moonlight or underwa-
ter]. They retain the ability to distinguish color and
detail under these conditions.

@ +4 species bonus on Craft checks [select one Craft skill
for each individual), due to their artistic nature.

@ +1 species bonus on Will saving throws when in moist
or watery environments: Mon Calamari are most
comfortable in wet surroundings.

-1 species penalty on Will saving throws in dry or arid

environments: Mon Calamari are extremely uncomfort-

able in dry environments.

@ Aumtomatic Languages: Speak and Read/Write Mon
Calamarian and Basic,

@

Quarren

The humanoid Quarren share the watery world of Mon
Calamari with the Mon Calamari. While the Mon Calamarni
live on the surface, the Quarren dwell in air-filled underwa-
ter cities. Where the Mon Calamari are curious and
optimistic, the Quarren tend to be staid and pessimistic.
They consider the Mon Calamari idealism to be the result of
foolish, even dangerous, dreaming that anly leads to trou-
ble. Many Quarren tend Lo be pragmatic, unwilling to trust
or accept new ideas,

Persanality: Practical and conservative, Quarren tend to
hate change and distrust anyone who displays overt opti-
mism and idealism.

Physical Dascription: The average Quarren stands
between 1.4 and 1.9 meters tall. They have heads that resem-
ble four-tentacled squids, hence the name “squid head™ that
has followed them to other worlds, They have leathery skin
and suction-cupped fingers.

Buarren Homewaorld: The watery, technological planet
Mon Calamari.

Language: Quarren speak Quarrenese and Basic. They
tend to learn Mon Calamarian.

Example Names: Kelmut, Seqggor, Tessek, Tsillin, Vekker,
Vuhlg.

Adventurers: Quarren leave their homewaorld to escape
their dependency on the Mon Calamari. They tend to seek
out the fringes of society, operating as scoundrels or nobles
in criminal organizations or with mercenary groups, pirates,
outlaw bands, or smugglers.

QUARREN
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Quarren Species Traits
@ +2 Constitution, -2 Wisdom, -2 Charisma: Quarren are
extremely resilient and physically tough, though they
tend toward deficiencies in wisdom and social graces.
@ Medium-size: As Medium-size creatures, Quarren have
no special bonuses or penalties due to their size,
Quarren base speed is 10 meters.
Breathe Underwater: As amphibious creatures, Quarren
can't drown in water. They also have a +4 species
bonus on Swim checks.
@ Automatic Languages: Speak and Read/Write
Quarrenese and Basic.
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Rodians

Rodians grow up in a culture based on hunting and track-
ing. They consider bounty hunting to be an art form. They
romanticize death and the hunt, revering gladiatorial games
and violence. They come from a tightly controlled society
on an industrial world where the greatest aspiration is to
become the best hunter in the galaxy.

Personality: Rodians tend to be violent, tenacious, and
dedicated.

Physical Description: Humanoid, with multifaceted
eyes, a tapered snout, and deep green skin, the average
Rodian stands between 1.5 and 1.7 meters tall.

Radian Homewarld: Rodians come from the industrial
world Rodia.

Language: Rodians speak Rodese and Basic, but many
leamn to speak Huttese as well.

Example Names: Andoorni, Beedo, Chido, Doda, Greedo,
Greeata, Kelko, Navik, Neela, Neesh, Wald.

RODIAN

Adventurers: Rodian adventurers leave their homeworld
to improve their skills, hoping to one day return and claim
the title of Hunt Master. To this end, they take on roles that
allow them to flex their hunting skills, increase their battle
prowess, and ultimately gain experience to someday earn
the prestigious profession of “bounty hunter.” Few Rodians
have anything to do with the Force, so Rodian Force-users
are extremely rare.

Rodian Species Traits
@ +2 Dexterity, -2 Wisdom, -2 Charisma: Rodians are
quick and well coordinated but often act before think-
ing things through and are often rude and try to bully
others,

@ Medium-size: As Medium-size creatures, Rodians have
no special bonuses or penalties due to their size.
Rodian base speed is 10 meters.

Rodians receive the Track feat as a bonus feat at 1st

level. All Rodians are taught how to track from a very

young age.

@ +2 species bonus on Listen, Search, and Spot checks:
Despite their low Wisdom, Rodians are very perceptive.

@ Automatic Languages: Speak and Read/Write Rodese
and Basic.

@
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Sullustans

Sullustans live in a series of complex city-caves beneath the
surface of Sullust, a harsh, volcanic world covered in thick
clouds of noxious gas. Their planet hosts the headquarters
for the mighty SoroSuub Corporation, and visitors from all
over the galaxy come to see its underground cities. Living
underground has allowed the Sullustans to develop acute
senses, and they are renowned for their navigational and
piloting skills,

Friendly and outgoing, Sullustans enjoy interacting with
unusual and interesting beings of other species. They have a
corporate mindset and a knack for business; as well as a love of
space travel and exploration, |

Personality: Sullustans tend to be pragmatic, pleasant,
and fond of practical jokes.

Physical Description: Humanoid with large round eyes,
big ears, and jowls, the average Sullustan stands between
1.3 and 1.8 meters tall. |

Sullustan Homewaorld: The volcanic, technological
world Sullust.

Language: Sullustans speak Sullustese and Basic.

Example Names: Aril Nunb, Dlir Nep, Nien Nunb, Sian
Tewy, Syub Snunb.

Adventurers: Sullustan adventurers enjoy exploring the
galaxy, conducting business, and pulling pranks to see how
others react. They are inquisitive and love to discover things
through personal experience. Al times they can even be a
bit reckless. Though some Sullustans hear the call of the
Force, few attempt to follow its path.

Sullustan Species Traits
@ +2 Dexterity, -2 Constitution: Sullustans are quick;
agile, and good with ranged weapons, but they are not
as hardy as other species. |
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Personality: Violent, brutal, and driven, Trandoshans
love to compete, bul can show compassion and mercy as
the situation warrants,

Physical Description: Trandoshans range from 1.5 to
2.1 meters tall. Their scaly hides offer additional defense
against attacks.

Trandashan Homewarld: Trandosha (also known as Doshal.

Language: Trandoshans speak Dosh and Basic.

Example Names: Bossk, Fussel, Krussk, Ssuurg, Tusserk.

Adventurers: A Trandoshan adventurer craves the thrill of
battle. Some leave Dosha to become bodyguards or merce-
naries, Others set out Lo find new places to hunt and explore.
A few use their warrior fraditions to become soldiers, some
even developing into bounty hunters as time goes by. They
may appear gruff and unpleasant at first, but if given the
chance they become valuable members of any mission team.
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Trandoshan Species Traits

@ +2 Strength, -2 Dexterity: Trandoshans are strong and
powerful but lack agility and grace.

@ Medium-size: As Medium-size creatures, Trandoshans
have no special bonuses or penalties due to their size.

@ Trandoshan base speed is 10 meters.

@ +1 natural armpr bonus to Defense: Trandoshans have
a natural body armor that enhances their Defense.

@ Darkvision: Trandoshans can see in the dark up to 20
meters, Darkvision is black and white only, but it is
otherwise like normal sight, and Trandoshans can func-

: tion just fime with no light at all.
Bl S TAL @ Automatic Languages: Speak and Read/Write Dosh and
Basic.

@

Medium-size; As Medium-size creatures, Sullustans
have no special bonuses or penalties due to their size.
Sullustan base speed is 10 meters.

Darkvision: Sullustans can see in the dark up to 20
meters, Darkvision is black and white only, but it is
otherwise like normal sight, and Sullustans can fune-
tion just fine with no light at all.

+2 species bonus on Climb and Listen checks: As a
subterranean species, Sullustans are particularly adept
at climbing around in their underground homes. They

@ @

[#3]

dlso have a strong sense of hearing.
@ Automatic Languages: Speak and Read/Write Sullustese
and Basic.

Trandoshans

The reptilian Trandoshans are known for their great strength
and warlike natures, Many of these beings dedicate them-
selves to martial training, and some follow the path of the
fnter on their native world, A few have even become
tenowned (or infamous) bounty hunters in galactic society,
taking what they learned on Trandosha and utilizing it
bevond their home star system. These reptilian humanoids
miake good scouts and soldiers, but all of the non-Force-
using classes appear throughout their society. (Force-using
Trandoshans are extremely rare,) A feud has developed
tietween some Trandoshans and some Wookiees [their
hameworlds are in close proximity), but there are as many
or more examples of Trandoshans and Wookiees working
together and cooperating as there are instances of problems
between the two cultures,

TRANDOSHAN
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Twi'leks

From the dry, racky world of Ryloth, Twi'leks have made
a place for themselves along the galactic rim. These exotic
beings, known for their beautiful head-tails (called lekku),
can also be found on planets such as Tatooine and
Malastare. Sly, calculating beings, Twi'leks prefer to avoid
trouble and stick to the shadows until an opportunity to
act without undue danger to themselves presents itself.
They like to observe, plan, and prepare—rarely does an
individual Twi'lek rush into anything. Some can be vain,
but most keep an eye oul for a way to profit from any
situation.

Persanality: Twi'leks tend to be cunning, charismatic,
and prohit-oriented.

Physical Description: Humanoid, with long, tapered head-
tails, the average Twi'lek stands between 1.6 and 2.1 meters
tall. Skin tones include shades of blue, white, and green.

Twi'lek Homewarld: Twi'leks come from the planet Ryloth,

Language: Twi'leks speak Ryl and Basic. Some also leamn
Huttese.

Example Names: Bib Fortuna, Deel Surool, Firith Olan,
Koyi Komad, Lyn Me, Oola, Tott Doneeta.

Adventurers: Twi'lek adventurers leave their storm-
swepl planet to explore the Outer Rim and seck fame and
fortune. They prefer to work behind the scenes, letting
others stand in the full light of day. Few Twi'leks can stand
the regimented lifestyle of the soldier, but many wind up in
business (whether legal or illegal), performing as entertain-
ers, or even serving as diplomats. The Force is strong in this
species, and some Twi'leks gravitate toward Jedi studies,

Twi'lek Species Traits

@ +2 Charisma, -2 Wisdom: Twi'leks make convincing
diplomats but are relatively weak-willed.

@ Medium-size: As Medium-size creatures, Twi'leks have
no special bonuses or penalties due to their size.

@ Twi'lek base speed is 10 meters.

@ Low-Light Vision: Twi'leks can see twice as far as a
Human in dim light {such as moonlight). They retain
the ability to distinguish color and detail under these
conditions,

@ +1 species bonus on Fortitude saves: Twi'leks are
generally very healthy, with a natural resistance to
toxins and illness.

@ Automatic Languages: Speak and Read/Write Ryl and
Basic.

@ Bonus Language: Lekku (the head-tail language].

Wookiees

Known for their battle skills, Wookiees are long-lived and
very strong, with an aptitude for mechanical endeavors.
lhey may appear to be primitive, but they are quite adept
with high technology. While Wookiees have a reputation
for hostility (such as pulling arms off droids), they also
possess a great capacity for kindness. They make loyal
friends. Wookiees have a greal many customs and tradi-
tions that revolve around honor and layally, including the
special bond of friendship called the honor family, and
the sacred pledge of honor called the life debt. Though
arboreal, a Wookiee never uses its climbing claws in
combat. Doing this is considered dishonorable and a sign
of madness,

Personality: Wookiees tend to be honorable, rash, loyal,
and short-tempered.

Physical Description: Large, arboreal humanoids covered
in thick fur, Wookiees range in height from 2 to 2.3 meters.

Wookiee Homewarld: Wookiees come from the jungle
world of Kashyyyk.

Language: Wookiees speak Shyriiwook, which consists
of grunts and growls, They can understand Basic, but
they can't speak anything other than Shyriiwook due to
vocal limitations,

Example Names: Chewbacca, Gorwooken, Groznik, Low
bacca, Ralrra, Rorworr, Salporin,

Adventurers: Wookiee adventurers usually start out as
wanderers or explorers. They tend to bond with fellow
adventurers, forming extended hanaor families. Some even
pledge life debts to individuals who perform a great service
(equivalent to saving a Wookiee's life). There are Force
adepts among the giant trees of Kashyyyk, and a few
Waokiees have even taken up the traditions of the Jedi.

Wookiee Species Traits

@ +4 Strength, -2 Dexterity, -2 Wisdom, -2 Charisma:
Waookiees are exceptionally powerful but tend to be
impulsive and have little patience for diplomatic matters

@ Medium-size: As Medium-size creatures, Wookices
have no special bonuses or penalties due to their size,

@ Waookiee base speed is 10 meters.

@ +2 species bonus on Climb checks: Wookiees have
claws that allow them to climb particularly well.
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+4 species bonus on Intimidate checks: Their reputa-
tion makes intimidation the Wookiees® primary form
of diplomacy.

Wookiee Rage: When necessary, the Wookiee can fly
into-a frenzy. In a rage, a Wookiee gains phenomenal
strength (even for a Woaokiee) and durability, but
becomes reckless and less able to defend himself, He
temporarily gains +4 Strength, +2 vitality points per
level, and a +2 rage bonus on Fortitude and Will saves,
but suffers a -2 penalty to Defense.

While raging, a Wookice cannol use skills that
require patience and concentralion, such as Move
Silently, Combat Expertise, or any Force-hased skill.
Afit of rage lasts for a number of rounds equal to 5 +
the character’s Constitution modifier. At the end of this
duration, the Wookice loses the bonus vitality points
gained from the rage and is fatigued (-2 penalty to
effective Strength and Dexterity, can’t run or charge)
for a number of rounds equal to the rage’s duration,
Extraordinary Recuperation: A Wookiee regains vitality
and wound points at twice the normal rate (2 vitality
points per character level per hour, 2 wound points per
day of rest).

Automatic Languages: Read/Write Shyriiwook and
Basic, Speak Shyriiwook, understand Basic.

Zabrak

The Zabrak took to the stars carly in galactic history and have
a vast number of colony worlds. (Many Zabrak identify them-
selves by the colony they hail from.) The Zabrak have an fron
will and a survival instinet second to none. They are explorers
and warriors without peer, with instincts forged by the harsh-
ness of the original Zabrak homeworld and the pioneer spirit
that led to the settlement of the Zabrak colonies.

Zabrak possess a great amount of confidence, and they
believe that there is nothing they can’t accomplish. While this
innate attitude could lead to feelings of superiority, most
Zabrak don’t look down upon other species. They believe in
themselves and are proud and strong, but they rarely project
any negativity toward those of other species. Each Zabrak is
extremely proud of his or her home colony.

Persanality: Zabrak tend to be dedicaled, intense, and
focused. They are sometimes considered singleminded.

Physical Description: Humanoid, Zabrak are distin-
guished by patterns of vestigial horns atop their heads, The
average Zabrak stands between 1.6 and 2.1 meters tall.

Zabrak Homewaorld: Iridonia or one of eight colonies in
the Mid Rim region of space.

Language: Zabrak speak Zabrak and Basic.

Example Names: Aagh Odok, Eeth Koth, Kooth Aan,

Adventurers: Zabrak adventurers love to explore the
galaxy. No challenge is too big to deter a Zabrak. Zabrak
adventurers range from fringers from distant colony worlds,
to noble diplomats and merchants, to scouts, soldiers, and
even Jedi.

Zabrak Species Traits

@ Zabrak have no ability score adjustments.

@ Medium-size: As Medium-size creatures, Zabrak have
no special bonuses or penalties due to their size,
Zabrak base speed is 10 melers.
+2 species bonus on Fortitude and Will saving throws:

@@

Zabrak are hardy and possess above-average willpower.
@ Automatic Languages: Speak and Read/Write Zabrak
and Basic.

ZABRAK
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Star Wars heroes seck credits, glory, justice, fame, influence,
and knowledge, among other goals, Some of these goals are
honorable, some base. Each character chooses a different way
to achieve these goals, from brutal combat power to subtle
skills to mastery of the Force. Some adventurers prevail and
grow in experience, wealth, and power. Others die.

A character class is the frame upon which you build your
hero. It isn't meant to be rigid or confining. Instead, a class
provides a starting point which you can develop in any
direction you see fit. Don't think of a class as restrictive;
instead, a class is defining. When you choose a class for
your character, you're laying the foundation of a concept
that will grow and expand as you play. A class provides
structure. How you develop your character is entirely up to
you. You get to choose skills and feats as you advance—and
you can take levels in other classes as you go along if that
better serves the concept at the core of your hero.

The Classes

Nine main classes, known as heroic classes, are available in
the Star Wars Roleplaying Game. Characters with levels in
heroic classes are called heroic characters. Unlike ordinary
characters, heroic characters have vitality points as well as
wound points. (Ordinary characters have only wound
points.) Vitality points have the effect of making heroic
characters harder to defeat—which means they can perform
dangerous or heroic acts without risking their lives unneces-
sarily. The nine heroic classes are:

Fringer: A jack-of-all-trades with little formal education
who picks up skills and technical knowledge through life
experience and improvisation. Fringers are more preva-
lent the farther you get from the Core.

Noble: A master of bargaining and negotiation who inspires
confidence and makes a great leader.

Scoundrel: A tricky, skillful rogue who succeeds by stealth
instead of brute force.

Scout: A cunning, skilled explorer trained to operate in the
vast wilderness of space and backwater worlds,

Saoldier: A warrior with exceptional combat capability and
unequaled skill with weapons.

Tech Specialist: A skilled high-tech wizard who focuses on
a specific application of technology, such as surgery,
starship mechanics, or droid programming.

Force Adept: A Force-user trained in a tradition differ-
ent from that of the Jedi, or a wild talent who has
developed Force abilities without any formal training.

Jedi Consular: A Jedi who combines diplomacy and schol-
arly pursuits with mastery of the Force.

Jedi Buardian: A Jedi who combines physical and mental
training with mastery of the Force.

The Multiclass Character

As your character advances in level, he or she may add new
classes. Adding a new class gives the character a broader
range of abilities, but all advancement in the new class is at
the expense of advancement in the character’s other class or
classes. A noble, for example, might become a noble/soldier.
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Adding the soldier class would give her proficiency in more
weapons, better Fortitude saves, and so on, but il would
also mean that she doesn't gain new noble abilities and
thus is nat as powerful a noble as she otherwise would have
become. Rules for creating and advancing multiclass char-
acters can be found at the end of this chapter.

Class and Level Bonuses

An attack roll or saving throw is a combination of three
numbers, each tepresenting a different factor: a random
factor (the number you roll an the d20), a number repre-
senting the character's innate abilities [the ability modifier],
and a bonus representing the character’s experience and
training. This third factor depends on the character's class
and level, Each class table summarizes the hgures for this
third factor,

Base Attack Bonus
Check the table for your character’s class. On an attack roll,
apply the bonus from the Base Attack Bonus column to the
1020 die roll. Use the bonus that comesponds to the character’s
class level, Numbers after a shash indicate additional attacks at
reduced bonuses: “+12/+7/+2" means three attacks per round,
with a base attack bonus of +12 for the first attack, +7 for the
second, and +2 for the third. Ability modifiers apply to all these
attacks normally, but other bonuses do not grant extra attacks.
For example, a 6th-level noble has a base attack bonus of
+4, With a blaster or other ranged weapon, she adds her
Dexterity modifier. Even if this would increase her attack
bonus to +6 or higher, she doesn’t gain an additional attack.

If a character has more than one class, add the base
attack bonuses for each class together to determine the
character's base attack bonus, {See Multiclass Characters,
page 63, for an example.)

Table 3-1:
Experience and Level-Dependent Benefits
Class Cross-Class

Character Skill Max Skill Max Ability
Level XP  Ranks Ranks Feats Increases
1st 0 4 2 ist -
2nd 1,000 5 21/2 - -
3rd 3,000 6 3 2nd -
4th 6,000 7 31/2 - Ist
5th 10,000 8 4 - -
6th 15,000 9 41/2 3rd -
7th 21,000 10 5 - -
8th 28,000 1 51/2 - 2nd
Oth 36,000 12 6 4th -
10th 45,000 13 61/2 - -
11th 55,000 14 7 — -
12th 66,000 15 T1/2 5th 3rd
13th 78,000 16 8 - -
14th 91,000 17 B1/2 - -
15th 105,000 18 El 6th -
16th 120,000 19 91/2 - 4th
17th 136,000 20 10 - -
18th 153,000 21 10 1/2 7th -
19th 171,000 22 11 - —
20th 190,000 23 11/2 - Sth




Base Save Bonuses

Check the table for your character's class. You'll see the base
saving throw bonuses for the three types of saves: Fortitude,
Reflex, and Will. Use the bonuses that correspond to the
tharacter's class level. If a character has more than one

class, add the base save bonuses for each class together to
determine the character's base save bonuses. (See Multiclass
Characters, page 63, for an example.)

Level-Dependent Benefits

In addition to attack bonuses and saving throw bonuses, all
characters gain other benefits from advancing in level. Table
3-1: Experience and Level-Dependent Benefits summarizes

these additional benefits.

XP: This column shows the experience point total
needed to achieve a given character level. For multiclass
characters, XP determines overall character level, not indi-
vidual class levels.

Class Skill Max Ranks: The maximum number of skill
ranks a character can have in a class skill is equal to his or
her character level +3. A class skill is a skill frequently asso-
tiated with a particular class, Class skills are listed under
each class description in this chapter.

Cross-Class Skill Max Ranks: For cross-class skills
(skills not associated with the character’s class), the maxi-
mum ranks are one-half the maximum for a class skill.
Maxing out a cross-class skill costs the same amount of
points as buying the maximum rank in a class skill. (For
example. at 1st level, a character can pay 4 points for 4
ranks in a class skill, or spend the same 4 points for 2 ranks
of a cross-class skill.) The half ranks (1/2) indicated on the
table don’t improve skill checks; they simply represent
partial purchase of the next skill rank and indicate the char-
acter is training to improve that skill,

Feats: This column indicates the levels at which a char-
acter gains feats. These feats are in addition to any bonus
feats granted in the class descriptions and the bonus feat
granted to Humans at 1st level.

Ability Increases: This column indicates the levels at
which a character gains ability score increases. Upon gaining
4th, Bth, 12th, 16th, and 20th level, a character increases
one of his or her ability scores by 1 point. The player
chooses which ability score to improve. The ability improve-
ment is permanent.

Far example, a noble with a starting Charisma of 16
might improve to Cha 17 at 4th level, At 8th level, the
same character might improve Charisma again (from 17 to
18) or could choose to improve some other ability instead.

For multiclass characters, feats and ability increases are
tained according to overall character level, not class level.
Thus, a 3rd-level noble/1st-level soldier is a 4th-level char-
acter overall and eligible for her first ability score boost.

Class Descriptions

The rest of this chapter, up to the section on multiclass
characters, describes each class. These descriptions are
general. Individual members of a class may differ in their
ittitudes, outlooks, and other aspects.

Game Rule Information
Game rule information follows the general class description.
Not all of the following cateqgories apply to every class.

Abilities

This entry tells you which abilities are most important for a
character of that class. Players can “play against type,” but
a typical character of a class puts his or her highest ability

scores where they'll do the most good. (Or, in game-world

terms, the character is attracted to the class that most suits
his ar her talents, or for which he or she is best qualified.)

Vitality
The Lype of die used by characters of the class to determine
the number of vitality points gained per level.

Die Type  Class

1d6 Noble, scoundrel, tech specialist

1d8 Force adept, Jedi consular, fringer, scout
1d10 Jedi guardian, soldier

A player rolls one die of the listed type each time his or her
character gains a new level. The character's Constitution
madifier is applied to the roll. Add the result to the charac-
ter's vitality point total. Even if the result is 0 or lower, the
character always gets al least 1 new vitality point. A 1st-
level character gets the maximum vitality points rather than
rolling (although you still apply your Constitution modifier).

For example, Rorworr the Wookiee scout gets 1d8 vitality
points per level, plus his Constitution modifier. At 1st level,
he gets 10 vitality points instead of rolling (8, the maximum
for the die. plus his Constitution modifier, which is +2).

Class Table
This table details how a character improves as he or she
gains levels, Class tables include the following information:

Level: The character’s level in the class,

Base Attack Bonus: The character’s base attack bonus and
number of attacks,

Fart Save: The base save bonus for Fortitude saving
throws. The character’s Constitution modifier also applies.

Ref Save: The base save bonus for Reflex saving throws.
The character's Dexterity modifier also applies.

Will Save: The base save bonus for Will saving throws.
The character's Wisdom modifier also applies.

Special; Level-dependent class abilities, each explained
in the Class Features section that follows,

Defense Bonus: The character’s bonus to Defense. The
character’s Dexterity modifier also applies.

Reputation Bonus: The character's base Reputation
bonus. See Reputation in Chapter Six: Heroic Characteristics
for more irformation.

Class Skills

This section of a class description gives the number of
skill points the character starts with at 1st level, the
number of skill points gained each level thereafter, and
the list of class skills. In each case, the character gets
some number of skill points each level, such as 4 for a
soldier or 6 for a nable. To this number, add the charac-
ter’s Intelligence modifier to determine the total points
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GAINING EXPERIENCE AND LEVELS

Experience points (XP) measure how much your character has
learned and how much he or she has grown in personal power. Your
character earns XP by defeating opponents and successfully complet-
ing adventures. The Gamemaster assigns XP to the heroes at the end
of each adventure based on what they have accomplished. Heroes
accumulate XP from adventure to adventure. When a character earns
enough XP, he or she attains a new character level (see Table 3-1:
Experience and Level-Dependent Benefits).

Advancing a Level

When your character’s XP total reaches at least the minimum XP
needed to advance a new character level (see Table 3-1: Experience
and Level-Dependent Benefits), he or she goes up a level. For exam-
ple, when Deel the 1st-level scoundrel obtains 1,000 or more XP, he
becomes a 2nd-level character. After that, once he accumulates 3,000
or more XP, he reaches 3rd level.

Going up a level provides a character with several immediate
benefits (see below).

A character can only advance one level at a time. If, for some
extraordinary reason, a character gains enough XP to advance two
or more levels at once, he or she instead advances one level and
gains just enough XP to be 1 XP short of the next level. For exam-
ple, if Deel has 5,000 XP (1,000 points short of 4th level) and gains
6,000 more, normally that would put him at 11,000~enough for
5th level. Instead, he only attains 4th level, and his XP total
becomes 9,999.

Training and Practice
Heroes spend time between adventures training, studying, or

otherwise practicing their skills. This work consolidates what they
learn on adventures and keeps them in top form.

Level Advancement

Each character class has a table that shows how the class features
and statistics increase as a member of that class advances in level.
When your character achieves a new level, make these changes:

1. Choose Class

When a character qualifies for a new level, decide if you're going to
take that new level in the character’s existing class or in a new
class. For example, from 1st to 4th level, Michele advanced her
character as a soldier. Upon attaining 5th level, she can decide to
add another level of soldier or add a level in a different class. So,
Michele’s character could become a Sth-level soldier or a 4th-level
soldier/1st-level tech specialist, for example. (See Multiclass
Characters, page 63.)

2. Base Attack Bonus
The base attack bonus for soldiers and Jedi guardians increases by
+1 every level, The base attack bonuses for other classes increase at
a slower rate. If your character’s base attack bonus changes, record it
on your character sheet.

3. Base Save Bonuses

Like base attack bonuses, base save bonuses improve at varying
rates for different classes as characters increase in level. Check your
character’s new class level's base save bonuses to see if any of them
increase by +1.

4. Special Class Features

Check the table for your class for new capabilities you may receive.
Many characters gain special attacks or new special abilities as they
advance in levels.

5. Defense Bonus
Like base attack bonuses and save bonuses, a character’s bonus to
Defense improves at varying rates as he or she increases in level,

6. Reputation Bonus

Each class has a Reputation bonus that increases as a character
gains levels. See Chapter Six: Heroic Characteristics for the uses
of Reputation.

7. Skill Points
Each character gains skill points to spend on skills, as detailed in the
section describing the character’s class.

For class skills, each skill point buys 1 rank. A character’s maxi-
mum rank in a class skill is his or her character level + 3.

For cross-class skills, each skill point buys a half rank. A charac-
ter's maximum rank in a cross-class skill is one-half that of a class
skill (don't round up or down). See Table 3-1: Experience and Level-
Dependent Benefits.

If you have been maxing out a skill (putting as many skill points
into it as possible), you don't have to worry about calculating your
maximum rank with it. At each new level, you can always assign 1
skill point—and just 1-to any skill that you're maxing out. (If it's a
cross-class skill, this point buys half a rank.)

Your character’s Intelligence modifier affects the number of skill
points he or she gets at each level (see Table 1-1: Ability Modifiers). This
rule represents an intelligent character’s ability to leam faster over time
(or slower for dim-witted heroes), so use the Intelligence score that your
character had during his or her previous level.

8. Ability Score
If your hero has just attained 4th, 8th, 12th, 16th, or 20th level, raise
one of his or her ability scores by 1 point. (It's okay to go above 18.)
For a multiclass hero, it is the overall character level, not the class
level, that counts.

If your character’s Constitution increases, increase his or her
wound point total to match. If the Constitution modifier increases,
the new bonus only applies to vitality points from this level forward.

9. Vitality Points

Roll the appropriate die (1d6, 1d8, or 1d10, depending on the char-
acter’s class), add the character’s Constitution modifier, and add the
total to your character’s vitality points.

10. Feats

Upon reaching 3rd level and every third level thereafter (6th, Sth,
12th, 15th, and 18th), you gain one feat of your choice (see Table
5-1: Feats and Table 5-2: Force Feats). As with ability score
increases, for multiclass heroes it is the overall character level, not
the class level, that determines when a character gets a new feat.

11. Force Points

A character gains 1 Force Point each time he or she gains a level.
Characters without the Force-Sensitive feat cannot have more than 5
Force Points. =




gained each level (but always at least 1 skill point per
level, even for a character with an Intelligence penalty).

Remember that a 1st-level character starts with 4 times
this number of skill points. The maximum rank in a class
skill is the character’s level + 3, so at 15t level yvou can buy
up to 4 ranks in any class skill, at a cost of 1 skill point
per rank.

For example, a noble gets 6 skill points per level. If she
has a +1 Intelligence modifier, her total becomes 7 skill
puints per level. At 1st level, she gets 4 times this amount,
or 28 skill points. Her maximum rank for a class skill is 4, so
she could, Tor example, divvy up her 28 points among seven
class skills with 4 ranks each (it's more vseful to have a high
score in a few skills than a low score in many skills).

You can also buy skills from other classes® skill lists. Each
skill point buys half a rank in these cross-class skills, and
you can only buy up to half the maximum ranks of a class
skill. Thus, the maximum rank at 1st level for a cross-class
skill is 2.

Note, however, that Force skills can’t be purchased as
cross-class skills unless the character has the prerequisite
feats associated with the skills. See Chapter Four: Skills for
more information,

Class Features
This entry details special characteristics of the class,
meluding which weapon groups the character is proficient
with. Characters can become proficient with other
weapons by acquiring
the various Weapon
Group Proficiency feats.
Each class also has
certain unique capabili-
ties, ranging from

bonus feats to special
abilities, which are

described here.

What's
New?

If you don't have the
previous edition of the
Star Wars Roleplaving
Gane, you can skip
this section. It explains
what we changed in
this chapter for the
new edition.

In this chapter. we
added a new class, the
tech specialist, bring-
ing the number of
hero classes up to
nine. We've also made
adjustments to each
class to correct prob-
lems and to enhance
game balance. Every
class gained new

special abilities, We

made adjustments to each class’s bonus to Defense to
bring the Defense progression more into line with the
attack bonus progression. We increased the starting credits
for each class, and we made some adjustments to class
skills and bonus feats to account for new skills and feats
added to the game. Reputation has been changed to a
bonus instead of a score to reflect a new mechanic that we
believe makes Reputation more useful in the game. For the
Force-using classes, instead of gaining the Alter, Control,
and Sense feats in a specified order, we've provided the
Force training class feature that allows a Force-user to
select these important feats in any order. Jedi characters
now start play proficient with their lightsabers. We've also
listened to your feedback and turned Jedi Master into a
prestige ciass (see Chapter Twelve for prestige classes)

Class Level
and Character Level

Class level pertains to a character’s level in a particular class,
Character level pertains to a character's total experience. So,
a character who has only one class has a character level and
a class level that are the same, [A 7th-level Jedi guardian

has a character level of 7th and a class level of 7th.) But for
a character with more than one class, class level and charac-
ter level are different. A 4th-level fringer/3rd-level scoundrel
has a character level of 7th, with a fringer class level of 4th

and a scoundrel class level of 3rd.
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Fringer

Fringers come from outside society, replacing a formal

education with skills and knowledge gained from experience.

Usually, a fringer hails from a world that lies outside the
“civilized" regions of space, but fringers can come from the
fringe of galactic society—wherever that may be. They use
their dexterity, wisdom, and strength to survive whatever the
galaxy throws at them. A fringer isn't necessarily unfamiliar
with technology, but he certainly doesn’t have access to the
conveniences available to those of higher status on worlds
such as Coruscant and Corellia. The fringer is hardy, robust,
independent, and an expert at survival due to learning the
lessons of “frontier” regions, be they in the Outer Rim or in
the dankest levels of Coruscant.

Some fringers might be from primitive, low-tech societies,
but most have a basic understanding of high-tech equip-
ment—they just come from a world or a part of society
where such equipment is in extremely short supply.

Exploits

Most fringers who become heroes do so because of circum-
stances. They are farmers whose families were killed by
stormtroopers, colonists whose planets were overrun by
marauders, aliens from backwater worlds, streetwise toughs
from the lawless levels of Coruscant, or spacers working the
hyperspace lanes far from the galactic centers of power.
Fringers usually have a dream they wish to fulfill or an
idealistic view of the galaxy. Many hope to find their fame
and fortune closer to where the action is, viewing their
homewaorld as insignificant and well off the beaten path.

Characteristics

The fringer is a jack-of-all-trades, learning a little bit of
everything to increase his or her chances of surviving. Often,
a fringer can keep even the oldest, most beat-up piece of
equipment running. Where a scout or a soldier has extensive

Table 3-2: The Fringer

training in repair skills, a fringer is better at keeping equip-
ment jury-rigged than fixing it completely. This means the
fringer is faster at making slapdash repairs, even in extreme
situations, but less likely to fully repair an item. The fringer i
at home in the hinterlands of space, able to get by without
the conveniences of civilization. Of all the classes, fringers are
best able to deal with whatever troubles the galaxy throws
their way. They have excellent survival instincts and an
enthusiasm that gets them through difficult circumstances.

Background

Fringers come to their profession by seeking a better life,
searching for excitement, escaping the situation on their
planet of origin, or avenging an imagined wrong done by
the Republic, Empire, Imperial Remnant, New Republic, or
some other power group (depending on the era of play).
Some seek wealth and power, others adventure. Others still
are motivated by revenge. They may be lured from their
home world by the promise of riches. They may be escaping
from slavery or servitude. They could be recruited to a cause
they believe is worth following, or driven from their home
by invaders. They usually think of themselves not as fringers
but as whatever carcer they aspire to, such as spacer,
mechanic, pilot, or colonist.

Examples of Fringers in Star Wars
Luke Skywalker (at the beginning of Episode IV: A New
Hope), Anakin Skywalker (in Episode I: The Phantom
Menace), Biggs Darklighter (in Episode IV: A New Hope).

Game Rule Information
Fringers have the following game statistics.

Abilities
Dexterity, Wisdom, and Strength are the most important
ability scores for the fringer class.

Base Attack Fort Ref will Defense Reputation
Level Bonus Save Save Save Special Bonus Bonus
1st +0 +2 +1 +0 Bonus feat, bonus class skill +3 +0
2nd +1 +3 +2 +0 Barter +4 +0
3rd +2 +3 +2 +1 Jury-rig +2 +4 +0
4th +3 +4 +2 +1 Bonus class skill +4 +0
5th +3 +4 +3 +1 Survival +2 +5 +1
6th +4 +5 +3 +2 Jury-rig +4 +5 +1
7th +5 +5 4 +2 Bonus feat +6 +1
8th +6/+1 +6 +4 +2 Bonus class skill +6 +1
9th +6/41 +6 +4 +3 Jury-rig +6 +6 +2
10th +7/+2 +7 +5 +3 Survival +4 +7 +2
11th +8/43 +7 +5 +3 47 42
12th +9/+4 +8 +6 +4 Bonus class skill +8 +2
13th +9/+4 +8 +6 +4 Jury-rig +8 +8 +3
14th +10/45 +9 +6 +4 Bonus feat +8 +3
15th +11/+6/+1 +9 +7 +5 +9 +3
16th +12/+7/+2 +10 +7 +5 Bonus class skill +4 +3
17th +12/+7/+2 +10 +8 +5 +10 +4
18th +13/+8/+3 +11 +8 +6 Survival +6 +10 +4
19th +14/+9/+4 +11 +8 +6 +10 +4
20th +15/+10/+5 +12 +9 +6 Bonus feat +11 +4
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Vitality
Fringers gain 1d8 vitality points per level. The character’s
Constitution modiher applies.

Class Skills
The fringer’s class skills, and the key ability for each, are as
follows [see Chapter Four: Skills for skill descriptions).

Climb (Str), Craft”® (Int), Gamble (Wis), Handle Animal
{Cha), Hide (Dex), Jump (Str), Knowledge® (Int), Listen (Wis),
Pilot [Dex), Profession® [Wis), Ride (Dex), Search (Int], Spot
(Wis), Survival (Wis), Swim [Str).

*Thes skill actually encompasses a number of unrelated skills. Each time this skill is
lramed, o specilic category must also be chosen. Exomples include Craft {droids),
Knowledge (Jedi fore), and Profession (draid programmer)

S3IASSV1ad

Skill Points at 1st Level: (6 + Int modifier) x 4.
Skill Points at Each Additional Level: 6 + Int maodifier.

Class Features
All of the following are class features of the fringer.

Starting Feats

The fringer begins play with the following feats:
Weapon Group Proficiency (primitive weapons)
Weapon Group Proficiency (simple weapons)

Bonus Feats

Al 1st, 7th, 14th, and 20th level, the fringer gains a bonus
feat. This feat must be selected from the following list. and
the fringer must meet any prerequisites.

Alertness, Armor Proficiency (light), Endurance, Gearhead,
Run, Spacer, Weapon Group Proficiency (blaster pistols),
Weapon Group Proficiency (blaster rifles), Weapon Group
Proficiency (slugthrowers).

Bonus Class Skills

At 1st, 4th, 8th, 12th, and 16th level, the fringer may desig-
nate a cross-class skill [except Force skills) as a class skill.
Once designated, the skill is considered a class skill every
time the character adds a new level of fringer. The skill must
be one relatively common to the campaign. For instance, if
the campaign is limited Lo a single star system, Astrogate
would be an inappropriate choice. The GM is free to rule
that a specific skill is off limits as a bonus class skill,

Barter
Beginning at 2nd level, the fringer gains a +5 competence
bonus on Diplomacy checks made to buy or sell equipment.

Jury-Rig

Beginning at 3rd level, a fringer gains a +2 compelence
bonus on Repair checks made to attempt temporary or jury-
ngged repairs, (See the Repair skill description for details.)
This bonus increases by +2 at 6th, 9th, and 13th level.

Survival

Beginning at 5th level, a fringer gains a +2 competence
bonus on any Survival checks made. This bonus increases by
+2at 10th and 18th level,

Credits

A Ist-level fringer starts play with 1d4 % 500 credits.
KELKO,
RODIAN FRINGER
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Noble

Members of the noble class use their intelligence and natu-
ral charisma to make their way in the galaxy. From true
royalty to elected officials, military commanders to crime
lords, traders, merchants, ambassadors, holovid stars, and
influential corporate magnates, character types who appear
in the noble class are varied and numerous. Some bring
hanor to the name. Others are sly, treacherous, and dishon-
orable to the core. With a winning smile, a golden tongue, a
powerful message, or a knack for making compromises, the
noble commands respect, makes friends, and inevitably
influences people.

Exploits

Most nobles wind up in dangerous situations because of
something they believe in or because their job calls for it.
Others hope to use their negoliating talents to navigate a
course through the troubles around them, or seek to find
profit in the troubles of others, Whatever their initial motiva-
tions, nobles usually wind up taking to a cause and a goal
that sustains them through the roughest missions. An adven-
turing noble might be a senator's aide, a free trader, a
diplomat, a true prince or princess, or an outlaw’s lieutenant.
Nobles often feel responsible for others, though some
consider themselves to be better than those around them.

Characteristics

The noble fosters feelings of good will and hanesty, or at
least the illusion of such, to succeed. Where other classes
shoot fust, the noble starts out asking questions and hopes
to fimish by negotiating a deal. The noble believes she can
be more effective with words and deeds than with violence,
though some draw a blaster when push comes to shove. The
noble is more comfortable in civilized regians of space,
where law and order have some meaning. OF all the classes,
nobles have the best diplomatic and bargaining skills,

Table 3-3: The Noble
Base Attack Fort Ref will

They're good talkers, negotiators, and bluffers. They have a

knack for inspiring others, and they make good leaders.

Background

Nobles come to their profession in a variety of ways.
Altruistic nobles believe it is their duty and responsibility
to serve and lead. More selfish nobles seek the fame,
wealth, and power often associated with the positions they
aspire to. Power-hungry nobles take advantage of the
system and wind up helping others only to help themselves.
The halls of power are calling. How the noble answers can
make all the difference.

Examples of Nobles in Star Wars
Leia Organa, Padmé Amidala, Talon Karrde, the vile gang-
ster Jabba the Hutt, Chancellor Valorum, Supreme
Chancellor Palpatine.

Game Rule Information
Nobles have the following game statistics.

Abilities

Charisma is undoubtedly a noble’s most important ability
score, as the noble’s skill at interacting with others and
projecting a sense of confidence are crucial for his or her
success. Wisdom and Intelligence form the basis of other
important skills, so these ability scores are also significant.

Vitality
Nobles gain 1d6 vitality points per level. The character’s
Constitution modifier applies.

Class Skills

The noble’s class skills, and the key ability for each, are as

follows (see Chapter Four: Skills for skill descriptions).
Appraise (Int), Computer Use (Int), Craft* (Int), Diplomacy

{Cha), Disguise (Cha), Entertain® {Cha), Knowledge® (Int),

Defense Reputation

Level Bonus Save Save Save Special Bonus Bonus
Ist +0 +0 41 +2 Bonus class skill, favor +1 +2 +1
2nd +1 +0 +2 +3 Inspire confidence +3 +1
3rd +2 +1 +2 +3 Favor +2, resource access +3 +1
4th +3 ol +2 +4 Coordinate +1 +3 +2
5th +3 +1 +3 +4 +4 +2
6th +4 +2 +3 +5 Bonus feat +4 +2
7th +5 +2 +4 +5 Favor +3 +5 +2
8th +6/41 +2 +4 +6 Coordinate +2 +5 +3
9th +6/41 +3 +4 +6 Bonus feat +5 +3

10th +7/+2 +3 +5 +7 +6 +3

11th +8/+3 +3 +5 +7 Inspire greatness +6 +3
12th +9/44 +4 +6 +8 Favor +4 +7 +4
13th +9/+4 +4 +6 +8 Coordinate +3 +7 +4
14th +10/45 +4 +6 +9 Bonus feat +7 +4
15th +11/+6/+1 +5 +7 +9 +8 +4
16th +12/47/42 +5 +7 +10 Favor +5 +8 +5

17th +12/47/+2 +5 +8 +10 +9 45

18th +13/+8/+3 +6 +8 +11 Coordinate +4 +9 +5

19th +14/+9/+4 +6 +B +11 Bonus feat +9 +5
20th +15/410/45 +6 +9 +12 Coordinate +5 +10 +6
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Profession® [Wis), Read/Write Language (none), Ride (Dex),
Sense Motive [Wis), Speak Language (none).

This skill actually encompasses a number of unrelated skills. Each time this skill
& learned. o specific category must olso be chosen. Examples include Croft
(droids), Entertain (kloo horn), Knowledge {Jedi lore), and Profession (droid
programmer ).

S3dSSV13d

Skill Points at 1st Level: (6 + Int modifier) x 4.
Skill Points at Each Additional Level: 6 4 Int modifier.

Class Features
All of the following are class features of the noble.

Starting Feats

The noble begins play with the following feats:
Weapon Group Proficiency (blaster pistols)
Weapon Group Proficiency (simple weapons)

Bonus Class Skill

At 1st level, a noble may designate any one cross-class skill
{except for a Force-related skill) as a class skill. This repre-

senits an area of expertise the noble picks up outside his or
her normal training.

. Favor

The noble has the ability to call in favors from those she
knows. By making a favor check, the noble can call upon
conlacts to gain important information without going
through the time and trouble of doing a lot of research.
Favors can also be used to acquire the loan of equipment or
documents from influential acquaintances.

To call in a favor, the noble makes a Tavor check. Roll a d20
and add the character’s favor bonus [+1 at 1st level, 42 at 3rd
level, and so on). The GM sets the DC based on the scope of
the favor being requested. The DC ranges from 10 for a simple
favor to as high as 25 for highly dangerous, expensive, or ille-
gal favors. The noble can’t take 10 or take 20 on this check,
nor can she retry the check for the same (or virtually the same)
favor. [See Chapter Four: Skills for information on taking 10
and taking 20.) Note that favors should help advance the plot
of @n adventure. A favor that would enable a character to
arcumvent an adventure should always be unavailable to the
character, regardless of the results of a favor check.

A noble can try to call in a favor a number of times in a
\ week of game time that's equal to half her noble levels,
ounded down (minimum one). So, as a 1st-level noble,
Arani can attempt to call in a single favor, while as a 7th-
level noble she can attempt to call in Favors as many as
three times from different contacts.

The GM should carefully monitor the noble’s use of
favors to ensure that this ability isn't abused. The success
or failure of @ mission shouldn't hinge on the use of a
favor, and calling in favors shouldn't replace good roleplay-
ing or the use of other skills. The GM may disallow any

favor deemed to be disruptive to the game. See Chapter }

Twelve: Gamemastering for additional information on N

favors and contacts. ' ,!'

Inspire Confidence

Beginning at 2nd level, a noble can vuse oratory to inspire

confidence in allies, balstering them and improving their AYRANLACATRD EN)
. " HUMAN NDBLE
chances of success. An ally must listen to and observe the k-//
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noble for a full round for the inspiration o take hold. The
effect lasts for 5 rounds. The noble can inspire a number
of allies equal to half her noble levels, rounded up. She
can inspire confidence once per day for every four levels
of noble she possesses (once per day from 1st to 4th level,
twice per day from 5th to 8th level, and so on).

An ally inspired with confidence gains a +2 morale bonus
on saving throws and a +1 morale bonus on attack and
weapon damage rolls.

The noble can't inspire confidence in herself. The ability
only aids her allies.

Resource Access

Beginning at 3rd level, a noble has access to an array of
resources (usually from Family, influential friends, or
patrans). Once per day, the noble can make a Charisma
check 1o use those resources during the adventure.,

The value of resources gained equals the noble’s class
level multiplied by the result of the Charisma check multi-
plied by 20. Thus, a 3rd-level noble who gets a result of
16 on her Charisma check would gain 960 credits’ worth
of resources to use in the adventure (3 x 16 % 20 = 960).

Ihese resources can take almost any form the noble
chooses (within reason) and are hers to do with as she
pleases, She can keep them, use them, give them away, or
sell them as she sees fit. The resources gained arrive in the
noble’s possession 1d8 hours after she makes the check.
These resources must be reasonably available when and
where she chooses to make the check, For instance, a noble
treking through the wilderness of Endor’s forest moon
won't have access Lo many resources.

Resource access tends to be monetary, whereas favors tend
to be benefits that can't necessarily be measured in credits.

Coordinate
Anoble has a knack for getting people to work together. When
the noble can aid others and give directions, she provides a
honus to the task at hand by making an aid another check.
This bonus is in addition to the normal aid another bonus of
+2 [see page 165), and it increases as the noble gains levels,
So, the noble provides a total +3 bonus at 4th level [+2 aid
another bonus, + 1 cooperation bonus), a2 +4 bonus at 8th
level, ete.

This ability can’t be used to assist in combat.

Bonus Feats
At 6th, 9th, 14th, and 19th level, the noble gains a bonus
feat, This feat must be selected from the following list, and
the noble must meet any prerequisites.

Fame, Frightful Presence, Influence, Mimic, Persuasive,
Sharp-Eyed, Trustworthy.

Inspire Greatness

Beginning at 11th level, a noble can inspire greatness in an
ally, granting extra fighting capability. This works similar to
inspire conhdence, except it affects but a single ally. An
ally inspired with greatness gains +2d6 temporary vitality
points, a +2 competence bonus on attacks, and a +2
morale bonus to saving throws. The effect lasts for 5
rounds. The noble can inspire greatness once per day. For

every three noble levels attained beyond 11th level, the

noble can inspire greatness in one additional ally.

FADME AMIDALA IS AN EXAMPLE OF A NOBLE HERDO.



The noble can’t inspire greatness in herself. The ability
only aids her allies.

Credits
A lst-level noble starts play with 1d4 x 1,000 credits.

Scoundrel

Scoundrels are rogues—good, bad, and neutral-=who either
five outside the law or fight against it in order to get the
upper hand. They can come from any world or region of the
galaxy. Most use their intelligence and dexterity to accom-
plish tasks, and many rely on charisma as a fallback when all
else fajls. The scoundrel gets by with bravado, cunning,
duplicity, and trickery. They live by their wits, lying, cheat-
ing, stealing, and even fighting when the need arises.

Exploits

Many scoundrels live a life of adventure for the excitement
it provides. Others go adventuring to advance their illicit
careers, Some are good-hearted rogues in it for the thrill or
loright a wrong done to them or those they love. Others
are despicable knaves who serve only one master—the greed
that swells inside them. More often, a adventurous
scoyndrel falls somewhere in the middle, changing alle-
giance and attitudes as the political climate changes, until
something larger than himself sets him on a particular
course through the galaxy. Adventurous scoundrels call
themselves smugglers, pirates, outlaws, gamblers, slicers,
ton artists, thieves, rogues, and spies.

Characteristics

Scoundrels have a knack for getting into and out of
trouble. They have an instinet for self-preservation that
keeps them alive, but it’s usually tempered with a need to
experience the thrills that their profession has to offer, and
many adventurous scoundrels are also saddled with a sense
of honor that sometimes makes them go against their
natural inclinations.

Background

Scoundrels don't often start out seeking to defy authority and
reak the law, Some are thrust into the profession as a means
of rebellion. Others wind up on the wrong side of the law due
1o bad luck, poor decisions, or circumstances bevond their
control, The skills they pick up along the way make them

gieat members of any mission team,

Examples of Scoundrels
in Star Wars
Han Solo, Lando Calrissian, Dash Rendar, Dexter Jettster,

Game Rule Information
Scoundrels have the following game statistics.

Abilities

Dexterity and Intelligence are a scoundrel’s most important
ability scores, because he must have quick reflexes and a
sharp wit to survive, Charisma is important for talking one’s
way out of trouble, and Wisdom is useful for spotting trou-
ble before it finds the scoundrel.

DEEL BURDDL,
TWI'LEK SCOUNDREL
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Vitality
Scoundrels gain 1d6 vitality points per level. The character’s
Constitution modifier applies.

Class Skills

The scoundrel’s class skills, and the key ability for each, are
as follows (see Chapter Four: Skills for skill descriptions).

Appraise (Int), Astrogate (Int), Balance (Dex), Bluff (Cha),
Computer Use (Int), Craft® (Int), Demolitions (Int), Disable
Device (Int), Disguise (Cha), Escape Artist (Dex), Forgery
(Int), Gamble (Wis), Gather Information (Cha), Hide (Dex),
Knowledge® (Int), Listen (Wis), Move Silently (Dex), Pilot
(Dex), Profession” (Wis), Repair (Int), Search (Int), Sleight of
Hand (Dex), Spot (Wis), Tumble (Dex).

*This skill actually encompasses a number of unrelated skills. Each time this skill is
learned, o specifiic cotegory must olso be chosen. Examples include Craf (droids),
Knowledge (Jedi lore), ond Profession (droid programmer).

Skill Paints at 1st Level: (8 + Int modifier) x 4.
Skill Points at Each Additional Level: 8 + Int modifier.

Class Features
All of the following are class features of the scoundrel.

Starting Feats

The scoundrel begins play with the following feats:
Weapon Group Proficiency [blaster pistols)
Weapon Group Proficiency (simple weapons)

lllicit Barter

Beginning at 1st level, the scoundre! gains a +5 competence
bonus on any Diplomacy checks made to buy or sell illicit or
illegal goods.

Lucky
The scoundrel is often as lucky as he is good at something.
Therefore, starting at 2nd level, the scoundrel can reroll any

Table 3-4: The Scoundrel
Base Attack Fort Ref will

Level Bonus Save Sav Save
Ist +0 +0 +2 +0
2nd +1 +0 +3 +0
3rd +2 +1 +3 +1
4th +3 +1 +4 +1
5th +3 +1 +4 +1
6th +4 +2 +5 +2
7th +5 +2 +5 +2
8th +6/+1 +2 +6 +2
Sth +6/+1 +3 +6 +3

10th +7/42 +3 +7 +3

11th +8/+3 +3 +7 +3
12th +9/+4 +4 +8 +4
13th +9/+4 +4 +8 +4
14th +10/+5 +4 +9 +4
15th +11/46/+1 +5 +9 +5
16th +12/+7/+2 +5 +10 +5
17th +12/4+7/42 +5 +10 +5
18th +13/+8/43 +6 +11 +6
19th +14/49/+4 +6 +11 +6
20th +15/4+10/+5 +6 +12 +6

F

failed ability check, skill check, attack roll, or saving throw. (I}
other words, any task resolution die roll, which are die rolls
using a d20.) The second result must be used, regardless of |
whether it is better or worse than the first. The scoundrel can
use this ability a number of times per day, depending on his
level, but only once in any given encounter. At 2nd level, the §
scoundrel can use lucky once per day; at 18th level, he can
use it up to four times in a day (but only once in any
encourniter).

Precise Attack

Every round, the scoundrel can add this bonus either to one
attack roll or one damage roll using a Dexterity-based
attack, but not to both. (A Dexterity-based attack is an
attack made with either a ranged weapon or a melee
weapon using the Weapon Finesse feat.) You must declare
where the bonus applies at the start of the attack action.

Skill Emphasis

Al 4th, 8th, 12th, 16th, and 20th level, the scoundrel gains
the bonus feat Skill Emphasis. This feat may be applied to
any class skill, The scoundrel may not select the same skill
twice.

Bonus Feats
At 5th, 10th, and 15th level, the scoundrel gains a bonus
feat. This feat must be selected from the following list. and
the scoundrel must meet any prerequisites.

Alertness, Dodge, Headstrong, Heroic Surge, Improved
Initiative, Fame, Infamy, Low Profile, Weapon Finesse,
Weapon Focus.

Credits

A 1st-level scoundrel starts play with 1d6 x 500 credits.

Defense Reputation
Special Bonus Bonus
lllicit barter +2 +0
Lucky (1/day) +2 +0
Precise attack +1 +3 +1
Skill Emphasis +3 +1
Bonus feat +4 +1
Lucky (2/day) +4 +1
+5 +2
Skill Emphasis +5 +2
Precise attack +2 +6 +2
Bonus feat +6 +2
+7 +3
Skill Emphasis +7 +3
Lucky (3/day) +8 +3
Precise attack +3 +8 +3
Bonus feat +9 +4
Skill Emphasis +9 +4
+10 +4
Lucky (4/day) +10 +4
+11 +5
Skill Emphasis +11 +5




Scout

Scouts are natural explorers and adventurers, full of curios-
ity and trained to handle the out-of-the-way locations
where they often operate. Scouts tend to be independent,
signing on when the credits are good and their skills are
best utilized and tested. Scouts understand the lay of the
land and the orbit of the stars. They know how to recog-
nize danger and locate the basic necessities for survival.
Unlike the fringer, who is born to the frontier and often
wants Lo escape from it, the scout consciously embraces
the wild regions and understands the skills he or she
possesses instead of coming to them by innate ability and
happenstance. The scout seeks knowledge, tries to solve
mysteries, and wants to be the first to see something new
and different. The scout learns to find a path through the
wild regions, often becoming a decent pilot along the way,
and usually learns how to protect himself from whatever
hides over the next hill or beyond the maost distant nebula.

Exploits

Many scouts become adventurers to see what's in the next

star system. They pick up skills that make them excellent
members of any team. They are usually the best trackers, trail-
blazers, and survivalists the galaxy has to offer. Some scouts
are scientists and researchers who learn the skills of the
profession so they don’t have to rely on others. Some sell their
services (o the highest bidder. More often, the adventurous
scout has a good heart, a sense of honor, and a buming desire
to embrace the wild regions of the galaxy and leam to

conquer them—either hguratively or literally. Adventurous

scouts call themselves rangers, outriders, hunters, explorers,
guides, adventurous scholars, and vanguards.

Characteristics

Scouts temper insatiable curiosity with excellent survival
instincts. They make use of dexterity and intelligence, as
well as wisdom, to spot and avoid dangers. The scout has
an undying faith in himself and his abilities that sometimes
allows the scout to call upon reserves and an inner strength
to get oul of tough situations. Scouts like to be the first to
reach any location, although they also want to reach it in
one piece, They can be gruff or silent, jovial or talkative,
They are confident and brave, and they often appreciate the
wonders that the galaxy has to offer.

Background

Scouts come to their profession in search of something,
usually knowledge or secrets or the answers to the
mysteries of the ages. Scholars, while possibly associated
with an institute of learming or a particular government,
often forsake the halls of academe for the pure research
of working in the feld. Pathfinders and explorers may
work for a government or a military institution, or they
may lake on freelance contracts from anyone willing to
pay for their services. Many scouls develop into bounty
hunters, especially those who combine military skills with
their tracking and searching abilities. Every group of
adventurers benefits from having a scout in the party.

Examples of Scouts in Star Wars
Chewbacca, Wicket the Ewok, Jar Jar Binks.
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Table 3-5: The Scout

Base Attack Fort Ref will Defense  Reputation
Level Bonus Save Save Save Special Bonus Bonus
1st +0 +1 +1 +1 Bonus feat +2 +0
2nd +1 +2 +2 +2 Trailblazing +2 +0
3rd +2 +2 +2 +2 Heart +1 +3 +0
4th +3 +2 +2 +2 Uncanny dodge (Dex bonus to Defense) +3 +1
5th +3 +3 +3 +3 Skill mastery, extreme effort +4 +1
6th +4 +3 +3 +3 Evasion +4 +1
7th +5 +4 +4 +4 Uncanny dodge (can't be flanked) +5 +1
8th +6/+1 +4 +4 +4 Bonus feat +5 +2
9th +6/+1 +4 +4 +4 +6 +2
10th +7/+2 +5 +5 +5 Skill mastery +6 +2
11th +8/+3 +5 +5 +5 Heart +2 +7 +2
12th +9/+4 +6 +6 +6 Bonus feat +7 +3
13th +9/+4 +6 +6 +6 +8 +3
14th +10/45 +6 +6 +6 Heart +3 +8 +3
15th +11/+6/+1 +7 +7 +7 Skill mastery +5 +3
16th +12/47/+2 +7 +7 +7 Bonus feat +9 +4
17th +12/47/+2 +8 +8 +8 +10 +4
18th +13/48/+3 +8 +8 +8 Heart +4 +10 +4
19th +14/+9/+4 +8 +8 +8 +11 +4
20th +15/+10/+5 +9 +9 +9 Skill mastery +11 +5

Game Rule Infoarmation
Scouts have the following game statistics.

Abilities

Most of the scout’s key skills rely on Dexterity, Intelligence,
and Wisdom. Strength is also useful for the scout who uses
athletic skills,

Vitality
Scouts gain 1d8 vitality points per level. The character’s
Constitution modifier applies.

Class Skills

The scout’s class skills, and the key ability for each, are as
follows (see Chapter Four: Skills for skill descriptions).

Astrogate (Int), Climb (Dex), Computer Use (Int), Craft®
(Int), Demolition (Int), Disguise [Cha), Hide (Dex), Jump
(Str), Knowledge® (Int), Listen (Wis), Move Silently (Dex),
Pilot (Dex), Profession® (Wis), Read/Write Language (none),
Repair (Int), Ride (Dex), Search (Int), Speak Language
[none), Spot (Wis), Survival (Wis), Swim (Str).

*This skill actually encompasses a number of unrelated skills. Each time this skill
is learned, a specific category must also be chosen. Examples include Craft
(droids), Knowledge (ledi lore), and Profession (droid programmer)

Skill Paints at 1st Level: (6 + Int modifier) x 4.
Skill Points at Each Additional Level: 6 + Int modifier.

Class Features
All of the following are class features of the scout.

Starting Feats

The scout begins play with the following feats:
Weapon Group Proficiency (blaster pistols)
Weapon Group Proficiency (blaster rifles)
Weapon Group Proficiency [simple weapons)

Bonus Feats
Al 1st, 8th, 12th, and 16th level, the scout gains a bonus
feat. This feal must be selected from the following list, and
the scout must meet any prerequisites.

Cautious, Endurance, Great Fortitude, Rugged, Sharp-
Eyed, Skill Emphasis (Survival), Starship Operation [space
transport), Starship Operation (starfighter), Track.

Trailblazing

Beginning at 2nd level, the scout becomes particularly
skilled at finding the best route through unfamiliar or
obstructed areas. When traveling in poor conditions or diffi-
cult terrain, the scout may make a Survival check to reduce
travel time.

With a check result of 15 or better, the scout reduces the
total travel time by 25%. With a 25 or better, the time is
reduced by 5000,

The scaut can guide a group of up to three individuals at
no penalty. However, for each additional three in the group
being guided, apply a -2 penalty to the trailblazing check.

The scout can take 10 on this check, but he can’t take 20.
(See Chapter Four: Skills for infarmation on taking 10 and
taking 20.) This ability does not apply to tactical movement
or local movement, as described in Chapter Six: Heroic
Characteristics.

Heart

The scout possesses a great deal of self-confidence and
courage. Because ol this, once per day the scout can focus
his will and gain a circumstance bonus based on his innate
belief in himself and his abilities. The bonus ranges from +1
at ird level 1o +4 at 18th level. The bonus can be applied to
any skill check, ability check, or attack roll. You can decide
to use this class feature after making a die roll but before
the GM reveals the result of the check or attack roll.
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Uncanny Dodge
Starting at 4th level, the scout gains the extraordinary
ability to react to danger before his senses would normally
allow him to do so. At 4th level and above, the scout
relains his Dexterity bonus to Defense (if any) regardless of
being caught flat-footed or struck by a hidden attacker.
[He still loses his Dexterity bonus to Defense if immobi-
lizer.) This aspect of uncanny dodge does not negate
flank attacks.

At 7th level, the scout can no longer be flanked, since he
can react Lo opponents on opposite sides of himself as easily as
he can react to a single attacker,
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Skill Mastery

At 5th level, the scout designates a skill. When making a
skill check with this skill, the scout may take 10 even if
stress and distractions would normally prevent him from
doing so. He becomes so certain in the use of this skill that
he can use it reliably even under adverse conditions. [See
Checks without Rolls on page 72 for more information on
taking 10.) He designates an additional skill at 10th, 15th,
and 20th level,

Evasion

At 6th level, a scout gains evasion. If exposed to any

effect that normally allows a character to attempl a Reflex
saving throw for half damage (such as a grenade blast),
the scout suffers no damage with a successful saving
throw, Evasion can only be used if the scout is wearing
light armor or no armor,
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Extreme Effort

The scout can push himself to make an extreme effort a
number of times per day based on the character’s
seout level (but only once in any encounter). The
effort must relate to either a Strength check, a
Strength-based skill check, or a melee attack.
You can decide to use this class feature

after making a die roll but before the GM
reveals the result of the check or attack

ioll, The effort provides a circumstance

bonus based on the character's scout level.
Miaking an extreme effort also hinders the scout
with a penalty to Defense for 1 round.

Scout Circumstance Penalty

Level Bonus to Defense Uses
5-7 43 -2 1/day
B-11 +4 -3 2/day
12-15 +5 -4 3/day
16-18 +6 -5 4/day
19-20 +7 -6 5/day

After making an extreme effort, the scout becomes fatigued
until the end of the current encounter.

Credits
A lst-level scout starts play with 1d6 x 500 credits.

RORWORR,
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Saldiar Characteristics

Soldiers have the best all-around fighting abilities, and an
individual soldier develops styles and techniques that set
him apart from his peers. A given soldier might be especially
capable with certain weapons, another trained to execute
specific combal maneuvers. As soldiers gain experience, the
gel more opportunities to develop their fighting skills.

Soldiers combine discipline with martial skills to become the
best pure warriors in the galaxy. Soldiers can be stalwart
defenders of those in need. cruel marauders, or brave
adventurers. They can be hired guns. noble champions, or
cold-hearted killers. They fight for glory, for honar, to right
wrongs, to gain power, 1o acquire wealth, or simply for the
thrill of battle.

Background

Maost soldiers come to the profession after receiving at least
some amount of formal training from a military organiza-
tion, local militia, or private army. Some attend formal
academies; others are self~taught and well tested. A soldier
may have taken up his weapon to escape a mundane life.
Another may be following a proud family tradition. Soldiers
in a particular unit share a certain camaraderie, but most
have nothing in common except battle prowess and the
desire to apply it to a given situation.

Exploits

Many soldiers see adventures, raids on enemy strongholds,
and dangerous missions as their jobs. Some want to defend
those who can't defend themselves: others seek to use their
muscle to carve their own place of importance in the galaxy.
Whatever their initial motivation, most soldiers wind up living
for the thrill of combat and the excitement of adventure.
Adventuring soldiers call themselves guards, bodyguards,
champions, enforcers, mercenaries, warriors, soldiers of
fortune, or simply adventurers.

Examples of Soldiers in Star Wars
Admiral Ackbar, Corran Horn, Captain Panaka, Captain
I'ypho, Lt, Page, General Madine, Zam Wesell.

Table 3-B: The Soldier

Base Attack Fort Ref will Defense Reputation
Level Bonus Save Save Save Special Bonus Bonus
1st +1 +2 +0 +0 Starting feats +3 +0
2nd +2 +3 +0 +0 Bonus feat +3 +1
3rd +3 +3 +1 +1 Bonus feat +4 +1
4th +4 +4 +1 +1 Bonus feat +4 +1
5th +5 +4 +1 +1 +5 +1
6th +6/+1 +5 42 +2 Bonus feat +5 +2
7th +7/4+2 +5 +2 +2 +6 +2
8th +8/+3 +6 +2 +2 Bonus feat +6 +2
9th +9/+4 +6 +3 +3 +7 +2
10th +10/45 +7 +3 +3 Bonus feat +7 +3
11th +11/46/+1 +7 +3 +3 +8 +3
12th +12/+7/42 +8 +4 +4 Bonus feat +8 +3
13th +13/48/+3 +8 +4 +4 +9 +3
14th +14/4+9/+4 +9 +4 +4 Bonus feat 9 +4
15th +15/410/+5 +9 +5 +5 +10 +4
16th +16/4+11/+6/+1 +10 +5 +5 Bonus feat +10 +4
17th +17/412/47/+2 +10 +5 +5 +11 +4
18th +18/+13/48/43 +11 +6 +6 Bonus feat +11 +5
19th +19/4+14/+9/+4 +11 +6 +6 +12 +5
20th 4+20/415/410/+5 +12 +6 +6 Bonus feat +12 +5
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Bame Rule Information

Soldiers have the following game statistics,

Abilities

Since most combat in the Star Wars universe uses blasters
and other ranged weapons, Dexterity is the soldier's most

SISSV1a

important ability score, followed closely by Constitution and
Stength. Don't underestimate the importance of Intelli-
gence and Wisdom, however, since many of a soldier’s

useful skills are based on these abilities.

Vitality
Soldiers gain 1d 10 vitality points per level, The character’s
Comstitution modifier applies.

Class Skills

Ihe soldier’s class skills, and the key ability for each, are as

follows [see Chapter Four: Skills for skill descriptions).
Astrogate (Int), Computer Use (Int), Craft® (Int),

Demolitions (Int), Intimidate (Cha), Knowledge® (Int), Pilot

(Dex], Profession™ (Wis), Repair (Int), Treat Injury (Wis).

Thes skill actually encompasses a number of unreloted skills. Each ime this skill

i learned, @ specifiic category must also be chosen, Examples Include Craf
{iroids). Knowledge (Jed! lore), and Prafession (drold progrommer).

Skill Points at 1st Level: (4 + Int modifier) x 4.

Skill Points at Each Additional Level: 4 + Int madifier.

Class Features

All of the following are class features of the soldier.

Starting Feats

Ihe soldier begins play with the following feats:
Armor Proficiency (light)
Weapon Group Proficiency (blaster pistols)
Weapon Group Proficiency (blaster rifles)
Weapon Group Proficiency (heavy weapons)
Wedpon Group Proficiency (simple weapons)
Weapon Group Proficiency (vibro weapons)

Bonus Feats

Al Znd, 3rd, 4th, 6th, 8th, 10th, 12th, 14th, 16th, 18th, and
20th level the soldier gets a bonus feat. This feat must be
drawn from the following list. and the soldier must meet

any prerequisites.

Ambidexterity, Armor Proficiency (medium), Armor

Proficiency (heavy), Blind-Fight, Cleave, Combat Reflexes,
Dodge, Exotic Weapon Proficiency, Combat Expertise, Far
Shot, Great Cleave, Heroic Surge, Improved Critical,
Improved Initiative, Improved Martial Arts, Improved Two-
Weapon Fighting, Martial Arts, Mobility, Point Blank Shot,
Power Attack, Precise Shot, Quick Draw. Rapid Shot, Shot on
the Run, Spring Attack, Starship Dodge, Starship Operation®,
fwo-Weapon Fighting, Weapon Finesse®, Weapon Focus®,
Whirlwind Attack.

A character can select feats marked with an asterisk (%)

more than once, but it must be for a different aspect of
VOR'EN KURN,

starshi ration or a different weap -ach time
starship operation or a different weapon each time, HUMAN SOLDIER

Credits

A Ist-level saldier starts play with 1d6 x 500 credits.
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Tech Specialist

Tech specialists combine expert training with natural genius
to reach the top of their chosen field. Tech specialists can
be dedicated physicians, curious scientists, brilliant techni-
cians, or computer geniuses. They seek to help people or
gain knowledge, to create technical gadgets or develop new
scientific theories. Every adventuring team benefits from the
talents of a tech specialist.

Exploits

Some tech specialists become adventurers for the credits and
the glory. Others see the field as the best place to test their
skills and add to their body of knowledge and training. Some
believe it is their duty to provide the kind of help that is
available nowhere else. A tech specialist might be a doctor or
a xenobiologist, a starship mechanic or a weaponsmith, a
computer programmer or a droid engineer.

Characteristics

Tech specialists have the best all-around technical abilities,
and an individual specialist develops skills and techniques
that set him apart from his peers. A given tech specialist
might be especially capable in a certain field of study,
another trained to use a specific set of tools. As tech
specialists gain experience, they get more opportunities to
develop their technical proficiencies.

Background

Most tech specialists start out in decidedly unheroic careers.
They train to reach the top of their chosen field, eventually
offering their services to an adventuring party. Unlike most
of the other examples of the heroic classes, the average tech
specialist can't wait to get back to his workshop or labora-
tory. He does what is necessary while it is necessary, but the
call of research and development make the tech specialist
long to return to his primary profession,

Table 3-7: The Tech Specialist
Base Attack Fort Ref will

Level Bonus Save Save Save
1st +0 +0 +1 +1
2nd +1 +0 +1 +1
3rd +2 +0 +1 +2
4th +3 +1 +2 +2
5th +3 +1 +2 +2
6th +4 +2 +3 43
7th +5 +2 +3 +3
8th +6/+1 +3 +3 +4
9th +6/+1 +3 +4 +4

i0th +7/42 +4 +4 +4

11th +8/43 +4 +5 +5
12th +9/44 +5 +5 +5
13th +9/+4 +5 +5 +6
14th +10/45 +6 46 +6
15th +11/4+6/+1 +6 +6 +6
16th +12/4+7/+2 +7 +7 +7
17th +12/47/+2 +7 +7 +7
18th +13/48/43 +8 +7 +8
19th +14/49/4+4 +8 +8 +8
20th +15/4+10/+5 +9 +8 +8

Examples of Tech Specialists
in Star Wars
Watto, Ghent, Lobat, Danni Quee.

Game Rule Information
Tech specialists have the following game statistics.

Abilities

Intelligence, by far, is the most important ability for a tech
specialist. Wisdom and Dexterity serve the tech specialist
well, providing the ability ta better perceive the world
around him and to interact with it at an advanced level.

Vitality
Tech specialists gain 1d6 vitality points per level. The char-
acter's Constitution modifier applies.

Class Skills

The tech specialist’s class skills, and the key ability for each,
are as follows (see Chapter Four: Skills for skill descriptionsh|

Astrogate (Int), Computer Use (Int), Craft® (int),
Demolitions (Int), Disable Device (Int), Knowledge® (Int},
Pilot (Dex), Profession® (Wis), Read/Write Language (nong,
Repair (Int), Search (Int), Treat Injury [Wis).

*This skill actually encompasses a number of unrelated skills. Each time this sill
is learned, o specific category must also be chosen, Examples include Craft
(droids), Knowledge (tedi lore), and Profession (droid programmer).

Skill Points at 1st Level: (4 + Int modifier) x 4.
Skill Points at Each Additional Level: 4 + Int modifier.

Class Features
All of the following are class features of the tech specialist,

Starting Feat
The tech specialist begins play with the following feat.
Weapon Group Proficiency (simple weapons)

Defense Reputation
Special Bonus Bonus
Skill Emphasis +2 +0
Research +3 +0
Instant mastery +3 +1
Tech specialty +3 +1
Expert +4 +1
+4 +1
+5 +2
Tech specialty +5 +2
+5 +2
Expert +6 +2
Tech specialty +6 +3
+7 +3
+7 +3
Tech specialty +7 +3
Expert +8 +4
Instant mastery +8 +4
Tech specialty +9 +4
+9 +4
Tech specialty +9 +5
Expert +10 +5



Skill Emphasis

Al 1st level, the tech specialist gains the Skill Emphasis feat.
fhis feat must be applied to a skill from the following list,
thus setting the direction for your tech specialty.

Computer Use, Craft (select one), Treat Injury, or Repair.

Research

The tech specialist has a knack for finding technical infor-
matian of all types. Starting at 2nd level, he gets to add his
tech specialist level to any Knowledge check whenever he
searches through databases and other sources when seeking
technical information,

Instant Mastery

At 3rd and 16th level, the tech specialist gains 4 ranks in
any Intelligence-based skill (including cross-class skills, but
nat Force skills) that he currently has no ranks in.

Tech Specialty

At 4th, Bth, 11th, 14th, 17th, and 19th level, the tech
specialist gains a tech specialty. Each time, the tech special-
it selects a specialty from among those described below. 1t
can be a different specialty each time, or the tech specialist
can choose the same specialty as many as three times over
the course of the six selections.

Computer Specialist: Receive a +1 hanus on Computer
1se checks. Additional selections of this tech specialty can
improve the bonus to +2 and +3.

Mastercrafter: Applying this specialty to a specific Craft
skill allows you to build mastercraft items using that skill.
Ihe types of items that can be mastercrafted, and the rele-
vant Craft skill for each type, are as follows.

Weapons Craft [specific weapon group)

Armor Craft {armor)

Datapad Craft (electronic devices)

Medpac Craft (medpacs)

Security kit Craft (electronic devices)

Sensor pack Craft (electronic devices)

On average, it takes twice as long to construct a mastercraft
item as it does to create an ordinary item of the same sort:
You must pay double the cost for raw materials (2/3 of the
item’s normal price rather than 1/3), and the result of every
duily Craft check you make is halved {round down), You can
add the mastercraft feature to an existing ordinary item by
paying the raw material cost and then making daily Craft
checks as though you were constructing the item itself,

In addition to the cost of raw materials, the tech special-
ist also must pay a number of experience points equal to
one-half the price of an ordinary item (for instance, 250 XP
for @ blaster pistol priced at 500 credits). These experience
points must be paid along with the raw materials cost,
before the character makes any daily Craft checks to create
the mastercraft item. If the expenditure of these XP would
drop the character’s total to below the minimum needed for
his or her current level, then the XP cannot be paid (and the
mastercraft work cannot be begun) until the character gains
enough additional XP to remain at his current level after the
expenditure s made.

Creating a mastercraft item is a task of extreme complex-
ity; as such, the DC of the final Craft check to complete the
iem is 20,

KAZ LO,
ZABRAK TECH
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When successfully completed, a mastercrafl item
pravides a +1 bonus to the quality of an ordinary item of
the same type. For more information, see Mastercraft ltems,
page 136.

Additional selections of this tech specialty can give a
character the ability to make items with +2 and +3 bonuses.
To make a +2 item, a tech specialist needs to start with a
+1 item, paying the monetary and XP costs appropriate to
that item. Similarly, to make a +3 item, the character needs
to start with a +2 item.

Mechanic: Receive a +1 bonus on Repair checks.
Additional selections of this tech specialty can improve the
honus to +2 and +3.

Medical Specialist: Receive a +1 bonus on Treat Injury
checks. Additional selections of this tech specialty can
improve the bonus to +2 and +3.

Surgical Specialist: Improve the number of wounds you
can restore using the Treat Injury skill and the Surgery feat
by +1. Additional selections of this tech specialty can im-
prove the number of wounds restored to +2 and +3.

Expert
At Gth, 10th, 15th, and 20th level, the tech specialist selects
a specific Craft, Knowledge, or Profession skill. Each time,
he must select a different skill. For example, a tech specialist
might select Craft (blaster pistols and rifles) at 5th level,
Profession (weaponsmith) at 10th level, and Knowledge
(engineering) at 15th level.

You receive a +2 expert bonus on checks made using the
selected skill. Note that expert bonuses do not stack.

Credits

A Ist-level tech specialist starts play with 1d6 % 500 credits.
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Force Adept

The Force adept is strong in the Foree, but follows a differ-3
ent path from that of the Jedi. To the Force adept, the
Farce is more mysterious and more supermnatural, and the
ald it provides has a magical quality. A Force adept comes
from a different tradition, with different beliefs and codes
of conduct from those of the Jedi. There are precious few
Force adepts, and the number who become adventurers is
even smaller. Some call the Foree by its familiar name,
while others refer to it by some other term that reflects
their own traditions.

If you select the Force adept class, you need to determing
how your character views the Force, It's important to decide
what your hero believes in. Is your Force adept an alien
student of the Force? A shaman from a primitive culture?
A follower of one specific aspect of the Force (such as the
ecological priests of Ithor)? A Force mage from an isolated
planet (such as the witches of Dathomir)? A lightsider?

A darksider? The choice is yours, and it will affect the way
your character interacts with the campaign.

Exploits

Some Force adepts become adventurers as part of a quest 19
learn more about the Force (or whatever they call it). Others
do so out of necessity. They are forced from their world,
hunted by unscrupulous agents, or are interested in what
the galaxy might have to offer them. Force adepts might be
called wizards, shamans, witches, or prophets, depending on
where they come from and what traditions they follow.
Most Force adepts follow the light side (or at least their
version of it), but some fully embrace the dark side.

Characteristics

The Force adept masters the ability to affect the external
world, as typified by the Alter feat, and usually starts her
Force training with this discipline. The adept might be a
shaman, an alien from an out-of-the-way world, or a Foree-
sensitive hero who never received the benefit of Jedi
training. Because the adept’s training is less formalized, she
must depend on more mundane skills to complement her
Farce powers.

Background

Force adepts discover a power inside themselves that they
don't fully understand. Much of their training is haphazard,
since few traditions exist to help them achieve mastery.
Some come from primitive cultures where they were looked
upon as godlike or holy by the people they served. Others

just follow a different path from the Jedi—it isn't better or

worse, it’s just a different tradition. Force adepts have grown
accustomed to being either revered or hated, depending on
when and where their Force powers came to prominence.
Others have learned to keep their powers secret, both
because they do not fully understand their powers and
because they are afraid of how others might treat them.

Examples of Force Adepts

in Star Wars

Teneniel Djo of the witches of Dathomir, Rokur Gepta the
Sarcerer of Tund, and the Jensaarai.



Game Rule Information
- Force adepts have the following game statistics.

 Abilities

. The Force adept’s most important ability scores are

| Intefligence and Wisdom, since these control her most
important Force skills (those of the Alter and Sense feats), as

- well as many other class skills. Charisma can also be signifi-
cant for a variety of interpersonal skills,

Vitality
* Foree adepts gain 1d8 vitality points per level. The charac-
fer's Constitution modifier applies.

)
Class Skills

" The Force adept’s class skills, and the key ability for each,

- are a5 follows [see Chapter Four: Skills for skill descriptions).
Climb (Str), Craft* (Int), Handle Animal [Cha), Hide [Dex),

Jump (Str), Knowledge® (Int), Listen (Wis), Profession® (Wis),

' Serse Motive (Wis), Spot (Wis), Survival (Wis), Swim (Str),

 Treat Injury (Wis).

\ Ties skill oetually encomp 5.q ber of lated skills. Each time this skill
| & Ramed o specific category must also be chosen, Examples include Craft
| (droick), Knowledge (Jedi lore), and Profession (droid programmer),

Skill Paints at 1st Level: (6 + Int modifier) x 4.
Skill Points at Each Additional Level: 6 + Int modifier.

Class Features
Al of the following are class features of the Force adept.

Starting Feats

* The Force adept begins play with the following feats:
Force-Sensitive®
Weapon Group Proficiency (primitive weapons)
Weapon Group Proficiency (simple weapons)

| "Thit feat has ossociated Force skills. These associated Force skills are class skifls
K this character closs due fo the possession of this feat.

Force Training
' The Force adept gains a bonus Force feat at Ist, 2nd, and
4th level. This bonus Force feat is selected from the follow-
= ing list.
Alter, Control, Sense.
Once one of these Force feats is selected, its associated
" Force:skills become class skills for the character,

Bonus Feats

Al 3rd, 9th, 14th, and 20th level, the Force adept gains a

~ bonus feal. This feat must be selected from the following

- It and the Force adept must meet any prerequisites.
Alertness, Animal Affinity, Endurance, Frightful Presence,

| Link. Mind Trick, Mimic, Stealthy, Track.

- Force Weapon

' At5th level, a Force adept can imbue a nonpowered melee

* weapon (such as a club, a knife, or a quarterstaff) with the
Force. This must be a weapon that the Force adept wields
personally, It takes a full-round action to imbue the weapon
with the Force, and costs 3 vitality points. The benefit the

weapon gains lasts for a number of rounds equal to the

* tharacter's Force adept level, At 5th level, the weapon’s

VALARA BAAR,
HUMAN FORCE ADEPT
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(@ €RA NOTES: FORCE ADE

The Force adept is the only Force-using class available in any era
with no restrictions. In the Rise of the Empire era, Force adepts
appear occasionally, but members of the Jedi Order seriously
outnumber them. During the Rebellion era, on the other hand, the
Jedi have been all but destroyed, and only the rare Force adept
appears on a backwater world or hiding in the wilderness. In fact,
in the Rebellion era, the Force adept is the only class of Force-user

that can start as a 1st-level character. By the time of The New Jedi
Order era, most Force-users are being recruited into Luke
Skywalker’s Jedi academy, but Force adepts remain viable as char-
acters who have not yet been introduced to the academy or who
have decided to keep their own traditions instead of following the
path of the Jedi. =

damage increases by +1d8. (So, a Force-imbued quarterstafl

deals 1d6 + 1d8 damage.) At 13th level, the weapon's
damage increases by an additional +1d8 (for a total of
+2d8).

A Force-imbued weapon gains another benefit when used

against a lightsaber. If the wielder of a lightsaber attempts
to strike a Force-imbued weapon wielded by an opponent
[see Attack an Object, page 166], the lightsaber does not

ignore the damage reduction of the Force-imbued weapon.

Skill Emphasis

At 6th, 12th, and 18th level, the Force adept gains a Skill
Emphasis bonus feat. Each time the Force adept gains this
bonus feat, it may be applied to a different skill that the
Force adept already has ranks in, including Force skills.

Tahble 3-8: The Force Adept

Base Attack Fort Ref will

Level Bonus Save Save Save
| st +0 +1 +1 2
2nd +1 +2 +2 +3
3rd +2 +2 +2 +3
ath +3 +2 +2 +4
5th +3 +3 +3 +4
6th +4 +3 +3 +5
7th +5 +4 +4 +5
8th +6/+1 +4 +4 +6
9th +6/+1 +4 4 +6
10th +7/+2 +5 +5 +7
11th +8/+3 +5 +5 +7
12th +9/+4 +6 +6 +8
13th +9/+4 +6 +6 +8
14th +10/45 +6 +6 +9
15th +11/+6/+1 +7 +7 +9
16th +12/+7/+2 +7 +7 +10
17th +12/47/42 +8 +8 +10
18th +13/48/43 +8 +8 +11
19th +14/49/+4 +8 +8 +11
20th +15/410/+5 +9 +9 +12

Comprehend Speech

At 7th level, a Force adept gains the Force ability to
comprehend any spoken language, The Force adept can't
speak any languages through this ability, only understand
them.

Force Talisman

At 8th level, a Force adept gains the ability to imbue a sma
item of personal significance with the Force. It takes a full
day to imbue the item, as well as the expenditure of 1 For
Point. Once imbued, the item becomes a Force talisman,
providing the Force adept with a +2 Force bonus on saving
throws made to defend against Force skills or Force feats. Al
15th level, the same process can increase the power of the
Force talisman; it then provides a +4 Force bonus.

Force Secret
he Force adept discovers a Force secret at 11th and 16th
level. Each time, the Force adept may select the same or a
different secret,

Improve Battlemind: Increase the bonus on attack rolls
provided by the skill by +1.

Improve Force Defense: Increase the bonus on saving
throws provided by the skill by +1.

Improve Force Strike: Increase the damage dealt by the
skill by +1.

Improve Heal Another: Increase the amount of healing
by +1.

Improve Heal Self: Increase the amount of healing by +1

Improve Force Skill: Add a +1 Force bonus 1o any onc
Force skill the character has ranks in.

Credits

A 1st-level Force adept starts play with 1d4 x 500 credits.

Defense Reputation

Special Bonus Bonus
Force training +3 +0
Force training 14 +0
Bonus feat +4 +0
Force training +4 +0
Force weapon +1d8 +5 +1
Skill emphasis +5 +1
Comprehend speech +6 +1
Force talisman +2 +6 +1
Bonus feat +6 +2

+7 +2
Force secret +7 +2
Skill emphasis +8 +2
Force weapon +2d8 +8 5
Bonus feat +8 +3
Force talisman +4 +9 +3
Force secret +9 +3

+10 +4
Skill emphasis +10 +4

+10 +4
Bonus feat +11 +4



Jedi Cansular

The Jedi consular uses the Force for kriowledge and negoti-
tion, seeking the most peaceful solutions to every problem.
As Force-users trained in the Jedi tradition, characters of

{hiis tlass concentrate more on diplomacy, scholarly pursuits,
and the spiritual side of the Force than on more physical
activities. Healers and researchers seek to better understand
the nature of the Force and their connection to it. Mentars
and teachers hope to instruct others and pass on what they
hiave leamed. Negotiators and mediators are skilled at
bargaining and striking compromises. Consulars train them-
selves to be versatile, able to handle many situations

without reaching for a weapon,

Exploits

Some Jedi consulars explore the galaxy to further their own
knowledge and mastery of the Force. Others continually seek
1o learn or discover more of the Foree's secrets. Still others
see their role as mediators and councilors, using their posi-
tion and skills ta help those in need. Most Jedi consulars
follow the light side, but some become darksiders and use
the Force for evil or selfish intent. Those imbued with the
fight side refrain from using the Force for every task, prefer-
ting to find other solutions and save the Force for when it is
irly needed. Those who succamb to the dark side use every
afvantage at their disposal, wielding the Force against chal-
lenges as a noble would spend a small fortune to be rid of a
| minor inconvenience,

' Characteristics

The Jedi consular often starts out by mastering the ability
| to feel the living Force in the world around him, as typified
By the Sense feat. Wisdom and Charisma are the most
important abilities for the Jedi consular, followed closely by
Intelligence.

Background

A Jedi consular typically starts out as a Padawan learner
altached to a higher-ranking Jedi Master. (Prior to 1st

level, the character trained as a student with the Jedi coun-
oil. He begins his heroic career at 1st level when he is
wlected as a Padawan learner.) The Jedi consular has a
genuine love of scholarly pursuits and diplomatic endeav-
ors. Some consulars want to teach, others want to learn. A
Jedi consular has a deep connection to his mentor and the
Jedi Order but often operates with only tangential contact
with cither master or order,

Examples of Jedi Consulars

in Star Wars

Yoda, Jocasta the Jedi librarian, Tionne of Luke Skywalker's
Jedi academy.

Game Rule Information
Jedi consulars have the following game statistics.

Abilities
* A Jedi consular should be gifted in all abilities, but Wisdom,
Charisma, and Intelligence are the most important. Those

who expect to fall back on their combat prowess should
also have high Strength and Constitution scores.

Vitality
Jedi consulars gain 1d8 vitality points per level. The charac-
ter's Constitution modifier applies.

Class Skills

The Jedi consular’s class skills, and the key ability for each,
are as follows (see Chapter Four: Skills for skill descriptions).
Bluff (Cha), Computer Use (Int), Craft” (int), Diplomacy

(Cha), Gather Information (Cha), Intimidate (Cha),
Knowledge® (Int), Pilot (Dex), Profession® (Wis), Read/Write
Language (none). Sense Motive [Wis), Speak Language
{none), Treat Injury (Wis).

*This skill actually encompasses a ber of unrelated skills. Each time this skill
is leared, a specific category must also be chosen. Examples include Craft
(droids), Knowledge (Jedi lore), and Professian (droid programmer),

Skill Points at 1st Level: (6 + Int modifier) x 4,
Skill Points at Each Additional Level: 6 + Int modifier.

Class Features
All of the following are class features of the Jedi consular.

Starting Feats

Jedi consulars begin play with the following feats:
Exotic Weapon Proficiency (lightsaber)
Force-Sensitive®
Weapon Group Proficiency (blaster pistols)
Weapon Group Proficiency [simple weapons)

“This feat has associated Force skills. These assaciated Force skifls are dass skills
for this character closs due to the possession of this feat.

Equipment
A Jedi starts play with a lightsaber provided by his
master. Later, the Jedi can build his own lightsaber.

Force Training
The Jedi consular gains a bonus Force feat at 1st, 3rd, and
4th level. This bonus Force feat must be selected from the
following list.

Alter, Control, Sense.

Once one of these Force feats is selected, its associated
Force skills become class skills for the character,

Deflect (Defense)
A Jedi learns to deflect blaster bolts and other projectiles
with his lightsaber, thereby providing a dodge bonus to
Defense against such attacks. You must be carrying an
activated lightsaber to use this special ability.

Deflecting an attack is a reaction that costs the Jedi a
move action in his next round. The Jedi must indicate

COUNT DOOKU'S LIGHTSABER
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that he is using deflect (defense] when an opponent
declares an attack against him but before any attack
rolls are made. When used in this fashion, the Jedi gains
the dodge bonus against all ranged attacks directed at
him in the round.

For example, if Sen Udo-Mal uses his activated
lightsaber to deflect any number of hlaster attacks in
round three of combat, in round four Sen Udo-Mal loses
a move action to account for the effort expended to
deflect the attacks in round three.

Each time the Jedi gains deflect (defense], it provides
a +1 dodge bonus to Defense when he uses his light-
saber to block ranged attacks. So, at 1st level the dodge
bonus to Defense is +1, at 10th level it increases Lo +2,
and at 15th level it increases to +3.

Deflect (defense) can be used in conjunction with total

defense for even greater protection, providing the dodge
bonus for deflecting the attack and the +4 dodge banus
granted by using total defense. In this case, deflect
(defense) isn't a reaction; it's an attack action used in a
round when the Jedi expects to come under heavy fire.
See page 154 for more information on total defense.

Bonus Feats

Al 2nd, 11th, and 16th level, the Jedi consular gains a

bonus feat. This feat must be selected from the following

list, and the Jedi consular must meet any prerequisites.
Alertness, Aware, Cautious, Compassion, Combat

Expertise, Fame, Persuasive, Sharp-eyed, Trustworthy.

Deflect (Attack)

A Jedi learns to deflect blaster bolts with his lightsaber
to redirect the attack toward a target within one range
increment of the Jedi's position. (The type of blaster
determines the range increment.) You must be carrying
an activated lightsaber to use this special ability.

Table 3-9: The Jedi Consular

(@ €ERA NOTES: JEDI CONSULAR

The Jedi consular makes a fine character class choice for the Rise of
the Empire era and The New Jedi Order period. In the earlier time
frame, all versions of the Jedi exist and the Jedi council remains
active. In the latter period, Luke Skywalker's Jedi academy has
once again opened the door to 1st-level Jedi consular characters.
The Jedi consular is not available as a character class in the

Rebellion era. During that volatile time, the few remnants of the Jedi
Order still in existence were hiding or on the run. Higher-level char-
acters from an earlier era (such as Yoda) may still be around, but no
one is available to train a new generation of 1st-level Jedi consular
characters while the war against tyranny rages on. <.

Deflecting and redirecting an attack is a reaction that
costs the Jedi a move action in his next round. The Jedi
must indicate that he Is using deflect [attack) when an
opponent declares an attack against him but before any
attack rolls are made. Deflect (defense) and deflect
(attack) can be used together in the same round [though
the Jedi can decide not to use the defense if he wants a
better chance at redirecting the incoming attack).

The Jedi can deflect and redirect a number of attacks
equal to one-half his Jedi level, rounded up. The redi-
rected attack must miss the Jedi by 5 or less; any
attack that hits the Jedi or misses by 6 or more points
can't be redirected.

If the Jedi can redirect the attack, the Jedi immedi-
ately rolls an attack using his lightsaber attack bonus
and applying a -4 penalty as described below. If this rol
is high enough to hit the target. the redirected attack
deals damage to the target (the type of blaster deter-
mines the damage dealt by a redirected attack).

Base Attack  Fort Ref will Defense  Reputation
Level Bonus Save Save Save Special Bonus Bonus
1st 0 +2 +1 +2 Force training, deflect (defense +1) +3 +1
2nd +1 +3 +2 +3 Bonus feat +4 +1
3rd +2 +3 +2 +3 Force training, deflect (attack —4) +4 +1
4th 43 +4 +2 +4 Force training +4 +2
5th +3 +4 +3 +4 Deflect (extend defense and attack) +5 +2
6th +4 +5 +3 +5 Increase lightsaber damage (3d8) +5 +2
7th +5 +5 +4 +5 Jedi Knight +6 +2
ath +6/+1 +6 +4 +6 Healing +6 +3
9th +6/+1 +6 +4 +6 Skill Emphasis +6 +3
10th +7/+2 +7 +5 +7 Deflect (defense +2), block +7 +3
11th +8/+3 +7 +5 +7 Bonus feat +7 +3
12th +9/+4 +8 +6 +8 Increase lightsaber damage (4d8) +8 +4
13th +9/4+4 +8 +6 +8 Deflect (attack -3) +8 +4
14th +10/+5 +9 +6 +9 Skill Emphasis +8 +4
15th +11/46/+1 +a +7 +9 Deflect (defense +3) +9 +4
16th +12/+7/+2 +10 +7 +10 Bonus feat +9 +5
17th +12/47/+2 +10 +8 +10 Deflect (attack -2) +10 +5
18th +13/+8/+3 +11 +8 +11 Increase lightsaber damage (5d8) +10 +5
19th +14/49/+4 +11 +8 +11 Skill Emphasis +10 +5
20th +15/+10/+5  +12 +9 +12 +11 +6
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Each time the Jedi gains deflect (attack), the penalty
associated with the redirected attack is lessened by 1
So, at 3rd level the penalty is -4, at 13th level -3, and
at 17th level -2,

Deflect (Extend Defense and Attack)

Al 5th level, a Jedi consular learns to extend his defen-
sive and offensive deflection skills to others within 2
meters of the Jedi’s position. You must be carrying an
activated lightsaber to use this special ability.

Now the Jedi can provide a dodge bonus to anyone
within 2 meters of his position, and he can deflect and redi-
rect ranged attacks made against anyone within 2 meters of
his position, All rules associated with deflect (defense) and
deflect {attack) apply;: the only difference is that now the
Jedi can extend this ability to help those nearby.

Increase Lightsaber Damage
As a Jedi consular gains levels, the amount of damage
he can deal with his lightsaber increases.

Each time the Jedi gains increase lightsaber damage,
the weapon’s damage increases by +1d8. So. at 6th level
his lightsaber deals 3d8, at 12th level it deals 4d8, and at
18th level it deals 5d8 points of damage.

Jedi Knight
At 7th level, the Jedi consular graduates from Padawan
learner to Jedi Knight and gets a bonus knight feat. This
bonus knight feat must be drawn from the following list,
and the Jedi consular must meet any prerequisites.

Burst of Speed, Knight Speed, Dissipate Energy, Light-
saber Defense, Knight Defense, Force Mastery, Force Mind,
Knight Mind, Weapon Focus (lightsaber).

Healing

Beginning at 8th level, a Jedi consular may spend vitality
points to increase the effect of Heal Self or Heal Another
when he uses these Force skills. For every 2 vitality points he
gives up, he can add 1 to the number of vitality points he
heals. For every 3 vitality points he spends, he can add 1 to
the number of wound points or ability points he heals.

Skill Emphasis

AL 9th, 14th, and 19th level, the Jedi consular gains a Skill
Emphasis bonus feat. Each time the Jedi consular gains this
bonus feat, it must be applied to a different skill that the
Jedi consular already has ranks in, including Force skills.

Block

This is a modified version of deflect (defense) that allows
the Jedi to deflect a ranged attack without the use of a
lightsaber. The Jedi must have some form of protective
gear (such as armored gauntlets) or an item that can with-
stand the ranged attack. The dodge bonus provided by
deflect (defense) is used when a Jedi blocks a ranged attack
without a lightsaber. Block doesn't allow a Jedi 1o redirect
the attack or to extend the defense beyond the Jedi's posi-
tion, and all other rules concerning deflect (defense) apply.

Credits

A 1st-level Jedi consular starts play with 1d4 x 250 credits.
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u.IBdi El.lﬂl"diﬂl'l from all dangrf&. Few are strong c.r?(.:ugh in the hjl.“' and
have the devotion to walk the Jedi's path, but those few

awarded with a powerful ally. They walk in a larger world
than those who neither feel nor heed the Foree.

Force-users trained in the Jedi tradition, Jedi guardians
combine physical training with mastery of the Force, Jedi
guardians concentrate on battle prowess, defense, lightsaber
training, and physical activities. If Jedi consulars are the
ambassadors of the Jedi Order,
guardians are the defenders,
protecting the Republic

Exploits

All Jedi guardians journey into the galaxy at large to
further their own knowledge and to help those in need.
They take their responsibility seriously, considering even
mundane missions to be personal tests. Most Jedi
guardians follow the light side, but some become dark-
siders and use the Force for evil or selfish intent, Those
imbued with the light side refrain from using the Force fr
every task, preferring to find other solutions and save the
Force for when it is truly needed. Those who succumb to
the dark side use every advantage at their disposal, wield-
ing the Force to solve problems as a soldier would use a
blaster to destray a stingfly.

Characteristics

The Jedi guardian’s strength flows from the Force, grant-
ing her special powers. This character often masters the |
ability to feel the living Force in the world within her, as
typified by the Control feat. Constitution and Strength are |
the most important abilities for the Jedi guardian, followed |
by Intelligence. 1
Background |
A Jedi guardian typically starts out as a Padawan leamer
attached to a Jedi Master. (Prior to 1st level, the character
trained as a student with the Jedi council. She begins her
heroic career at 15l level when she is selected as a Padawan
learner.) The Jedi guardian has a genuine desire to use the
Force to help the people of the galaxy. A guardian has a
deep connection to her mentor and the Jedi Order but
often operates with only tangential contact with either
master or order.

Examples of Jedi Guardians

in Star Wars

Luke Skywalker (after training under Obi-Wan Kenobi and
Yoda), Obi-Wan Kenobi (in Episode 1: The Phantom Menace|
and in Episode 112 Attack of the Clones), Anakin Skywalker
(in Episode 11: Artack of the Clones).

Game Rule Information
Jedi guardians have the following game statistics. |

Abilities

A Jedi guardian should be gifted in all abilities.

but Constitution and Strength are most

important. Dexterity is also useful. Wisdom

and Intelligence are the backbone of many
important Force skills,

Vitality
Jedi guardians gain 1d10 vitality
points per level. The character’s

S HAcRAN WEXS Constitution modifier applies.

HUMAN JEDI GUARDIAN
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Class Skills

The Jedi guardian’s class skills, and the key ability for each,

Balance (Dex), Climb (Str], Computer Use (Int), Craft*
{Int}, Intimidate (Cha), Jump (Str], Knowledge® (Int), Pilot
[Dex), Profession® (Wis), Tumble (Dex).

& leemed, o spedfic category must also be chosen. Examples include Craft
(drois), Knowledge (Jedf lore}, and Profession (droid programmer)

Skill Paints at 1st Level: (4 + Int modifier) x 4.
Skill Points at Each Additional Level: 4 + Int modifier.

Class Features
All of the following are features of the Jedi guardian class.

Starting Feats

Jedi guardians begin play with the following feats:
Exotic Weapon Proficiency (lightsaber)
Force-Sensitive®

Weapon Group Proficiency [blaster pistols)
Weapon Group Proficiency (simple weapons)

fot this character class due to the possession of this feot.
Equipment

A Jedi starts play with a lightsaber provide
master. Later, the Jedi can build her own lightsaber,

Force Training

The Jedi guardian gains a bonus Force feat at 1st, Ird, and
4th level. This bonus Force feat is selected from the follow-
ing list:

Alter, Control, Sense.

Once one of these Foree feats is selected, its associated
Force skills become class skills for the character,

Deflect (Defense)

with her lightsaber, thereby providing a dodge bonus to
Defense against such attacks. You must be carrying an
activated lightsaber to use this special ability.

Deflecting an attack is a reaction that costs the Jedia
move action in her next round. The Jedi must indicate that
ihe Is using deflect (defense) when an opponent declares an
attack against her but before any attack rolls are made.
When used in this fashion, the Jedi gains the dodge bonus
against all ranged attacks directed at her in the round.

For example, if Sia-Lan Wezz uses her activated
lightsaber to deflect any number of blaster attacks in
tound two of combat, in round three Sia-Lan loses &
move action to account for the effort expended to
gefiect the attacks in round two.

Each time the Jedi gains deflect (defense), it provides
1 +1 dodge bonus to Defense when she uses her light-

are as follows (see Chapter Four: Skills for skill descriptions),

*This skill octually encompasses o number of unreloted skills. Each time this skill

T feat has associated Force skills. These associated Foree skills are class skilks

A Jedi learns 1o deflect blaster bolts and other projectiles

DARK AND FALLEN JEDI

A Jedi who turns to the dark side of the Force gains certain
bonuses and penalties in the use of his or her Force skills. See Dark
Side Characters in Chapter Nine: The Force for more information.

Some Jedi may turn away from the Force entirely, even going so
far as to gain levels in a non-Jedi dass. While these Jedi may have
discarded the Jedi code, they aren't necessarily dark side characters.

Finally, certain characters are completely opposed to the Jedi
Code, yet have been trained in Jedi techniques and skills. These
“Dark Jedi® should be treated the same as Jedi consulars and Jedi
guardians in terms of class skills and features

Deflect (defense) can be used in conjunction with total
defense for even greater protection, providing the dodge
bonus for deflecting the attack and the +4 dodge bonus
granted by using total defense, In this case, deflect
(defense) isn’t a reaction; it's an attack action used in a
round when the Jedi expects to come under heavy fire.
See page 154 for more information on total defense.

Bonus Feats

At 2nd, 8th, 12th, and 18th level, the Jedi guardian gains a

bonus feat. This feat must be selected from the following

list, and the Jedi guardian must meet any prerequisites.
Acrobatic, Athletic, Attuned, Combat Reflexes, Mettle,

Power Attack, Quickness, Toughness, Weapon Finesse.

Deflect (Attack)

A Jedi leams to deflect blaster bolts with her lightsaber,
redirecting the attack toward a target within one range
increment of the Jedi's position. (The type of blaster
determines the range increment.) You must be carrying
an activated lightsaber to use this special ability.

Deflecting and redirecting an attack is a reaction that
costs the Jedi a move action in her next round. The Jedi
must indicate that she is using deflect {attack) when an
opponent declares an attack against her but before any
attack rolls are made. Deflect {defense) and deflect
(attack) can be used together in the same round (though
the Jedi can decide not to use the defense if she wants a
better chance at redirecting the incoming attack).

The Jedi can deflect and redirect a number of attacks
equal to one-half her Jedi level, rounded up. The redi-
rected attack must miss the Jedi by 5 or less: any attack
that hits the Jedi or misses by 6 or more points can’t be
redirected.

If the Jedi can redirect the attack, the Jedi immedi-
ately rolls an attack using her lightsaber attack bonus
and applying a -4 penalty as described below. If this roll
is high enough to hit the target, the redirected attack

saber to block ranged altacks. So,
al 15t level the dodge bonus to g
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Jefense is +1, at 9th level it

increases to +2, at 13th level it 1 IS T
increases to +3, and at 17th level
it increases to +4.,
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deals damage to the target [the type of blaster deter-
mines the damage dealt by a redirected attack).

Each time the Jedi gains deflect (attack), the penalty
associated with the redirected attack is lessened by 1.
So, at 3rd level the penalty is -4, at 11th level -3, at
16th level =2, and at 19th level -1.

Increase Lightsaber Damage
As a Jedi guardian gains levels, the amount of damage
she can deal with her lightsaber increases.

Each time the Jedi gains increase lightsaber damage,
the weapon's damage increases by +1d8. So, at 5th level
her lightsaber deals 3d8, at 10th level it deals 4d8, at
15th level it deals 5d8, and at 20th level it deals 6d8
points of damage.

Deflect (Extend Defense and Attack)

At 6th level, a Jedi guardian learns to extend her defen-
sive and offensive deflection skills to others within 2
meters of the Jedi's position. You must be carrying an
activated lightsaber to use this special ability.

Now the Jedi can provide a dodge bonus to anyone
within 2 meters of his position, and he can deflect and
redirect ranged attacks made against anyone within 2
meters of her position. All rules associated with deflect
(defense) and deflect (attack) apply: the only difference
is that now the Jedi can extend this ability to help
those nearby.

Jedi Knight
At 7th level, the Jedi guardian graduates from Padawan
learner 1o Jedi Knight and gets a bonus knight feat. This
bonus knight feat must be drawn from the following list,
and the Jedi guardian must meet any prerequisites.

Burst of Speed, Knight Speed, Dissipate Energy,
Lightsaber Defense, Knight Defense, Force Mastery, Force
Mind, Knight Mind, Weapon Focus (lightsaber).

Table 3-9: The Jedi Guardian

The Jedi guardian is available as a character class in all eras, but
anyone playing in the Rebellion time frame must adhere to certain
restrictions. During the time of the Rise of the Empire, all versions
of the Jedi exist and the Jedi council remains active, so guardian
characters are abundant—at least for Jedi. In The New Jedi Order
period, Luke Skywalker’s Jedi academy has once again opened the
door to characters who want to start as 1st-level Jedi guardians.

In the Rebellion era, higher-level characters from an earlier era
may still be around (such as Ben Kenobi), but no hero may begin
play as a Jedi guardian during this time of turmoil. A hero who
wishes to become a Jedi guardian must begin as a member of
some other class. At any time after attaining his 2nd character
level, the hero may (if he has the Force-Sensitive feat) choose o
gain a level of Jedi guardian.

For example, a fringer selects Force-Sensitive as his 1st-level
feat. Upon reaching 3rd level, he decides to become a 2nd-level
fringer/1st-level Jedi guardian. <

Block

Ihis is a modified version of deflect (defense) that allows
the Jedi to deflect a ranged attack without the use of &
lightsaber. The Jedi must have some form of protective
gear (such as armored gauntlets) or an item thal can
withstand the ranged attack. The dodge bonus provided
by deflect (defense) is used when a Jedi blocks a ranged
attack without a lightsaber. Block doesn’t allow a Jedi It
redirect the attack or to extend the defense beyond the
Jedi's position, and all other rules concerning deflect
(defense] apply.

Credits

A 1st-level Jedi guardian starts play with 1d4 x 250 credits

Base Attack Fort Ref Wil Defense Reputation
Level Bonus Save Save Save  Special Bonus Bonus
I st +1 +2 +2 41 Force training, deflect (defense +1) +3 +1
2nd +2 +3 +3 +2 Bonus feat +3 1
3rd +3 +3 +3 +2 Force training, deflect (attack ~4) +4 +1
4th +4 +4 +4 +2 Force training +4 +1
5th +5 +4 +4 +3 Increase lightsaber damage (3d8) +5 +2
6th +6/+1 +5 +5 +3 Deflect (extend defense and attack) +5 +2
7th +7/+2 +5 +5 +4 Jedi Knight +6 +2
8th +8/43 +6 +6 +4 Bonus feat +6 +2
Gth +9/+4 +6 +6 +4 Deflect (defense +2), block +7 +3
10th +10/+5 +7 +7 +5 Increase lightsaber damage (4d8) +7 +3
11th +11/+6/+1 +7 +7 +5 Deflect (attack —3) +8 +3
12th +12/+7/42 +8 +8 +6 Bonus feat +8 +3
13th +13/48/+3 +8 +8 +6 Deflect (defense +3) +9 +4
14th +14/49/+4 +9 +9 +6 +9 +4
15th +15/+10/45 +9 +9 +7 Increase lightsaber damage (5d8) +10 4
16th +16/+11/+6/+1 +10  +10 +7 Deflect (attack -2) +10 +4
17th $17/+12/+7/42 410 410 +8 Deflect (defense +4) +11 +5
18th +18/+13/+8/+3  +11 +11 +8 Bonus feat +11 +5
19th +19/+14/+9/+4  +11 +11 +8 Deflect (attack —1) +12 5
20th +20/+15/+10/+5 +12 +12 +9 Increase lightsaber damage (6d8) +12 +5
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Multiclass Characters

A character may add new classes as he or she progresses in
levels. The class abilities from a character's different classes
combine to determine the multiclass character’s total abili-
ties. Multiclassing improves a character’s versatility at the
expense of focus.

Class and Level Features
As a general rule, the abilities of a multiclass character are
the sum of the abilities of each of the character's classes.

Level

“Character level™ is a character’s total number of levels. It
derives from overall XP earned and is used to determine
when feats and ability score boosts are gained, as per Table

3-1: Experience and Level-Dependent Benefits, "Class level”

is the character’s level in a particular class, as per the indi-
vidual class 1ables, For the single-class hero, character level
and class level are the same.

Vitality Points

The hero gains vitality points from each class as each class
level increases, with the resulting vitality points added
together. For example, Arani is a 4th-level noble/2nd-level
soldier. Her total number of vitality points would be 1d6 4
1d6 + 1d6 + 1d6 + 1d10 + 1d10. Her Constitution modifier
applies to each vitality point die roll.

Base Attack Bonus

Add the base attack bonuses for each class to get the hero's
base attack bonus. IF the resulting value is +6 or higher, the
hero gets multiple attacks. For instance, a 6th-level
noble/2nd-level soldier has a base attack bonus of +6 [+4
for noble and +2 for soldier). A base attack bonus of +6
allows a second attack with a bonus of +1, even though
neither the +4 from the noble nor the +2 from the soldier
normally allows an additional attack.

Base Attack Bonus Additional Attacks at
+6 +1

+7 +2

+8 +3

+9 +4

+10 +5

+11 +6/+1

+12 +7/42

+13 +8/+3

+14 +9/+4

+15 +10/+5

+16 +11/46/+1
+17 +12/47/+2
+18 +13/4+8/+3
+19 +14/49/+4
+20 +15/410/+5

Note that to use multiple attacks in the same round, you
must use a full attack, which is a full-round action.
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Saving Throws

Add the base save bonuses for each class together. A 7th-level
noble/4th-level soldier gets +5 on Reflex saving throws (+4
for noble and +1 for soldier]), +6 on Fortitude saving throws
[+2 and +4), and +6 on Will saving throws (+5 and +1),

Defense Bonus

Add the bonuses to Defense for each class together, then
apply a =2 multiclass penally for each class after the first.
A 4th-level noblef 1st-level soldier has a bonus to Defense
of +3 plus +3 plus =2 (the multiclass penalty), for a total
of +4. If the same hero then picked up a level of scout,
she would add +2 (for the scout level) plus -2 (for the
second multiclass penalty); her bonus to Defense would
stay at +4, bul she would gain other benefits for taking a

level of scoult.

Reputation Bonus

A multiclass hero’s Reputation bonus is equal to the total
of the banuses provided by all of the classes he has levels
in. So, a dth-level noble/4th-level scout has a +2
Reputation bonus for being a noble and a 41 Reputation
bonus for being a scout, The hero's total Reputation

hanus is +3.

Skills
The multiclass hero uses his character level to determine the
maximum ranks he can have in a skill. If a skill is a class skill

for any of the multiclass hero's classes, then use the charac
ter level to determine a skill’'s maximum number of ranks.
[Remember that the maximum rank for a class skill is 3 +
the character level,)

he exception to this is Force skills. In the case of Force
skills, use the hero’s Force-user level to determine a Force
skill's maximum number of ranks.

When a multiclass hero gains a level in a class, he spends
that level's skill points as a member of that class. Only that
class’s class skills may be purchased as class skills. All other
skills, including skills for another class the hero has levels in,
are considered cross-class skills when purchased at this lewl
For a cross-class skill, the maximum rank is half the maxi-
mum for a class skill.

Class Features
I'he character gets all class features of all classes for the

levels he possesses.

Feats

For multiclass characters, feats are received every three char
acter levels, regardless of individual class level (see Table
3-1: Experience and Level-Dependent Benefits).

Ability Increases
For multiclass characters, abilities are increased every fow
character levels, regardless of individual class level (see

Table 3-1: Experience and Level-Dependent Benefits).




Adding a Second Class

When a single-class character gains a level, he or she may
thoose to increase the level of his or her current class or
pick up a new class at 1st level, The GM may restrict the
thoices available according to how he or she handles

tlasses, skills, experience, and training. For instance, the
tharacter may need to find a teacher to instruct him in the
ways of the new class. Additionally, the GM may require the
player to declare what class his or her hero is “working on”
before he or she makes the jump to the next level, so the
tharacter has time to practice new skills. In this way, gain-
ing the new class is the result of previous effort rather than
1 sudden development. (There are also restrictions on

adding a Jedi class as an additional class; see below.)

The character gains all the 1st-level base attack bonuses,
hase save bonuses, class skills, and other class features of
the new class, as well as vitality points of the appropriate
die type. In addition, the character gets the new class's
per-level skill points.

Picking up a new class is not exactly the same as starting
acharacter in that class. Some of the benefits for a 1st-level
hero represent the advantage of training while young and
fiesh, with lots of time to practice. When picking up a new
tlass, @ hero does not receive the following starting bonuses
given to characters that begin their careers in that class.

B Maximum vitality points from the first die
@ Quadruple the per-level skill points

@ Starling equipment

& Starting credits

To add a Force-using class (Force adept, Jedi consular, or
Jedi guardian), a character must purchase the Force-
Sensitive feat, rather than acquiring it Tor free as a starting
feat [only new 1st-level Force-using characters gain the
Force-Sensitive feat as a free starting feat). A character with
one Jedi class may not add another Jedi class in a multi-
tlass process. (Thus, a character who has at least one level
of Jedi guardian can never add a level of Jedi consular.) A
Force adept can add levels of one or the other Jedi class, if
the character desires, and a Jedi who abandons the order
wild progress as a Force adept.

Advancing a Level

Each time a multiclass character achieves a new level, he
tither increases one of his current class levels by one or

picks up @ new class at 1st level,

When a multiclass character increases one of his classes by
ane level, he gets all the standard benefits that characters

get for achieving that level in that class: more vitality points,
possible bonuses on attack rolls, Defense, and saving throws
{depending on the class and the new level), possible new
tlass features [as defined hy the class), and new skill points.
Skill paints are spent according to the class that the
multiclass character just advanced in (see Table 4-1: Skill
Paints per Level). Skills purchased from Table 4-2: Skills and
Table 4-3: Force Skills are purchased at the cost appropriate
for that class.

How Multiclassing Works

Arani, a 4th-level noble, decides she wants to expand her
repertoire by learning some soldiering. When Arani
achieves 10,000 XF, she becomes a 5th-level character.
Instead of becoming a 5th-level noble, however, she
becomes a 4th-level noble/1st-level soldier. (How exactly
she picked up this new area of focus isn’t critical to the
campaign, though the player and Gamemaster are encour-
aged to create an in-game reason and opportunity for the
hero to do so.)

Now, instead of gaining the benefits of a new level of
noble, she gains the benefits of becoming a 1st-level
soldier. She gains a 1st-level soldier’s vitality points
(1d 10 plus her Constitution modifier), a 1st-level soldier's
+1 base attack bonus, a 1st-level soldier’s +2 Fortitude
save bonus, and a soldier’s skill points (4 + her
Intelligence modifier). When purchasing skills for this
new level, Arani uses the soldier's class skills; if she wants
to add ranks to a noble skill, it is considered a cross-class
skill for this level.

The benefits described above are added Lo the scores
Arani already had as a noble. Her Defense gets a +1
bonus (+3 for a 1st-level soldier, reduced to +1 by the
multiclass penalty; see Defense Bonus, below). Her Reflex
save bonus, Will save bonus, and Reputation bonus do
not increase because these numbers are +0 for a 1st-level
soldier. She gets all of the soldier’s starting feats. She
doesn’t gain any of the benefits a 5th-level noble gains.
She could spend some of her new skill points to improve
her noble skills, but since they would be treated as cross-
class skills for this purpose, these skill points would each
buy only half a rank.

On achieving 15,000 XP, she becomes a 6th-level hero.
She decides she'd like to continue along the soldier path,
sa she increases her soldier level instead of her noble
level. Again she gains the soldier's benefits for attaining a
new level rather than the noble's, At this point, Arani is a
6th-level hero: a 4th-level noble/2nd-level soldier. Her
combat skill is a little better than a 4th-level noble’s
would be because she has learned something about hght-
ing during her time as a soldier, Her base attack bonus is
+5 (+3 from her noble class and +2 from her soldier
class). Her Fortitude save is +4 (+1 from noble and +3
from soldier), better than a 6th-level noble’s but not as
good as a 6th-level soldier's. Her Reflex save is +2 (all
from her nable class), and her Will save is +4 [again, all
from her noble class). Her bonus to Defense is 45
[+3 from her noble levels and +2 from her soldier levels,
after applying the multiclass penalty).

At each new level, Arani decides whether to increase her
noble level or her soldier level. Of course, if she wants to
have even more diverse abilities, she could acquire a third
class, such as scoundrel. In general, a character can multi-
class as many times as there are classes available, except
that no character may possess levels in both Jedi consular
and Jedi guardian; once a level in one Jedi class is taken,
the other cannot be added.
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CHAPTER FOUR

SKILLSlL




Deel Surool, a scoundrel, can walk quietly up to a door, put
his ear to it, and hear a battle droid commander barking
orders to its troops. If Vor'en Kurn, a soldier, were to try the
same thing, he'd probably make so much noise that the
battle droids would hear him. He, however, could set an
explosive to blow out the door and incapacitate the droids
behind it. These actions and many more are determined by
the skills that characters have (in this case. Move Silently,
Listen, and Demolitions).

Skills Summary
Your character’s skills represent a variety of abilities, and
you get better al them as you go up in level.

Getting Skills

At each level, you gel 4, 6. or 8 skill points that you use to
buy skills. (Your Intelligence modifier adds to this number.
Humans get 1 extra skill point at each level above 1st.) A
Ist-level character gets four times this number. (Humans
gel 4 extra skill points at 1st level in addition to the stand-
ard initial amount for their class and Intelligence. These are
added on at 1st level, not multiplied in.)

If you buy a class skill (such as Move Silently for a
scoundrel or Pilot for a scout), you get 1 rank {equal to a
+1 bonus) for each skill point. If you buy other classes’ skills
(cross-class skills), you get a half rank per skill point. Your
maximum rank in a class skill is your level plus 3. Your
maximum rank in a cross-class skill is half of this number
(do not round up or down).

Using Skills

T'o make a skill check, roll:

1d20 + skill modifier
(Skill modifier = skill rank +
ability modifier + miscellaneous modifiers)

Ihis roll is made just like an attack roll or a saving throw.
he higher the roll, the better. You're either trying to get a
result that equals or exceeds a certain Difficulty Class (DC),
or you're trying to beat another character's check result. For
instance, Lo sneak quietly past a guard, Deel needs to beat
the guard's Listen check with his Move Silently check.

Skill rank is based on the amount of skill points a charac-
ter has invested in a skill. Some skills can be used even if
the character has no ranks in the skill; doing this is known
as making an untrained skill check.

The ability modifier used in the skill check is the modifier
for the skill's key ability (the ability associated with the skill's
use). The key ability of a skill is noted in its description and
on Table 4-4: Skills and Table 4-5; Force Skills,

Miscellaneous modifiers include species bonuses, armor
check penalties, and bonuses provided by feats, among
others.

What's New?

If you don't have the previous edition of the Star Wars
Roleplaying Game, you can skip this section. It explains
what we changed in this chapter for the new edition.




In this chapter, we did a lot of work to clarify each skill
and its uses in play. Every skill description was reworked
from the ground up to improve comprehension and to
adjust rules where appropriate. We've added a few new skills
to the game, such as Balance and Illusion. We've also
simplified the idea of synergy bonuses, making them more
based on situations than setting them up as automatic
additions to skill modifiers. Finally, we reorganized the
chapter so that all the skills are
presented In alphabetical order. The

to +6 for these three skills. He can’t have more than 5
ranks in a class skill at 2nd level, so he can’t raise these
skills any higher. He uses the remaining 4 skill points to
buy 2 ranks of Bluff. (Bluff is a cross-class skill for scouts,
so his 4 skill points only buy 2 ranks,) Bluff is a Charisma
skill, but since our scout has no Charisma modifier, the skil
maodifier is +2.

These skills on his character sheet now look like this:

5 o 5 - y f o qk ]l
chapter .I"" t divided into skills ang skill?  Skills itid "¢ Baaks & - M
Force skills anymaore, though the Force Y I"
kills are still called out so you can spot s T kY L I N I [ 49
:iwrﬁ casil throug huut.lhc texi Ko Bluff Cha BT 2 ¥R - +2
Sy g . Yes Computer Use  Int S " 5 4+ +0 = +6
Yes Pilot Dex +1  + 5 + 40 = +6

How Do Skills
Work?

This extended example shows how skills work, Detailed rules
follow the example.

Skills at Ist Level
Rorworr, a Wookiee scout, gets 6 skill points per level. Since
his Intelligence score is 12, he gets +1 point per level, for a
total of 7 skill points. As a 1st-level hero, Rorworr gets four
times this number, or 28 skill points. At 15t level, his maxi-
mum rank in a skill is his level (which is 1) + 3, for a
maximum rank of 4. With 28 points, he can select seven
class skills and increase each to its maximum of 4 ranks,
Rorworr chooses the skills Astrogate, Climb, Computer
Use, Hide, Pilot, Repair, and Search (all class skills), at 4
ranks cach. The skills section on his character sheet looks
like this:

Skill Check

When Rorworr makes a skill check at 2nd level, his player
rolls 1d20 and adds his skill madifier (rank + ability modif
+ any miscellaneous modifier). The higher the result, the
better Rorworr does. On average, Rorworr will roll a 10 or 1§
on 1d20, so he will usually get a check result of 16 or 17
with his Pilot checks. It's this total check result that matters
not the original roll. A result of 17 by an average spacer
with no plusses or minuses who rolls it naturally is the same
as a result of 17 by Rorworr (11 on 1d20 with +6 for his
skill rank and Intelligence modifier).

Opposed Check

Rorworr meets a bounty hunter (a GM character) in a
cantina and tries to bluff his way out of trouble. (*No, I'm
not the Wookiee you're looking for.”)
Rorworr's player rolls 1d20+2 for his

Class Key  Ability Misc Skill
Bluff check and ¢ result of 16,
skill?  skills Ability Mod + Ranks + Mod = Modifier =  Creck and gels aresult of 16
: : The GM secretly makes a Sense
Yes Astrogate Int +1 + 4 + 40 - +5 .
i Motive check for the bounty hunter
Yes Climb Str +3 4+ 4 + 42 = +9 i i 3
_ - (since Bluff is opposed by Sense
Yes Computer Use  Int +1 + 4 + +0 = +5 : : :
- Motive), and the result is 14, Since
Yes Hide Dex +1  + 4 + +0 = +5 . s
. Rorwaorr's Bluff result is higher than
Yes Pilot Dex +1 4 4 - +0 = +5 Bog= k
: the bounty hunter's Sense Motive
Yes Repair Int = KSR - WY O 3 result, the GM tells Rorworr’s player
Yes Search Int +1 $ 4 + +0 % +5 . 1 : play

that the bounty hunter looked suspi-
cious for @ moment, then tumed and

Climb is a Strength-based skill, so when Rorworr makes a :
. walked out of the cantina.

Climb check, he adds his 4 ranks and his Strength modifier

{+3) together with his +2 species bonus, for a skill modifier
of +9. Both Hide and Pilot are Dexterity-based skills, so Check Againgt " Dif_ﬂnulty Class (Dc_) =i
\ihen ke thakies 5 FRAE By Pias Charlhe aa e ot e Later, Rorworr decides to climb to the top of the cantina to
18 ; o & ! watch for signs of the bounty hunter and any minions he
rank and 41 for his Dexterity bonus, for a skill modifier of ' g i s S Sy
+5, The other skills are all based on Intelligence, so he gets Ty hawe in the arca: The GM checks the descripiion SIS
: AL . ' ; : Climb skill and determines that climbing to the roof of this
his 4 ranks and his +1 Intelligence bonus, for skill modifiers T 2 ;
of +5 three-story building has a DC of 20. Rorworr's player rolls
i an B on 1d20 and adds Rorworr's 49 Climb skill modifier for
a result of 17, This result is not high enough for Rorworr 1o
climb the building, but it’s not so low that the scout risks a
fall. The GM tells the player that Rorworr needs to find a
different building to climb, or try a different approach to
watch for his enemies,

Skills at Znd Level

When Rorworr reaches 2nd level, he gets another 7 skill
points, as he will for each level after that {unless his
Intelligence score goes up by enough to increase his
Intelligence bonus). He decides to use 3 skill points to
increase his Astrogate, Pilot, and Computer Use skills by 1
rank cach, raising his ranks to 5 and his skill modifiers up
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Untrained Checks

Unsuceessful at climbing to the roof of the cantina, Rorworr
instead tries to ask the locals about the bounty hunter and
ainyone seen in his company. Rorworr doesn’t have the
Gather Information skill (he has 0 ranks in Gather
Information), and he doesn’t have a Charisma modifier. The
M secretly sets the DC at 15, and Rorwarr’s player rolls an
if on 1d20. After asking around for a while, Rorworr deter-
mines that the bounty hunter and a gang of Trandoshan
thugs have been seen coming and going from the Royal

Hutt Hotel a few blocks east of the cantina.

Acquiring Skill Ranks

Ranks indicate how much training or experience your char-
acter has with a given skill. Each of your skills has a rank,
fiom 0 {for a skill in which your character has no training at
alll to 23 (for a 20th-level character who has increased a
il to its maximum rank). When making a skill check, you
add your skill ranks to the roll as part of the skill modifier,
50 the more ranks you have, the higher your skill check

wsult will be.

Acquiring Skills at Ist Level
Use the following steps when picking skills for your 1st-
ievel character:

1. Determine the number of skill points you get. The
number of skill points depends on your class and
Intefiigence modifier, as shown on Table 4-1: Skill Points
per Level, For example, Deel Surool is a 1st-level scoundrel
with an Intelligence score of 14 (+2 Intelligence bonus).
Al the start of play, he has 40 skill points (8 + 2 = 10, 10 x
i = 40),

& A character gets at least 4 skill points [1 x 4 = 4) even

if he has an Intelligence penalty.

3 A Human gels 4 extra skill points as a Ist-level hero. A
Human hero with the same class and Intelligence
modifier as Deel Surool would have 44 skill points at
the start of play,

2 Spend the skill points. Each skill point you spend on a
thass skill gets you 1 rank in that skill. Class skills are the
skills found on your character’s class skill list.

Each skill point you spend on a cross-class skill gets
your character a half rank in that skill. Cross-class skills are
dills not found on your character's class skill list. (Half
fanks do not improve your skill modifier, but two half
mnks make 1 rank.)

Your maximum rank in a class skill at 1st level is 4. In a
cross-class '\ki“. it's 2.

Force skills associated with the primary Force feats (Alter,
Control, and Sense) can only be sclected by a character with

a Force-using class.

@

Table 4-4:; Skills lists all the skills and indicates which
are class skills, which are cross-class skills, and which
can be used untrained.

@ Spend all your skill points. You can't save them to
spend them later.

Table 4-1: Skill Points per Level

1st-Level Higher-Level
Class skill Points * Skill Points®
Fringer (6 + Int modifier) x 4 6 + Int modifier
Noble (6 + Int modifier) = 4 6 + Int modifier
Scoundrel (8 + Int modifier) x 4 8 + Int modifier
Scout (6 + Int modifier) = 4 6 + Int madifier
Soldier (4 + Int modifier) x 4 4 + Int modifier

4 + Int modifier
6 + Int modifier
6 + Int modifier
4 + Int modifier

Tech specialist (4 + Int modifier) x 4
Force adept (6 + Int modifier) x 4
Jedi consular (6 + Int modifier) x 4
Jedi guardian (4 + Int modifier) x 4

* Humans odd +4 to this total ot 15t level.
B Humans add +1 to this total ot each level after 1<t

Skills at Higher Levels
When you attain a new experience level, follow these steps
to gain new skills and improve those you already have:

1. Determine the number of skill points you get. See Table
411 Skill Points per Level,

@ A character gets at least | skill point even if he has
an Intelligence penalty.
@ A Human gets 1 extra skill point per level,

2, You can improve any class skill that you've previously
maxed out by 1 rank or any cross-class skill that you've
previously maxed out by a half rank.

3. If you have not maxed out a skill, you can spend extra
skill points on it and increase its rank to its maximum.

First, find out what your maximum rank with the skill is.
If it's a class skill, your maximum rank is your new level
plus 3. If it's a cross-class skill, your maximum rank is one-
half that number (do not round up or down),

(®)  camacrersius
P

Characters have many more skills than what they can buy with
their skill points or what is recorded on their character sheets. We
don't track the various life experiences that a character had prior to
becoming a 1st-level hero. Skills are not an exhaustive map of
every bit of knowledge and training a character possesses. Instead,
think of skills that a character has ranks in as the training that helps
elevate the character to heroic status. They represent areas of
knowledge and discipline in which a character has become better
than average. These are the character’s “heroic” skills, the skills the
character can utilize in dramatic situations. (A character may also
try to use a skill untrained in a dramatic situation, but in such a
case the chance is slim of the character succeeding at any task
more difficult than a challenging one; see Table 4-2: Difficulty
Class Examples.)

Remember that not every use of a skill requires a skill check.
Performing routine tasks in normal situations is easy, and it's what
most characters are trained to do. In dramatic situations, when the
fate of the galaxy rests squarely on the characters’ shoulders, then
skill checks are called for. <

=
(=r]
(4=

]
A
r
~
]




7y
o
=
=
7y

The rules assume that a character can find a way to learn any skill.
For instance, if Rorworr wants to have the Astrogate skill, nothing
in the rules prevents him from doing so. However, the GM is in

charge of the game, including decisions about where one can
learn certain skills and where one can't. While Rorworr is living on
a primitive planet without starships, for example, the GM can
decide that Rorworr has no way of learning astrogation. It's up to
the GM to decide whether a character can learn a given skill in a
given situation, ::

You may spend as many skill points as it takes to max
out the skill (provided vou have that many skill points

to spend).

1. 1f you want to pick up.a new skill, you can spend up to
your level plus 3 skill points on it. These skill points buy |
rank each if the new skill is a class skill or a half rank each if

it's a cross-class skill.

Using Skills

When VOu use a '-.|~_i||, yau make a skill LHH_L to see how well
you do. The higher the result on your skill check, the better
you do. Based on the circumstances, your resull must equal
or exceed a particular number (a DC or the result of an
opposed skill check) for you to use the skill successfully, The
harder the task, the higher the number you need to roll,
Circumstances can affect your check. If you're free lo
work without distractions, you can make a careful attempl
and avoid simple mistakes. If you have lots of time, you can
try over and over again, assuring that you eventually
succeed. IF others help you, you may succeed where other

wise you would fail.

Skill Checks
A skill check takes into account your training (skill rank],
natural talent (ability modifier), and luck (the die roll), It mag
also take into account your species’ knack for certain skills
(species bonus) or what armor you are wearing larmor ched
penalty), among other things.

l'o make a skill check, roll 1d20 and add your skill madi-
fier for that skill, The skill modifier incorporates your rank

with that skill, your ability modifier for that skill's key abil-
ity, and any other miscellaneous modifiers you have,
including species bonuses and any armor check penalty. Th
higher the result, the better. Unlike in the combat rules, 2
natural 20 is not an automatic success when making a skil

check, and a natural 1 is not an automatic failure,

Difficulty Class

Some checks are made against a Difficulty Class (DC), The
DC is a number set by the GM (using the skill rules as a
guideline) that you must score as a result on your skill chect
to succeed. For example, climbing the outer wall of a ruined
warehouse may have a DC of 15, To climb the wall, you
must get a result of 15 or better on a Climb check, A Climt
check is 1d20 plus Climb ranks (if any) plus Strength maodi
fier plus any other modifiers. Table 4-2: Difficulty Class

Examples shows example DCs for skill checks.

‘G.B GM NOTES: DEGREES OF SUCCESS

Simply determining success may not be enough. Sometimes the
degree of success is important to a task. For example, a stealthy
scoundrel sneaks up on a noble in the dead of night. The noble
makes an opposed Listen check against the scoundrel's Move
Silently check, and is successful. The GM might say:

. You heard a noise and you know something’s out there, but you
don't see anything.

. You heard a noise. It sounded like a person moving, and it came
from over there.

. You heard a noise. There's someone moving toward you,
currently about 6 meters northeast of you and getting closer.
You can target the intruder with an attack.

You can handle this situation by comparing the check results (or
for unopposed checks, the check result and the DC). In the exam-
ple above, success means that the GM gives answer #1. If the
noble beats the bounty hunter’s result by 10 or more, she gets
answer #2. If she exceeds the bounty hunter’s result by 20, she
gets all the information—answer #3.

In general, this means:

Result Degree of Success
DC or higher Success

DC+10 or higher
DC+20 or higher

Creater success
Perfect success

Remember that degrees of success only apply when it's impor-
tant. Most of the time, it only matters whether a character
succeeds or fails



Table 4-2: Difficulty Class Examples
Situation

Difficulty 1] Example

Very easy 0 Notice something large in plain si

Easy 5 Climb a knotted rope

Average 10 Hear a stormtrooper patrol
walking 10 meters away

Tough 15 Disarm an explosive

Challenging 20 Plot a course through hyperspace
data more than a week old

Formidable 25
Heroic 30

Super heroic 35

Leap across a 10-meter chasm

Break into a secure computer system

Convince the guards that even though

skill
(Key Ability)

ght Spot (Wis)
Climb (Str)

Listen (Wis)

Demolitions (Int)
using Astrogate (Int)

Computer Use (Int)
Jump (Str)
Bluff (Cha)

Who Could Do It®

A nearsighted Gungan fleeing
from battle droids

A weak merchant carrying a
heavy satchel

Anyone

A smart 1st-level soldier
A smart 5th-level scout

A smart 10th-level scoundrel
A strong 15th-level fringer
A charismatic 20th-level noble

you're not wearing a uniform and

don’t know the password, you're actually

Senator Farson's personal assistant
(and yes, you know that the senator

is actually away from Coruscant right now)

Nearly 40
impossible

Track a Wookiee through the forests
of Kashyyyk on a moonless night after
12 days of rainfall

Survival (Wis) A very wise 20th-level scout
who has taken the Skill

Emphasis (Survival) feat

4 This column identifies a character who would have about a 50% chance o succeed. When this entry names a character by class, it assumes that the character has
the skill in question, (Other characters might have a better or worse chance to succeed.)

Opposed Checks

Some skill checks are opposed checks. They are made

against a randomized number, usually another character's
skill check result. For example, to sneak up on a guard. you
need to beat the guard’s Listen check result with your Move
Silently check result. You make a Move Silently check, and
the GM makes a Listen check for the guard. Whoever scores
the higher result wins the contest.

Table 4-3: Example Opposed Checks

For example, if Deel Surool (a scoundrel) misses a
Disable Device check to open a mechanical lock, he can
try again and keep trying. If however, an alarm sounds if
the Disable Device check is missed by 5 or more, then fail-
ing has its own penalty.

Similarly, if Rorworr (a scout) misses a Climb check, he
can keep trying, but if he misses by 5 or more, he falls (after
which he can get up and try again if the fall wasn't too far
or too lethal).

1f a skill carries no penalty for fail-
ure, you can take 20 and assume that

Opposing Skill ! : :

Task Skill Ability) (Key Ability) you keep trying until _\f{}l.l eventually

. ( - : = succeed (see Checks without Rolls,
Sneak up behind someone Move Silently (Dex) Listen (Wis) age 72)
Con someone Bluff (Cha) Sense Motive (Wis) PRl
Hide from someone H.IdE (Dex) SPot (Wis) Untrainad Skill Checks
Win a Podrace Pilot (Dex) Pilot (Dex) 5 i ;

e Generally, if you attempt to use a skill

Pretend to be someone else Disguise (Cha) Spot (Wis) S AR AR v ke a skill
Steal a key cylinder Sleight of Hand (Dex)  Spot (Wis)  saielb it et St

Create a false map Forgery (Int)

For ties on opposed checks, the character with the
higher key ability score wins. For instance, in a Move
Silently against Listen check that results in a tie, the
sneaker’s Dexterity would be compared to the listener's
Wisdom. If those scores are the same, roll again.

Trying Again

In general, you can try a skill check again if you fail, and
you can keep trying indefinitely. Many skills, however,
have natural consequences for failing that must be
accounted for. Some skills can't be tried again once a
check has failed for a particular task. For most skills,
when a character has succeeded at a given task, addi-
lional successes are meaningless.

Forgery (Int)

check as described. Your skill modifier
doesn't include skill ranks because you
don't have any ranks in the skill. You
do get other modifiers, though, such as the ability modifier
for the skill's key ability.

Some skills can be used only if you are trained in the skill.
If you don’t have Astrogate, for example, regardless of your
class, ability scores, and experience level, you just don’t
know enough about astrogation even to attempt to plot a
course through space, Skills that can’t be used untrained are
marked with a *No™ in the “Untrained” column on Table
4-4: Skills and Table 4-5: Force Skills.

For example, Rorworr's 4 ranks in Climb make his Climb
check results 4 points higher than they otherwise would be,
but even a character with no ranks in Climb can make a
Climb check. Another character might even have a penalty
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for low Strength or equipment carried, but she can give it a
try. The same character's ranks in Astrogate, however, let
her do something that she otherwise couldn’t do at all,
such as plot a course through hyperspace. A character with
no ranks in the skill can’t make an Astrogate check, even
al a penalty.

Favorable and Unfavorable Conditions
Some situations may make a skill easier or harder to use,
resulting in a bonus or penalty to the skill modifier for the
skill check, or a change to the skill check’s DC. It's one thing
for Kelko, a Rodian fringer with the Survival skill, to hunt
down enough food to cat while he's camping for the day on
the forest moon of Endor. Foraging for food while crossing
100 kilometers of Tatooine's Jundland Wastes is an entirely
different matter.

The GM can alter the odds of success in four ways to
take into account exceptional circumstances:

1. Give the skill user a +2 circumstance bonus to represent
conditions that improve performance, such as having
the perfect tool for the job, getting help from another
character (see Combining Skill Attempts, page 73), or
possessing unusually accurate information.

. Give the skill user a -2 circumstance penalty to repre-
sent conditions that hamper performance, such as
being forced to use improvised tools or possessing
misleading information.

. Reduce the DC by 2 to represent circumstances that
make the task easier, such as having a friendly audi-
ence or performing work that doesn’t have to be
perfect,

4. Increase the DC by 2 to represent circumstances that

make the task harder, such as having a hostile audience
or performing work that must be flawless.
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Conditions that affect your ability to perform the skill
change your skill modifier. Conditions that modify how well
you have to perform the skill to succeed change the DC. A
bonus on your skill modifier and a reduction in the check’s
DC have the same result—they create a better chance that
you will succeed. But they represent different circumstances,
and sometimes that difference is important.

For example, Deel Surool the Twi'lek scoundrel wants to
entertain a group of Trandoshan thugs drinking at the bar
in the Royal Hutt Hotel, Before beginning his performance,
Deel listens to the Trandoshans so that he can judge their
mood. Doing so improves his performance, giving him a
+2 bonus to the skill modifier for his Entertain check. The
GM sets the DC at 15. The Trandoshans are in a good
mood because they recently received a sizable payoff, so
the GM reduces the DC to 13. (Deel's performance isn't
better just because the Trandoshans are in a good mood,
so he does not get a bonus to add into his skill modifier.
Instead, the DC goes down.)

However, the leader of the gang, a Human bounty
hunter, has been unable to locate the Wookiee he's track-
ing, and he’s suspicious of Deel. (Didn't the datafile
suggest the Wookiee was often seen in the company of a
Twi'lek?) The DC to entertain him is higher than normal:
17 instead of 15.

-

Deel rolls a 6 and adds +8 for his skill modifier (4 ranks
+2 Charisma modifier, and +2 for his impromptu research
His result is 14.

The scoundrel's skill check result (14) is high enough 1o

entertain the Trandaoshans (DC 13) but not their leader
(DC 17). The Trandoshans applaud Deel Surool and offer
to buy him drinks, but their leader eyes him suspiciously,

Time and Skill Checks

Using a skill might take a round, several rounds, or even
longer. It might take no time at all. Types of actions
define how long activities take to perform (see Action
Types, page 78). The Action Type column on Table 4-4
and Table 4-5 indicates whether the use of a skill is a
move action, an attack action, a full-round action, or a
reaction. In some cases (for skills marked with **), the skill
description specifies how long a skill takes to use.

In general, using a skill that requires concentration (and |

thus distracts you from being fully aware of what's going
on around you) provokes an attack of opportunity from an
opponent if you are within that opponent’s threatened
area when you attempt the skill check. See Attacks of
Opportunity, page 157, for more information.

Checks without Rolls

A skill check represents an attempt to accomplish some
goal, usually in the face of same sort of time pressure or
distraction. Sometimes, though, you can use a skill under
more favorable conditions and eliminate the luck factor.

Taking 10

When you're not in a rush and not being threatened or
distracted, you may choose to take 10. Instead of rolling
1d20 for the skill check, calculate your result as if you had
rolled a 10 (an average roll on a d20). For many relatively
routine tasks, taking 10 results in a success.

Distractions, threats, and danger make it impaossible for a
character to take 10. You also can't take 10 when using a
skill untrained, though the GM may allow exceptions for
truly routine activities,

For example, Rorworr the Wookiee has a Climb skill
modifier of +9 (4 ranks, +3 Strength modifier, +2 species
maodifier). The steep. rocky slope he's climbing has a DC of
15. With a little care, he can take 10 and succeed automatis
cally. But partway up the slape, a bounty hunter begins
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taking blaster shots at him from up above. Rorworr needs
make a Climb check to reach the bounty hunter, and this
time he can't take 10. He must make the skill check
normally while under attack.

Taking 20
When vou have plenty of time (generally 2 minutes for a
skill that can normally be checked in | round), and when
the skill being attempted carries no penalty for failure, you
can take 20. Taking 20 represents making multiple rolls,
assuming that eventually you will roll a 20. Instead of
rolling 1d20 for the skill check, calculate the result as if
you had rolled a 20, Taking 20 means you keep trying
until you get it right. Taking 20 takes twenty times as long
as making a single check.

For example, Rorworr comes to a cliff face. He takes 10 to




make the climb, for a result of 19 (10 plus his +9 skill modi-
fier), However, the DC is 20, and the GM tells him that he fails
{0 make progress up the cliff. (His check result is at least high
enough that he doesn’t fall.) Rorworr can't take 20 because
there is @ penalty associated with failure (falling, in this case).
Later, Rorworr finds a small bunker in the cliffside and
searches it. The GM notes in the Search skill description
that each 2-meter-square area takes a full-round action to
search (and she secretly assigns a DC of 15 to the attempt).
She estimates that the floors, walls, and ceiling of the
bunker make up about twenty 2-meter squares; so she tells
Rorwort's player that it takes 2 minutes to search the whaole
tunker. Rorworr rolls 1d20 and adds his +5 skill modifier.
The result of 11 fails. Now Rorworr declares that he is
going to search the bunker high and low, for as long as it
takes. The GM takes the original time of 2 minutes and
multiplies it by 20, for 40 minutes. That's how long it takes
Rorworr to search the whole bunker in exacting detail. Now
Rorworr’s player treats his roll as it it were 20, for a result
of 25. That's more than enough to beat the DC of 15, and
Rirworr finds a datapad discarded in a waste disposal unit.

Combining Skill Attempts
When miore than one character tries the same skill at the same
fime and for the same purpose, their efforts may overlap.

Individual Events
Often. several characters attempt some action, and each
succeeds or Fails on his or her own,

tor example, Rorworr and each of his companions need
1o climb a slope to get to the top. Regardless of Rorworr’s
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result, the other characters need successful checks, too.
Every character makes a skill check.

Cooperation

Sometimes the individual heroes react to the same situa-
tion, and they can work together to help each other oul.
In this case, ane hero is considered the leader of the
effort and makes a skill check while each helper makes a
skill check against DC 10. (You can’t take 10 on this
check.) For each helper who succeeds, the leader gets a +2
circumstance bonus (as per the rule for favorable condi-
tions). In many cases, a character's help won't be
beneficial, or only a limited number of characters can help
at the same time. The GM limits cooperation as she sees fil
for the conditions.

For instance, il Rorworr has been badly wounded, Vor'en
Kurn can try a Treat Injury check to keep him from dying.
One other character can help Vor'en, If the other hero
makes a Treal Injury check against DC 10, then Vor'en gets
+2 on the Treat Injury check he makes to help Rorworr. The
GM rules that two characters can't help Vor'en at the same
time because a third person would just get in the way.

Skill Synergy

Sometimes, the GM may decide that having one skill
provides a synergy bonus when a character uses another
skill in certain situations. The character must have at least 5
ranks in the related skill to gain the synergy bonus, and the
GM must agree that the two skills can aid each other in the
given situation. In such cases, the character receives a +2
synergy bonus on the skill check.
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Table 4-4: Skills
Use Tech Force Jedi Jedi Action |
Skill (Key Ability) Untrained Fringer Noble Scoundrel Scout Soldier Spec Adept Consular Guardian Type V
Appraise (Int) Yes X C C X X X X X X -
Astrogate (Int) No X X C C C X X X -
Balance (Dex) Yes X X C X X X X X C Move
Bluff (Cha) Yes X X C X X X X C X o
Climb (Str) * Yes C X X C X X C X C Full-round®
Or move
Computer Use (Int) Yes X C C C C C X < C  Full-round®
Craft (Int) Yes C C C C C C C C C o
Demolitions (Int) No X X C C C = X X X Full-round®
Diplomacy (Cha) Yes X C X X X X X C X Full-round
Disable Device (Int) No X X C X X G X X X Fuﬂ-round‘f
Disguise (Cha) Yes X C c C X X X X X o
Entertain (Cha) Yes X 5 X X X X X X X b2 |
Escape Artist (Dex) * Yes X X C X X X X X X Full-round®
Forgery (Int) Yes X X C X X X X X X . |
Gamble (Wis) Yes C X C X X X X X X "
Gather Information Yes X X C X X X X G X " |
(Cha)
Handle Animal (Cha) No 1o X X X X X € X X -
Hide (Dex) * Yes € X 2 C X X C X X Attack
Intimidate (Cha) Yes X b X X C X X C C Full-round
Jump (Str)* Yes € X X s X X C X C Attack |
Knowledge (Int) No C C C C C C C C C Reaction of
full-round
Listen (Wis) Yes C X C C X X C X X Reaction o
full-round 1
Move Silently (Dex)* Yes X X C C X X . X X Move
Pilot (Dex) No C X C C @ C X C C Move
Profession (Wis) No C C C C g C C C C  Full-round*§
Read/Write Language No X C X C X C X C X - 4
(None)
Repair (Int) No X X C C C C X X X  Full-round*™
Ride (Dex) Yes C (@ X G X X X X X Move**
Search (Int) Yes C X C C X C X X X Full-round
Sense Motive (Wis) Yes X C X X X X C C X =
Sleight of Hand (Dex) * No X X C X X X X X X Attack
Speak Language No X C X C X X X c X -
(None)
Spot (Wis) Yes C X C C X X C X X Reaction of
full-round
Survival (Wis) Yes C X X € X X C X X ”»
Swim (Str) Yes C X X (@ X X C X X Move ot
full-round
Treat Injury (Wis) Yes X X X X C C C C X e
Tumble (Dex) * No X X C X X X X X C Reaction of

C Cioss skill. X Cross-class skill. * Your armor check penalty, if any, also opplies

Use Untrained: Yes: The skill can be used untrained. That is, a hero can have 0 ranks
have at least | rank in'it

Examples of when skill synergy might come into play
include when a specific Knowledge or Profession skill might
aid in the practical use of a related skill, using Disable
Device to help disarm an explosive with the Demolitions
skill, being in a situation where Bluff or Sense Motive could
aid a Diplomacy check, allowing Computer Use to benefit a
Disable Device check against an electronic security system,
or using Tumble to assist with a Jump check.

maove
** See skill description for details

in this skill but can make skill checks normally. No: You can't use the skill unfess yeu

Ability Checks

Sometimes you try to do something to which no specific
skill applies. In these cases, you make an ability check: Roll
1d20 and apply the appropriate ability modifier,
Essentially, you're making an untrained skill check. The
GM assigns a DC, or sets up an opposed check when two
characters are engaged in a contest using one ability
against another. The initiative check in combat, for exam-




ple, is essentially a Dexterity check. The character who rolls
highest acts first.

In some cases, a test of one’s ability doesn't involve
luck. Just as you wouldn't make a height check to see
who is taller, you don’t make a Strength check to see who
watronger. When two characters arm wrestle, for example,
{he stronger character simply wins. In the case of identical
sores, then make opposed Strength checks,

Example Ability Check Key Ability
Forcing open a jammed or locked door Strength
Tying a rope Dexterity
Holding one's breath Constitution
Navigating a maze Intelligence
‘Remembering to lock a door Wisdom
(Cetting yourself noticed in a crowd Charisma

Force Skills

Force skills are different from the rest of the skills available
1o characters in the Star Wars Roleplaying Game. A charac-
1tr may not take any ranks in these skills unless he has the
proper prerequisite feat or feats and is at least 1st level in a
Force-using class (for skills associated with the primary

Foree feats—Alter, Control, and Sense).

Many Foree skills have a variety of applications. In some
cates, an attempl to use a Force skill is "all or nothing,”
That is, a single DC is set and if the skill check fails, no
effect occurs. Other uses may have varying DCs for different
effects achieved depending on the check result. See the
specific skill descriptions for more details.

Unless otherwise stated, a Force-using character must be
within 10 meters of a target and have the target in line of
sight ta use a Force skill upon it, Also, a Force skill's effect
wimmediate unless the description states otherwise.

Most Force skills have a vitality point cost associated
wilh using them. This means that a character attempting a
Force skill check must pay (temporarily lose) a certain
number of vitality points as he or she makes the check. In
most cases, the cost is paid regardless of whether the skill
check succeeds. The cost must be paid every time you retry
2 skill check as well. If a character doesn’t have enough
vitality points, she can't draw on the Force until her vitality
s restored (but see the Control feat in Chapter Five: Feats).

Skill Descriptions
This section describes each skill, including common uses
aid typical modifiers. Characters can sometimes use skills
for other purposes than those listed here. For example, you
~might be able to impress the members of a starfighter
squadron by making a Pilot check.
Skifls are presented in alphabetical order. Force skills are
Jndicated by a different headline color from non-Force skills,
Here is the format for skill descriptions. Headings that
do not apply to a particular skill are omitted in that skill's
tescription.

Skill Name (Key Ability)

Traimed Only; Armor Check Penalty

The skill name line and the line beneath it include the
following information.

Table 4-5: Force Skills

Use Action
Skill (Key Ability) Feat®  Untrained Type
Affect Mind (Cha) Alter Yes Full-round
Battlemind (Con) Control No Move
1 Drain Energy (Con) Alter Yes Full-round
Empathy (Wis) Force Yes Attack
Enhance Ability (Con) Force Yes Attack
Enhance Senses (Wis)  Sense Yes Attack
Farseeing (Wis) Sense No "
1 Fear (Wis) Sense Yes Attack
Force Defense (Cha) Control Yes Full-round
1 Force Grip (Int) Alter Yes Attack
t Force Lightning (Int) Alter Yes Attack
Force Stealth (Cha) Control Yes Full-round
Force Strike (Int) Alter Yes Attack
Friendship (Cha) Force No Full-round
11 Heal Another (Wis) Alter Yes Full-round
Heal Self (Cha) Control Yes Full-round
lusion (Cha) Alter No Attack
Move Object (Int) Alter Yes Move
See Force (Wis) Sense Yes Full-round
Telepathy (Wis) Sense Yes Move

* The prevequisite feat that a character must have to use or purchase ranks in the
skill (Force = Farce-Sensitive),

**See skill description for details,

All Alter-based, Control-based, ond Sense-based Force skills are exclusive to Farce-
using classes (Force adept, Jed| consular, Jedi quardion). Once one of these Force
feats is selected, its associated Force skills become class skills for the character.
The Force-Sensitive-based Force skills are class skills for a character of any class
who has the Force-Sensitive feat.

Use Untrained: Yes: The skill can be used untrained. That is, o hero con have 0
ranks fn this skill but can make skill checks narmally. No: You con't use the skill
unless you have at least 1 rank in it

Yusse of this skill gives the character a Dark Side Point
t‘[’fhﬁs skill s a light side Force skill

Key Ability: The abbreviation for the ability whose
modifier applies to the skill check. Exception: Speak
Language and Read/Write Language have “None” listed as
their key ability because the use of these skills never
requires a check.

Trained Only: If “Trained Only” appears on the line
beneath the skill name, you must have at least 1 rank in
the skill to use it. 1f "Trained Only” is omitted, the skill can
be used untrained (with a rank of 0). If any special notes
apply to trained or untrained use, they are covered in the
Special section [see below).

Armaor Check Penalty: If “Armor Check Penalty”
appears on the line beneath the skill name, apply any armor
check penalty to skill checks for this skill. If it is omitted,
there are no penalties to use this skill while wearing armor,

Check: What you can do with a successful skill check and
the check’s DC.

Retry: Any conditions that apply to successive attempts
to use the skill successfully. If this paragraph is omitted, the
skill check can be tried again without any inherent penalty
other than consuming additional time.

Special: Any special notes that apply, such as rules
regarding untrained vse and whether or not you can take 10
or take 20 when using the skill.

Time: How much time it takes to make a check with this skill,

Ta
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Vitality Paint Cast: For Force skills only, the number
of vitality points a character must lose in order to use
the skill.

Affect Mind (Cha)
Force Skill: Requires the Force-Sensitive and Alter feats
You can use the Force to alter a target's perceptions or
make a telepathic suggestion in another character's mind.
Check: The result of an Affect Mind check sets the DC
for the target's Will save. (Note that this skill works best on
weak-willed characters. Those with good Will save bonuses
are harder to fool with “Jedi mind tricks.”)

Result Will Saving Throw DC
Upto4 5
5-14 10
15-24 15
25-34 20
35+ 25

Declare whether you're attempting to alter perceptions or
make a suggestion when you make your Affect Mind check.
If the target's saving throw fails, you can do one of the
following things.

Alter Perceptions: This creates a simple false stimulus,
such as a brief sound or a fleeting image, detected by a
single person and lasting no more than a single round. It is
generally used to distract an opponent, which can also have
the effect of a feint [see Bluff, page 77). Note that the
targels receive a +2 circumstance bonus on their saving
throws for every additional person beyond the first that you
want to detect the false stimulus,

Obi-Wan Kenobi uses this application of the skill in
A New Hope to distract the stormtroopers aboard the
Death Star.

Suggestion: This is the classic *Jedi mind trick.” allowing
you to make an otherwise unpalatable suggestion seem
completely acceptable to the target. You must be able to
communicate with the target, and the suggestion can't
obviously threaten the target's life. The target won't realize
later that what he did was unreasonable.

Obi-Wan Kenobi successfully uses this application of the
skill to get past the stormtrooper checkpoint in A New
Hope. Jabba the Hutt and Watto both make their Will saves
against this application of the skill in Return of the Jedi and
The Phantom Menace, respectively.

Retry: No. You can attempt Lo affect the mind of the
same character in another situation after time has passed,
but not in the same encounter or scene.

Special: You can take 10 when making an Affect Mind
check, but you can't take 20.

A character with the Mind Trick feat gets a +2 aptitude
bonus on Affect Mind checks.

The range for Affect Mind is 10 meters.

Time: Affect Mind is a full-round action.

Vitality Point Cost: 2 (alter perceptions); 4 (suggestion)

Appraise (Int)
Use this skill to estimate the value of an object, from an old
blaster to an Alderaanian heirloom.

Check: You can appraise common or well-known
objects within 10% of their value (DC 12). Failure means
you estimate the value at 50% to 150% of actual value.
The GM secretly rolls 2d6+3, multiplies by 10%, multiplies
the actual value by that percentage, and tells you what
you think the value of the item is. (For a common or well
known item, your chance of estimating the value within
100k is fairly high, even if you fail the check—in such a
case, consider it a lucky guess.)

For example, a beat-up droid is offered for sale by a
Jawa trader and you want to determine the droid’s
approximate value before getting into a haggling session.
If you fail the check (which the GM might decide to make
in secret for you so you don’t know), the GM rolls 2d6+3
and gets a result of 12, She multiplies this by 10% for a
result of 120%. The actual value of the old dreid is 2,000
credits. Multiplying 2,000 by 1209%, the GM tells you tha
you gauge the value of the droid to be about 2,400 cred-
its. Since you failed the check, you helieve that the droid §
worth more than it actually is.

Rare or exotic items require a check against DC 15, 20, or
higher. If successful, you estimate the value at 70% to
13006 of its actual value. The GM secretly rolls 2d4+5,
muitiplies by 10%, multiplies the actual value by that
percentage, and tells you what you believe the value of the
item is. Failure means you can't estimate the item’s value.

The result of an Appraise check should have an effect on
the story, as in the case of the Jawa trader above, who
might end up making some extra money off you. On the
other hand, with a successful Appraise check, you might
determine that the offer a starship dealer gives you is just
too good to pass up.

Retry: Not on the same object, regardless of success,

Special: When making the check untrained, for common
items failure means you make no estimate (you can take a
wild guess if you want), and for rare items success means an |
estimate of 5000 to 150% (2d6+3 times 10%).

You can take 10 when making an Appraise check, but you §f
can't take 20,

Time: Appraising an item takes 1 minute.

Astrogate (Int)

Trained Only

Use this skill to plot a course through hyperspace from one
star system to another.

Check: You can plot a safe course through hyperspace
between two star systems. The result of an Astrogate check
determines whether a particular trip occurs without incident
and how much time the trip takes: a failed check indicates
either a delayed journey or the possibility of a hyperspace
mishap that can ruin the journey. For information on mov-
ing through hyperspace, see Astrogation on page 205 in
Chapter Eleven: Starships.

You can also use this skill to determine your position in
space without the use of a nav computer by checking the
constellations—provided you are traveling through an area
of space you are familiar with.

Special: You can take 10 when making an Astrogate
check, but you can’t take 20 since there is a possible
penalty for failing,




A character with the Spacer feat and at least 1 rank in
this skill gets a +2 aptitude bonus on Astrogate checks.
Time: Astrogating a course takes | minute.

Balance (Dex)
You can keep your balance while walking on a tightrope, a
parrow heam, a ledge, or an uneven floor.

Check: You can walk on a precarious surface. A success-
ful check lets you move at half your speed along the
surface. A failure indicates that you can't move for that
wund. A failure by 5 or more indicates that you fall. The
difficulty varies with the surface.

Surface DC
175-30 cm wide 10
5-15 cm wide 15
Less than 5 cm wide 20
Uneven floor 10
Angled surface +5*
Slippery surface +5*

*Cumulative; if both apply, use both.

Being Aftacked While Balancing: Attacks against you
while you are balancing gain a +2 bonus on the attack roll,
and you lose your Dexterity bonus to Defense (il any). IF
you have 5 or more ranks in this skill, you retain your
Dexterity bonus to Defense when attacked while balancing.
Ifan attack deals damage Lo you, you must immediately
make @ Balance check or fall.

Accelerated Movement: You can try to walk across a
precarious surface maore quickly than normal. You can move
your full speed, but you take a -5 penalty.

Special: You can take 10 when making a Balance
check, but you can’t take 20.

A character with the Steady feat and at least 1 rank in
this skill gets a +2 aptitude bonus on Balance checks.

Time: Balance is a move action.

Battlemind (Con)

Farce Skill; Trained Only; Requires the Force-Sensitive

and Control feats

You can increase your prowess in combat, using the Force

10 enhance your concentration and commitment in battle.
Check: A Battlemind check grants a Force bonus on

attack rolls as shown on the table below. You can decide to

select @ banus that's less than the result you achieve.

Result Force Bonus to Attack
Uptod +1
5-14 +2
15-24 +3
15-34 +4
15+ +5

Special: You can take 10 when making a Battlemind
check, but you can’t take 20.

A character with the Mettle feat and at least 1 rank in
this skill gets a +2 aptitude bonus on Battlemind checks.

Time: Activating Battlemind is a move action. The Force
honus lasts for 10 rounds (1 minute).

Vitality Point Cost: 2 plus vitality points equal to the

bonus achieved. So, if the result provides a +2 Force bonus,

the vitality point cost is 4.

Bluff (Cha)

You can make the outrageous or the untrue seem plausi-
ble. The <kill encompasses conning, fast-talking,
misdirection, prevarication, and misleading through body
language. Use a bluff to sow temporary confusion, gel
someone Lo turn his head in the direction you point, or
simply to look innocuous.

Check: A Bluff check is opposed by the target's Sense
Motive check. Favorable and unfavorable circumstances
weigh heavily on the outcome of a bluff. Two circum-
stances can weigh against you: The bluff is hard to
believe, ar the action that the bluff requires the target to
take goes against the target’s self-interest, nature,
personality, or orders.

If it's important, the GM can distinguish between a
bluff that fails because the target doesn’t believe it and
one that fails because it just asks too much of the target.
For instance, if the target gets a +10 bonus because the
bluff demands something risky of the target, and the
target’s Sense Motive check succeeds by 10 or less, then
the target didn’t so much see through the bluff as prove
reluctant to go along with it. If the target’s Sense Motive
check succeeds by 11 or mare, he has seen through the
bluff (and would have done so even if it had not placed
any demand on him).

WHO'S RUNNING THE BLUFF HERET
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Example Circumstances Sense Motive Modifier

The target wants to believe you 5
‘These droids aren't stolen. I'm just desperate for credits
right now, so I'm offering them to you cheap.”

The bluff is believable and doesn't affect the target much

one way or the other +0
I don't know what you're talking about, sir. I'm just a
simple trader here for the fair”

The bluff is a little hard to believe or puts the target at

some kind of risk +5

‘You want to fight? I'll take you all on myself. | don't need

-

Example Circumstances Sense Motive Modifie

The bluff is hard to believe or entails a large risk for the

target +

“This shuttle doesn't belong to the Emperor. It just looks
like his. Trust me, | wouldn't sell you a ship that would get
you terminated, would 17*

The bluff is way out there; it's almost too incredible to

consider + 2
“You might find this hard to believe, but I'm actually a Jedi
Master who's been sold into slavery by a dark lord of the
Sith. You know that we Jedi are trustworthy, so you can

my friends’ help. just don't die on my deck plating.” believe me”

(D) Acontvees )

The following types of actions define the time frame for how long certain activities take to
complete.

Reactions

Some skills checks are instantaneous. They are reactions to an event, such as making a Ride
check to stay on a tauntaun when the tauntaun rears unexpectedly. Some are tests of what a
character notices or recognizes, such as a Listen check to notice a bounty hunter sneaking
up from behind. You can make as many of these checks in a round as the situation calls for.
In game terms, they take no time and are not considered actions.

Free Action

Free actions consume almost no time or effort, and over the span of a round their impact is
so minor that they are considered to be free. You can perform one or more free actions
while taking another action normally. However, the GM puts reasonable limits on what you
can really do for free, Calling out to your friends for help, for example, is free. Reciting the
epic history of the Rodian hunter clans takes several minutes (or more).

Attack Action

An attack action allows you to do something. You can make an attack, use a skill or feat
(unless the skill or feat requires a full-round action to perform; see below), or perform other
similar actions, During a combat round, you can perform an attack action and a move
action. You can use a move action before or after performing an attack action.

Move Action

A move action allows you to move your speed in a round or perform a similar action. You
can move your speed, climb, draw a weapon, reload a weapon, sheathe a weapon, pick up
an item, control a mount, or move a heavy object as a move action.

In a combat round, you can perform an attack action and a move action, in any order.
You can also perform two move actions in a round and no attack actions, using the second
move action in place of an attack action.

If the action you take during a round results in your moving no actual distance, you can
take a 2-meter step as a free action.

Full-Round Action

A full-round action consumes all your effort during a round. The only movement you can
take during a full-round action is a 2-meter step before, during, or after the action. Attacking
more than once (if you are of sufficient level to do so) or using a skill or feat that requires a
full round to accomplish, such as using Search to examine a 2-meter-by-2-meler area, is
considered a full-round action.

Longer than a Round

Some skills take more than a round to perform. The skill descriptions specify how long each
skill takes to use. Using Handle Animal to calm an excited vornskr or Appraise to assess the
market price of a jeweled necklace takes 1 minute (10 rounds). Crafting an item and riding
across rough terrain can be handled by skill checks, but the time involved is beyond the
scope of round-by-round or even minute-by-minute timing. =

A successful Bluff check indicates
that the target reacts as you wish, al
least for a short time (usually 1 round
or less), or the target believes some-
thing that you want him to believe.
For example, you could use a bluff ta
put someone off quard by telling hin
someone was behind him. At best,
such a bluff would make the targel
glance over his shoulder. It would nol
cause the target to ignore you and
completely turn around.

A bluff requires interaction
between the character and the target
[.ll’[_l\'l" unaware of the character can'l
be bluffed

Feinting in Combat: You can also
use Bluff to mislead an opponent in
combat so that he can’t dodge your
attack effectively. If you succeed, the
next attack you make against the targel
ignores his Dexterity bonus to Defense
(if any), thus lowering the Defense
score. Feinting in this way against a
target of a different species from you is
difficult because it's harder to read an
alien’s body language; you take a -4
penalty. Against a creature of animal
Intelligence (1 or 2) it's even harder;
you take a -8 penalty. Against a nonin-
telligent creature, it's impossible.

Creating a Diversion to Hide: You car
use Bluff to help you hide. A successhul
Bluff check gives you the momentary
diversion you need to attempt a Hide
check while people are aware of you.
(See the Hide skill, page 92.)

Retry: Generally, a failed Bluff check
makes the target too suspicious for you
to try another bluff in the same
circumstances. For feinting in combat
you may retry freely.

Special: You can take 10 when
making a bluff [except for feinting in
combat), but yvou can't take 20.

A character with the Trick feat gets
a +2 aptitude bonus on Bluff checks.



Time: A bluff takes at least 1 round (and is at least a
full-round action) but can take much longer if you try
something elaborate.

Using Bluff as a feint in combat is an attack action.

Climb (Str)

Amor Check Penalty

Lke this skill to scale a cliff, to get to a window on the
secand story of a building, or to climb up an antenna
amay after falling out of an airway at the bottom of a
floating city.

Check: With each successful Climb check, you can
Jdvance up, down, or across a slope or a wall or other steep
incline (or even a ceiling with handholds).

A slope is considered to be any incline of less than 60
degrees; a wall is any incline of 60 degrees or steeper.

A falled Climb check indicates that you make no progress,
-and a check that fails by 5 or more means that you fall from
whatever height you have already attained.

The DC of the check depends on the conditions of
the climb.

DC  Example Wall or Surface

0 Aslope too steep to walk up. A knotted rope with a
wall to brace against.

5  Arope with a wall to brace against or a knotted rope,
but not both.

10 Asurface with ledges to hold on to and stand on,
such as a very rough wall,

15 Any surface with adequate handholds and footholds
(natural or artificial), such as a very rough natural
rock surface or a tree. An unknotted rope.

20  An uneven surface with some narrow handholds and
footholds.

25  Arough surface, such as a natural rock wall or a brick
wall.

25  Overhang or ceiling with handholds but no footholds.

= Aperfectly smooth, flat, vertical surface cannot be
climbed,

-10* Climbing inside an air duct or other location where
one can brace against two opposite walls (reduces
normal DC by 10).

=5*  Climbing a corner where you can brace against
perpendicular walls (reduces normal DC by 5),

+5* Surface is slippery (increases normal DC by 5).

A these modifiers are cumulative; use any that apply.

Since you can’t move to avoid an altack while climbing,
opponents get a +2 bonus on attack rolls against you, and
you lose any Dexterity bonus to Defense.

Any time you take damage while climbing. make a
Climb check against the DC of the slope or wall. Failure
means you fall from your current height and sustain the
appropriate falling damage. (See Falling Damage in
Chapter Eight: Combat.)

Accelerated Climbing: You try to climb more quickly than
normal, attempting to cover your full speed in climbing
distance, but you take a -5 penalty on Climb checks.

Making Handholds and Footholds: You can make your
own handholds and footholds by pounding pitons into a
wall Doing so takes 1 minute per piton, and one piton is

needed per meter. As with any surface with handholds and
footholds, a wall with pitons in it has a DC of 15. In the
same way, a climber with an ice axe or similar implement
can cut handholds or footholds in an ice wall.

Carching Yourself When Falling: 's practically imposs-
ible to catch yoursell on a wall while falling. Make a Climb
check (DC = wall’s DC + 20) to do so. A slope is relatively
easier to calch yourself on (DC = slope’s DC + 10).

Special: Someone using a rope can haul a character
upward (or lower the character) by means of sheer strength.
Use double your maximum load (see Carrying Capacity in
Chapter Six: Heroic Characteristics) to determine how much
weight a character can lift.

You can take 10 while climbing, but you can't take 20.

A character with the Athletic feat gets a +2 aptitude
bonus on Climb checks.

Time: Climb at one-half of your speed as a full-round
action. You can move half that far, one-fourth of your
speed, as a move action.

Accelerated climbing allows you to ¢limb at your full
speed as a full-round action. You can move half that far,
one-half of your speed, as a move action.

Computer Use (Int)

Use this skill to access computer systems and write or
modify computer programs, to reprogram droids, and to
override or bypass computer-controlled devices.

Check: Most normal computer operations (such as
running a program) don’t require a skill check. However,
conducting a complex search through numerous databases,
writing computer programs lo make complex calculations or
manipulate data in specific ways, altering existing programs
to perform differently (better or worse). and breaking
through computer security are all relatively difficult and
require skill checks.

Conduct Compler Search: Researching a topic on the
HoloNet (or its equivalent in different eras) with a combina-
tion of search engines and a lot of site hits takes time, skill,
and some luck, The GM determines how obscure a particu-
lar topic is (the more obscure, the higher the DC) and what
kind of information might be available, In some cases, the
GM might require that the character must break into a
secure site before conducting a search to obtain certain
kinds of information.

Information ranges from general to protected. For exam-
ple, locating general information about a senator is easier
than gathering specific information (such as the senator’s
date of birth), which is easier than finding restricted infor-
mation (such as the senator’s private comm channel code),
which is easier than uncovering protected information (such
as the senator's cred stick code).

Type of Information  DC

General 10
Specific 15
Restricted * 20
Protected * 25

* Usually requires a check to breok into o site befare a search can be made.

Write Program: The DC depends on the nature of the
program and its purpose, ranging from 15 for simple
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programs (such as databases or accounting applications) to
30 for complex programs (such as maintenance analysis
applications or security protocol systems).

Alter Programs: 1t's generally easier to alter an existing
pragram than to create a new one from scratch, The DC
depends on what the alteration sets out to accomplish and
whether or not the user wants his "tampering” to be read-
ily obvious.

Type of Alteration DC  Time
Degrade program 10 1 minute
(apply a —4 penalty to skill
checks using the system) *
Upgrade program 15 1 hour
(apply a +2 circumstance
bonus to skill checks for
using the system; costs 200 credits)

Reprogram droid * 10+ 10 minutes
droid’s Int score

Wipe droid's memory® 10  Special

Change passcodes 20 1 minute

Hide evidence of alteration +10 1 minute

Undo previous changes +5 1 hour

* Multiple alterations of the same type are not cumulative,
b see Chapter Fifteen: Droids for details.

Break Computer Security: Also called “slicing,” this
application of Computer Use can’t be used untrained. In
cases where the other user is actively combating the slicer’s
efforts, a slicer has to beat an opposing computer user's
check result. In general, though, the DC is determined by
the quality of the security program installed to defend the
system. I the check fails by 10 or more, the security system
immediately alerts its administrator that there has been an
unauthorized entry.

Level of Security DC
Minimum 15
Average 25
Exceptional 30
Maximum 35

Operate Remote: Many devices—security cameras,
communications arrays, door locks, sentry guns, alarms, and
so forth—are computer-operated via remote links. A slicer
can access these various systems and either shut them off,
or change their operating parameters (to make Corporate
Sector cameras identify CSA agents as enemies, for example,
or Lo set an automated Imperial sentry gun to attack
starmtroopers). If the check fails by 10 or more, the security
system immediately alerts its administrator that there has
been an unauthorized entry.

Type of Operation DC  Time

Shut down passive remote 15 1 round per remote
(including cameras and door locks)

Shut down active remote 20 1 round per remote
(including sentry guns and alarms)

Reset parameters 25 1 minute per remote

Change passcodes 20 1 minute

Hide evidence of alteration +10 1 minute

Ship Systems: On ships that require more than one oper- |
ator, a character's Computer Use skill is employed 1o
determine the success of using sensors, weapons, and
shields. Opposed checks are needed to overcome sensor or
communications jamming. The better the check when oper-
ating sensors, the more detailed the information discovered.
Note that sensors in the Star Wars universe are nol miracu-
lous divination machines. At best, they provide detection
and identification assistance based on what can be seen,
measured, and analyzed: the number of enemy vessels, the
type of enemy vessels, the basic makeup of a planetary
atmosphere, any visible obstacles or dangers in the inimedi-
ate vicinity, and so forth.

Special: You can take 10 when using the Computer Use
skill. In cases that don't involve a penalty for failure, you
can take 20.

A character with the Gearhead feat gets a +2 aptitude
bonus on Computer Use checks.

Tima: Computer Use requires at least a full-round action,
The GM may determine that some tasks require several
rounds, a few minutes, or longer, as described above.

Craft (Int)

You are trained in a craft, trade, or art such as electronics,
sculpture, mechanics, weaponmaking, starship construction,
carpentry, computer technology, droid construction, or
some other endeavor that actually creates a finished prod-
uct. A Craft skill is specifically focused on creating
something: if a skill is not of this sort, it is a Profession skill
(see page 96).

Craft is actually a number of separate skills. You can
have several Craft skills, each with its own ranks, each pur-
chased as a separate skill. For instance, you could have the
skill Craft (electronic devices). Your ranks in that skill don’t
affect any checks you happen to make for different Craft
skills, such as Craft (blaster pistols and rifles) or Craft
{droids), for example.

Examples of Craft skills include the following. Your GM
may allow other Craft skills, depending on the campaign,

airspeeders medpacs

armor repulsorlift engines

blaster pistols and rifles sculpture

capital ships simple and primitive weapons
computers slugthrowers

costumes space transports

droids starfighters

electronic devices starship weapons
exotic weapon (pick one)®  sublight drives

heavy weapons tools
holoart vibro weapons
hyperdrives walker vehicles

landspeeders wheeled and tracked vehicles

*This category of the Croft skill applies to anly one kind of exotic weapon; fo
create two different kinds of exotic weapans, you must purchase this Craft skill
separotely for each weapon. Craft (lightsaber) is a skill anly available to Force.
users; special rules for this use of the Craft skill are given on page 175

Before you can use a Craft skill, you must purchase a set
of basic tools. The cost of these toals varies according to
the complexity of the item you want to build (see the
accompanying table). The tools to make an item of a
certain complexity can also be used to make any item of




lawer complexity. To upgrade your basic tools and thus be
able to make items of higher complexity, you only need to
wend the difference in cost between the tools you have
and the tools you are acquiring. For example, if you spend
150 credits on basic tools to make items of high complex-
Iy, you can also make items of medium or low complexity
wsing those same tools. If you later decide you want to
make items of extreme complexity, you must spend

another B50 credits (1,000 minus 150) to acquire the
recessary tools,

Having the ideal tools for the job creates a condition of
favorable circumstances, giving you a +2 circumstance
‘bonus on all your Craft checks. The cost to acquire ideal
ol for items of a certain complexity is 10 times the cost
of the basic tools, For example, the cost of ideal tools to
‘make items of high complexity is 1,500 credits.

Check: The basic function of the Craft skill is to allow
you to make an item of the appropriate type. The price of
he item and your check results determine how long it takes
{o make the item. The item’s price also determines the cost
of raw materials (the parts and components necessary to
build the item).

To determine how much time and money it takes to
make an item:

1, Find the item’s price in Chapter Seven: Equipment, or
have the GM set the price for an item not listed.

2. Pay one-third the item's price in raw materials.

3, Make a skill check that represents one day’s work.

Multiply the check result by your skill modifier [your skill
rnks + your Intelligence modifier + miscellaneous modi-
fiers), If that number equals or exceeds the item’s price,
then you have completed the item.

Ifyour check result > your skill modifier is less than the
fiem's price. then that number represents progress you've
made this day toward completing the item. Subtract the
amount of progress from the item’s price and record the
new reduced value. At the end of the next day of work,
mike another check. Each day, you make more progress
until the day when your check result x your skill modifier
equals or exceeds the item’s remaining value, At that point,
you have completed the item.

You can hand an unfimished item over to someone else Lo
tomplete, or, if the item is sufficiently large, multiple crafts-
men can work on the item simultaneously. In either case,

Item Cost of

Complexity Basic Tools 1] Examples
Low 5 5

Medium 50 10

High 150 15

Eitreme 1,000 20

Astronomical 3,000 30+

use the total results of all the Craft checks applied to the
item to determine when the item is finished.

Upon the item’s completion, make another Craft check to
determine whether the item actually functions as intended.
If you fail the check, subtract 109% of the item’s full price
from the Craft results that have been applied. If the result-
ing number is still high enough for the item to be finished,
then the item functions normally. If not, the item merely
looks finished, but is not. The craftsman can elect either to
spend more time to finish the project (by making more day-
by-day Craft checks) or to pass the item off as fully
functional. The user of an unfinished or defective item takes
a -2 penalty on skill checks, attack rolls, or saving throws
made when the performance of the item is tested—when a
weapon is wielded in combat, when a vehicle is piloted or
driven, when armor is subjected to an attack, and so forth.

If you fail this final check by 5 or mare, you ruin half the
raw materials and have to pay half the original raw-material
cost again.

The DC for this check is based on the complexity of the
item, as given on the accompanying table.

Example: Kaz decides that he will construct a comlink
for his friend Spin. The price of a comlink is 200 credits, so
he pays 67 credits for the components: an energy cell, a
circuit board, a power switch, some diodes, magnets, and a
housing. He then makes his first Craft (electronic devices)
check. His skill modifier is +8, and he rolls a 14, for a total
of 22. Kaz then multiplies 22 (his result) times 8 (his skill
modifier), for a total of 176. The comlink is mostly finished,
but Kaz will need at least one more day.

Unfortunately, Kaz is injured on the morning of the
second day, and must rest rather than work. Spin decides to
take over, because he needs the comlink in a hurry. Spin
uses Craft (electronic devices) untrained, since he has no
ranks, though he has an Intelligence modifiér of +2. He rolls
his Craft check and gets a 16, for a total of 18. Spin multi-
ples 18 by 2, for a total of 36, With Kaz's 176, that's
212—more than enough to complete the comlink,

Now comes the tricky part. Kaz recovers and checks Spin’s
work on the comlink, thus making the final skill check to
make sure that the comlink functions properly. The
complexity of a nonencrypted comlink is medium, so Kaz
has to beat a DC of 10 on this check. But Kaz rolls a 1, for a
total of 9—not enough! The GM now deducts 10% of the
comlink’s cost (20) from the total of the Craft results (212),
for a result of 192,

Common tools/utensils, simple and primitive weapons, light armor,
common clothing, glow rod, nonpowered vehicles

Advanced tools/utensils, vibro weapons, medium armor, all-temperature
cloak, breath mask, comlink, datapad, macrobinoculars, medpacs, speeder
bikes, fifth-degree droids

Blaster pistols and rifles, heavy armor, code cylinder, sensor pack, encrypted
comlinks and datapads, third- and fourth-degree droids, speeders,
starfighter-class starships

Most exotic weapons, powered armor, security kits, walkers, second-degree
droids, space transport-class starships

Unusual exotic weapons, data holocrons, first-degree droids, hazardous-
environment vehicles, capital ship-class starships, space stations
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Kaz now has the option of spending another day working
on the comlink or passing it off as “finished.” Kaz cannily
opts for the latter, and gives Spin his new comlink. Because
there is no check or roll involved with using a comlink,
though, the -2 penalty doesn't apply; instead, the GM
decides that the comlink will occasionally cut out in the
middle of a conversation.

Ratry: For the final check in constructing an item, yes,
but each time you miss by 5 or more, you ruin half the
raw materials and have to pay half the original raw mate-
rial cost again. You may not retry a roll on the daily
progress check.

Special: You can take 10 on a Craft skill check. but you
can't take 20.

Time: Craft checks are made by the day, as described
above.

Demalitions (Int)

Trained Only

Use this skill to create and set explosive devices for maxi-
mum impact.

Check: Setting a simple explosive to blow up at a certain
spot doesn't require a check, but any attempt to build an
explosive device or set an explosive to cause a specific
damage effect does,

Set Explosive Device: Placing an explosive in the opti-
mum location for maximum blast efficiency takes skill and
patience. The GM makes the check (so that you don't know
exactly how well you've done), compares it to the list of DCs
on the table below, and applies the result for the highest DC
that's equal to or less than the check result. For example, a
result of 19 produces a blast that does double damage and
provides a -2 penalty to the Reflex save of anyone caught
in the blast area. A failed check (a result of 9 or lower)
reduces the explosive power by half, provides a +4 circum-
stance bonus on Reflex saves to avoid damage, and has a
15% chance of causing the device to explode prematurely,
This application of the skill is used to set an explosive
device that includes a timer or detonator,

DC  Damage Multiplier Penalty to Save
10 <1 0
15 %2 -2
20 <3 -4
30 x4 -6

Build Explosive Device from Scraich: Creating a scratch-
huilt explosive device requires the appropriate materials and
time. In combat, the best that could be accomplished,
regardless of the materials or the skill check result, would be
an improvised explosive device that’s the equivalent of a
Molotov cocktail ([damage 1d6). In general, building explo-
sive devices happens apart from combat or some other
dramatic situation. When building an explosive device from
scrateh, the character decides what kind of result he or she
is after, pays the cost in credits for the raw materials, and
tries to achieve the required DC, Adding a trap increases the
DC but doesn't affect the cost (see below).

If the check fails, the device is ruined and the raw mate-
rials are wasted. There is a 25% chance that the explosive
detonates during construction, dealing one-half of its

intended damage to the builder and anyone else in the
blast radius.

Type (and Damage) of

Scratch-Built Explosive  Radius DC Cost
Improvised (1d6) 2m 5 10
Simple (2d6) 2m 10 100
Moderate (4d6+1) 4m 15 175
Complex (5d6+2) 6m 20 250
Powerful (6d6+4) 6m 25 500

Devastating (Bd6+6)
Add trap to disable attempts

Bm 30 750
+5, +10, or +15

Special: You can take 10 when using the Demolitions
skill, but you can’t take 20.

A character with the Cautious feat and at least 1 rank i
this skill gets a +2 aptitude bonus on Demolitions checks
Disarming an explosive device requires the use of the

Disable Device skill (see that description for details),

Time: Setting an explosive device for maximum blast
efficiency takes 1| minute or more, depending on the
scope of the job. You can set a simple explosive as a full-
round action,

Building an explosive from scratch, which includes
fashioning the raw materials and combining the chemi-
cals inside a housing of some kind, requires a check thal
takes one of the following amounts of time: improvised,
full-round action; simple, 1 hour; moderate, 12 hours;
complex, one day: powerful, three days; devastating,
one week.

Diplamacy (Cha)

Use this skill to persuade the Twi'lek chamberlain to let you
see his master, 1o negotiate peace between feuding Ewok
tribes, to haggle a good price for a droid, or to convince the
Rodians who captured you that they should ransom you
back to your friends instead of delivering you to Jabba the
Hutt. Diplomacy includes etiquette, social grace, tact,
subtlety, and a way with words. A skilled character knows
the formal and informal rules of conduct, social expecta-
tions, proper forms of address, and so on. This skill
represents the ability to give the right impression, to negoti-
ate effectively, and to influence others.

Check: You can change others' attitudes with a success-
ful check. In negotiations, participants roll opposed
Diplomacy checks Lo see who gains the advantage. Opposed
checks also resolve cases where two advocates or diplomats
plead opposing cases before a third party.

Diplomacy can be used to influence a GM character's
attitude, The GM chooses the character’s initial attitude
based on circumstances, Most of the time, the people the
heroes meet are indifferent toward them, but a specific
situation may call for a different initial attitude. The DCs
given on the accompanying table show what it takes to
change someone’s attitude with the use of the Diplomacy
skill. You don't declare a specific outcome you are trying
for; instead, make the check and compare the result to
the table below. For example, attempting to change the
attitude of a hostile clone trooper fails on a result of 19
or lower; on a result of 20 or higher, the trooper’s atti-
tude changes,




Attitude Means Possible Actions

Anfriendly ~ Wishes you ill
indifferent Doesn't much care
Friendly Wishes you well

Hostile Will take risks to hurt you Attack, interfere, berate, flee

Mislead, gossip, avoid, watch suspiciously, insult
Socially expected interaction

Chat, advise, offer limited help, advocate

Helpful Will take risks to help you Protect, back up, heal, aid

GM rolls the check. If the check
succeeds, you disable the
device. If the check fails by 4 or
less, you have failed but can try
again. If you fail by 5 or more,
something goes wrong. If it's a
trap, you spring it. If it's some

Initial New Attitude

. When using Diplomacy to haggle a price, each side
‘makes a Diplomacy check. For every 5 points that you
heat your opponent’s check result by, you can adjust the
sale price by 5% up or down (your choice) from the

‘market value (from Chapter Seven: Equipment or estab-
ished by the Gamemaster). A GM character almost always
“grees to the new price, but a player's character is never
Jeguired to buy or sell at a specific price, even if he or she
falls the opposed Diplomacy check.

A Note on Haggling: The prices for standard items given
Jn Chapter Seven: Equipment represent the result of a
':'lea!.nnabic negotiation. You shouldn’t haggle over mundane
Jiems. You should only haggle over prices when it's signifi-
‘gt to the mission—if you're arguing over the price of every
meal, your GM can and should ask you to move on to more
Interesting things.

Retry: Generally, retries don’t work. Even if the
iitial check succeeds, the other character can only be
persuaded so far, and a retry may do more harm than
“good. I the initial check fails, the other character has
pobably become more firmly commitied to his position,

and a retry is futile.
Spacial: Charisma checks to influence GM characters are
generally untrained Diplomacy checks.

You can take 10 when making a Diplomacy check, but
ol can't take 20.

- Acharacter with the Trustworthy feat gets a +2 aptitude
bonus on Diplomacy checks.

- Time: Diplomacy is at least a full-round action. The GM
“may determine that some negotiations require a longer
period of time.

)

Disable Device (Int)

Trained Only

Ui this skill to disarm a security device, defeat a mechani-

al lock or trap, or rig a device to fail when it is used, You

- fan examine a simple or fairly small mechanical or elec-

lm:mir device and disable it. The effort requires at least a

simple tool of the appropriate sort (a pick, electronic lead,

e, file, pry bar, hydrospanner, and so on).

Check: The GM makes the Disable Device check so that

you don't necessarily know whether you've succeeded. The

DC for the check depends on how tricky the device is.
Disabling (or rigging or jamming) a simple mechanical

evice has a DC of 10, More intricate and complex devices

particularly those that are electronic) have a higher DC. The

sort of sabotage, you think the

Atitude Hostile Unfriendly Indifferent  Friendly Helpful device is disabled, but it still
“Hostile 19 or less 20 25 35 45 works normally.

Unfriendly 4 or less 5 15 25 35 Disarm Explosive Device: A
Indifferent - less than 1 1 15 25 character can use the Disable
Friendly - - less than 1 1 15 Device skill to attempt to

disarm a set explosive. The DC

is 10 for a simple explosive
device, 15 for a moderate explosive device, 20 for a
complex explosive device, and so on. If the builder was
successful in adding a trap, increase the DC by +10, +15,
or +20.

Device Time pc* Example

Simple 1 round 10 Sabotage a mechanical
device

Tricky  1d4 rounds 15 Sabotage an electronic
device, jam a blaster

Difficult 2d4 rounds 20 Disarm or reset a

mechanical trap, open a
mechanical lock

Wicked 2d4 rounds 25to 40 Disarm an electronic
security system

*if you attempt to leave behind na trace of the tampering, add +5 to the DC.

Retry: Yes, though you must be aware that you have
failed in order to try again.

Special: You can take 10 when making a Disable Device
check, hut you can’t take 20.

A character with the Cautious feat and at least | rank
in this skill gets a +2 aptitude bonus on Disable Device
checks.

Time: Disabling a simple mechanical device takes 1 round
{and is a Full-round action). Intricate or complex devices
require 2d4 rounds. You also can rig simple devices to work
normally for a while and then fail some time later [usually
after 1d4 rounds or minutes of use).

Disguise (Cha)

Use this skill to change your appearance or someone else’s.
The effort requires at least a few props, some makeup, and
1d4x10 minutes of work. A disguise can include an appar-
ent change of height or weight of no more than one-tenth
the original unless specially crafted prosthetics or costumes
are utilized.

You can also impersonate people, either individuals or
types. For example, you might make yourself seem like a
local, even if you're a spacer, with little or no actual disguise.

Check: Your Disguise check resull determines haw
good the disquise is. 1t is opposed by others’ Spot check
results. Make one Disguise check even if several people
make Spot checks. The GM makes your Disguise check
secretly so thal you're not sure how well your disguise
holds up to scrutiny.
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If you don’t draw any attention to yourself, however,
others don't get 1o make Spot checks. If you come to the
attention of people who are suspicious (such as a guard
checking travelers entering a spaceport), the GM can assume
that such observers are taking 10 on their Spot checks.

The effectiveness of your disguise depends in part on
how much you're attempting to change your appearance.

Disguise Modifier
Minor details only +5
Disguised as different gender -2
Disguised as different species -2to-6*
Disguised as different age category -2b
Disguised as specific class -2

* Based on how different the species is from your species In size and body type

¥ per step of difference between your age category and the disguised age

category (youny [younger than your age], adulthood, middle oge. old,
veneroble).

If you're impersonating a particular individual, those who
know what that person looks like gel a bonus on their Spot
checks (and are automatically suspicious of you, so your
opposed checks are always invoked).

Familiarity Bonus
Recognizes on sight +4
Friends or associates +6
Close friends +8
Intimate +10

Usually, an individual makes a Spot check to detect a
disguise immediately upon meeting you and each hour
thereafter. If you casually meet many different people, each
for a short time, the GM checks once per day or hour,
using an average Spot modifier for the group. For example,
if a character is trying to pass for a droid merchant at a
spaceport bazaar, the GM can make one Spot check per
hour for the people the character encounters, The GM uses
a +1 modifier on the check to represent the average of the
crowd (most people with no Spot ranks and a few with
good Spot skills).

Retry: A character may try to redo a failed disguise, but
once others know that a disguise was attempted, they'll be
more suspicious.

Special: You can take 10 or take 20 when establishing a
disguise.

A character with the Mimic feat gets a +2 aptitude
bonus on Disguise checks.

Time: The GM makes one Disguise check for you
when you establish the disguise. The GM makes Spot
checks for those who encounter you immediately upon
meeting you and again each hour or day thereafter,
depending on circumstances.

Drain Energy (Con)

Dark Side Force Skill; Requires the Force-Sensitive and
Alter feats

You can deplete power packs, energy cells, and similar
power sources of energy, rendering electronic devices and
powered weaponry useless until the power source is
replaced or recharged.

Check: Your Drain Energy check sets the DC for the
target's Will save. Unattended items are automatically
drained, as they don’t get to make a saving throw. A char-
acler gets 1o make the Will save for an item that he or she
grasps, wears, carries, or is using when the Drain Energy
check is made, Droids are considered to be unattended
items for the purposes of the check.

Result Will Saving Throw DC
14 or less 10
15-24 15
25+ 20

On a successful save, the target item is unaffected, On a
failed save, the item’s power source js drained and the item
can't be used until the power source is replaced or
recharged.

The vitality point cost depends on the item being drained

Power Source Example VP Cost

Simple device Datapad, comlink 2

Power pack Blaster, ion gun 4

Energy cell Lightsaber, vibro 8
weapons

Portable generator E-Web repeating 12

blaster, droid

Power generators larger than portable units, such as a
standard fusion generator like those found in power droids
vehicles, and ships, are too large to be affected by this skill

Special: You can take 10 when making a Drain Energy
check, but you can't take 20.

A character who uses this skill receives a Dark Side Poini
since it employs dark side power to siphon energy.

Time: Drain Energy is a full-round action.

Vitality Point Cost: Depends on target item; see above.

Empathy (Wis)

Force skill; Requires the Force-Sensitive feat

You can reach into the Force to read a target's surface emo
tions, getting a sense of the target's general state of mind.

Check: An Empathy check allows you to sense a target's
general mood, attitude, and emotional state. You can tell if
the target is happy or sad. angry or indifferent. The target
gets to make a Will save (DC 10 + your Force-using level) to
resist your empathic probe. This save is a reaction that the
target isn’'t even aware of, The target doesn’t know his
emotions are being read.

If the target’s save fails, you get a sense of the target's
mood. Determining the target’s mood grants a Force bonus
on the next skill check you make against the target within
the next 10 rounds (1 minute) using one of the following
interaction skills: Bluff, Diplomacy, Handle Animal,
Intimidate, Entertain, or Sense Motive.

Result Force Bonus to Interaction Skills
4 or less +1
5-14 +2
15-24 +3
25-34 +4
35+ +5




Retry: You can't use Empathy on the same target again
after 24 hours have passed.

Special: You can take 10 when making an Empathy
gheck, but you can't take 20.

A character with the Compassion feat gets a +2 aptitude
bonus on Empathy checks,

Time: Empathy is an attack action. The Force bonus lasts
it 10 rounds (1 minute) or until you make a skill check

sgainst the target using one of the interaction skills listed

Vitality Point Cost: 2.

Enhance Ability (Con)
force Skill; Requires the Force-Sensitive feat
You can call on the Force to enhance your Strength or
Dexterity for a short period of time.

Check: An Enhance Ability check grants a Force bonus 1
gither your Strength or Dexterity, but not both. The result

if the skill check determines the bonus.

Result Force Bonus
5-19 2
20~24 +4
5-29 +6
30+ +8

Special: You can take 10 or take 20 when making an
Enhance Ability check.

A character with the Attuned feat gets a +2 aptitude bonus
n Enhance Ability checks.

Time: The Force bonus lasts for 10 rounds (1 minute).
Enhance Ability is an attack action. I you take 20 when
making this check, vou spend 2 minutes and 60 vitality
points to attain the best result possible,

Vitality Ppint Cost: 3.

Enhance Senses (Wis)

Force Skill; Requires the Force-Sensitive and Sense feats
You can use the Force to enhance your normal sensory
capabilities.

Check: An Enhance Senses check adds a Force bonus to
any Listen, Search, Sense Motive, or Spot checks, It also
adds to Survival checks made to find or follow tracks. The
result of the Enhance Senses check indicates the bonus.

Result Force Bonus
10-14 +2
15-19 +4
20-24 +6
25+ +8

Special: You can take 10 or take 20 when making an
Enhance Senses check.

A character with the Aware feat gets a +2 aptitude bonus
on Enhance Senses checks.

Time: The Force bonus lasts for 10 minutes. Enhance
Senses is an attack action. If you take 20 when making this
check, you spend 2 minutes and 60 vitality points to attain
the best result possible.

Vitality Point Cost: 3.
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Entertain (Cha)

You are skilled in some type of artistic expression and
know how to put on a performance. Each rank you
possess in this skill makes you capable at one form of
entertainment. Possible Entertain types include ballad,
chant, comedy, dance, drama, drums, epic, flute, harp,
impersonation, kloo horn, mime, ode, song, storytelling,
and trumpet. [The GM may authorize other types.)

Check: You can impress audiences with your talent
and skill.

Retry: Yes, but not for the same performance and
audience.

Special: You can take 10 when making an Entertain
check, but you can’t take 20,

A character with the Mimic feat gets a +2 aptitude
bonus on Entertain checks pertaining to comedy, drama,
impersonation, or storytelling.

Time: Entertain usually requires several minutes to an
hour or more to enthrall an audience.

DC  Performance

10 Routine performance. Trying to earn credits by
playing in public is essentially begging. You earn
1d10+10 credits/day.

15 Enjoyable performance. In a prosperous locale, you
can earn 2d10x10 credits/day.

20 Great performance. In a prosperous locale, you can
earn 2d10x20 credits/day. With time, you may be
invited to join a professional troupe or band.

25  Memorable performance. In a prosperous locale,
you can earn 2d10x50 credits/day. With time, you
may come to the attention of wealthy patrons.

30 Extraordinary performance. In a prosperous
locale, you can earn 2d10x100 credits/day.

With time, you may draw attention from distant
potential patrons.

Escape Artist (Dex)

Armor Check Penalty

Use this skill to slip binders or manacles, wriggle through

tight spaces, or escape the grip of an angry Wookiee.
Check: Make a check to escape from restraints or to

squeeze through a light space.

Restraint 1]

Ropes Opponent's Dex check +10
Net 20

Binders 30

Manacles 35

Tight space 30

Grappler Grappler's grapple check

Ropes: Your Escape Artist check is opposed by your
opponent's Dexterity check used to tie the bonds. Since it’s
egasier to tic someone up than to escape from being tied up,
the opponent gets a special +10 bonus on her check.

Ner: Getting out of the tangle of a net is tricky.

Binders and Manacles: These confine wrists or ankles
and may be secured to stationary objects.

Tight Space: This is the DC for getting through a space
where one’s head fits but one’s shoulders don't, If the space

is long, such as in an air shaft, the GM may call for multipk
checks. You can’t fit through a space that your head doesn}
fit through.

Grappler: You can make an Escape Artist check opposed
by your opponent’s grapple check to get out of a grapple &
out of a pinned condition (so that you're just being grap-
pled). Doing so is an attack action, so if you escape the
grapple you can move in the same round. See Grappling in 8
Chapter Eight: Combat.

Retry: You can make another check after a failed
check if you're squeezing your way through a tight space,
making multiple checks. 1f the situation permits, you can
make additional checks as long as you're not being
actively opposed. |

Special: You can take 10 on an Escape Artist check. You &
can take 20 if you're not being actively opposed.

A character with the Nimble feat gets a +2 aptitude
bonus on Escape Artist checks,

Time: Making a check to escape from being bound by ||
ropes, manacles, or other restraints (except a grappler)
requires | minute of work. Escaping a net is a full-round
action. Squeezing through a tight space takes at least |
minute, maybe longer, depending on the distance that mus ‘
be crossed.

Farseeing (Wis)

Force Skill; Trained Only; Requires the Force-Sensitive
and Sense feats

You can use the Force to gain vague impressions of events
happening in other places or times. These are impressions
only and usually focus on strong imagery and emotions.
The past and present can't change, so viewing such events
relies on your getting the correct perceptions. The future is
fuid, however, always in motion, and therefore subject 1o
change, With the Farseeing skill, you can detect when your
friends are in danger, examine significant details of a past
event, or determine the probable outcome of a stated
course of action.

Check: The DC of the Farseeing check is based on what
you want to view. You must declare what kind of vision you
seek to experience—the time, place, and/or person of the
vision. Luke Skywalker, for example, concentrated on seeing
his friends when he used this skill in The Empire Strikes Back

Seeing another place is DC 15, seeing events of the past
is DC 20, and seeing events of a possible future is DC 25.
Since the future is mutable, the accuracy of such visions can
be far from perfect. The higher the result, the more details
you glean.

You can also use Farseeing to gain a reroll after you fail
an attack roll, saving throw, or skill check. The DC for this
application of the skill is 25. If successful, and if you
haven't used the skill within the time listed below, you can
check 1o gain a reroll to use immediately. Consider that the
Force-user had an earlier vision that he or she is now taking
advantage of to change the course of events. Though the
vision took place earlier, you spend the vitality point cost (9]
when you make the check.

Special: In addition to entering a trance and secking
your own vision, the GM can use this skill to provide clues
and visions to progress the campaign. As long as you have
at least 1 rank in the skill, the GM can aid your character in




his way. OF course, the more ranks you have in the skill, the
etter the quality of the vision.
You can take 10 when making a Farseeing check, but you
San't take 20,
A character with the Link feat and at least | rank in this
il gets a +2 aptitude bonus on Farseeing checks.
. Time: A Farseeing check takes 1 hour. You can only
“make one Farseeing check in any given week.

Vitality Point Cost: 3 (person or place, present), 6 (past), 9
future).

Fear (Wis)

Dark Side Farce Skill; Requires the Force-Sensitive and
Sense feats

Fear fs the path to the dark side of the Farce. You can
Cmatipulate the Force to learm what frightens others and use
' hal against them, making them more susceptible to the
Hure of the dark side.

. Check: A Fear check provides a Force penalty Lo a

famget’s skill checks and attack rolls. The result of the Fear
theck determines the target’s penalty. The target can negate
it penalty by accepting a Dark Side Point.

Result Penalty
10-14 -2
15-19 -4
20-24 -6
25-29 -8
30+ -10

~ Special: You can take 10 when making a Fear check, but
youcan’t take 20,

Using this skill gives a character a Dark Side Point.
.~ Multiple uses of this skill against the same target are not
cumulative.
A character with the Malevolent feat gets a +2 aptitude
‘honus on Fear checks.
Time: Fear is an attack action.
Vitality Point Cost: 2.

force Defense (Cha)

Force Skill; Requires the Force-Sensitive and Control feats
Yo can use the Force to improve your resistance to Force-
based attacks, wrapping yourself in the Foree's protective
embrace.

Check: A Force Defense check adds a Force bonus to any
“ving throw made against a Force-based attack (including
ilis and feats). The result of the check indicates the

amount of the bonus,
1

~ Result Force Bonus

L 10-14 +2
15-19 +4

- 20-24 +6
5-29 +8

| 30+ +10

. Special: You can take 10 when making a Force Defense

|
theck, but you can’t take 20,

Acharacter with the Mettle feat gets a +2 aptitude bonus
uon Force Defense checks.

Time: Force Defense is a full-round actjon, The Force
bonus lasts for 10 rounds (1 minute). It can also be used
as a reaction against a specific Force attack (also lasting
for 10 rounds), but in this case the Force bonus is half
that given on the table above.

Vitality Point Cost: 3.

Force Grip (Int)

Dark Side Force Skill; Requires the Force-Sensitive and
Alter fears

You can use the Force to injure a single opponent by find-
ing the lines of energy that connect all things together and
using them to grip an organ or crush a larynx.

Check: A Force Grip check sets the DC for the target’s
Will saving throw. On a failed save, the target takes 3d6
points of physical damage. On a successful save, the target
takes hall damage.

Result DC
9 or less 10
10-19 15
20+ 20

Special: As long as you can see your targel, you can use
this Force skill. Distance doesn’t matter.

You can take 10 when making a Force Grip check, but
you can't take 20,

Using this skill gives the character a Dark Side Point.

A character with the Malevolent feat gets a +2 aptitude
bonus on Force Grip checks.

Time: Force Grip is an attack action,

Vitality Point Cost: 4.

Force Lightning (Int)

Dark Side Force Skill; Requires the Force-Sensitive and
Alrer feats

You can draw upon the dark side of the Force to blast one
or more targets with deadly bolts of energy.

Cheack: A Force Lightning check sets the DC for the
target’s Reflex saving throw. On a Failed save, a target takes
3d8 points of energy damage. On a successful save, a target
takes half damage.

Result DC
9 or less 10
10-14 15
15-19 20
20+ 25

Any target with at least one-half cover [such as one stand-
ing behind another target) is protected from the effect and
takes no damage.

Special: Force Lightning has & range of 10 meters. The
effect covers an area 6 meters wide extending out from you
in the direction you are facing, and can therefore affect
more than one target at a time.

You can take 10 when making a Force Lightning check,
but you can’t take 20.

Using this skill gives the character a Dark Side Point.

Time: Force Lightning is an attack action,

Vitality Point Cost: 6.
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Force Stealth (Cha)
Force Skill; Requires the Force-Sensitive and Control feais
With this skill, your character can meditate and lose himself
in the Force, avoiding Force-based detection.

Check: Use Force Stealth to avoid detection by means
of the Force or to mask your presence from other Force-

users. Your Force Stealth check is opposed by the See Force

check of another Force-user. Whenever a Force-user wants
to mask his presence in the Force, for whatever reason, he
gathers the Force around him, meditates, and attempts to
hide his connection to the Force.

No check is made until another character attempts to
use the See Force skill (or the Sense feal in some cases),
but you must declare that you have activated the skill prior
to that attempt, pay the vitality point cost, and still be
within the time limit of the skill's usefulness.

Special: You can take 10 when making a Force Stealth
check, but you can’t lake 20,

A character with the Focus feat gets a +2 aptitude
bonus on Force Stealth checks.

Time: Force Stealth is a Tull-round action, It lasts for 10
minutes. Once activated, Force Stealth remains in place to
counter See Foree checks until the time Timit expires or
until you use any Force skill. Using another Force skill
solidifies your connection to the Force and makes masking
your presence impossible.

Vitality Point Cost: 2.

Force Strike (Int)

Force Skill; Requires the Force-Sensitive and Alter feats

You can attack one or more apponents using the Force.
Check: A Force Strike check sets the DC for the target’s

Reflex saving throw. On a failed save, the target takes 3d4

points of physical damage. On a successful save, the targel

takes half damage.

Result DC
9 or less 10
10-19 15
20+ 20

Special: Force Strike has a range of 10 meters. It can
affect up to four targets standing adjacent to one another.

You can take 10 when making a Force Strike check, but
you can't take 20.

Using this skill against a living target gives the character a
Dark Side Point.

b

A character with the Focus feat gets a +2 aptitude
bonus on Force Strike checks.

Time: Force Strike is an attack action.

Vitality Point Cost: 2.

Forgery (Int)
Use this skill to fake an electronic document from the
Grand MofT instructing an Imperial warden to release
prisoners, to create an authentic-looking star chart to s
newly discovered planet, to falsify a starship permit or
transponder code, or to detect forgeries that others try i
pass off on you, |
Check: Forgery requires materials appropriate to the
document being forged [a computer or datapad, plasti-
sheets, datacards, etc.), and some time. To forge a
document such as military orders, a government decree,
business ledger, a merchandise order form, or the like, y
need to have seen a similar document before. You can't
forge something you haven't seen. Your degree of famil
iarity with the document provides a modifier to your
Forgery check, as shown below.

Familiarity Check Modifix
Unfamiliar: Document seen once for less than a minute -4
Fairly familiar; Document seen for several minutes +0
Quite familiar: Document has been studied at leisure +4
Intimately familiar: Forger has produced other

documents of the same type +8

Some documents require security or authorization codes,
whether authentic ones or additional forgeries. The GM
makes your check secretly so you're not sure how good
your forgery is.

The Forgery skill is also used to detect someone else’s
forgery. The result of the original Forgery check that
created the document is opposed by a Forgery check by
the person who examines the document to check its
authenticity. If the examiner's check result is equal to or
higher than the original Forgery check, the document is
determined to be fraudulent. The examiner gains honuses §
or penalties to his or her check as given in the table below

Examiners
Condition Check Modifier’
Type of document unknown to examiner -4
Type of document somewhat known to examiner -2
Type of document well known to examiner +0 §
Document is put through additional tests +4

(computer, droid, analyzer)*

Examiner only casually reviews the document* -

2 Cumulative with any of the first three conditions on the toble. Apply this
modifier along with one of the other three whenever appropriote
A document that contradicts procedure, orders, or previon
knowledge, or one that requires the examiner Lo relinguish
a possession or a piece of information can increase the
examiner’s suspicion (and thus create favorable circum- |
stances for the examiner’s opposed Forgery check).

Retry: No, since the forger isn’t sure of the quality of the ‘|
original forgery.

Special: To forge documents and detect forgeries, one |
must be able to read and write the language in question.



{The skill is language-dependent.)

You can take 10 when making a Forgery check, but you
tan'l take 20.

Time: Forging a short and simple document takes
ahout 1 minute, Longer or more complex documents take

104 minutes per page or screen.

Friendship (Cha)
Force Skill; Trained Only; Reguires the Force-Sensitive
fear
You can use the Force to calm a hostile or unfriendly
person or animal.

Check: A Friendship check alters the attitude of a
hostile or unfriendly target, changing it to something
mare amiable. You don't need to be able to communicate
with the target. Instead of using words, you employ calm-
ing emotions through the vse of the Force. Make the
theck, compare it to the list of DCs on the table below, and
soply the result for the highest DC that's equal to or less
than the check result. For example, a result of 19 changes
# hostile character’s attitude to unfriendly.

Current Attitude
New Attitude Hostile Unfriendly
Uniriendly 15 —
Indifferent 20 10
friendly 25 15
Helpful 35 25

Ilthe check fails (a result of 14 or less against a hostile
tharacter, or a result of 9 or less against an unfriendly
tharacter), the target’s attitude becomes worse, with
unfriendly targets turning hostile and hostile targets turn-
ing combative, If the check succeeds, the target maintains
the new attitude toward the Force-user until a situation
oteurs to alter that state.

When the Force-user ends contact with the target (by
leaving the targel’s immediate vicinity), the target can

immediately make a Will saving throw [DC 20) to shake off

the effects of Friendship. Otherwise. the Force-induced
ttitude fades in 1 hour,

Retry: You can make only one successful check involy-
ing a specific target per hour. (If your use of Friendship on
i target turns him from hostile to unfriendly, you can't
then follow thal with a second check to try to improve the
attitude of the now-unfriendly character.) If the check fails,
wu can't use Friendship on this target again until 24 hours
have passed.

Special: You can take 10 when making a Friendship
theek, but you can't take 20.

Time: Friendship is a full-round action. Its effects last
util something occurs to change the target's attitude, or
until | hour has passed.,

Vitality Paint Cost: 2.

Bamble (Wis)

Use this skill to earn credits through games of chance, in-

duding sabace, jubilee, and betting on swoop races,
Check: The amount of your wager and the result of

wour skill check determine how much money you win or

lose during an evening of gambling. You can either

gamble against the house or against an opponent (or group
of opponents).

When gambling against the house—such as when playing
the jubilee wheel or betting on the outcame of a race—you
must declare how many credits you want to wager as your
stake for the evening ol gambling. Your skill check deter-
mines whether you win or lose and by how much after an
entire evening of gambling.

Result Wins or Losses

1-4 Lose entire stake

5-9 Walk away with 25% of stake
10-14 Walk away with 50% of stake
15-19 Break even, keep entire stake
20-24 Win stake x 1.5

25-29 Win stake x 2

30-34 Win stake x 3

35-39 Win stake » 5

40+ Win stake x 10

When gambling against other opponents—such as major GM
characters or other heroes—each character declares an
amount to wager for the evening and makes a skill check,
The character with the highest result is considered the overall
winmer after an evening of gambling. (If two or more charac-
ters are tied for highest result, they split the winnings.) Each
participant, other than the winner, checks his result against
the winner's result; using the difference in the scores to
determine how much money is deducted from his stake and
added to the winner's take; as shown on the table on the
next page.
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Difference Change in Winnings

1-4 Break even; keep your entire stake
5-9 Give 1/10th of stake to winner
10-14 Give 1/4 of stake to winner

15-19 Give 1/3 of stake to winner

20-24 Give 1/2 of stake to winner

25-29 Give 2/3 of stake to winner

30-34 Give 3/4 of stake to winner

35+ Lose it all; give entire stake to winner

You can also use the play-against-the-house system (the
previous table) when you gamble with multiple GM charac-
ters, if the GM wants to reduce the number of skill checks.

Retry: No, unless you want to put up another stake.

Special: You can’t take 10 or take 20 when making a
Gamble check,

A character with the Trick feat gets a +2 aptitude bonus
on Gamble checks.

Time: A Gamble check assumes an entire evening of play,
with the result indicating how much you increase or
decrease your stake.

Gather Information (Cha)
Use this skill to make contacts in an area, find out local
gossip, spread rumors, and collect general information.

Check: By succeeding at a skill check (DC 10) and spend-
ing an evening passing out credits and buying drinks, you
can gel a feel for the major news items in a city or space-
port. This result assumes that no obvious reasons exist why
information would be withheld (such as if you can’t speak
the local language). The higher the check result, the better
the information.

Information ranges from general to protected, and the
cost and DC increases accordingly for the type of informa-
tion you seek to gather, as given on the table below.

Type of Information DC Cost

General 10 50 credits
Specific 15 100 credits
Restricted 20 250 credits
Protected 25 500 credits

General information concerns local happenings, rumaors,
gossip; and the like. Specific information usually relates to a
specific question, such as “Which way to Mos Espa?” or
“What can you tell me about the mysterious woman who
always stands behind the senator?” Restricted information
includes facts that aren't generally known and requires that
you locate someone who has access to such information.
Protected information is even harder to come by and might
include some danger, either to the one asking the questions
or the one providing the answer. In the case of both re-
stricted and protected information, there’s a chance that
someone will take note of anvone asking about information
that falls into one of these categories.

You ¢an also increase the amount of credits you use 1o
gather information, gaining a circumstance bonus by effec-
tively offering a bribe (though the process might entail
buying more expensive drinks, nol necessarily offering a
character extra credits). Pay one-half of the cost for each +1
circumstance bonus you want to add to your check. For

example, Deel Surool is looking for restricted information
about a star system that doesn’t appear on any public
astrogation charts. He really wants to get this information,
s0 he spends 250 credits, plus an additional 125 credits for
every +1 bonus he wants to apply to the check. In this ca
he can afford an additional 250 credits, granting him a +2
bonus on the check,

Retry: Yes, but il takes an evening or so for each check
and characters may draw attention to themselves if they
repeatedly pursue a certain type of information.

Special: You can take 10 when making a Gather
Information check. You can also take 20, but you must
spend twenty times the amount of credits, and it takes
twenty evenings to gather the information.

A character with the Trustworthy feat gets a +2 aplitug
bonus on Gather Information checks.

Time: You must spend anywhere from a few hours toan
entire evening when making a Gather Information check.

Handle Animal (Cha)
Trained Only
Use this skill to drive a team of dewbacks pulling a wagon
over Tough terrain, to teach a vornskr to guard, to raise a
morrt as a devoted pet, or to teach a rancor to “speak” on
your commanc.

Chack: The time required to get an effect and the DC
depend on what you are trying to do.

Task Time DC
Handle a domestic animal Varies 10
“Push” a domestic animal Varies 15
Teach an animal tasks 2 months 15
Teach an animal unusual tasks 2 months 20
Rear a wild animal 1 year 15 + level
Rear a deadly animal 1 year 20 + level
Train a wild animal 2 months 20 + level

Train a deadly animal 2 months 25 + level

Handle a Domestic Animal: A character with this skill
can drive beasts of burden, command a trained vornsks,
tend tired tauntauns, and so forth.

“Push* a Domestic Animal: An animal handler who
“pushes” a domestic animal can get more out of it than if
usually gives. For example, the handler could drive draft
animals for extra effort, encouraging them to pull more
weight or work longer.

Teach an Animal Tasks: With this skill, you can teachs
domestic animal a few tricks. You can train one type of
animal per rank (specified when the ranks are purchased)
to obey commands and perform simple tricks. You can
work with up to three animals of the same type at one
time, and can teach them general tasks such as guarding,
attacking, carrying riders, performing heavy labor, hunting
and tracking, or fighting beside troops. An animal can be
trained for one general purpose only.

Teach an Animal Unusual Tasks: This use of the skill s
similar to teaching an animal tasks, except that the tasks
can be something unusual for that breed of animal, such a
training a bantha to be a war mount. Alternatively, you can
use this aspect of Handle Animal to train an animal to
perform specialized tricks, such as teaching a ronto to rear




g command or to come when whistled for, or teaching a
falcon to pluck objects from someone's grasp.

Rear a Wild or Deadly Animal: Rearing a wild or deadly
animal involves raising a wild creature from infancy so that
It s domesticated. The creature’s level (see Chapter Four-
feen; Allies and Opponents) is added to the DC, A handler
gan rear up to three creatures of the same type at once, A
successfully domesticated wild or deadly animal can be
taught tricks at the same time that it's being raised, or can
B¢ taught them as a domesticated animal later.

Train @ Wild or Deadly Animal: The character can train
awild or deadly creature to do certain tricks, but anly at the
character’s command. The creature is still wild, though
mually controllable. Add the creature’s level to the DC,

Retry: For handling and pushing domestic animals, yes.
for training and rearing, no.

Special: You can take 10 and take 20 when handling
and pushing domestic animals. You can take 10 but you
an't take 20 when training or rearing an animal,

An untrained character uses Charisma checks to handle
ish animals.

A character with the Animal Affinity feat and at least |
fank in this skill gets a +2 aptitude bonus on Handle

Animal checks.
Time: See the table above for information on how long it
| fikes to make a Handle Animal check.

Heal Another (Wis)

Light Side Force Skill; Requires the Force-Sensitive and
4|':rr__|’i‘.u-.

You can use the Force to heal damage taken by another
DETSAN.

Check: This skill can restore vitality points, wound
points, or ability score points lost by someone other than
suursedf. The result of the Heal Another check indicates
the damage that is healed,

The table below indicates the amount of healing possible
lor the result you achieve, as well as the associated vitality
point cost to you, You can always decide to heal fewer
points than indicated by your check result and thus incur a
lower vilality point cost.

Vitality
Result  Type/Amount of Healing Point Cost
10-14  Stabilize a dying character 1
15-19  Restore 1d4+1 vitality points 1
20-24  Restore 1d6+2 vitality points or 2

1d4+1 wound points or
1d2 ability points
25-29  Restore 1d8+4 vitality points or 4
1d6+2 wound points or
1d4+1 ability points
30+ Restore 2d6+6 vitality points or 6
1d8+4 wound points or
1d6+2 ability points

tou must touch the target that you want to heal. Your
lagel can't receive healing that would increase her vital-
iy points, wound points, or any of her ability scores
peyond her full normal total. Any excess points restored

e lost,

Retry: You can't attempt to heal vitality damage to the
same person a second time until 1 hour has passed. You
can’t attempt to heal wound damage or ability score
damage 1o the same person a second time until 24 hours
have passed.

Special: You can only restore ability score points lost to
temporary effects such as poison or disease; permanent
effects such as aging can’t be reversed with this skill,

You can take 10 when making a Heal Another check, but
you can't take 20.

A character with the Compassion feal gets a +2 aptitude
bonus on Heal Another checks.

Time: Heal Another is a full-round action.

Vitality Point Cost: At least 1 (for a failure or a minimal
success), but see above.

Heal Self (Cha)
Force Skill; Requires the Force-Sensitive and Control feats
You can use the Force to heal damage you have taken.

Check: This skill can restore vitality, wound, or ability
score points you have lost. The result of the Heal Self check
indicates the damage that is healed.

The table on the following page indicates the amount of
healing possible for the result you achieve, as well as the
associated vitality point cost to you. You can always decide
to heal at a category less than your result for a lower vital-
ity cost.
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Vitality
Result  Amount Healed Point Cost
10-14 Restore 1d4+1 witality points 0
15-19  Restore 1d6+2 witality points or Oorl
1d4+1 wound points or
1d2 ability points
20-24  Restore 1d8+4 vitality points or Oor2
1d6+2 wound points or
1d4+1 ability points
25+ Restore 2d6+6 vitality points or Oord
1d8+4 wound points or
1d6+2 ability points

You can't increase your vitality points, wound points, or
any of your ability scores beyond your full normal total,
Any excess points restored are lost.

Retry: You may only attempt a Heal Self check once per
hour (for vitality points) or once per day (for wound points
or ability score points).

Special: You can only restore ability score points lost to
temporary effects such as poison or disease; permanent
effects such as aging can't be reversed with this skill.

You can take 10 when making a Heal Self check, but you
can’t take 20.

A character with the Attuned feal gets a +2 aptitude
bonus on Heal Self checks.

Tima: Heal Self is a full-round action.

Vitality Point Cost: | for a failure, O for for restoring
vitality points, and either 1, 2, or 4 (see above) for restoring
wound points or ability score points,

Hide (Dex)

Armor Check Penalty

Use this skill to sink back into the shadows and proceed
unseen, approach an Imperial guard post under cover of
trees and brush, or tail someone through the speeder lanes
of busy Coruscant without being noticed.

Check: Your Hide check is opposed by the Spot check of
anyone who might see you. You can move up to one-half
your normal speed and hide at no penalty. At more than
one-half and up to vour full speed. you take a -5 penalty.
It's practically impossible (-20 penalty) to hide while
running or charging.

For example, Deel Surool has a speed of 10 meters. If he
doesn’t want to take a penalty on his Hide check, he can
move 5 meters as @ move action in the same round when he
is trying to hide.

Your check is also modified by your size:

Size Modifier
Fine +16
Diminutive +12
Tiny +8
Small +4
Medium-size +0
Large -4
Huge -8
Gargantuan =12
Colossal -16

j

If people are observing you, even casually, you can't hide,
You can run around a corner so that you're out of sight
and then hide, but the others then know at least where
you went.

Creating a Diversion to Hide: You can use the Bluff
skill {see page 77) to help you hide. A successful Bluff
check can give you the momentary diversion you need 1o
attempt a Hide check while people are aware of you.
While the others turn their attention fram you, you can
make a Hide check if you can get to a hiding place of some
kind. {As a general guideline, the hiding place has to be
within 1 meter for every 3 ranks you have in Hide.) This
check, however, is at a =10 penalty because you have to
move fast.

Spacial: You can take 10 when making a Hide check, b
you can’t take 20.

A character with the Stealthy feat gets a +2 aptitude
bonus on Hide checks,

Time: Hide is an attack action.

lllusion (Cha)

Farce Skill; Requires the Force-Sensitive and Alter feats
You can use the Force to manifest false visual and auditon
images that seem completely real to those who perceive
them.

Check: This skill creates illusions to trick, distract, or evws
harm those who perceive them. (Though these illusions
can’l cause physical harm, they can provoke fatal mistakes
by those who don't recognize them as unreal.)

Your Wlusion check result sets the DC for the target’s Will
saving throw.

Result Will Saving Throw DC
4 or less 10
5-14 15
15-24 20
25-34 25
354 30

The maximum range for this skill is 1,000 kilometers
from the Force-user. The distance of the illusion from
the Force-user modifies the vitality point cost.

Distance  Vitality Point Cost/Round
10 meters 3
10 kilometers 5
100 kilometers 8
1,000 kilometers 10

Maintaining an illusion for more than a single round re-
quires an attack action (but no additional skill check) and
the vitality point expenditure, as well as a level of concen-
tration. A Force-user can’t maintain an illusion while using
other Force skills or engaging in distracting activity.

Special: Each person who perceives the illusion perceives
the same event. Characters encountering an illusion can't
attempt a saving throw to recognize it as illusory until they
study it carefully or interact with it in a significant fashion.

A successful saving throw against a Force illusion reveals
it to be false and dispels the illusion.

A failed saving throw indicates that a character doesn't




fotice anything amiss. A character provided with incontro-
wrtible proof that an illusion isn't real doesn't need to

mike a saving throw,

If a character makes a successful save against an illusion
communicates this knowledge to others in the area,
ach of these others immediately makes a Will saving

fhow with a +4 circumstance bonus to identify the illusion
# fulse.

Using Musion to perform & deadly

it against a living targel gives the Type of Jump
wee-user a Dark Side Point. Running jump *
You can take 10 when making an Standing jump

llusion check, but you can't take 20,

A character with the Mind Trick
Wl gets 3 +2 aptitude bonus on
Hlusion checks.

Time: Illusion is an attack action.
Vitality Paint Cost: Pay the cost
given above for the appropriate distance during every round

U which you maintain the illusion,

Standing high jump
Jump back

Intimidate (Cha)

Uke this skill to get someone to do something he doesn't
want to do by means of verbal threats, force of will, and
mposing body language.

Check: With a successful check, you can forcibly per-
fatle another character to perform some task or behave
i 2 certain way. The DC is typically 10 + the target’s
Itvel. Any bonuses that a target may have on saving
Jirows against fear increase the DC.

There are limits to what a successful Intimidate check
tn do. You can, for example, cause an adversary to back
fown from a confrontation, surrender one of his posses-
sions, reveal a piece of secret information, or flee from
u for a short time. You can't force someone to abey
ur every command or do something that endangers that
person’s life.

Retry: Generally, retries don’t work. Even if the initial
theck succeeds, the other character can only be intimidated
wmuch, and a retry doesn’t help. 1f the initial check fails,
the other character has probably become more firmly

molved to resist the intimidator, and a retry is futile.

Special: You can take 10 when making an Intimidate
sheck, but you can’t take 20.

Acharacter with the Headstrong feat gets a +2 aptitude
Honus on Intimidate checks.

Time: Intimidate requires a full-round action.

Jump (Str)

Amior Check Penalty

Use this skill to leap over pits, vault low fences, or reach a
Dee's lowest branches.

Eheck: You jump a minimum distance plus an additional
dtance depending on the amount by which your Jump
theck result exceeds 10. The maximum distance of any

qnp is a function of your height.

The distances given on the table below are for characters
Wl speeds of 10 meters. IT you have a lower speed

lhecause of armor, encumbrance, or weight carried, for
Istance), reduce the distance jumped proportionally.

Running high jump *

For example, Rorworr the Wookiee has a Jump skill modi-
fier of +3 [no ranks, +3 Strength bonus) and a base speed
of 10 meters. He attempts a running jump across a 4-
meter-wide chasm, and his player rolls a 13 for a result of
16 (13 + 3 = 16). That's 6 more than 10, so he clears 2
meters (6 x 1/3 = 2) more than the minimum distance, or 4
meters. Rorworr just makes it.

Minimum  Additional Maximum
Distance  Distance Distance
2m + 1/3 m per 1 point above 10  Height x 6
Tm + 1/3 m per 2 points above 10 Height x 2
1m + 1/3 m per 4 points above 10 Height x 1.5
Im + 1/3 m per 8 points above 10 Height
1/3m + 1/3 m per B points above 10 Height

* You must move & meters before fumping. A character can't take a running jump in heavy armor.

Distance moved by jumping is counted against maximum
movement in a round normally.

If you intentionally jump down from a height, you might
take less damage than if you just fall. If you succeed at a
Jump check (DC 15), you take damage as if you had fallen 4
meters less than you actually did.

Special: You can take 10 when making a Jump check. If
there is no danger associated with failing, you can take 20,
For example, you are free to take 20 to keep trying until
you jump high enough to catch a low-hanging branch. You
can’t take 20 when attempting to leap across a gaping
access shaft inside the Death Star, since any failure results in
a long fall and massive damage to your character.

A character who has the Run feat and makes a running
jump increases the distance or height he clears by 25%, but
not past the maximum.

A character with the Acrobatic feat gets a +2 aptitude
bonus on Jump checks.

Time: Jump is an attack action.

Knowledge (Int)

Trained Only

Like the Craft and Profession skills, Knowledge actually
encompasses a number of unrelated skills, Knowledge
represents a study of some body of lore, possibly an
academic or even scientific discipline. Below are typical
fields of study.

@ Alien species (customs, societies, attributes of species
other than your own)

Archieology (the scientific study of material remains)
Architecture (the art and sclence of building structures)
Astronomy (the study of celestial bodies)

Biology (the scientific study of living organisms and
their vital processes)

Bureaucracy (knowledge of bureaucratic procedures)
Business (knowledge of business procedures, profit and
loss, supply and demand)

Chemistry (the scientific study of the composition,
structure, and properties of substances)

Engineering (the scientific study of the application of
matter and energy)
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Forensics (knowledge of applying the scientific method
to solve problems)

Genetics (the scientific study of the genetic makeup of
an arganism)

Geography [the scientific study of the physical features
of a planet)

History (knowledge of past events that have been
important to the development of galactic society)

Jedi lore (knowledge of the traditions and powers of
the Jedi

Medicine (the scientific study of the maintenance of
health and the prevention, alleviation, or cure of disease)
Physics (the scientific study of the interaction of matter
and energy)

Palitics (knowledge of governmental institutions,
processes, and policies)

Streetwise (knowledge necessary to survive and suc-
cessfully interact in an urban environment)

@ @ @ & & o @ @ ©

@ Tactics (the scientific study of disposing and maneu-
vering farces in combat)

@ Technology (knowledge of cutting-edge devices and
electronic systems)

@ Wilderness lore (knowledge of surviving in a wild,
untamed area)

@ World lare (knowledge of the cultures, life, and physi-

cal makeup of specific planets in the galaxy)

Check: Answering a question within your field of study
has a DC of 10 [for really easy questions), 15 (for basic
questions), or 20 to 30 (for really tough questions).

Retry: No. The roll represents what you know, and think-
ing about a topic a second time doesn't let you know
something you never leamned in the first place.

Special: An untrained Knowledge check is simply an
Intelligence check. Without actual training, a character only
knows commaon knowledge about a given subject.

You can take 10 when making a Knowledge check, but
you can't take 20.

The GM may alter the DC of a Knowledge check, or apply a
modifier to the check, to reflect a character’s familiarity (or lack
thereof) with a specific aspect of the skill category. For exam-
ple, a GM may allow a character with the Knowledge (Corellia)
skill to recall information about other worlds in the Corellian
sector with a 42 or +5 modifier to the skill check DC

Also, the GM may decide that having 5 or more ranks in a
specific Knowledge skill provides you with a +2 synergy
bonus when making a related skill check. For example, a
character with 5 or more ranks in Knowledge (medicine)
could get a +2 synergy bonus when making a Treat Injury
check in certain situations.

Time: A Knowledge check can be a reaction, but other-
wise requires a full-round action.

Listen (Wis)

Use this skill to hear approaching enemies, detect some-
one sneaking up on you from behind, or eavesdrop on a
conversation.

Check: Make a Listen check against a DC that reflects
how quiet the noise is that you might hear or against an
opposed Move Silently check,

The GM may call for a Listen check by a character who is

in a position to hear something. You can also make a List
check voluntarily if you want to try to hear something in
your vicinity.

The GM may make the Listen check in secret so that you
don’t know whether not hearing anything means that no
ing is there or that you rolled low.

A successful Listen check when there isn't anything to
hear results in you hearing nothing.

DC  Sound
0 People talking
5 A person in medium armor walking at a slow pace
trying not to make noise
10 An unarmored person walking at a slow pace, tryi
not to make any noise
15 A ist-level scoundrel using Move Silently within 3
meters of the listener
25 A katarn stalking prey
30  Avelker swooping in for a kill
+1 Per 4 meters from the listener
+5  Through a door
+15  Through a wall

Ratry: You can make a Listen check every time you
have the apportunity to hear something in a reactive
manner, As a full-round action, you may attempt to hear
something that you failed (or believe you failed) to hear
previously,

Special: When several characters are listening to the
same thing, the GM can make a single 1d20 roll and use i
forall the listeners’ skill checks,

You can take 10 or take 20 when making a Listen check
Taking 20 means you spend 2 minutes attempting to hear
something that may or may not be there to hear.

A character with the Alertness feat gets a +2 aptitude
bonus on Listen checks,

Time: A Listen check is either a reaction (if called for by
the GM) or a full-round action (if you actively take the time
to try to hear something). r

Move Object (Int)
Farce Skill: Requires the Force-Sensitive and Alter feats
You can move objects and living beings using the Force.

Chack: A Move Object check allows you to pick up and
move an ohject or creature from a distance using the Fore
You must be able to see the target object or creature to be
moved, and it must be within 10 meters of your position {a
initially gather it up in the Force.

Moving an Object: Lifting or moving an object of up to§l
kilograms is a simple task, requiring a check against DC 10
and costing 1 vitality point. For each additional order of
magnitude (50 kg, 500 kg, and so on) of the object, the DE
increases by 5 and the vitality point cost doubles.

Weight e Vitality Point Cost
0.1-5 kg 10 1

6-50 kg 15 2
51-500 kg 20 4
501-5,000 kg 25 8
5,001-50,000 kg 30 16

etc. etc. etc.
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You can lift an abject as a move action and move it a and you still expend the vitality point cost. A target can ,:
mimber of meters equal to 4 x vour Force-user level by willingly forgo its saving throw.
iking @ check against the appropriate DC. You can Hurling Objects: Move Object isn't designed as a mode 1
ntinue to move the object in subsequent rounds by of attack. Its normal function allows a Force-user to call
tmtinuing to make successful checks and spending vital- objects to his hand or to employ the Force to mave larger
i points. I you fail a check in any subsequent round objects when no physical means are available. You can use
ilile attempting 1o move an object, the object falls to this skill to lift and hurl a Small or Medium-size object or
Ihe ground. living being (50 kg or less), but not with any speed or
If two Force-users are contesting control of an object, power. To hit a target, you use your ranged attack bonus
se ppposed Move Object checks, The Force-user who and try to get a result that equals or exceeds the target's
ulls the higher result gains control for that round, 1f the Defense. Hurled objects and beings up to 5 kg deal no
nget object is physically held by a resisting individual, damage but daze the target for 1 round, (Some targets,
he Individual makes a Will saving throw (DC 10 + your such as droids and other objects, can’t be dazed.) Objects
force-user level) to retain possession. In the case of a and living beings weighing between 5 and 50 kg deal 1d4
physical chstruction, such as a ship stuck in the mud or points of damage in addition to the daze effect.
tught under a fallen tree, the GM increases the DC of the lhe Move Ohbject skill can also be used to lift an object
Move Object check using these guidelines: +5 for a slight or being and drop it on a targel. The target gets a Reflex
wstruction, + 10 for a moderate obstruction, and +15 for saving throw to avoid the dropped object or being [see
severe obstruction, Table 12-22: Damage from Falling Objects for Reflex save
Moving a Living Being: Using the Move Object skill on a DCs). A dropped object or being deals damage based on its
wing being allows it a Will saving throw (DC 10 + your size and the distance fallen, as discussed under Falling
rorce-user level) to resist. I the target fails its save, treat it Objects in Chapter Twelve: Gamemastering. I the targel
san object for purposes of determining distance moved succeeds at the Reflex save, it takes no damage.
iee above), I the target succeeds, the skill has no effect Time: Move Object is a move action. If you try to employ

it as an attack, it is a full-round action.

‘G.B HOW MUCH DOES IT WEIGH? Vitality Paint Cost: 1 or more [see abovel.

Maove Silently (Dex)

A comprehensive weight listing for everything in the Star Wars Armaor Check Penalry
uiverse would be beyond even Yoda's abilities. For most applica- You can use this skill to sneak up behind an enemy or slink
tfons of Move Object, it's fairly intuitive what the weight—and [EEECRENEIUEINENE I RGNS
therefore the DC and vitality point cost—of a given object will be. Check: Your Move Silently check is opposed by the Listen
The ranges given are fairly broad, after all. check of anyone who might hear you. You can move up to
But for those of you who can only guess at what 5,000 kg actu- one-half your normal speed at no penalty. At more than
allylooks like, we offer the following guidelines: one-hall and up to your full speed, you take a =5 penalty.
It's practically impossible (<20 penalty) to move silently
Weight Examples while running or charging.
Beings and droids of Tiny size or smaller, Special: You can take 10 when making a Move Silently
most handheld weapons and objects, check, but you can't take 20,
portable appliances, and smaller compo- A character with the Stealthy feat gets a +2 aptitude
nents of large machines bonus an Move Silently checks.
Small and Medium-size beings_ Small Time: Move \i‘.vnl_i_\, 15 a move action.
droids, heavy weapons, objects requiring
two hands to carry Pilot (Dex)
Large beings, Medium-size droids, ship- Trained Only
board weapons, objects requiring Use this skill ta operate a vehicle, whether it performs in
repulsorlift-assists to hand-carry land, sea, air, or space.
1-5,000 kg Huge beings, Large droids, landspeeders, Check: Typical piloting tasks don’t require checks.
heavy freight Checks are required during combal, for special maneuvers,
5001-50,000 kg Gargantuan  beings, Huge droids, or in other extreme circumstances or when the pilot wants
starfighters to attempt something outside the normal parameters of
0001-500000kg  Colossal beings, Gargantuan droids, RIS
space transports As a rule of thumb, easy vehicle maneuvers—including
0001-5,000,000 kg Colossal droids, small capital ships (for low-speed turns and loops—do not require a check; they
example, the Rebel Blockade Runner only require movement. Stunts—actions in which the
Tantive IV) pilot or driver attempts to do something complex very

5000001 kgandup  Massive capital ships (Trade Federation quickly or in a limited space—require Pilot checks. Using
Battleship, Mon Calamari Star Cruiser, or a ship’s afterburners to increase speed has a DC of 10,

Super Star Destroyer, for example) < and using braking thrusters to slow a ship down rapidly
has a DC of 15. Performing a tight loop is somewhat
more challenging (DC 25), and the DC for avoiding
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hazards ranges from very easy (DC 0) to nearly imposs-
ible (DC 40),

Each vehicle's description includes a maneuver modifier
that applies to all Pilot checks made when operating the
vehicle. (For starships. this modifier derives directly from the
size of the ship.)

For descriptions of vehicle and starship maneuvers and
combat, see Chapter Ten: Vehicles and Chapter Eleven:
Starships.

Retry: An attempt to use a Profession skill to eam an
income can’t be retried. You're stuck with whatever wage
for the coming week your check result brought you.
(Another check may be made after a week Lo determine a
new income for the next period of time.)

Speciak You can take 10 when making a Profession
check, but you can't take 20,

The GM may decide that having 5 or more ranks in a
specific Profession skill provides you with a +2 synergy

bonus when making a related skill
check. For example, a character

= YOU'RE BRAVER"
Y RIAN | THOUGHT”

with 5 or more ranks in Profession
[computer programmer) could gets
+2 synergy bonus when making a
Computer Use check in certain

—
ING2

Special: Any Pilot check made to operate a starship has a
—4 penalty unless you have the appropriate Starship
Operation feat,

You can take 10 when making a Pilot check, but you
can't take 20.

A character with the Spacer feat and at least 1 rank in
this skill gets a +2 aptitude bonus on Pilot checks.

Time: Using the Pilot skill is a move action.

Profession (Wis)

Trained Only

You are trained in a livelihood or a professional role, such as
bartender, cook, moisture farmer, herbalist, spacehand,
trader, doctor, slicer, engineer, mechanic, lawyer, law officer,
computer programmer, droid programmer, military officer,
gambler, or entertainer.

Like Craft and Knowledge, Profession is actually a
number of separate skills. You could have several Profession
skills, each with its own ranks, each purchased as a separate
skill. For instance, you could have the skill Profession (cook).
Your ranks in that skill don't affect any checks you happen
to make for Profession (gambler) or Profession (moisture
farmer), for example.

While a Craft skill represents skill in creating an item, a
Profession skill represents the ability to deal with the busi-
ness aspects of a chosen vocation, If your job produces a
tangible product or fits into the manufacturing sector, then
it's represented by a Craft skill. If your job provides a service,
it’s represented by a Profession skill.

Check: You can practice your profession and make a
decent living, earming your check result times 100 in cred-
its for one week of dedicated work (this is under normal
conditions and in a location where the work is needed).
So, a check result of 22 would earn you 2,200 credits
during the upcoming weck.

You know how to use the tools of your trade, how to
perform the profession’s daily tasks, how Lo supervise
untrained helpers, and how to handle commaon problems.
For example, a spacehand knows how to perform basic
starship maintenance and the basic tasks of spacefaring.
The GM sets DCs for specialized tasks.

situations.

Timea: When you're using
Profession to make a living, the
check requires a week of dedicated work. A check to accom
plish a specific task is usually a full-round action.

[FLEIA ORGANA

Read/Write Language (None)

Trained Only

The Read/Write Language skill doesn’t work like a stand-
ard skill.

@ You start at 1st level knowing how to read and write
your primary language. [See Chapter Two: Species.) You
also select a number of additional languages to speak o
read and write equal to your Intelligence bonus.

@ Instead of buying a rank in Read/Write Language, you
choose a new language that you can read and write.

@ You don't make Read/Write Language checks. You
either know how to read and write a specific language
or you don’'t,

@ To be able to speak a language that you can read and
write, you must take the Speak Language skill for the
appropriate language.

@ Possible languages to choose from when you want o
buy new Read/Write Language skills include Basic,
Bothese, Cercan, Dosh, Dug, Durese, Geonosian,
Gungan, Huttese, Ithorese, Jawa Trade Language,
Kaminoan, Kel Dor, Mon Calamarian, Neimoidian,
Quarrenese, Rodese, Ryl, Shyriiwook, Sith, Sullustese,
Yuuzhan Vong, and Zabrak. Your GM might determine
that you can’t leam a specific language due to the
circumstances of your campaign.

Some languages, such as Gamorrean, Ewokese, and Lekky
(the head-tail language of the Twi'leks), don’t have written
forms. You can’t take the Read/Write Language skill for an
unwritten language,

Repair (Int)

Trained Only

You can repair damaged machinery or electronic devices,
Check: Most Repair checks are made to fix complex

electronic or computerized devices, such as vehicles, drolds

or computer systems. The DC is set by the GM, using the

guidelines suggested below. Making repairs also involves

paying a menetary cost. as shown on the table below.




Task DC Cost
Simple repair (tools, simple weapon) 10 1/5 price

Moderate repair (high-tech weapon, 15 1/5 price
mechanical or electronic component)

Complex (lightsaber, droid, vehicle, 20 1/5 price
computer)

Very complex (starship component) 25 1/10 price

if you don't have the proper tools for a Repair check, you
have a -5 penalty on the check. Also, working with alien or
unfamiliar technology increases the DC by 5.

Juny-Rig: You can choose to attempt jury-ngged, or
iemporary, repairs. Doing this reduces the DC by 5 and allows
wu to make the check in as little as a full-round action.
However, a jury-rig repair can only fix a single problem with a
theck, and the temporary repair only lasts until the end of
the current scene or encounter. The jury-rigged object must
Ye fully repaired thereafter. This application of the Repair skill
an be used untrained, and the bonus provided by the
Gearhead feat applies to untrained jury-rig attempts.

Retry: There are no restrictions on repeated Repair
theeks. In some specific cases, the GM may decide that a
filled Repair check has negative ramifications that prevent
repeated checks.

Special: You can take 10 or take 20 on a Repair check.
When making a Repair check to accomplish a jury-rig repair,
sou can't take 20.

A character with the Gearhead feat and at least 1 rank
in this skill gets a +2 aptitude bonus on all Repair checks.
Time: Simple repairs take a few minutes to accomplish.
{omplex repairs can take hours or even days. You can make
1 jury-rig repair as a full-round action, but the work only

lasts until the end of the scene.

Ride (Dex)
Use this skill to ride any kind of mount, including tauntauns,
dewbacks, and banthas, among others.

Check: Typical riding actions don't require checks. You
an saddle, mount, ride, and dismount without a problem.
Mounting or dismounting an animal is a move action, Some
tusks, such as those undertaken in combat or other extreme
dreumstances, require checks. In addition, attempting trick
fding or asking the animal to perform an unusual tech-
nique also requires a check.

Riding Task DC
Guide with knees 5
Stay in saddle 5
Cover 15
Soft fall 15
leap 15

Control mount in battle 20
fast mount or dismount 20*
Unfamiliar mount +5
Yarmor check penalty applies.

Guide wirh Knees: You can react instantly to guide your
mount with your knees so that you can use both hands in
wmbat or to perform some other action. Make the check al
the start of your round. If you fail, you can only use one

hand this round because you need to use the other to
control your mount.

Stay in Saddle: You can react instantly to try to avoid
falling when your mount rears or bolts unexpectedly or
when you take damage.

Cover: You can react instantly to drop down and hang
alongside your mount, using it as one-half cover. You can't
attack while using your mount as cover. If you fail, you
don’t get the cover benefit.

Soft Fall: You react instantly when you fall off a mount,
such as when it is killed or when it falls, to try to avoid
taking damage. If you fail, you take 1d6 points of falling
damage (see Falling Damage in Chapter Eight: Combat).

Leap: You can get your mount to leap obstacles as part
of its movement. Use your Ride skill modifier or the mount’s
Jump skill modifier (whichever is lower) to see how far the
mount can jump [using the Jump skill, page 93). You check
against DC 15 to stay on the mount when it leaps.

Control Mount in Battle: As a move action. you can
attempt to control a mount while in combat. If you fail, you
can do nothing else that round. You do not need to roll for
war mounts (riding animals specifically trained for battle).

Fast Mount or Dismount: You can mount or dismount as
a free action. If you fail the check, mounting or dismount-
ing is @ move action. (You can't attempt a fast mount or
dismount unless you can perform the mount or dismount as
a move action this round, should the check fail.)

Special: If you are riding bareback, you take a -5 penalty
on Ride checks.

You can take 10 when making a Ride check, but you
can't take 20.

A character with the Animal Affinity feat gels a +2 apti-
tude bonus on Ride checks.

Time: Ride is a move action, except when otherwise
noted for the special tasks listed above.

Search (Int)
You can make a detailed examination of a specific area,
looking for lost items, hidden compartments, and traps, or
to discern other details that aren’t readily apparent at a
casual glance. The Search skill lets a character detect some
small detail or irregularity through active effort, whereas the
Spot skill lets you notice something with a quick scan.
Check: You generally must be within 4 meters of the
object or surface to be examined. You can examine up to a
2-meter-by-2-meter area or a volume of goods 2 meters on
a side with a single check.

DC Task

10 Ransack an area to find a certain item

20 Notice a typical secret compartment, a simple trap,
or an obscure clue

25+  Find a complex or well-hidden secret compartment
or trap; notice an extremely obscure clue

Special: You can take 10 when making a Search check,
You can take 20, but it takes 2 minutes to do so.

A character with the Sharp-Eyed feat gets a +2 aptitude
bonus on Search checks.

Time: A Search check is a full-round action.

=l
-]
-3

7
&
=
=
7




7))
2
[t
r"
A

See Force (Wis)

Forve Skill; Requires the Force-Sensitive and Sense feats
You can detect the presence of the Force in a person or
locate someone strong in the Force by examining the
emanations and currents in the Force.

Check: See Force detects the relative strength of the
Foree in a place or person, or reveals the presence of other
Force-users. Your See Force check is opposed by the Force
Stealth check of another Force-user. If there is someone or
something to detect, you spot a glowing line of energy in
the Force, more brilliant than the presence of non-Force-
users, and mentally follow it to its source.

You can use this skill on a specific target within your
sphere of influence (a radius in meters equal to 100 x
your Force-user level). On a successful check, the GM
reveals whether or not the target is a Force-user (if the
targel has the Force-Sensitive feat, the target is a Force-
user) and, if so, the relative strength of the target’s
Force-using ability compared to your own. (If the target
has mare levels in a Force-using class than you do, the
target is more powerful than you are.) You don't have to
be able to see your target, but you should have a general
idea that someone’s there. (For instance, you could use
See Force on an enemy pilot, even if you couldn't see
him, as long as he was within range.)

You can also use See Force to examine the currents and
emanations in the Force to reveal the presence of other
Force-users within your sphere of influence (which is 100
meters % your Force-user level). Darth Vader used this
application to sense Obi-Wan Kenobi on the Death Star in
A New Hope.

If there is no Force Stealth check o oppose your See
Foree cheek, the DC is 25 minus the Force-user level of the
target that could be sensed (you sense the closest target
with the first check, and subsequent checks reveal other
targets, if there are any, ranging out from there).

Special: You can take 10 when making a See Force
check. but you can’t take 20.

A character with the Aware feat gets a +2 aptitude
bonus on See Force checks,

Time: See Force is a full-round action.

Vitality Point Cost: 3.

Sense Mative (Wis)

Use this skill to tell when someane is bluffing you, This skill
represents sensitivity to the body language, speech habits,
and mannerisms of others.

Check: A successful check allows you to avoid being
bluffed (see the Bluff skill, page 77). You can also use the
skill to tell when someone is behaving oddly or to assess
someone’s trustworthiness.

In addition, you can use this skill to make a gut assess-
ment of a social situation. You can get the feeling from
another's behavior that something is wrong, such as when
you're talking to an impostor. Alternatively, you can get the
feeling that someone is trustworthy and honorable. The DC
for such a hunch is 20.

Retry: No, though you may make a Sense Motive check
for each bluff made on you.

Special: You can take 10 when making a Sense Motive
check, but you can't take 20.

b |

A character with the Sharp-Eved feat gets a 42 aptitude
bonus on Sense Motive checks.

Time: Trying to gain information with this skill takes at
least 1 minute, and you could spend a whole evening trying
to get a sense of the people around you.

Sleight of Hand (Dex)

Trained Only; Armor Check Penalty

You can lift a purse and hide it on your person, palm an
unattended object, or perform some feat of adroitness with
an object no larger than a hat or a loaf of bread.

Check: A check against DC 10 lets you palm a coin-sized
unattended object. Minor feats of sleight of hand, such as
making a coin disappear, are also DC 10 unless an observer
is concentrating on noticing where the item went.

When performing this skill under close observation, your
skill check is opposed by the observer’s Spot check. The
observer’s check doesn’t prevent you from performing the
action, just from doing it unnoticed.

When you try to take something from another person,
your opponent makes a Spot check to detect the attempt.
To attain the item, you must get a result of 20 or higher,
regardless of the opponent’s check result. The opponent
detects the attempt if her check result beats your check
result, whether or not you take the item.

Retry: A second Sleight of Hand attempt against the
same target, or when being watched by the same observer,
has a DC 10 higher than the first skill check if the first ched
failed or if the attempt was noticed.

Special: You can take 10 when making a Sleight of Hand
check, but you can't take 20,

A character with the Nimble feat and at least 1 rank in
this skill gets a 42 aptitude bonus on Sleight of Hand
checks,

Time: Sleight of Hand is an attack action,

Speak Language (None)
Trained Only
The Speak Language skill doesn't work like a standard skill,

@ You start at 1st level knowing how to speak your
primary language, and perhaps an additional language
(See Chapter Two: Species.) You also select a number
of additional languages to speak or read and write
equal to your Intelligence bonus, [(Remember that
Speak Language and Read/Write Language are differ-
ent skills.)

@ Instead of buying a rank in Speak Language, you
choose a new language that you can speak.

@ You don't make Speak Language checks. You either
know how to speak and understand a specific languag
or you don’t,

@ To be able to read and write a language that you can
speak, you must take the Read/Write Language skill for
the appropriate language.

@ Possible languages to choose from when you want to
buy new Speak Language skills include Basic, Bothese.
Cerean, Dosh, Dug, Durese, Ewokese, Gamorrean,
Geonosian, Gungan, Huttese, Ithorese, Jawa Trade
Language, Kaminoan, Kel Dor, Mon Calamarian,
Neimoidian, Quarrenese, Rodese, Ryl, Sith, Sullustese,




Yuuzhan Vong, and Zabrak. Your GM might determine
that you can’t learn a specific language due to the
circumstances of your campaign.

fiasic, the common language of the galaxy, is spoken (or at
least understood) by most civilized species in the galaxy.
Fven species such as Wookiees (who physically can’t
punounce words in Basic) learn Lo understand it in order to
gel along with other species.

Some languages are unique Lo a species and generally
@'l be spoken by those of other species. For instance,
Shyriiwook (the language of Wookiees) can be understond
readily by Humans who take the time to learn it, but the the
Human vocal apparatus is incapable of reproducing the
sounds of the language.

Lekku, the head-tail language of the Twi'leks, is an exam-
pie of @ nonverbal or body language. Even if a non-Twi'lek
leams to understand the language, without the unique
Twi'lek head-tail protrusions, such a “speaker”™ would find it
next Lo impossible to communicate using that language.,

Retry: Not applicable. [There are no Speak Language
thecks to fail.)

Spot (Wis)

Uise this skill to notice opponents waiting in ambush, to see
1 scoundrel lurking in the shadows, or to discern a wampa
liding in a snowbank by making a quick scan of your
suroundings.

Check: The Spat skill is used primarily to detect characters
or creatures that are hiding. Typically, Spot is opposed by the
Hide check of the character trying not to be seen. Sometimes
3 ceature isn't intentionally hiding but is still difficult to sce,
s successful Spot check is necessary to notice it,

Spot is also vsed to detect someone in disguise (see the
Disguise skill, page 83), or to notice an incongruity or a clue
fhat can be seen at a glance.

The GM may call for a Spot check by a character who is
i 4 position to notice something. You can also make a Spot
theck voluntarily if you want 1o try 1o notice something in
your vicinity.

The GM may make the Spot check in secret so that you
| don't know whether not noticing anything means that
nothing is there or that you rolled low.

A successful Spot check when there isn't anything to
notice results in you noticing nothing.

Your Spot check is modified by a -1 penalty for every 4
meters of distance between you and the creature or object
you are trying to discern. The check carries a further -5
penalty if you are in the midst of activity (a combat scene, a
mowded street, a bustling cantina, and so forth),

Retry: You can make a Spot check every time you have
the opportunity to notice something in a reactive manner.
As a full-round action, you may attempt to notice some-
thing that you failed (or believe you failed) to notice
previously.

Special: You can take 10 or take 20 when making a Spot
theck. Taking 20 means you spend 2 minutes attempting to
notice something that may ar may not be there to notice.

A character with the Alertness feat gets a +2 aptitude
bonus on Spot checks.

Time: A Spot check is either a reaction (if called for by
the GM) or a full-round action (if you actively take the time
to try to notice something).

Survival (Wis)

Use this skill to hunt wild game, guide a party safely

through frozen wastelands, identify signs that wampas live

nearby, or avoid quicksand and other natural hazards.
Check: You can keep yourself and others safe and fed in

the wild.

DC  Task

10 Get along in the wild. Move up to one-half your
overland speed while hunting and foraging (no
food or water supplies needed). You can provide
food and water for one other person for every 2
points by which your check result exceeds 10.

15 Gain a +2 circumstance bonus on Fortitude saves

against severe weather while moving up to one-half

your overland speed, or gain a +4 circumstance
bonus if stationary. You may grant the same bonus
to one other character for every 1 point by which
your check result exceeds 15.

18 Avoid getting lost and avoid natural hazards, such
as quicksand.

With the Track feat, you can also use Survival checks to
track a character or animal across various terrain types (see
Track, page 116).

Special: You can take 10 when making a Survival check.
You can take 20 if there is no danger or penalty for failure,
but it takes twenty times as long as usual to do so.

A character with the Rugged feat gets a +2 aptitude
bonus on Survival checks.

Time: Basic Survival checks occur each day in the wilder-
ness or whenever a hazard presents itself. When using
Survival with the Track feat to track a character or animal,
checks are made according to distance, as described in the
Track feat, page 116.

Swim (Str)
Using this skill, a land-based creature can swim, dive, navi-
gate underwater obstacles, and so on.

Check: A successful Swim check allows you to swim
one-guarter your speed as a move action or one-half your
speed as a full-round action. Roll once per round. If you
fail, you make no progress through the water. If you fail
by 5 or more, you go underwater and starl to drown (see
Drowning in Chapter Twelve: Gamemastering).

If you are underwater (whether drowning or swimming
underwater intentionally), you take a cumulative -1 penalty
to your Swim check for each consecutive round you've been
underwater.

The DC for the Swim check depends on the water:

Water DC
Calm water 10
Rough water 15
Stormy water 20
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Each hour that you swim, make a Swim check against DC
20 or take 1d6 paints of vitality damage from weariness.

Retry: A new check is allowed the round after a check
is failed.

Special: Instead of an armor check penalty, you suffer a
penalty of =1 for each 2 kilograms of gear you carry.

You can take 10 when making a Swim check, but you
can't take 20.

A character with the Athletic feat gets a +2 aplitude
bonus on Swim checks.

Time: A Swim check is either a move action or a full-
round action, as described above.

Telepathy (Wis)
Force Skill; Requires the Force-Sensitive and Sense feats
You can use the Force to establish a mental link with a
specific target. Through the link, you can exchange emotions
and a single thought, such as “Go!", “Help!®, or “Danger!”
Cheack: A Telepathy check establishes a mental link with
a specific target. For a friendly target, the check is against
DC 10 (modified by distance, as shown below). For hostile
targets, the check must exceed the target’s Will saving
throw or DC 15, whichever is higher, (Add the distance
modifier to the save result or the DC as appropriate,) The
maximum range for this skill depends on whether the larget
you wanl to contact is Force-sensitive (has the Force-
Sensitive feat).

Max Range Max Range Distance
(Non-Force) (Force) Modifier
10 m 10 k +0
100 m 100 k +10

1,000 m 1,000 k +20

Special: You can take 10 or take 20 when making a
Telepathy check.

A character with the Link feat gets a +2 aptitude bonus
on Telepathy checks.

Time: A Telepathy check is a8 move action.

Vitality Point Cost: 3.

Treat Injury (Wis)
Use this skill to help characters that have been hurt by
damage, poison, or disease.

Check: The DC and effect depend on the task you
attempt.

Task DC
Long-term care 15
Treat daze 10
Treat disease See below
Treat knockout 15
Treat poison See below
Treat stun 15
Use medical kit 15
Use medpac 15
Use bacta tank 20

Long-Term Care; Some injuries require treatment that
stretches over a number of days. The successful application
of this skill allows a patient to recover wound points and

ability points lost (o temporary damage at twice the nomg
rate (2 wound points or 2 ability points restored per day,
instead of the normal 1 per day). A new check is made each
day; on a failed check, recovery occurs at the normal rate
for that day of rest and care.

You can tend up to as many patients as you have ranks
the skill. You need medical supplies, and the patients need
to spend all their time resting. You need to devote at leas! |
hour of the day 1o each patient you are caring for.

Treat Daze: You can tend to a dazed character. As an
attack action, a successful Treat Injury check removes the
dazed condition from another character. You must have a
medical kit to treat a dazed character.

Treat Disease: You can tend to a diseased character
Every time the discased character makes a saving throw
against disease effects (after the initial contamination), you
make a Treat Injury check to help the character fend off
secondary damage. The diseased character uses your result
instead of his own saving throw if your result is higher.

Treat Knockout: You can tend to a knocked-out characta
As an attack action, a successful Treat Injury check removes
the knocked-out condition from another character. You mus
have a medical kit to treat a knocked-out character.

Treat Poison: You can tend to a poisoned character.
Every time the poisoned character makes a saving throw
against poison effects {after the initial introduction of the
poison to his or her system), you make a Treat Injury check
to help the character avoid secondary damage. The
poisoned character uses your result instead of his own
saving throw if your result is higher.




Treat Stun: You can tend to a stunned character. As an
itack action, a successful Treat Injury check removes the
swimed condition from another character. You must have a
smedical kit to treat a stunned character.

Use Medical Kir: With a medical kit and a little skill you
it keep a badly wounded character from dying or restore
iality points. This check is an attack action.

Il'a character has negative wound points and is losing
swound points (at | per round, 1 per hour, or | per day), you
‘an stabilize the character. The character regains no wound
paints, but he or she does stop losing them. A character can
ke stabilized as often as necessary.

If a character has lost vitality points, you can restore
‘ame of them by giving the character’s system a boost. A
sicessful check restores a number of vitality points equal
# the number of ranks you possess in the skill. The number
wstored can never exceed the character’s full normal total
phiitality points. This application can only be used success-
fully on a character once in a 24-hour period.

Use Medpac: A medpac is a simple medical device that is
solied to a wounded character and activated., A medpac
wstores 1d2 wound points to any wounded character (up to
e character’s Tull normal total of wound points) with a
wiccessful skill check as an attack action. This application
n only be used successfully on a character once in a 24-
our period,

: Use Bacta Tank: A specialized medical tank filled with
{he miraculous liquid, bacta, promotes rapid healing and
s as @ powerful disinfectant. When a character is disabled
wdving, bacla tank treatment is the best way to restore

wound points to such a grievously injured being. With a
successful Treat Injury check and a bacta tank, a character
recovers vitality points at a rate of 3 per level per hour, and
wound points at a rate of | per hour. So, over the course of
a 12-hour bacta tank treatment, a character recovers up to
36 vitality points and 12 wound points.

Special: The Surgery feat gives a character the extra
training he or she needs to use Treat Injury to help a
wounded character recover faster by means of an operation,

You can take 10 when making a Treat Injury check, but
you can't take 20.

You can use the Treat Injury skill on yoursell only if you
are using a medical kit or a medpac. In either case, you take
a -5 penalty on your check.

Time: Treal Injury checks take different amounts of time
based on the task at hand, as described above.

Tumble (Dex)

Trained Only; Armor Check Penalty

You can dive, roll, somersault, flip, and so on. You can’t use

this skill if your speed has been reduced by armor or by

excess equipment (see Lifting and Dragging, page 127).
Check: You can land softly when you fall or tumble past

opponents, You can also tumble to entertain an audience

fas with the Entertain skill).

DC  Task

15 Treat a fall as if it were 4 meters shorter when
determining damage.

15 Tumble up to 6 meters (as part of normal move-
ment), risking no attacks of opportunity. Failure
means you tumble 6 meters but risk attacks of
opportunity normally.

25 Tumble up to & meters (as part of normal move-
ment), risking no attacks of opportunity while doing
so and moving through areas occupied by oppo-
nents (over, under, or around them as if they
weren't there). Failure means you tumble 6 meters
and can move through enemy-occupied areas but
risk attacks of opportunity normally.

Retry: An audience, once it has judged a tumbler as
uninteresting, is not receplive to repeal performances,

Special: A character with 5 or more ranks in Tumble
gains a +3 dodge bonus to Defense when executing the
fight defensively attack action instead of the normal +2
dodge bonus to Defense (see Fighting Defensively in
Chapter Eight: Combat).

A character with 5 or more ranks in Tumble gains a +6
dodge bonus to Defense when executing the total defense
attack action instead of the normal +4 dodge bonus to
Defense (see Total Defense in Chapter Eight: Combat),

You can take 10 when making a Tumble check, but you
can't take 20.

A character with the Acrobatic feat and at least 1 rank
in this skill gets a +2 aptitude bonus on Tumble checks.

Time; You can try to reduce damage from a fall as a
reaction once per fall. You can attempt to tumble as part of
movement once per round. Tumble is either a reaction
{when used to avoid falling damage) or a move action,
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A feat is a special feature that either gives your character a
new capability or improves one he or she already has. For
example, Kelko, a Rodian fringer, chooses to start with the
Improved Initiative feat at 1st level. That feat adds a +4
circumstance bonus to his initiative checks. He gains a new
feat at 3rd level and chooses Dodge. This feat allows Kelko
to avoid the attacks of an opponent he selects, improving
his Defense against that opponent.

Unlike a skill, a feat has no ranks. A character either has
the feat or doesn’t have it.

Acquiring Feats

Unlike skills, feats are not bought with points. You simply
choose them for your character. Each character gets one
feat when the character is created (at 1st level). At 3rd,
6th, 9th, 12th, 15th, and 18th level, he or she gains
another feat (see Table 3-1: Experience and Level-
Dependent Benefits, page 36). For multiclass characters,
feats are gained according to total character level, not by
individual class levels.

Additionally, many classes get extra class-related
feats chosen from special lists (see the class descrip-
tions in Chapter Three: Classes). Humans also get a
bonus feat at 1st level, chosen from any feat the char-
acter qualifies for.

Prerequisites

Some feats have prerequisites. A character must have the
listed ability score, feat, skill, or base attack bonus in
order to select or use that feat. A character can gain a
feat at the same level at which he or she gains the
prerequisite.

A prerequisite that contains a numerical value is a mini-
mum; any value higher than the one given also meets the
prerequisite. For instance, the prerequisite for the
Frightful Presence feat is Cha 15, Intimidate 9 ranks. Any
character with a Charisma score of 15 or higher and at
least 9 ranks in Intimidate meets the prerequisite.

You can’t use a feat if you've lost a prerequisite. For
example, if your Strength drops below 13 because you are
fatigued, you can’t use the Power Attack feat until your
Strength returns to 13 or higher.

Types of Feats

Most feats are general, meaning that no special rules
govern them. Force feats, on the other hand, give charac-
ters access to Force skills or allow them to access the Force
to accomplish amazing actions.

What's New?

If you don’t have the previous edition of the Siar Wars
Roleplaying Game, you can skip this section. It explains
what we changed in this chapter for the new edition.

In this chapter, we did some work to clarify each feat and
its uses in play. We made some adjustments to the rules
where appropriate, based on feedback and playtesting. We
added new feats to work with the new attack of opportu-




Table 5-1: Feats
Feat

Acrobatic

Alertness

Ambidexterity

Animal Affinity

Armor Proficiency (light)

Armor Proficiency (medium)
Armor Proficiency (heavy)

Armor Proficiency
(powered)

Athletic

Blind-Fight

Cautious

Combat Expertise
Improved Disarm
Improved Trip
Whirlwind Attack

Combat Reflexes
Dodge
Mability
Spring Attack

Endurance

Exotic Weapon Proficiency *
Fame

Force-Sensitive

Frightful Presence
Gearhead

Great Fortitude

Headstrong

Heroic Surge

Improved Critical *

Improved Initiative

Infamy

Influence

Iron Will

Lightning Reflexes

Low Profile

Martial Arts
Defensive Martial Arts
Improved Martial Arts

Advanced Martial Arts

Prerequisite

Dex 15

Armor Proficiency (light)

Armor Proficiency (light),
Armor Proficiency
(medium)

Armor Proficiency (light),
Armor Proficiency
(medium)

Int 13

Int 13, Combat Expertise

Int 13, Combat Expertise

Dex 13, Int 13, Dodge,
Moability, Spring Attack,
Combat Expertise,
base attack bonus +4

Dex 13

Dex 13, Dodge

Dex 13, Dodge, Mobility,
base attack bonus +4

Base attack bonus +1

Cha 15, Intimidate 9 ranks

Proficient with weapon,
base attack bonus +8

Martial Arts

Martial Arts, base attack
bonus +4

Martial Arts, Improved
Martial Arts, base attack
bonus +8

Feat

Mimic

Nimble

Persuasive

Point Blank Shot
Far Shot
Precise Shot
Rapid Shot

Multishot

Shot on the Run

Power Attack
Cleave
Great Cleave

Improved Bantha Rush
Sunder
Quick Draw
Quickness®
Rugged
Run
Skill Emphasis *
Sharp-Eyed
Spacer
Stamina
Starship Dodge *

Starship Operation *

Steady

Stealthy

Surgery

Toughness®

Track

Trick

Trustworthy

Two-Weapon Fighting
Improved Two-Weapon

Fighting

Weapon Finesse *
Weapon Focus*®

Weapon Group Proficiency *
Zera-G Training

Prerequisite

Point Blank Shot

Point Blank Shot

Dex 13, Point Blank Shot

Dex 13, Point Blank Shot,
Rapid Shot

Dex 13, Point Blank Shot,
Dodge, Mability

Str 13

Str 13, Power Attack

Str 13, Power Attack, Cleave
base attack bonus +4

Str 13, Power Attack

Str 13, Power Attack

Base attack bonus +1

Con 13

Dex 13, Pilot 6 ranks,
Starship Operation (star-
fighter or space transpor)

Pilot 2 ranks

Treat Injury 4 ranks

Two-Weapon Fighting,
Ambidexterity,
base attack bonus +9
Proficient with weapon,
base attack bonus +1
Proficient with weapon,
base attack bonus +1

Dex 13, Tumble 4 ranks

* You can gain this feat multiple times. fts effects do not stock. Each time you fols
the feat, it applies to a different skill, starship, weapon, or weapon group.

B you can gain this feat multiple times. its effects stock.

nity rules, expanded the scope and uses of martial arts
feats, and included a few new noncombat feats to round
out options and opportunities. We reworked the Force feats
a bit, added some new ones, and moved others into other
places in the game. For example, Force Lightning is now a
skill instead of a feat. Finally, we reorganized the chapter so
that all feats are presented in alphabetical order. Force feats
are called out, though, for easy identification.

Feat Descriptions

Here is the format for feat descriptions.

Feat Name
Description of what the feat does or represents in plain
language, with no game mechanics.

Prerequisite: A minimum ability score, another feat or
feats, a minimum base attack bonus, the minimum rank in
skill, and/ar a minimum level in a class that a character
must have to acquire this feat, This entry is absent if a feal
has no prerequisite.




Table 5-2: Force Feats

_ Prerequisite
- Alter Force-Sensitive *, Force level 1st
Compassion Alter
Focus Alter, Control

Force Flight Alter, Move Object 6 ranks,
Force level 7th
Int 13, Alter, Move Object

5 ranks, Force level 6th

Force Whirlwind

Mind Trick Alter

& Cantrol Force-Sensitive *, Force level 1st
Attuned Control
Burst of Speed Control, Force level 3rd

Force Speed Control, Burst of Speed,
Force level 7th
Knight Speed Control, Burst of Speed,
Jedi level 7th
Master Speed Dex 13, Control, Burst of Speed,
Jedi level 11th
Dissipate Energy Contral, Force level 4th
Lightsaber Defense Dex 13, Control, Exotic Weapon

Proficiency (lightsaber),
Force level 3rd

Dex 13, Control, Exotic Weapon
Proficiency (lightsaber),
Lightsaber Defense,
Jedi level 7th

Dex 13, Control, Exotic Weapon
Proficiency (lightsaber),
Lightsaber Defense,
Jedi level 11th

Mettle Control

Rage Control, 2 Dark Side Points

Knight Defense

Master Defense

force Mastery Wis 15, Force-Sensitive ®, Force

level 7th
High Force Mastery Wis 17, Force Mastery, Force
level 11th
'~ Sense Force-Sensitive*, Force level 1st
Aware Sense
Force Mind Wis 15, Sense, Force level 3rd

Improved Force Mind ~ Wis 15, Sense, Force level 5th

Knight Mind Wis 15, Sense, Force Mind,
Jedi level 7th
Master Mind Wis 15, Sense, Force Mind,
Jedi level 11th
Link Sense
Malevolent Sense, Alter

| Yhorce-Sensitive is o prerequisite for all Force Feats. The prerequisite “Force level”
Bdcotes levels in any of the three Force-using classes (Force adept, Jedi consular,
wnd Jech guardian). Jedi level™ indi Jevels in o Jedi class (consular ar

ferdion)

Benefit: What the feat enables you (the character) to do.
Normal: What a character who does not have this feat is
 limited to or restricted from doing. If not having the feat
tauses no particular drawback, this entry is absent.

Special: Additional facts about the feat that may he
‘ Ielpful when you decide whether to acquire the feat.

Acrobatic
You are very agile.
Benefit: You get a +2 aptitude bonus on all Jump checks

and Tumble checks. Remember that the Tumble skill can't
be used untrained.

Advanced Martial Arts
You are a master of unarmed combat due to your advanced
training.

Prerequisite: Martial Arts, Improved Martial Arts, base
attack bonus +8.

Benefit: A Medium-size character deals 3d4 damage with
an unarmed strike. Strength madifiers apply. Also, you
threaten a critical hit on a natural 18, 19, or 20 when
making an unarmed attack.

Small characters deal 3d3 damage and Large characters
deal 3d6 damage with an unarmed strike and this feat.

Alertness
You are keenly aware of your surroundings.

Benefit: You get a +2 aptitude bonus on all Listen
checks and Spot checks.

Alter (Force Feat)
You can change the distribution and nature of the Force in
your environment.

Prerequisite: Force-Sensitive, Force level 15t

Benefit: You may leamn Alter-based Force skills. Once this
feat is selected, Alter-based Force skills are considered to be
class skills for you.

With this feat, you can use the following skills untrained:
Affect Mind, Drain Energy, Force Grip, Force Lightning,
Force Strike, Heal Another, and Move Object, If the use of a
particular skill has a Dark Side Point penalty, you gain a
Dark Side Point even though you used the skill untrained.

Normal: Without this feat, you can't learn Alter-based
Force skills.

Special: A character from any of the Force-using classes
can select the feat for free with the Force training class
feature, or a Force-user can select this feat earlier at the
expense of some other feat. If Alter is selected earlier, then
no bonus feat is gained when the character reaches the level
at which Force training would provide Alter for free.

Ambidexterity
You are equally adept at using either hand.

Prerequisite: Dexterity 15,

Benefit: You ignore all penalties for using an off hand.
You are neither left-handed nor right-handed.

Normal: Without this feat, a character who uses his or
her off hand takes a -4 penalty on attack rolls, ability
checks, and skill checks. For example, a right-handed char-
acter wielding a weapon with her left hand takes a -4
penalty on attack rolls with that weapon.

Special: This feat helps offset the penalty for highting
with two weapons, See the Two-Weapon Fighting feat,
page 117, and Table B-3: Two-Weapon Fighting Penalties.

Animal Affinity
You are good with animals,

Benefit: You get a +2 aptitude bonus on all Handle
Animal checks and Ride checks. Remember that the Handle
Animal skill can’t be used untrained.

EI
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Armor Proficiency (heavy)
You are proficient with heavy armor (see Table 7-3: Armor).
Prerequisite: Armor Proficiency (light), Armor Profi-
ciency (medium).
Benefit: See Armor Proficiency (light).
Normal: See Armor Proficiency (light).

Armaor Proficiency (light)
You are proficient with light armor (see Table 7-3: Armor).

Benefit: When you wear a type of anmor with which you
are proficient, the armor check penalty applies only 1o
Climb, Escape Artist, Hide, Jump, Move Silently, Sleight of
Hand, and Tumble checks.

Normal: A character who wears armar with which she is not
proficient takes an armor check penalty on attack rolls and on
all skill checks that involve moving, including Ride and Pilot.

Special: Soldiers get this feat for free.

Armaor Proficiency (medium)

You are proficient with medium armor (see Table 7-3: Armor).

Prerequisite: Armor Proficiency (light).
Benefit: See Armor Proficiency (light).
Naormal: See Armor Proficiency (light).

Armor Proficiency (powered)
You understand how to fully utilize the various features of
powered armor.

Prerequisite: Armor Proficiency (light), Armor Profi-
ciency (medium).

Benefit: See Armor Proficiency (light).

-

Narrmal: See Armor Proficiency (light). In addition, a
character who wears powered armor without this feat dos
not receive any bonuses to ability checks or skill checks
provided by the armor.

Athletic
You have a knack for athletic endeavors.

Benefit: You get a +2 aptitude bonus on all Climb ched
and Swim checks.

Attuned (Force Feat)

You are in harmony with yourself through your connection

to the Force.

Prerequisite: Force-Sensitive, Control.

Banefit: You get a +2 aptitude bonus on all Enhance
Ability checks and Heal Self checks.

Aware (Force Feat)
You are in harmony with your surroundings through your
connection to the Force.

Prerequisite: Force-Sensitive, Sense,

Benefit: You get a +2 aptitude bonus on all Enhance
Senses checks and See Force checks.

Blind-Fight

You know how to fight in melee without being able to sec

your foes.

Benefit: In melee combat, every time you miss becaus
of concealment, you can reroll your miss chance
percentile roll one time to see if you actually hit (see I
Fable 8-9: Concealment, page 163).

You take only half the usual penalty to speed for being
unable to see. Darkness and poor visibility in general

reduces your speed to three-quarters of normal, instead of
one-half (see Table 6-8: Hampered Movement, page 126},

Burst of Speed (Force Feat)
The Force allows you to move exceptionally fast for a brief
period of time.
Prerequisite: Force-Sensitive, Control, Force level 3rd
Benefit: You may increase your base speed to 10 times
normal for 1 round, This increase has the side effect of
multiplying your jump distance by 5 during this time period |
Using this feat requires a full-round action and an expendi
ture of 5 vitality points.

Cautious
You are especially careful with tasks that may yield cata-
strophic results,

Benefit: You gel a +2 aptitude bonus on all Demolitions
checks and Disable Device checks. You must have at least 1
rank in the skill to use the aptitude bonus, since neither skil |
can be used untrained.

Cleave
You can follow through with a powerful melee attack. ‘

Prerequisite: Strength 13, Power Attack.

Benefit: If you deal an opponent enough damage 1o
reduce his wound points to below 0, you get an immediate
extra melee attack against another opponent in the area.
You cannot take a 2-meter step before making this extra




fatk, The extra attack is with the same weapon and at the
bonus as the attack that dropped the previous oppo-
ent You can use this ability onee per round.

bat Expertise
You are trained at using your combat skill for defense as
a5 offense.
Prarequisite: Intelligence 13,
Benefit: When you use the attack action or full attack
action in melee, you can take a penalty of up to -5 on your
attack and add the same number (up to +5) to your
Defense. This number may not exceed your base attack
fonus. The changes 1o attack rolls and Defense last until
your next action. The bonus to your Defense is a dodge
s [and as such it stacks with other dodge bonuses you
may have),

Normal: A character not capable of the Combal Expertise
fegt can fight defensively while using the attack or full
attack action to take a -4 penalty on attacks and gain a +2
dodge honus to Defense.

Combat Reflexes
You can respond quickly and repeatedly to opponents who
let their guard down.

Benefit: When opponents leave themselves open, you
may make a number of additional attacks of opportunity
equal Lo your Dexterity modifier. For example, a character
with a Dexterity of 15 can make a total of three attacks of
apportunity in a round: the one attack of opportunity every
tharacter is entitled to, plus two more attacks because of his
+3 Dexterity bonus. If four stormtroopers move through the
tharacter’s threatened area, he can make attacks of oppor-
limity against three of the four. You still only make one
altack of opportunity on a single opponent.

With this feat, you may also make attacks of opportunity
while flat-footed,

Normal: A character without the Combat Reflexes feat
tin make only one attack of opportunity per round and
can't make attacks of opportunity while flat-footed.

Compassion (Force Feat)
You are concerned with the welfare of others and connected
{0 them through the Force,

Prerequisite: Force-Sensitive, Alter,

Benefit: You get a +2 aptitude bonus on all Empathy
thecks and Heal Another checks.

Lontrol (Force Feat)
You can access your inner Force, using it to better utilize
the powers of your own body.

Prerequisite: Force-Sensitive, Foree level 1st.

Banefit: You may learn Control-based Force skills. Once
ihis feat is selected, Control-based Force skills are consid-
gred 1o be class skills for you.

With this feat, you can use the following skills untrained:
Force Defense, Force Stealth, and Heal Self.

Farce Trance: Also, you may enter a Force trance that slows
your metabolismm, allowing you to survive for extended periods
of time with very little air, water, or food. You may enter a
trance at will; doing this requires a full-round action. 1t also
tikes a full round to awaken from the trance. While in a

trance, your heartbeat slows, your breathing all but ceases,
and you appear to be dead. (Use of the Sense-based skill
See Force will identify the target as being in a trance,
though the DC is increased by 5.) A character in a Force
trance uses only 10% as much air as a sleeping person and
needs no food or water for an extended period of time. For
purposes of natural healing, a Force trance is the equivalent
of assisted healing (see Healing, page 160).

When entering a trance, the character must declare the
circumstances under which the trance will end. Examples
include a time limit or a certain stimulus (such as being
touched). A character in a trance is not conscious of his or
her surroundings and may not use any skills or abilities.

A character can remain in a trance for up to one week in a
dry climate or up to one month in a wet climate before
succumbing to thirst. If a character can stay hydrated (via an
intravenous drip, for example), he could remain in a trance
for up to three months before dying of starvation.

Prolang Force: Also, you may continue 1o use Force skills
after you run out of vitality points by powering them with
wound points, You must be reduced to 0 vitality points to
use this option. A wound point provides twice the power of
a vitality point, so all costs are halved (round up, minimum
of 1). For example, a Force skill that costs 5 vitality points
to use can be powered with 3 wound points, provided you
are totally out of vitality points.

Normal: Without this feat, you can't learn Control-based
Force skills.

Special: A character from any of the Force-using classes
can select this feat for free with the Foree training class
feature, or a Force-user can select this feat earlier at the
expense of some other feat. IT Control is selected earlier,
then no bonus feat is gained when the character reaches
the Tevel at which Force training would provide Control
for free.

Defensive Martial Arts
You are skilled at avoiding harm due to your improved
martial arts training.

Prerequisite: Martial Arts.

Beanefit: You get a +2 dodge bonus to Defense.

Dissipate Energy (Force Feat)
You can resist and sometimes absorb energy damage and
turn it to your advantage,

Prerequisite: Force-Sensitive, Control, Force level 4th.

Benefit: You may dissipate or perhaps absorb energy
damage you would otherwise take because of your environ-
ment or because of an attack. To do so, you make a
Fortitude saving throw against a DC equal to 10 + the
amount of damage inflicted. If the save is successful, you
don't take any damage and you gain | vitality paint for
every 2 points of wound damage you would have taken (but
you can’t gain vitality points in excess of your full normal
total), If the saving throw fails, you take the full damage.

Dissipate Energy is used as a reaction, and costs no vital-
ity points.

Dodge
You are adept at dodging attacks,
Prerequisite: Dexterity 13.
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Benefit: During your action, you designate an oppo-

nent and receive a +1 dodge bonus to Defense against
any subsequent attacks from that opponent. You can
select a new appanent on any action.

Special: A condition that makes you lose vour Dexterity
bonus to Defense (if any) also makes vou lose dodge
bonuses. Also, dodge bonuses stack with each other, unlike
muost other types of bonuses,

Endurance
You are capable of amazing feats of endurance.

Benefit: You gain a +4 bonus to the following checks
and saves: Swim checks to stave off weariness, Constitution
checks to continue running, Constitution checks to hold
your breath, Constitution checks to avoid damage from
starvation or thirst, Fortitude checks to avoid damage from
hot or cold environments, and Fortitude checks to resist
damage from oxygen deprivation.

Exotic Weapon Proficiency
Choose an exotic weapon, such as bowcaster or lightsaber (see
Fable 7-2: Weapons for a list of exotic weapons). You under-
stand how to use that type of exotic weapon in combat.
Banefit: You make attack rolls with the weapon normally.
Narmal: A character who uses 2 weapon without being
proficient with it takes a ~4 penalty on attack rolls, Same
weapons (such as lightsabers) may have additional penalties
or drawbacks when used by a character who is ot profi-
cient [see Chapter Seven: Equipment).

your allies.

:

Special: You can gain this feat mudtiple times. Bach tim
you take the feat, it applies to a different weapon. Prafi-
ciency with the lightsaber has a prerequisite of Dexterity |

Fame
You are particularly well known.
Benefit: Your Reputation bonus increases by +3.
Special: You can't select both the Fame feat and the
Infamy feat, You're either famous or infamous, not both.

Far Shot
You can get greater distance out of a ranged weapon.

Preraquisite: Point Blank Shat.

Benefit: When vou use a blaster or a projectile weapon
{such as a bow), its range increment increases by one-hal
{multiply by 1.5). When vou use a thrown weapon [such a
a grenade), its range increment is doubled.

Focus (Force Feat)
You have a knack for using the Force in focused and spe-
cific ways.
Prerequisite: Force-Sensitive, Alter, Control,
Benefit: You get a +2 aptitude bonus on all Force Steall
checks and Force Strike checks.

Foree Flight (Force Feat)
You can wrap yourself in the Force and move yourself
toward a specific destination.

Prerequisita: Force-Sensitive, Alter. Move Object 6
ranks, Force level 7th.

Benefit: You gain the ability to control the Force to a
greater degree and can use it to move vourself from one
spol to anather. Doing this requires a successful Move
Object check and a vitality peint cost of 4. You can take 10
but you can't take 20 on this check. The distance vou traw
either harizontally or vertically as a move action is deter-
mined by the check result.

Result Distance
19 or less 10 meters
20-24 15 meters
254 20 meters

Force Mastery (Force Feat)
You can accomplish Force-related tasks with less concentre
tion than normal.

Prerequisite: Wisdom 15, Force-Sensitive, Force level
7th,

Benefit: Once per round, you may accomplish a Force-

related task that normally requires an attack or move actio
as a free action. The vitality point cost for this action is
double the normal cost [or 1 point if no cost is given),

Special: This feal is not cumulative with the effects of
High Force Mastery. That is, you cannot use hoth feats to
reduce a full-round action to a free action.

Force Mind (Force Feat)
You can grant a Force bonus to a single ability score of

Prerequisite: Wisdom 15, Force-Sensitive, Sense, Foree
level 3rd.




Benefit: The targets of this feat each gain a +2 Force
honus to a single ability score of your choice (all those
alfected gain the bonus to the same ability score). This
benefit requires a full-round action to initiate and lasts for
amimber of rounds equal to your Force-user level, Lsing
thie Force Mind feat costs 4 vitality points plus 1 vitality
point per target included. The individual using Force Mind
“may not be one of the targets.

Force-Sensitive
You are sensitive to the ebb and flow of the Force, Though
nol necessarily a Jedi or a Force-user, you are capable of
- leaming some basic Force skills,
- Benefit: You may leam Force-Sensitive-based Foree skills as
* class skills, 1F you have any Force-user levels [levels in any of the
| Force-using classes), you may select other Force-based feats
when the opportunity arises.
You gain one bonus Force Point when this feat is
selected. There is no limit to the number of Force Points a
character with this feat may possess.
You are more adept at calling upon the Force 1o use a
Farce Point (see Chapter Nine: The Force).
A Force-sensitive character (one who has the Force-
" Sesitive feat) can make a Wisdom check (DC 20] to avoid
- being surprised. A successful check allows you to act during
e surprise round, even if you would otherwise be surprised.
This feat also allows characters to begin the training
Ciecessary Lo eventually take up the mantle of a Force-user.
With this feat and a qualified teacher, a character can stan
1o learn the fundamentals of the primary Force feats (Alter,
' Control, and Sense) without actually gaining any of the

formidable powers associated with them. All of the children
learning at the Jedi temple, for example, use this feat to
help them through their various studies (including lightsaber
training) until they are selected by a single master to serve
as a Padawan leamer (and thus gain their status as a 1s1-
level Jedi consular or Jedi guardian).

Normal: Without this feat, you cannot gain any ranks in
Force skills or select other Force-based feats. Also, your
maximum allowed total of Force Points is 5 (any points
gained beyond this maximum are lost).

Special: Not everyone who selects this feat believes in the
Force. A character can gain the benefits of this feat and its
associated skills without understanding that he or she is call-
ing upon the Force. Such characters instead attribute their
success to luck, a special knack, or some other reason when
they take advantage of this feat.

Force adepts, Jedi consulars, and Jedi guardians gain this
feat for free at 15t level. A character who decides to pick up a
Force-user level later in his or her career must adhere 1o the
rules for multiclassing and starting feats [see page 63).

Force Speed (Force Feat)
The Force allows you to move extremely fast for a brief
period of time.

Prerequisite: Force-Sensitive, Control, Burst of Speed,
Force level 7th.

Benefit: Your base speed becomes 20 times normal for 1
round. This benefit has the side effect of multiplying your
jump distance by 10 during this time period. Using this feat
requires a full-round action and an expenditure of 8 vitality
points.
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Force Whirlwind (Force Feat)
You can use the Force to create a whirlwind of small objects
that hampers concentration and deals damage.

Prerequisite: Intelligence 13, Force-Sensitive, Alter,
Mave Object 5 ranks, Force level 6th,

Bensafit: You can use this specialized application of Move
Object to deal damage. With this feat, you wrap a swarm of
small objects in the Force and whip them into a whirlwind
that has a 4-meter radius. Doing this requires a Move Object
check (DC 20), an expenditure of 6 vitality points, and a
full-round action. You can take 10 when making this check,
but you can't take 20.

All targets within the whirlwind take a -4 penalty on all
attack rolls, skill checks, and ability checks as they are struck
repeatedly by small objects [rocks, tools, serap metal, or what-
ever else is in the area) and buffeted by a Force-generated
wind. The whirlwind deals 3d4 points of damage per round.
A target may attempl a Reflex save (DC 20) to reduce the
damage by half every round. The swarm lasts for 3 rounds.

You can create a whirlwind up to 50 meters away from
your location.

Frightful Presence
Your mere presence can terrify those around you.

Prerequisita: Charisma 15, Intimidate 9 ranks.

Benefit: Once per round you can, as a free action, use
your Frightful Presence. All opponents within 10 meters
who have fewer levels than you must make a Will saving
throw (DC 10 + one-half your level + your Charisma modi-
fier). An opponent who fails his save is shaken, taking a -2
penalty on attack rolls, saves, and skill checks for a number
of rounds equal to 1d6 + your Charisma modifier.

A successful save indicates that the opponent is immune
to your Frightful Presence for one day. This ability can’t
affect creatures with an Intelligence of 3 or lower.

If you have the Infamy feat, the Will saving throw's DC
increases by 5.

Narmal: A character without this feat can use the Intimi-
date skill (or a Charisma check if untrained) to threaten
someone (see Chapter Four: Skills).

Gearhead
You have a way with machines.

Benefit: You get a +2 aptitude bonus on all Repair
checks and Computer Use checks.

If you don’t have any ranks in Repair, this aptitude bonus
-an only be applied to jury-rig attempts.

If you don't have any ranks in Computer Use, this apti-
tude bonus can’t be applied to the break computer security
use of the skill,

Great Cleave
You can wield a melee weapon with such power that you
can strike multiple times when you drop your opponents.
Prerequisites: Strength 13, Power Attack, Cleave, base
attack bonus +4.
Benefit: As Cleave, except that you have no limit to the
number of times you can use it per round,

Great Fortitude
You are tougher than normal.

Benefit: You get a +2 synergy bonus on all Fortitude sav
ing throws.

Headstrong
You are obstinate and unwilling to yield.

Benefit: You get a +1 synergy bonus on all Will saving
throws and a +2 synergy bonus on all Intimidate checks.

Heroic Surge

You can perform an additional action in a round,
Benefit: You may take an extra move action or attack

action, either before or after your reqular actions. You may

use Heroic Surge a number of times per day depending on

vour character level (as shown below), but never more than

once per round.

Level
1st—4th
5th-8th

9th—12th
13th=16th
17th-20th

Times per Day

s W N -

High Force Mastery (Force Feat)
You can accomplish Force-related tasks with much less
concentration than normal.

Prerequisite: Wisdom 17, Force-Sensitive, Force
Mastery, Force level 11th.

Benefit: Once per round, you may accomplish a Force-
related task that normally requires a full-round action as an
attack action. The vitality point cost for this action is
double the normal cost (or | point if no cost is given).

Special: This feat is not cumulative with the effects of
Farce Mastery. That is, you cannot use both feats to reduce
a full-round action to a free action.

Improved Bantha Rush
You know how to push opponents back.
Prerequisites: Strength 13; Power Atlack.
Benefit: When you perform a bantha rush (see page
169), you do not draw an attack of opportunity from the
defender.

Improved Critical

Choose one type of weapon, such as a blaster pistol or a
vibroblade. With that weapon, you know how to strike mos
effectively and have a better chance of dealing wound
damage.

Prerequisites: Proficient with weapon, base attack
bonus +8.

Benefit: When using the weapon you selected, your
threat range increases by 1. For example, a blaster pistol
usually threatens a critical hit on a natural roll of 20, If a
character using a blaster pistol has Improved Critical (blaste
pistol), the threat range becomes 19-20.

Special: You can gain this feat multiple times. The
effects do not stack. Each time you take this feat, it applies
to a different weapon.




Improved Disarm

You know how to disarm opponents in melee combal.
Prerequisites: Intelligence 13, Combat Expertise.
Benefit: You do not draw an attack of opportunity when

you attempt to disarm an opponent, nor does the opponent
gel @ chance to disarm you,

Normal: See the normal disarm rules in Chapter Eight:
Lombat, page 169.

improved Force Mind (Force Feat)
You can grant a Force bonus to a single ability score of
your allies,

Prerequisite: Wisdom 15, Force-Sensitive, Sense, Force
Inel 5th.

Benefit: The targets of this feat each gain a +4 Farce
bonus to @ single ability score of your choice (all those
iffected gain the bonus to the same ability score). This
benefit requires a full-round action to initiate and lasts for
3 number of rounds equal to your Force-user level. Using
the Improved Force Mind feat costs 8 vitality points plus |
Miality point per target included. The individual using
Improved Force Mind may not be one of the targets.

Improved Initiative

You can react more quickly than normal in a fight.
Benefit: You get +4 circumstance bonus on initiative

chiecks.

Improved Martial Arts
Yau are more skilled at unarmed attacks due to your
mproved training.
Prerequisite: Martial Arts, base attack bonus +4.
Benefit: A Medium-size character deals 2d4 damage with
an unarmed strike. Strength modifiers apply. Also, you
threaten a critical hit on a natural 19 or 20 when making an
unarmed attack.
Small characters deal 2d3 points of damage and Large
tharacters deal 2d6 points of damage with an unarmed
ke and this feat.

Improved Trip
You are trained in tripping opponents in melee combat and
following through with an attack.

Prarequisites: Intelligence 13, Combat Expertise.
Benefit: If you trip an opponent in melee combat, you
mmediately get to make a melee attack against that oppo-
ment as if you had not used your attack action for the trip

attempl.
Narmal: See the normal trip rules in Chapter Eight:
Combat, page 171,

improved Two-Weapon Fighting
You are an expert in fighting two-handed.

Prerequisite: Two-Weapon Fighting, Ambidexterity,
base attack bonus +9.

Benefit: In addition to the standard single extra attack
you get with an off-hand weapon, you gel a second attack
with the off-hand weapon. albeit at a -5 penalty (see Table
§-1: Two-Weapon Fighting Penalties, page 157).

Normal: Without this feat, you can only get a single
o attack with an off-hand weapon.

Infamy

You are known for crimes or evil deeds (whether you actu-

ally committed these crimes and evil deeds or not).
Benefit: Your Reputation bonus increases by +3.
Special: You can't select both the Fame feat and the

Infamy feat. You're either famous or infamous, not both.

Influence
You have a knack for getting the desired result and swaying
opinions.

Benefit: You get a +2 synergy bonus on all Reputation
checks (see page 122) and favor checks (see the noble class
description, page 42),

Iron Wil
You have a stronger will than narmal.

Benefit: You gel a +2 synergy bonus on all Will saving
throws.

Knight Defense (Force Feat)

You are adept at defending yourself with your lightsaber.
Prerequisite: Dexterity 13, Force-Sensitive, Control,
Lightsaber Defense, Exatic Weapon Proficiency (lightsaber),

Jedi level 7th.

Benefit: When wiclding a lightsaber, you gain a +2
dodge bonus to your Defense.

Special: A condition that makes you lose your Dexterity
bonus to Defense (if any) also makes you lose dodge
bonuses, Also, dodge bonuses stack with each other, unlike
most ather types of bonuses.
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When you take this feat, your dodge bonus to Defense
improves from +2 [because of Lightsaber Defense) 1o +4. If
you also take Master Defense either before or after taking
this feat, your Dodge bonus to Defense improves Lo +6.

Knight Mind (Force Feat)
You can grant a Force bonus to a single ability score of
vour allies.

Prerequisite: Wisdom 15, Force-Sensitive, Sense, Force
Mind, Jedi level 7th.

Benefit: The targets of this feat each gain a +6 Force
bonus to a single ability score of your choice (all those
affected gain the bonus to the same ability score). This
benefit requires a full-round action to initiate and lasts for
a number of rounds equal o your Force-user level. Using
the Knight Mind feat costs 12 vitality points plus 1 vitality
point per target included. The individual using Knight Mind
may not be one of the targets.

Knight Speed (Force Feat)
Ihe Force allows you to move extremely fast for a brief
period of time.

Prereqguisite; Force-Sensitive, Control, Burst of Speed,
Jedi level 7th.

Benefit: You may increase your base speed to 20 times
normal for 1 round. This increase has the side effect of
multiplying your jump distance by 10 during this time
period. Using this feat requires a full-round action and an
expenditure of 8 vitality points.

Lightning Reflexes
You have faster than normal reflexes.

Benefit: You get a +2 synergy bonus on all Reflex saving
throws.

Lightsaber Defense (Force Feat)
You are adept at defending yoursell with your lightsaber.

Prerequisite: Dexterity 13, Force-Sensitive, Control,
Exotic Weapon Proficiency (lightsaber), Force level 3rd.

Beneafit: When wielding a lightsaber, you gain a +2
dodge bonus to your Defense.

Special: A condition that makes you lose your Dexterity
bonus to Defense (if any) also makes you lose dodge
bonuses. Also, dodge bonuses stack with each other, unlike
most other types of bonuses.

Link (Farce Feat)
You have a knack for communicating through the Force.
Prerequisite: Force-Sensitive, Sense,
Benefit: You get a +2 aptitude bonus on all Farseeing
checks and Telepathy checks. Remember that the Farseeing
skill can't be used untrained.

Low Profile
You are less famous than others of your class and level, or
you wish to maintain a less visible presence than others of
your station.

Benefit: You take a -2 penalty on all Reputation checks

Malevolent (Force Feat)
You have an innate connection to the dark side of the Foree
Prereqguisite: Force-Sensitive, Sense, Alter.
Benefit: You gel a +2 aptitude bonus on all Fear checks
and Farce Grip checks.

Martial Arts

You are skilled at fighting while unarmed and can deal mor
damage with unarmed strikes, You are also capable of
inflicting eritical hits with unarmed attacks.

Benefit: A Medium-size character deals 1d4 points of
damage with an unarmed strike. Strength modifiers apply.
Also, you threaten a critical hit on a natural 20 when
making an unarmed attack.

Small characters deal 1d3 points of damage and Large
characters deal 1d6 points of damage with an unarmed
strike and this feat,

A character with the Martial Arts feat does not provoke
an attack of opportunity when making an unarmed attack
against an armed opponent, but an opponent does pravoke
an attack of opportunity when making an unarmed attack
against a character with the Martial Arts feat.

Normal: Without this feat, a Medium-size character degi§
only 1d3 points of damage (1d2 for a Small character and
1d4 for a Large character) and can’t inflict a critical hit with
an unarmed attack.

Master Defense (Force Feat)

You are adept at defending yourself with your lightsaber.
Prerequisite: Dexterity 13, Force-Sensitive, Control.
Exotic Weapon Proficiency (lightsaber), Lightsaber Defense,

Jedi level 11th.




Benefit: When wielding a lightsaber, you gain a +2
dodge bonus to Defense.

Spacial: A condition that makes you lose your Dexterity
bories to Defense (if any) also makes you lose dodge
tonuses. Also, dodge bonuses stack with each other, unlike
most other types of bonuses.

When you take this feat, your dodge bonus to Defense
improves from +2 [because of Lightsaber Defense) to +4. If
wu also take Knight Defense either before or after taking
this feat, your Dodge bonus to Defense improves to +6.

Master Mind (Force Feat)
You can grant a Force bonus to a single ability score of
your alfies,

Prerequisite: Wisdom 15, Force-Sensitive, Sense, Force
Mind, Jedi level 11th,

Benefit: The targets of this feat each gain a +8 Force
boniis 1o a single ability score of your choice (all those
affected gain the bonus to the same ability score). This
senefit requires @ full-round action to initiate and lasts for
anumber of rounds equal to your Force-user level. Using
e Master Mind feat costs 16 vitality points plus 1 vitality
pint per target included. The individual using Master Mind
may not be one of the largets,

Master Speed (Force Feat)
fou can move at lightning speed for a brief period of time.

Prerequisite: Dexterity 13, Force-Sensitive, Control,
Hurst of Speed, Jedi level 11th,

Benefit: You may increase your base speed to 30 times
baoemal for 1 round. This increase has the side effect of
multipying your jump distance by 15 during this time
wriod, Using this feat requires a full-round action and the
apmditure of 12 vitality points.

Mettle (Force Feat)
You have courage and the ability to face any threat through
yuur conriection to the Force.

Prereguisite: Force-Sensitive, Control.

Benefit: You get a +2 aptitude bonus on all Battlemind
thecks and Force Defense checks. Remember that the
Hatliemind skill can't be used untrained.

Mimic
Tou have a gift for impersonation.

Benefit: You get a +2 aptitude bonus on all Disguise
thecks and on all Entertain checks pertaining to comedy,
drama, impersonation, and storytelling.

Mind Trick (Force Feat)
fou have a knack for using the Force to fool those with
weak wills,

Prerequisite: Force-Sensitive, Alter.

Benefit: You get a +2 aptitude bonus on all Affect Mind
thecks and Mlusion checks. Remember that the Mlusion skill
an’l be used untrained.

Mobility
You are skilled at dodging past opponents and avoiding
atticks they make against you.

Prerequisite: Dexterity 13, Dodge.

Benefit: You get a +4 dodge bonus to Defense against
attacks of apportunity caused when you move out of,
through, or within a threatened area.

Special: A condition that makes you lose your Dexterity
bonus to Defense (if any) also makes you lose dodge
honuses. Also, dodge bonuses stack with each other, unlike
most other types of bonuses.

Muitishot
You can use the multifire and autofire option on blaster
weapons with exceptional accuracy.

Prerequisite: Dexterity 13, Point Blank Shat, Rapid
Shot.

Benefit: When using the multifire or autofire option on a

blaster weapon, you reduce the penalty for each attack to
-2 (for multifire) or -4 (for autofire).

Normal: See the multifire and autofire rules in Chapter

Eight: Combat, page 165.

Nimble

You have exceptional flexibility and manual dexterity,

Benefit: You get a +2 aptitude bonus on all Escape Artist

checks and Sleight of Hand checks. Remember that the
Sleight of Hand skill can’t be used untrained.

Persuasive
You have a way with words and body language.

Benefit: You get a +2 aptitude bonus on all Bluff checks

and Intimidate checks.
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Point Blank Shot
You are skilled at making well-placed shots with ranged
weapons at close range.

Benafit: You get a +1 competence bonus on attack and
damage rolls with ranged weapons against opponents
within 10 meters of your position.

Normal: Without this feat, only ranged attacks at targets
within 2 meters of your position are considered to be made
at point blank range.

Power Attack

You can make exceptionally powerful melee attacks.
Prerequisite: Strength 13.
Benefit: On your action, before making attack rolls for a

round, you may choose to subtract a number from all melee

attack rolls and add the same number to all melee damage
rolls. This number may not exceed your base attack bonus,
The penalty on attacks and bonus on damage applies until

your next action.

Precise Shot
You are skilled at timing and aiming ranged attacks.
Prarequisite: Point Blank Shot.
Benefit: You can shoot or throw ranged weapons at an
opponent engaged in melee without taking the standard -4
penalty (see Shooting or Throwing into a Melee, page 155).

Quick Draw
You can draw weapons with startling quickness.
Prerequisite: Base attack bonus +1,

Benefit: You can draw a weapon as a free action insteat]
of as.a move action. |
Quickness l
You are good at turning attacks that might deal damage (o
vou into near misses and glancing blows.

Benefit: You gain +3 vitality points.

Special: You may gain this feat multiple times.

Rage (Force Feat)

You can channel your anger into a berserker fury, increa

your battle prowess as you let the dark side flow througt
youl.

Prerequisite: Force-Sensitive, Control, 2 Dark Side
Poinls,

Benefit: You temporarily gain +4 Strength, +2 vitality |
paints per Force-user level, and a +2 Force bonus on
Fortitude and Will saves, but you also take a -2 penalty t
Defense.

While raging, you can't use skills, feats, or special abilite
that require patience and concentration, such as Move
Silently, Expertise, Affect Mind, or any light-side Force skil

Rage lasts for a number of rounds equal to 5 + your
Constitution modifier, At the end of this duration, you lost
the bonus vitality points and become fatigued (=2 penalty
to effective Strength and Dexterity, can’t run or charge) for
a number of rounds equal 1o the duration of the rage.

Special: Whenever you use this feat. you gain a Dark
Side Point. The effects of Rage can't be combined with a
Wookiee rage (see page 33).




can use ranged weapons with exceptional quickness.
Prerequisite; Dexterity 13, Point Blank Shot,

Benefit: You can get one extra attack per round with a
weapon. The attack is at your highest base attack
us, but each attack (the extra one and the normal ones)
has a -2 penalty. You must use a full-round action to use

1his feal.

Rugged

You are physically tough and vigorous,

Benefit: You get a +1 synergy bonus on all Fortitude
ing throws and a +2 synergy bonus on all Survival

Banefit: When running, you move a maximum of five
times your normal speed instead of four times (see Run
under Modes of Movement, page 125). If you are in heavy
mion, you can move four times your speed rather than

three times. 1f you make a running jump (see the Jump skill,
page 93), increase the distance or height you clear by 25%,
bt not past the maximum.

Sense (Force Feat)

ou can sense the Force that binds and connects all things.
Prerequisite: Force-Sensitive, Force level 1st.

Banefit: You may learn Sense-hased Force skills. Once
s feat is selected, Sense-based Force skills are considered
o be class skills for you.

With this feat, you can use the following skills untrained:
[Fnhance Senses, Fear, See Force, and Telepathy.

Sense Foree: A character with this feat sometimes receives
“igue impressions of the Force. The character might feel
uneasy due to an unseen situation or sense the presence of
pawerful emanations of the dark side. For example, a charac-
et ight feel a sense of cold from a place that is strong in
the dark side of the Force, or he might experience foreboding
(when an entire planet is destroyed and all the life forms on it
e extinguished. 1T two characters with this feal have a close
slationship (they are siblings, lovers, or lifelong friends, for
pample), one of them can sense if the other one is injured or
i distress. These sensations are not felt through conscious
lfurt: the GM provides the impressions when appropriate.

- Normal: Without this feat, you can't learn Sense-based
Force skills.

‘Special: A character from any of the Force-using classes
i select the feat for free with the Force training class
feature, or a Force-user can select this feat earlier at the
apense of some other feat. If Sense is selected earlier, then
10 bonus feat is gained when the character reaches the level
twhich Force training would provide Sense for free.

Sharp-Eyed
fou have an eye for detail.

Benefit: You get a +2 aptitude bonus on all Search
thecks and Sense Motive checks.

Shot on the Run
You are highly trained in skirmish ranged weapon tactics.

Prarequisite: Dexterity 13, Point Blank Shot, Dodge,
Mobility.

Benefit: When using an attack action with a ranged weap-
on, you can move both before and after the attack, provided
that your total distance moved is not greater than your speed.
Moving in this way does not provoke an attack of opportu-
nity from the defender you are attacking.

Skill Emphasis
Choose a skill, such as Repair. You have a special knack with
that skill.

Benefit: You get a +3 competence bonus on all skill
checks with that skill.

Special: You can gain this feat multiple times. Its effects
do not stack. Each time you take the feat, it applies to a
different skill. This bonus does not allow you to make checks
for a trained-only skill if you have no ranks in the skill.

Spacer
You have a special affinity for space travel.

Benefit: You get a +2 aptitude bonus on all Astrogate
checks and Pilot checks, Remember that these skills can't be
used untrained.

Spring Attack
You are trained in fast melee attacks and fancy footwork.

Prerequisite: Dexterity 13, Dodge, Mobility, base attack
bonus +4,

Benefit: When using an attack action with a melee
weapon, you ¢an move both before and after the attack,
provided that your total distance moved is not greater than
your speed. Moving in this way does not provoke an attack
of opportunity from the defender you are attacking. You
can’t use this feat if you are carrying a heavy load or wear-
ing heavy armor,

Stamina
You have an amazing amount of stamina.

Prarequisite: Constitution 13.

Benefit: You recover vitality points twice as fast as
normal. So, if you would nermally recover | vitality point
per level per hour, with this feat you recover 2 vitality
points per level per hour. A Wookiee character with this feat
recovers 4 vitality points per level per hour.

Starship Dodge
Select a class of starship (starfighter or space transport). You are
adept at dodging attacks while piloting that class of starship.
Prerequisite: Dexterity 13, Pilot 6 ranks, Starship Oper-
ation (starfighter) or Starship Operation (space transport).
Benefit: When piloting a starfighter or a space transport
{depending on which class of starship you selected), during
your action you designate an opposing starship and receive
a +1 dodge bonus to Defense against attacks from that
opponent. You can select a new opponent on any action.
Special: You can gain this feat twice. Each time you
take the feat, it applies to a different class of starship.
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Starship Operation

Select a class of starship [starfighter, space transport, or
capital ship). You are proficient at operating that class of
starship.

Prerequisite: Pilot 2 ranks,

Benefit: You take no penalty on Pilot checks or attack
rolls made when operating a starship of the selecied
class.

Normal: Characters without this feat take a -4 penalty
on Pilot checks made to operate a starship and on attacks
made with starship weapons.

Special: You can gain this feat multiple times. Each time
you take the feat, it applies to a different class of starship.

Steady
You are sure in movement.

Benefit: You get a +1 synergy bonus on all Reflex saving
throws and a +2 syneragy bonus on all Balance checks.

Stealthy
You are particularly good at avoiding notice.

Benefit: You get a +2 aptitude bonus on all Hide checks
and Move Silently checks,

Sunder
You are skilled at attacking an opponent’s weapon.
Prerequisite: Strength 13, Power Attack.
Benefit: When you strike an opponent’s weapon in melee
combat, you do not provoke an attack of opportunity (see
page 157).

Surgery
You are trained to perform surgical procedures to heal
wounds.

Prerequisite: Treat Injury 4 ranks,

Benefit: You can make a Treat Injury check to heal a
wounded character. You must have the proper surgical tools,
You can’l take 10 or take 20 when attempting to heal
wounds. You can’t perform surgery during a combat situa-
tion. You can’t restore more wound points than the
character’s full normal total.

Surgery takes time; it requires 1 hour per wound point
lost to perform surgery on a patient.

The result of the check determines the number of wound
points restored. A character who has his wounds healed
through surgery is fatigued for a number of hours equal to
the number of wound points restored.

Result Wounds Restored
5-9 ]

10-14 2

15-19 3

20-24 4

25-29 5

30-34 5]
35+ 7

Toughness

You are tougher than normal.
Benefit: You gain +3 wound points.
Special: A character may gain this feal multiple times.

Track
You can follow the trails of creatures and characters across
most types of terrain.

Benefit; To find tracks or to follow them for 1 kilomete
requires a Survival check. You must make another Survival
check every time the tracks become difficult to follow, such
as when other tracks cross them or when the tracks back-
track and diverge.

You move at half your normal speed (or at your normal
speed with a -5 penalty on the check). The DC depends on
the surface and the prevailing conditions.

Surface DC
Very soft 10
Soft 15
Firm 20
Hard 30

Very Soft Ground: Any surface (fresh snow, thick dust,
vet mud) that holds deep, clear impressions of footprints.

Soft Ground: Any surface soft enough to yield to pres-
sure, but firmer than wet mud or fresh snow, in which the
quarry leaves frequent but shallow footprints.

Firm Ground: Most normal outdoor surfaces (such as
lawns, fields, woods, and the like) or exceptionally soft or
dirty indoor surfaces (thick rugs, very dirty or dusty floors),
The quarry might leave some traces of its passage (broken
branches, tufts of hair) but only occasional or partial foot-
prints ¢an be found.




Hard Ground: Any surface that doesn't hold footprints at
Jll, such as bare rock, concrete, metal deckings, or indoor
(fioors. The quarry leaves only traces, such as scuff marks.If
Jyou fail a Survival check, you can retry after 1 hour (out-
doors) or 10 minutes (indoors) of searching.

Condition DC Modifier
UEvery 3 targets in the group being tracked -1
Size of targets being tracked:*

. Fine +8
Diminutive +4
Tiny 2

~ Small +1
Medium-size +0
Large -1
Huge -2
Gargantuan ~4
Colossal -8

Byery 24 hours since the trail was made +1

“Every hour of rain since the trail was made +1

Fresh snow cover since the trail was made +10

WPoar visibility: ®
Overcast or moonless night +6
Moonlight +3
fog or precipitation +3

Uracked target hides trail (and moves at half speed) +5

*iora group of mixed sizes, apply only the modifier for the largest size category
| sersented
'mﬂ; anly the largest modifier from this category:

Normal: A character without this feat can use the Search
‘il to find tracks, but can only follow tracks if the DC is 15
o lower.

Trick
You are cunning and deceptive.

Benefit: You get a +2 aptitude bonus on all Bluff checks
‘i Gamble chiecks,

Trustworthy

oo have a friendly demeanor.

- Benefit: You get a +2 aptitude bonus on all Diplomacy
‘thecks and Gather Information checks.

Two-Weapon Fighting
Hou can fight with a weapon in each hand. You can make
“one extra attack each round with the second weapon. Both
waapons must make the same kind of attacks, either both
‘mnged attacks or both melee attacks.
. Benefit: Your penalties for fighting with two weapons
Lire lessened by 2.
Normal: See Attacking with Two Weapons, page 156,
“amd Table 8-3: Two-Weapon Fighting Penalties.

Special: The Ambidexterity feat lessens the attack
ipenalty for the second weapon by 4.

Weapon Finesse

Yo are especially skilled at using a certain weapon, one
that can benefit as much from Dexterity as from Strength.
ioose one weapon from this list: cesta, combat glove,

double-bladed lightsaber, force pike, knife, lightsaber,
unarmed strike, vibroblade, vibrodagger.

Prerequisite: Proficient with weapon, base attack
bonus +1.

Benefit: With the selected weapon, you may use your
Dexterity madifier instead of your Strength modifier on
attack rolls.

Special: You can gain this feat multiple times. Each time
you take the feat, it applies to a different weapon.

Weapon Focus
Choose a specific weapon, such as blaster pistol or a light-
saber. You are especially good al using this weapon. You
can choose unarmed strike or grapple for your weapon for
purposes of this feat.

Prerequisite: Proficient with weapon, base attack
bonus +1.

Benefit: You add +1 to all attack rolls you make using
the selected weapon.

Special: You can gain this feat multiple times. Its effects
do not stack. Each time you take the feat, it applies to a
different weapon.

Weapon Group Proficiency

Choose a group of weapons from the following list of types:

blaster pistols, blaster rifles, heavy weapons, primitive
weapons, simple weapons, slugthrowers, vehicle weapons, or
vibro weapons. You understand how to use all weapons of
that group in combat.
Benefit: You make attack rolls with the weapon normally,
Normal: A character who uses a weapon without being
proficient with it takes a -4 penalty on attack rolls.,
Special: You can gain this feat multiple times. Each time
you take the feat, it applies to a different weapon group.
You cannot take exolic weapons as a weapon group;
instead, you must select the Exotic Weapon Proficiency feat
1o gain proficiency with a specific exotic weapon (such as
the lightsaber or the bowcaster).

Whirlwind Attack
You can strike nearby opponents in an amazing, spinning
melee attack,

Prerequisite: Dexterity 13, Intelligence 13, Dodge,
Mobility, Spring Attack. Combat Expertise, base attack
bonus +4.

Banefit: When you perform a full-round action, you can
give up your regular attacks and instead make one melee
attack at your full base attack honus against each opponent
within 2 meters of your position.

Zero-BG Training
You can function normally in low gravity or zero gravity.
Prerequisite: Dexterity 13, Tumble 4 ranks.
Benefit: You take no penalty to actions in low gravity
or zero gravity.
Normal: Without this feat, most actions in zero gravity
have a -4 penalty, and actions in low-gravity environments
have a -2 penalty.
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CHAPTER SIX

. _HEIQEIIE:l
CHARACTERISTICS




What does your character look like? How old is he (or she)?
What sort of first impression does he make? What led him
to become a hero?

This chapter covers a miscellany of topics that apply to
your character. It helps you establish your character’s iden-
tity and place in the Star Wars universe and make him or
her more lifelike—like a main character in a Star Wars
movie or novel. For many players, this is the true expres-
sion of roleplaying: defining the character that you are
going to play.

When you first play a character, it's fine to leave some of
the details sketchy. Over time, as adventures play out, you'll
gel a better sense of who you want your character to be.
You'll develop your character’s details much the way an
author develops a character over several chapters in a novel
or over several novels in a series.

What's New?

If you don’t have the previous edition of the Star Wars
Roleplaving Game, you can skip this section. It explains
what we changed in this chapter for the new edition.

We've included all of the new species from Chapter Two
into the tables for determining a character's age and height
and weight. We've added a new section that links age to
character level for those of you who want to run campaigns
that start out at a higher level than 1st. We've made minor
adjustments throughout. The Reputation mechanic has
been overhauled to make it more integral to play.

Details

This section offers advice as you determine details about
your character, including his or her name, age, appearance,
and personality. Start with some idea about your character's
background and personality, and use that idea to develop
the details that bring your character to life.

L ET T

Invent or choose a name that fits your character’s species
and class. Chapter Two: Species contains some examples of
alien names. A name is a great way for you to start thinking
about your character's background. For instance, a Rodian
scout might be named after a great Rodian hunter of the
pasl, and the Rodian may be striving to live up to that
heritage. Alternatively, the name could be that of an infa-
mous traitor, and the hero could be bent on proving that
she’s not like her namesake.,

A name can also tell a lot about a character and help
establish an image in your mind and the minds of the other
players. It doesn't have to be descriptive, but you want it to
fit the type of character you're going to play. Use the
sample names to help you make up a name that has the
appropriate Star Wars feel.

Age

How old is your character? That's pretty much up to you
and your Gamemaster. A character reaches 1st level in a
hero class al the point when he or she steps out of
mundane life and into the dramatic existence of the story,
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cither by choice or through circumstances beyond the
character’s control. That could be as a young adult for a
Padawan learner, as a 20-year-old adult (such as in the
case of Luke Skywalker in A New Hope), ar as an even
older character, depending on your character concept.

There are other types of characters besides heroes. 1t's
presumed that your character was just like one of them
before making that leap to the hero path. At that point, the
character becomes a Ist-level soldier or noble or Jedi
guardian, for example. Once you start onto the hero path,
there's no getting off it. For good or bad, you're now the
center of the action (at least in your GM's campaign) and
important things happen around you—whether you want
them to or not.

As your hero ages, his or her physical ability scores
(Strength, Dexterity, and Constitution) decrease and his or her
mental ability scores (Intelligence, Wisdom. and Charisma)
increase (see Table 6-1: Aging Effects). The effects of each
aging step are cumulative. However, none of a character's
ability scores can be reduced below 1 in this way.

Table B-I: Aging Effects
Child -3 to Str and Con; -1 to Dex, Int, Wis, and

Young adult -1 to Str, Dex, Con, Int, Wis, and Cha
Adult no modifier
Middle age -1 to Str, Dex, and Con; +1 to Int, Wis, and C¥

Old -2 to Str, Dex, and Con; +1 to Int, Wis, and
Venerable -3 to Str, Dex, and Con; +) to Int, Wis, and G

First generate your ability scores as defined in Chapter Ong
Then, once your starting age is determined, apply the m
fiers shown on Table 6-1: Aging Effects. Note that the
methods described for determining ability scores yield the
scores of an adult character, For example, when a characte
reaches middle age, her Strength, Dexterity, and Consti-
tution scores each drop 1 point, while her Intelligence,
Wisdom, and Charisma scores each increase by 1 point.
When she becomes old, her physical ability scores all drop
an additional 2 points, while her mental ability scores
increase by | again. So far she has lost a total of 3 points
from her Sirength, Constitution, and Dexterity scores and
gained a total of 2 points to her Wisdom, Intelligence, and
Charisma scores due to aging.

On the other hand, a child would start with a total
penalty of -4 to Strength and Constitution and a -2
penalty to all other abilities (adjustments are cumulative
for both the child and young adult categories). As he
advances o young adulthood, these penalties would be
reduced to -1 for each ability score. He would thus “gai
3 points to both his Strength and Constitution and |
point to each of his other ability scores. When he later
becomes an adult, he would gain 1 point to each of his
ability scores.

Note: Jedi live longer than the average member of thelr
species. While a typical Human lives well into his or her
a Human Jedi might live well into his or her 100s. The
upper limit for a character powerful in the Force can be
twice as much or more than a typical member of a species

If you don’t have a clear character concept in mind,
you might want to use Table 6-3: Random Starting Ags
lo generate the age of your 1st-level character. Just find
vour character’s class and roll the die shown under the

“Young Adult

Table B-2: Ages by Species column. Add the
Species Child Young Adult Adult Middle Age old Venerable die roll result to
Human 1-11 12-15 16-40 41-59 60-79 B8O+ the highest
Bothan =11 12-16 17-45 46-65 66-84 85+ number under
Cerean 1-10 11-15 16-35 36-53 54-64 65+ “Young Adult®
Duros -9 10-14 15-35 36-49 50-69 70+ for your charag
Ewok 1-5 10-13 14-29 30-44 45-59 60+ ter's species, a8
Gamorrean 1-6 7-12 13-29 30-39 40-44 45+ shown in Table
Gungan 1-12 13-15 16-35 36-54 55-64 65+ 6-2: Ages by
Ithorian 1-13 14-17 18-44 45-69 70-84 85+ Species. So, if
Kel Dor =11 12-15 16-44 45-59 60-69 70+ you roll 1d6 for
Mon Calamari  1-11 12-16 17-40 41-57 58-79 80+ your Human
Quarren 1=11 12-16 17-40 41-57 58-79 B8O+ [ringc-r character
Rodian =12 13-15 16-35 36-49 50-59 60+ and get a 4 on
Sullustan 1-9 10-14 15-39 40-55 56-69 70+ the die roll, the
Trandoshan 1-11 12-14 15-34 35-49 50-59 60+ character’s stan:
Twi'lek 1-12 13-15 16-44 45-59 60-79 80+ ing age is 19 (1§
Wookiee =12 13-17 18-300 301-350 351-399 400+ +4 = 19).
Zabrak 1-8 9-14 15-44 45-55 56-69 70+
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if xotic beauty.

Mu!t (limited experience)
(moderate experience)

“Adult (high experience)

liddle age (moderate experience)
‘Middle age (high experience)

(Charisma mu]d have atmnqc
huh, giving him or her a sort

Your character can be right-
Manded or left-handed. (The
Smbidexterity feat in Chapter
JFive: Feats allows her 1o use
oth hands equally well,)

You can use your hero’s looks
(o tell something about his
pesonality and background.

@ Deel Surool, the Twi'lek
scoundrel, always has a
smirk on his lips, no matter
what situation he finds
himself in. He treats life as
a Joke where only he knows
the punch line. He wears
the latest fashions and
tomes off as being mildly
superior to everyone

arounid him.

For those who want to start a campaign with more expe-
ienced characters, use Table 6-4: Starting Levels and Ages
@ guide. Remember that these tables are offered only as
quidelines. You and your GM are free (and encouraged) to
fecide these details however you choose to fit the campaign
ind characters you have in mind.

!hla B-3: Random Starting Ages
| Young Adult +

1d6
1d8
1d4
1da
1d6
1da
1d4
1d4
1d4

Level
1st
st
3rd
5th
7th
6th
8th
9th

Pecide what your character looks like using the descrip-
tiots of the various species in Chapter Two: Species as a
‘datting point. Characters with high Charisma scores tend
‘o be belter looking than those

With low Charisma scores,

@ Vor'en Kurn, the Human soldier, has a rough, dark look
that speaks of the life he has led. His mercenary nature
shows through in the way he moves, the way he wears
his armor, and the way his twin blasters hang at his
sides. His eyes are cold, dead, uncaring. You know he
means business and that he's dangerous just by look-
ing at him.

@ Sia-Lan Wezz, the Human Jedi guardian, appears
confident and in control. She wears her Jedi robes and
lightsaber proudly, and her fresh, young face glows
with enthusiasm and hope. You know you can trust
her, and you know she takes her role very seriously.
Perhaps even a bil too seriously.

Height and Weight

Determine your character's height and weight using the
ranges shown on Table 6-5; Height and Weight for Heroic
Characters. Think about what your character’s abilities
might say about her height and weight. If she is weak but
agile, she may be thin. 1f she is strong and tough, she may
be tall or just heavy. Feel free to select an appropriate
height and weight for your character, or roll dice for
random results.

The die roll given for the height modifier increases the
character’s height by tenths of meters (decimeters)
beyond the base height. The weight modifier is a die roll
multiplied by 10 kilograms, which is then added to the
base weight.

For example, Rorworr (a male Wookiee) stands 1.8
meters tall plus 1d6 decimeters. Penny rolls 1d6 and gets
a 4, which translates to +0.4 meters, so Rorworr stands
2.2 meters tall. Then Penny rolls 2d4+1 Tor a result of 7.
She multiplies that by 10 kilograms and adds that to
Rorworr's base weight for a total of 140 kilograms (70 +
70 = 140).

Table B-5: Height and Weight for Heroic Characters

Race

Human, male
Human, female
Bothan
Cerean, male
Cerean, female
Duros

Ewok
Gamorrean
Gungan
Ithorian

Kel Dor

Mon Calamari
Quarren
Rodian
Sullustan
Trandoshan
Twi'lek, male
Twi'lek, female
Wookiee, male
Wookiee, female
Zabrak

Height Base Weight

Height Modifier Weight Modifier

1.2 meters +2d4 55 kilograms ~ +2d4 « 10 kg
1.0 meters +2d4 39 kilograms ~ +1d4+1 x 10 kg
1.0 meters +2d4+1 40 kilograms  +1d6 = 10 kg
1.4 meters +1d6 58 kilograms ~ +2d4 < 10 kg
1.2 meters +1d6 42 kilograms ~ +1d4+1 = 10 kg
1.4 meters +2d4 45 kilograms ~ +1d4+1 x 10 kg
0.8 meters +1d4 35 kilograms ~ +1d4 x 10 kg
1.2 meters +1d8 70 kilograms ~ +1d4+43 < 10 kg
1.2 meters +2d4+42 48 kilograms ~ +1d4 = 10 kg
1.5 meters +2da+1 58 kilograms  +1d6+1 % 10 kg
1.2 meters +2d4 50 kilograms ~ +1d4+1 = 10 kg
1.2 meters +1d6 42 kilograms ~ 41d2+42 x 10 kg
1.1 meters +1d8 42 kilograms ~ +1d2+2 = 10 kg
1.4 meters +1d6 40 kilograms ~ +1d4+2 < 10 kg
1.0 meters +2d4 42 kilograms  +1d4 x 10 kg
1.4 meters +2d4 60 kilograms ~ +1d4+4 x 10 kg
1.2 meters +2d4+1 60 kilograms  +1d2+1 x 10 kg
1.0 meters +2d4+1 40 kilograms ~ +1d4 = 10 kg
1.B meters +1d6 70 kilograms ~ +2d4+1 = 10 kg
1.6 meters +1d6 57 kilograms ~ +2d4+1 x 10 kg

1.4 meters +2d4 50 kilograms ~ +2d4+1 x 10 kg
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Personality

Decide how your character acts, what she likes, what she
wants out of life, what scares her, and what makes her angry.
Your character’s species is a good place to start when think-
ing about personality, but it’s a bad place to stop. Make your
Wookiee (or whatever) different from every other Wookiee.

Personality is a summary of how your character usually
acts. Make sure it's interesting and fun for you to play. Give
your character good points and bad points. Think about his
code of ethics. Will your character do anything for the right
price, or is there a line he just won't cross? Is your character
cheerful or dour, optimistic-or pessimistic, honorable or
dishonorable? These are just some of the factors that could
go into your character’s personality,

A handy trick for making an interesting personality for
your character is including some sort of conflict in his
nature. For example, Deel the scoundrel is generally self-
centered, hut he looks out for his close friends. He may be
tempted to help them, even if it goes against his best inter-
ests, so long as he can justify doing so.

Your character’s personality can change over time. Just
because you've written some personality notes on your
character sheet doesn’t mean you can’t let your character
grow and develop the way real people do.

Background
Decide what your character’s life has been like up until now.
Here are a few questions to get you thinking:

How did she decide to become a hero?

How did she acquire her class? A soldier, for example,
might have been in a planetary militia, she may come from
a family of soldiers, she may have trained in a martial
school, or she may be a self-taught mercenary.

Where did she get her starting equipment from? Did she
assemble it piece by piece over time? Was it a parting gifl
from a parent or mentor? Do any items have special signifi-
cance to her?

What's the worst thing that’s ever happened to her?

What's the best thing that's ever happened to her?

Does she stay in contact with her family? What do they
think of her?

Only your GM needs to know all the details of your back-
ground. You can tell the other players as much or as little as
you see fit. You can get as complex as you like, or keep your
character’s background simple. Has she traveled around the
galaxy a lot? What's her home planet like? What does she
think of the Republic (or Rebellion, or Empire, or whatever)?
Does she know any of the other players’ characters from
before the campaign started? If not, what’s her connection
to the rest of the team?

Goals

Your character might have a number of objectives that he or
she hopes to accomplish. These are the things that motivate
your character. Does he seek wealth or love? Revenge or
power? That's up to you and your GM.

Goals can be immediate or long-term. They cap also
change during play, and new goals can be added all the
time. Think of goals as what's motivating your character
right now, though some long-term goals might fade to the
background until circumstances warrant.

Reputation
Every character has a reputation of one sort or another, A
character advances in levels, he or she gains a Reputation
bonus that the Gamemaster sometimes allows the characie
to use with certain Charisma-based skills in certain situa-
tions. There are a number of ways and situations in which
Reputation comes into play.

In general, a high Reputation bonus benefits a characte
Those who recognize the character are more likely to help
him [or do what he asks). However, a high Reputation bo
also makes it difficult for the character to mask his ident
which can be a hindrance if someone is looking for him o
he's trying to go unnoticed.

In general, a character doesn't get a choice of whethe#
not to apply a Reputation bonus. When the GM decides §
a character's Reputation can be relevant to a scene or
encounter, the character's player must apply the Reputatio
bonus to the check. Roll the appropriate skill check and
the character's Reputation bonus.

Fame and Infamy

Most characters with a high Reputation bonus [+4 or
higher) are considered “famous.” That is, their reputationy
generally positive. The Fame feat adds to this positive repls
tation.

However, some characters are infamous, which results m
different reactions, As a general rule, a character with the
Infamy feat is considered infamous, (No character can se
both the Fame feat and the Infamy feat.) Also, at the GM§
aption, a character might be considered infamous in certa
situations due to events that have transpired in the
campaign. For example, if your character got into trouble
with the Hutts on Tatooine, he or she would be considersd
infamous when attempting to interact with those close to
the Hutts of Tatooine.

Using the Reputation Bonus

Whenever the Gamemaster decides that a character’s repu
tation can be a factor in an encounter, the character's
Reputation bonus is added to the following skill checks:
Bluff, Diplomacy, Entertain, Gather Information, and
Intimidate.

In situations where the character's positive reputation ot
fame can help sway another character’s reaction, the hong
adds to the skill check. For example, when Senator Padme
Amidala stops by Merchant's Row in the city of Theed to
ask some questions about a mysterious stranger who
recently visited all the shops, her fame and positive reputa-
tion grants her a Reputation bonus to her Gather
Information check.

In situations where the character's negative reputation o
infamy can help sway another character’s reaction, the
bonus adds to the skill check. For example, when Jango Fet
confronts a petty thief in a seedy nightclub deep in the
bowels of Coruscant and demands to know who's been
asking about him, his notoriety and reputation as a dangen
ous bounty hunter grants him a Reputation bonus on his
Intimidate check.

In situations where the character’s negative reputation o
infamy makes another character react poorly toward him,




the Reputation bonus is subtracted from the skill check [it
becomes a penally instead of a bonus). For example, when
lingo Fett tries to Bluff Obi-Wan Kenobi on Kamino, the
negative feelings that Obi-Wan already has toward Jango
Wi Jango's Reputation bonus into a penalty when he
makes his Bluff check.

Remember that the GM must determine that a character's
fime or infamy can come into play in a given situation for
the Reputation bonus to apply. A character who doesn’t
wow you from Han Sole can’t be influenced by your repu-
afion. Other notes regarding Reputation bonuses and these
Charisma-based skills follow.

Bluff: In general, being either famous or infamous aids
fluff checks. However, any Bluff check made to deny or
nde your identity (“No, I'm not thar smuggler. You must be
thinking of someone else.”) automatically turns the charac-
i1's Reputation bonus into a penalty for that check.

Diplomaey: Infamous characters use their Reputation
lonus as a penalty when making Diplomacy checks (it's
lugh to negotiate a peace treaty when they think you're a
filler).

Entertain: A famous individual generally gets a better
reeption for his performances than an infamous one,

Bather Information: People are more willing to help
wmeone they know, whether happily (for a famous individ-
all ar Tearfully (for an infamous individual).

Intimidate: A famous character can use his reputation to
hiow his weight around,” but he gets to use only half of
s Reputation bonus (round down), An infamous character,
ut the other hand, uses his full Reputation bonus when
mking an Intimidate check,

Followers

In addition o the normal benefits of a high Reputation
bonus, a character can make a Reputation check to attract
followers to her cause. These followers may be troops,

minions, personal servants, accomplices, trainees, acolytes,
or whatever other type of dedicated follower the player
chooses. (If a character stands for some cause, she may win
followers to the cause as well as personal followers, but that
should be handled on a case-by-case basis.)

Beginning at 10th level and at each level thereafter, a
hero may make a special Reputation check (DC 20) to see i
she attracts one or more followers to her cause. (This check
isn’t mandatory; if the character doesn’t want followers,
she doesn't have to roll.) If the roll succeeds, the hero
attracts a number of followers, who arrive in the next few
weeks., If the roll fails, the hero can't try again until she
gains another level,

The maximum total levels of a hero’s followers can't
exceed her Reputation bonus, [For purposes of this total,
professional characters count as one-half their level, and
commoners count as one-half of a 1st-level character.)

Example: Arani Korden, a 10th-level noble with a
Reputation bonus of +6 (+3 for her class, +3 for the Fame
feat}, decides it's time to build a power base of loyal protec-
tors and servants. Her player rolls an 18 on 1d20, which is
maodified to 24—a success. Going for a mix of quality and
quantity, Arani decides that she wants a single 2nd-level
soldier (as a personal bodyguard), two 1st-level thugs (as a
private retinuel, a 2nd-level diplomat (as her major-domo),
and a 2nd-level scoundrel (as a general troubleshooter). The
2nd-level soldier is “worth™ two levels, the two 1st-level
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Missions
Rorworr, Sia-Lan Wezz, Deel Surool

N ! : - and Vor'en Kum have heen given a
The Star Wars Roleplaying Game doesn't care what moral spin you want to give to your

character. Most of the adventures we produce assume that you're playing the good guys,
but that doesn't mean you have to do that. It all depends on the type of character you v thatithe wins of 4 Sith ek
want to play and the type of campaign your Gamemaster wants to run. have been found on the isolated plar

If you're playing in the Rise of the Empire era (circa Episode | and II), we're going to Buloorn. Thev start:out by making s
assume that your team works for the Supreme Chancellor of the Senate. If there are Jedi ' :
characters in the group, then the team works for both the Chancellor and the Jedi Council
(much like Qui-Gon and Obi-Wan did for their mission to Naboo, and Obi-Wan and
Anakin do while protecting Padmé). If you want to play morally neutral or evil characters,
then you could be part of a freelance mercenary unit, operatives at the beck and call of a
crime lord, or part-owners in a ship that makes legitimate cargo hauls as well as the occa-
sional smuggling run as it travels the galaxy (and finds various adventures along the way).
Of course, if any of the players are running Jedi characters, only the first option is really
viable. Dark Jedi and Force adepts fit into any of the other profiles, however.

If the campaign is set during the Rebellion era (circa Episodes IV, V, and V1), then
the assumption is that your team works for the Rebel Alliance. Your GM might focus

new mission by Chancellor Palpatine

[hey've been ordered to investigate

their ship is ready for the trip, that
they have all the supplies they need
and that they dig out all the informa
tion they can uncover about Puloon
Fhere's not a lot. It's a cold, snow
covered world that has no recorded
settlements. The last official survey
report dates back more than a decad
and makes no mention of any inhab
Lants or signs of civilization—ancier

or atherwise,

the campaign on the other side and let you play Imperials working to crush the (e micsian Starts With the ress
Rebellion. You can also wind up in the middle, playing smugglers, pirates, or merce- and outfitting. Then the team travek
naries willing to take on missions for both sides if the pay is good and the dangers are TR UE NV PTUNT TSI TP

reasonable. Puloorn. Along the way, they mighl

In The New Jedi Order time frame (about 21 years after the Battle of Endor), you're | E Ry ST TT
presumed to be part of the New Republic, with allegiances to Leia Organa Solo and Luke hijack their vessel, or an uncharte
Skywalker's Jedi academy. Conversely, you might work for Councilor Borsk Fey'lya's B R e LN e
government, refusing to believe the full extent of the invasion and sure that Leia is simply When they reach the planet, they
trying to regain power. You might be on the side of the Jedi Knights or working against ek battie the slements as theud
them because you agree that they have become too powerful and pose a threat to the to locate the ancient ruins. Wher
galaxy. Or you might be a Jedi who adheres to Kyp Durron’s views, seeing Luke Skywalker discover that the ruins actually exis
as old-fashioned and out of touch with the problems of the day. You can also be part of e e R F (e
the Imperial remnants or the criminal sector, taking care of your own business until either . '
the Jedi problem or the Yuuzhan Vong get too close for comfort. explore the dark interior. They may

With your GM’s permission, you can also play against type. Maybe you're a Dark Jedi o SRR R e S
working with a group of the Supreme Chancellor's operatives. Or maybe you're an drawn 1o the blackness of the plac
Imperial spy who has infiltrated a team of Rebel agents. If the GM is willing to work with Or they might have to deal with the
you, and you're willing to keep your character's secret and only work against the group o g
when you can get away with it, such a character might make for an interesting exercise. In temple. There may even be a grouy
general, however, it's usually better to play a character who fits in with the other players’ S
characters. their own dark purposes.

the |I||ILL']‘ the team sets off to

ancient defenses that protect the

When the team has leamed enou

Lo make a solid report to the Chancell

- . and the Jedi Council, or when they've
thugs are worth one more level, the 2nd-level 1l||]|tlil‘ml 15 1 5y
) ) ; taken enough damage and used up enough supplies to mak
warth one level, and the 2nd-level scoundrel is worth two ; i i : :
) 2 further exploration too dangerous, they retumn to their ship
levels, for a total of six levels, X T -
- : and head back to Coruscant. They've leamed a lot about
After the first successful roll, a character can continue to i il :
a5 : : themselves and their capabilities, and the mission has mads
try to attract additional followers every time she gains f
. p 2 them all stronger thanks to the experience they have carned
another point of Reputation bonus. = - :
! The rest of this chapter deals with rules that aren’t nece
Followers remain loyal to the character unless treated ) f 1 :
2l e j Z sarily combat-oriented but may come up during the
with extreme abuse or disdain (GM's discretion). Followers | .
) ; 3 - missions your characters take on,

who leave the character's service (or die while serving)

create “open space” under the total level cap. These open 2
PEn 5§ : Py A Saving Throws

spaces can be flled with later successful Reputation checks v
i 3 Generally, when yvou are subject to an unusual attack o
made to attract additional followers. A ; : g ] .
i . . hazard, you get a saving throw to negate or reauce is
Naote: The Gamemaster is ree to disallow the use of fol- s : : 5 : y »
s 1 effect. A saving throw is a 1d20 roll plus a bonus based of
lowers, particularly during missions when it simply wouldn’l * e
: i ] . vour class, level, and ability score. To succeed at a saving

be feasible for a player to run both a main hero and an > i = 2 iy
v throw, you must achieve a result that is equal to or highe

array of minor characters. ; S : ;
than the Difficulty Class [which is determined by the att

or hazard itself). A saving throw automatically fails on a
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wwral 1 and automatically succeeds on a natural 20, You

in't ke 10 or take 20 when making a saving throw.
The three different types of saving throws are Reflex,
. and Wi,

Reflex saves reflect physical [and sometimes mental)
agility. They test your ability to dodge massive attacks or
fazards, such as explosions or falling debris. They incorpo-
ute quickness, nimbleness, overall coordination, speed, and
naction time.

Refler Saving Throw: 1420 + base save bonus +
Dexterity modifier

Fartitude saves reflect physical toughness. They meas-
ue your ability to stand up to massive physical punishment
it attacks against your overall health, such as those inflicted
Iy poison or disease. They incorporate stamina, ruggedness,
ihysique, bulk, metabolism, resistance, and immunity.

fortitude Saving Throw: 1d20 + base save bonus +
lonstitution modifier

Will saves reflect inner strength. They measure your
sistance to mental influence and domination (including
some uses of the Force), They incorporate willpower, mental
stabifity, the power of the mind, level-headedness, determi-
nation, self~confidence, self-awareness, and resistance to
iemptation

Will Saving Throw: 1d20 + base save bonus + Wisdom

madificr

Movement
tharacters spend a lot of time getting from one place to
another. The GM moderates the pace of a game session, so
be or she determines when movement is so important that
s worth measuring. During casual scenes, you usually
won't have 1o worry about movement rates, If vour charac-
Ifr arrives a1 a new spaceport and takes a stroll to gel a feel
for the place, no one needs to know exactly how many
punds or minutes the circult takes.

There are four movement scales in the game:

@ Tactical, for combat, measured in meters per round.

& Local, for exploring an area, measured in meters per
minute.

& Overland, for getting from place to place on a planet,
measured in kilometers per hour or day.

& Space, for getting from planet to planet, measured in
light-vears per hour or day.

Modes of Movement
fihile moving at the different movement scales, characters
generally walk, hustle, or run.

Walk: A walk represents unhurried but purposeful
movement at five kilometers per hour for an unencum-
deed Human.

Hustle: A hustle is a jog covering about ten kilometers
per haur for an unencumbered Human, Taking two move
sllons in a round represents a hustle.

Run (<3): Moving three times your normal speed is a
wnning pace for a character in heavy armor. Run s a full-
wund action, and running characters lose their Dexterity
tonus to Defense (if any).

GM ADVICE: SAVE OR CHECK?

A character slips and falls. He tries to catch himself on a ledge,
while another character reaches forward, attempting to catch him.
Are these Reflex saves or Dexterity checks?

The answer to the above question is “both.” The character
attempting to save himself makes a Reflex save. The character
trying to grab him makes a Dexterity check.

Key Concept #1: Checks are used to accomplish something,
while saves are used to avoid something.

Key Concept #2: Checks don't always reflect level. Saves
always do. This is a subtle but important point. If something seems
like it should be easier for a high-level character, use a saving
throw. If it seems like the task should be the same for anyone, just
based on an ability, use a check. For example, forcing open a door
is merely a reflection of strength. Thus, it's a Strength check. The
middle ground is a skill check, such as a Climb check to get back
up from the ledge. A Climb check reflects level only if the character
has ranks in the skill.

Run (x4): Moving four times your normal speed is a

running pace for a character in light, medium, or no armor.

Run is a full-round action, and running characters lose their

Dexterity bonus to Defense (if any).

Table B-7: Movement and Distance

Speed
One Round (Tactical) am 6m 10m
Walk 4 m 6m 10m
Hustle Bm 12m 20m
Run (x3) 12Zm 18 m 30m
Run (x4) 16 m 24 m 40 m
One Minute (Local)
Walk 40 m 60 m 100 m
Hustle B8O m 120 m 200 m
Run (x3) 120 m 180 m 300 m
Run (=4) 160 m 240 m 400 m
One Hour (Overland)
Walk 2 km 3 km 5 km
Hustle 4 km 6 km 10 km
Run — - —
One Day (Overland)
Walk 16 km 24 km 40 km
Hustle — — -
Run - = -

Hampered Movement

Obstructions, bad surface conditions, or poor visibility can

hamper movement. The GM determines the category that
a specific condition falls into (see Table 6-8: Hampered
Movement). When movement is hampered, multiply the
standard distance by the movement penalty (a fraction) to

determine the distance covered. For example, a character who

could normally cover 20 meters with a double move (hustle)

can only cover 10 meters if moving through undergrowth.
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If more than one condition applies, multiply the normal
distance covered by all movement penalty fractions that
apply. For instance, a character who could normally cover
20 meters with a double move (hustle) could only cover 5
meters moving through thick undergrowth in fog (one-
quarter as far as normal).

Table 6-8: Hampered Movement

Condition Example Speed Penalty
Moderate obstruction  Undergrowth <3/4
Heavy obstruction Thick undergrowth %x1/2
Bad surface Steep slope or mud ~ x1/2
Very bad surface Deep snow %1/4
Poor visibility Darkness or fog <1/2

Tactical Movement

Use tactical speed for combat, as detailed in Chapter
Eight: Combat. Characters generally don't walk during
combat—they hustle or run. A character who maves his or
her speed and takes some action, such as attacking, is
hustling for about half the round and doing something
else the other half.

Local Movement
Characters exploring an area use local movement, measured
in minutes.

Walk: A character can walk without a problem on the
local scale:

Hustle: A character can hustle without a problem on the
local scale. See Overland Movement, below, for movement
measured in hours.

Run: A character with a Constitution score of 9 or higher
can run for a minute without a problem. Generally, a char-
acter can run for about a minute or two before having to
rest for a minute (see Run, page 125).

Overland Movement

Characters covering long distances cross-country use over-
land movement. Overland movement is measured in hours
or days. A day represents 8 hours of actual travel time. For
vehicles, it represents a full 24 hours. (If a vehicle isn't oper-
ated for a full 24 hours, multiply the distance by the
fraction of the day the vehicle was moving.)

In general, each meter per round in tactical speed equates
to half a kilometer per hour in overland speed. Thus, a char-
acter with a speed of 10 meters walks 5 kilometers in an
8-hour day, while a landspeeder (with a speed of 400] can
travel 4,800 kilometers per 24 hours of travel.

Walk: A character can walk 8 hours in a day of travel
without a problem. Walking farther than that can wear you
out (see Forced March, below).

Hustle: A character can hustle for 1 hour without a
problem. Hustling a second hour in between sleep cycles
causes the character to lose 1 vitality point, and each
additional hour causes twice the damage taken during the
previous hour,

Run: A character can't run for an extended period of
time. Attempts to run and rest in cycles effectively work out
to a hustle,

Terrain: The terrain through which a character travel
affects how much distance he or she can cover in an
hour or day (see Table 6-9: Terrain and Overland
Movement). Travel is quickest on a highway, somewhal
less quick on a road or trail, and least quick through
trackless terrain. A highway is a straight, major, paved
road. A road is typically a narrow highway, A trail is a dit
track that allows only single-file travel and does not
benefit a party traveling with vehicles. Trackless terrain &
a wild area with no paths.

Forced March: In a day of normal walking, a characte
walks for 8 hours. He or she spends the rest of daylight &
making and breaking camp, resting, and eating.

A character can walk for more than 8 hours in a day by
making a forced march. For each hour of marching beyond
eight hours, the character makes a Constitution check (DO
10 + 1 per extra hour), If the check fails, the character loss
1d6 vitality points, The character can’t recover this damag
normally until he or she halts and rests for at least 4 hous:
It's possible for a character to march into unconsciousnes;
by pushing too hard.

Mounted Movemeant: A mount can walk at its listed
speed. A mount bearing a rider can move at a hustle. 1t et
also be force-marched, but it automatically fails its
Constitution checks,

Vehicle Movement: See Chapter Ten: Vehicles for infor
mation on vehicle movement,

Table 6-9: Terrain and Overland Movement

Terrain Highway Road Trackless
Plains %1 <1 <1
Scrub, rough %1 ®1 *3/4
Forest <1 <1 <1/2
Jungle x1 x3/4 x1/4
Swamp x1 x3/4 <1/2
Hills =1 x3/4 x1/2
Mountains <3 /4 <1/2 <1/4
Sandy desert x1 — x1/2
Ice, snow <3/4 <1/2 x1/4
Encumbrance

Encumbrance rules determine how much a character’s
equipment slows him or her down. Encumbrance comes it
two parts: encumbrance by armor and encumbrance by
total weight, Bear in mind, we don’t see a lot of evidence i}
the Star Wars movies of characters carrying loads of equig
ment or wearing tons of armor. 1t just isn't done. More
often, extra equipment is stored in a ship and retrieved
when needed.

Encumbrance by Armar
Your armor defines your maximum Dexterity bonus to
Defense, your armor check penalty, vour speed, and how
fast you move when you run. (See Table 7-3: Armor for
details.) Unless your character is weak or carrying a lot of
gear, that's all you need to know. The extra gear your chir
acter carries, such as weapons and medpacs, won't slow
your character down any more than his or her armor
already does.

If your character is weak or carrying a really heavy load,
however, then you'll need to calculate encumbrance by




wight. Doing so is most important when your character is
ning to carry some heavy object, such as a pack full of
ivival gear or an unconscious comrade,

Welght
Hiyou want 1o determine whether your character’s gear is
deavy enough to slow him or her down (more than any
amor already does), add up the weight of all the armor,
eapons, and gear the character is carrying. Compare this
otil to the character's Strength on Table 6-10: Camrying
Lipacity. Depending on how the weight compares to your
amying capacity. you will be carrying a light, medium, or
Meavy loatdl, Like armor, your load gives you a maximum
mierity honus to Defense, a check penalty (which works
lhean armor check penalty), speed, and a run factor, as
Wown an Table 6-11: Carrying Loads. Carrying a light load
s not encumber a character.

Ifyou are wearing armor, use the worse figure (from
amor ot from weight) for each category. Do not stack
e penalties.

Ufting and Dragging
Acharacter can lift up to the heavy load weight over his or
her head,

Acharacter can lift up to double the heavy load weight
Wil the ground, but he or she can only stagger around with
i While overloaded in this way, the character loses any
eterity bonus to Defense and can only move 2 meters per
i fas a full-round action).

Acharacter can generally push or drag along the ground
410 five times the heavy load weight. Favorable condi-

tions (smooth ground, dragging a slick object] can double
these numbers, and unfavorable conditions (broken
ground, pushing an object that snags) can reduce them to
one-half or less.

Bigger and Smaller Creatures

The figures on Table 6-10: Carrying Capacity are for
Medium-size creatures. Larger creatures can carry more
weight depending on size category: Large [<2), Huge (x4},
Gargantuan (x8), and Colossal (x16). Smaller creatures can
carry less weight depending on size category: Small (3/4),
Tiny (1/2), and Diminutive (1/4).

Tremendous Strength

For Strength scores not listed, determine the carrying capac-
ity this way: Find the Strength score between 20 and 29 thal
has the same ones digit as the creature’s Strength score,
Multiply the figures by four if the creature’s Strength is in
the 30s, 16 if it's in the 40s, 64 if it’s in the 50s, and so on.

Table B-10: Carrying Capacity

Strength Light Medium Heavy
Score Load* Load* Load*
1 1.5 kg 3 kg 5 kg
2 3 kg 6.5 kg 10 kg
3 5 kg 10 kg 15 kg
q 6.5 kg 13 kg 20 kg
5 8 kg 16.5 kg 25 kg
6 10 kg 20 kg 30 kg
7 11.5 kg 23 kg 35 kg
8 13 kg 26.5 kg 40 kg
9 15 kg 30 kg 45 kg
10 16.5 kg 33 kg 50 kg
1 19 kg 38 kg 57.5 kg
12 215 kg 43 kg 65 kg
13 25 kg 50 kg 75 kg
14 29 kg 58 kg 875 kg
15 33 kg 66.5 kg 100 kg
16 38 kg 76.5 kg 115 kg
17 43 kg 86.5 kg 130 kg
18 50 kg 100 kg 150 kg
19 58 kg 116.5 kg 175 kg
20 66.5 kg 133 kg 200 kg
21 76.5 kg 153 kg 230 kg
22 86.5 kg 173 kg 260 kg
23 100 kg 200 kg 300 kg
24 1165 kg 233 kg 350 kg
25 133 kg 266.5 kg 400 kg
26 153 kg 306.5 kg 460 kg
27 173 kg 346.5 kg 520 kg
28 200 kg 400 kg 600 kg
29 233 kg 456.5 kg 700 kg
+10 w4 x4 x4

 Up to the weight shown,

Table B-1I: Carrying Loads

Max Check — Speed —
Load Dex Penalty (10m) (6m) Run
Medium +3 -3 6m 4m <4

Heavy +1 -6 6m 4m w3
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In a galaxy of high-tech wonders, the only limits to what
types of equipment are commercially available depend on
the inventors, merchants, and corporations that manufac-
ture and supply them. Most of the items described in this
chapter are available through legitimate arms and equip-
ment traders. Some items might be particularly scarce or
abundant, depending on the era in which your campaign
is set. A few items can only be found in specific locales
and may not be available for purchase. Others are exceed-
ingly rare due to legalities, cost, supplies, or just by the
nature of the item—lightsabers, for example, aren't bought
and sold on the open market. Also, different corporations,
planets, and species might have their own versions of
standard equipment—perhaps even multiple versions, In
general, these variations are purely cosmetic.

What's New?

If you don’t have the previous edition of the Star Wars
Roleplaying Game, you can skip this section. It explains
what we've changed in this chapter of the new edition.

We've added a few new pieces of equipment and cleaned
up any errata from the previous edition. We've standardized
how selling weapons on stun works, as well as how
grenades deal damage. Finally, armor now provides damage
reduction when a character takes wound damage, instead of
providing a bonus to Defense.

Money

The galactic economy turns on the wealth and products of
billions of worlds. Throughout the history of known space,
money has gone by different names on different planets,
but the basic galactic unit has almost always been the
“credit.” As the Republic waned and the Rise of the Empire
approached (around the time of The Phantom Menace and
Attack of the Clones), Republic credits had lost a lot of
their value beyond the Core Worlds and the Inner Rim. Sure,
you could find a merchant willing to accept them some-
where in the Expansion Region, but good luck trying to
spend Republic credits anywhere in the Outer Rim Territor-
ies. Instead, local currencies became popular. People living
and working in the distant regions wanted to trade in hard
currency, not electronic credit chips.

This changed when the Empire came to power. By the
time of the Rebellion era (circa Episodes 1V, V, and V1)
Imperial credits were accepted everywhere. Even the Alliance
used this currency, since it was the standard throughout
known space until the Empire finally fell.

The New Republic, of course, minted its own credits after
the victory at Endor and the establishment of the new
galactic government. However, individual planets, regions,
and sectors also adopted their own currencies, and the
Imperial remnants issued their own scrip. Exchange rates
fluctuated wildly throughout this period. The New Republic
credit was established ten years after the Battle of Endor
and eventually emerged as the leading currency by the time
of The New Jedi Order.




i
i
C
T
<
m
Z
_|

Carrying Credits
The most common method for keeping track of your credits
during the Rise of the Empire era is carrying a credit chip. It
contains memory algorithms that can securely monitor the
amount of credits available to the owner of the chip and
accurately add to and subtract from that amount as trans-
actions occur. In later years, the credit chip is replaced by
the cred stick, a pen-sized device that takes up less space.

Electronic vouchers, corporate and bank notes, and even
stocks are also available, but any electronic device can be
traced. For this reason, many criminal elements (including
the Alliance during the Rebellion era) use hard currency or
bars of precious metals to avoid the telltale sign of elec-
tronic exchanges.

What you carry around depends on the campaign era, the
type of character you're playing, and the rules your GM
establishes about the campaign world.

Wealth Beyond Credits

Some characters with access to a ship deal in commaodities.
Han Solo, for example, smuggled goods from place to place
before hooking up with the Rebel Alliance. Other characters
might be legitimate traders, buying and selling commodities
to pay their way across the galaxy (and subsidize the adven-
tures in which they wind up participating). Guilds and
governments regulate trade. Charters and licenses are
granted, cargo is regularly inspected, trade routes are estab-
lished, and port fees are posted. In general, small freighters
might come to the attention of local ports and the occasional
inspection vessel, but independent traders are otherwise given
a lot of freedom when they conduct their business.

Table 7-1: Trade Goods gives baseline prices for fairly
broad categories of goods. The Gamemaster can get more
specific, add or remowve items depending on supply and
demand in the campaign, and adjust prices to reflect such
fluctuations in the market. Also, prices can vary greatly in
different regions of space, different star systems, and even
between different planets within the same star system.

Table 7-1: Trade Goods

Commodity Cost
Animal, common 100 credits
Animal, exotic 2,000 credits
Animal, livestock 500 credits
Art 1,000 credits
Bacta, 100 liters 10,000 credits

Food, common, 1 kg 10 credits
Food, quality, 1 kg 20 credits
Food, exotic, 1 kg 50 credits
Fuel, 1 kg 50 credits
Gems, semiprecious, 1 kg 100 credits

Gems, precious, 1 kg 1,000 credits
Holovid 20 credits
Ore, common, 1 kg 200 credits

Ore, rare, 1 kg 2,000 credits
Spice*, 1 kg 1,000 credits
Textiles, 1 meter 10 credits
Water, 1 kg 10 credits

* legal substance.

Selling ltems
Sometimes, you're going lo come into possession of
item that you don't want. We're not talking about
commodities here. Commaodities are valuable goods thi
can easily be exchanged almost like cash. We're talking
about individual items from the lists presented later it
this chapter. In general, a merchant will buy used eq
ment at half its listed price. IT you have a blaster and
want to upgrade to a heavy blaster pistol, you can sel
the smaller blaster for half price.

Weapons

The galaxy is a dangerous place. Most people have acces
some kind of weapon, and those who travel the space la
often carry a blaster or some other weapon as a means ol
defense. A weapon's legality depends on where you are. N
one would look twice at a character wearing a blaster at
side in Mos Espa or Nar Shaddaa. The same character wol
do well to conceal it while visiting the gleaming metropol
of Coruscant.

Weapon Categories

Weapans are grouped into three types of categories: the
feat needed for proficiency (simple weapons, blaster pistol
blaster rifles, and so forth), whether the weapon is used i
close combat [melee) or distance attacks (ranged), and its
size (Small, Medium-size, Large, and so on). Each profi:
ciency category corresponds to a feat. Each character clag
gets ane or more of these Weapon Group Proficiency feas
to start; others can be added later when a character gainsi
new feat.

Simple Weapons

Simple weapons require almosl no special (raining 1o use,
and all classes start out proficient with them, Simple
weapons include the club, combat gloves, knife, mace,
quarterstaff, stun baton, grenades, and thermal detonator

Blaster Pistols

Blaster pistols (commonly called blasters) are ranged enerm
weapons that can be fired with one hand—the blaster pis
heavy blaster pistol, hold-out blaster, sporting blaster, and
jon gun pistol. This type of weapon is the most basic
firearm in the Star Wars universe, Most classes start out
proficient in the use of blaster pistols,

Blaster Rifles

Blaster technology in rifle form allows for greater range
and additional firepower, but requires two hands to use.
Weapons in this category include the blaster carbine, blamk
rifle, sporting blaster rifle, light repeating blaster, and ion
gun rifle.

Heavy Weapans

Large, powerful energy weapons that require either a
brace or tripod to operate fall under the category of
heavy weapons. These include the blaster cannon, heald
repeating blaster, and E-Web blaster.




The size of a weapon compared to your size determines whether
the weapon is light, one-handed, two-handed, or too large for you
10 use.

Light: If the weapon's size category is smaller than your size (a
Human using a Small weapon, such as a hold-out blaster), then the
weapon is considered light. A light weapon is easier to use in your
off hand. You can use it with one hand, but you get no special
bonus if you use two hands.

One-Handed: If the weapon’s size category is the same as
four size (2 Human using a Medium-size weapon, such as a blaster
pistol), then the weapon is one-handed.

Two-Handed: If the weapon's size category is one step larger
than your size (a Human using a Large weapon, such as an E-Web
blaster), then the weapon requires two hands to use (and maybe a
special mount, such as a tripod).

Too Large to Use: If the weapon's size category is two or
mare steps larger than your size (an Ewok using an E-Web
blaster), the weapon is too large to use. The exception to this is
wehicle-mounted weapons, which are housed in a unit that aids in
their use.

Vibro Weapons

Adass of bladed, powered melee weapons, vibro weapons are

amang the deadliest items in anyone’s close combat arsenal.

ivibro weapon consists of a mundane-looking blade with an

uirmsonic generator in the hilt or handle. The ultrasonics
mwrberate along the blade edge. The user gets greater
futting power with less effort. Vibro applications are seen in
dvariety of cutting tools, from industrial-sized cutters (o
wiall scalpels used by artisans and surgeons. Offensive

wsions were a natural evolution of the technology, from the

smill vibrodagger to the Medium-size vibroblade to the

wne vibro-ax,

Exotic Weapons

Unllke other weapon groups, you must select the Exotic
fieipon Proficiency feat each time you want to learn how to
15t a different exotic weapon. Exotic weapons include the
Igisaber, longsword, bowceaster, gaderffii, atlatl, cesta, and

gictro-nel, Each selection of the feat represents proficiency in

erent exolic weapon.

Exatic weapons are hard to come by and may not be
dallable in many cases. The prices shown are for compari-
s purposes or for characters with the Craft skill who want
i build such an item. Lightsabers, bowcasters, gaderffii,

il cestas aren't usually found on the open market and
mmally can't be purchased.

Primitive Weapons
inan increasingly technological society, nontech or low-
el items see less and less use. Primitive weapons include

e spear, net, sling, and bow (with arrows).

Slugthrowers

A class of projectile weapons, slugthrowers hurl physical
bullets instead of packets of coherent light. Used primarily
in frontier settlements or on worlds that have not achieved
space flight, this proficiency covers both pistol and rifle

slugthrowers.

Melee Weapons
Ihese are among the simplest weapons of all. Used in close
combat, melee weapons inflict bludgeoning, slashing, or
piercing damage, depending on the weapon’s design, Some
combine powered components to augment or even replace
the user's own strength. Many types of melee weapons are
widely available and have few governmental or legal restric-
tions. Civilians, law enforcement agents, and military
personmel alike carry these items.

A character's Strength bonus is always added to a melee
weapon’s attack roll and damage roll.

Atlatl
A Gungan weapon, the atlatl adds speed and
power as an extension of a throwing arm,

allowing the user
to hurl energy
balls farther
than with just
an unaided toss,
IT forced into close combat, the wielder can use the atlatl as

a club,

Cesta

Another Gungan weapon, the cesta is a flexible pole used
to hurl small energy balls. It can also be used as a stafflike
melee weapon.

B I‘e‘c{-&- _,/
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Club

Clubs are among the most ancient weapons. While the materi-
als used to manufacture them may have improved over the
centuries, they still function the same way: Powered by the
wielder’s brute strength, clubs break an opponent’s bones, or
worse, They are the favored weapons of thugs. Batons (a vari-
ety of the club] are used by police forces on relatively peaceful
waorlds in crowd-control situations.

Combat Gloves
A pair of padded gloves provides

extra hitting power thanks to
their weight and the materials
used to construct them,
Anyone who expects to get
into a fstfight or a brawl
probably wants to wear
combat gloves. They

provide a +2 bonus to
damage on a successful
unarmed strike.
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Table 7-2: Weapons

Melee Weapons
Range Stun

Weapon Cost” Damage® Critical Increment  Weight FortDC" Type Size
Unarmed - 1d3 : ~ — = Bludgeoning -
Unarmed (Small) = 1d2 5 - - - Bludgeoning -
Atlatl 50  2d4¢ 20 10m* 1.5 kg - Bludgeoning Medium
Cesta 100  2d4¢ 20 20m* 1.8 kg - Bludgeoning Large

Energy balls (10) 200  2d8' - - 35 kg - Energy Small
Club/baton 15 1dé 20 Zm 1.5kg - Bludgeoning Medium
Combat gloves 200 42 ¢ - 1 kg - Bludgeoning Medium
Force pike 500 2d8 20 - 1.8 kg DC 15 Slashing Large
Gaderffii 50 1d8/1dé 20 - 2kg - Slashing/piercing Large
Knife 25 1d4 20 2m 1kg - Piercing Small
Lightsaber 3000 2d8 19-20 - 1 kg - Energy Medium
Lightsaber, double 7000  2d8/2d8 19-20 - 2 kg - Energy Medium
Longsword 150  1d8 20 = 2 kg — Slashing Medium
Mace, light 50 1d6 20 - 25kg - Bludgeoning Small
Quarterstaff 65 1d6/1d6 20 - 1.8 kg - Bludgeoning Large
Spear 60 1d8 20 4m 15 kg E Piercing Medium
Stun baton 500 = - - 1.8 kg DC 15 Bludgeoning Medium
Vibro-ax 500 2d10 20 - 2kg - Slashing Large
Vibroblade 250  2dé 20 - 1.8 kg - Slashing Medium
Vibrodagger 200 2d4 20 - 1 kg B Slashing Small

* A mastercralt weapon provides a bonus to the damage it deals, but also costs more than on ordinary weapon; see Mostercraft items, page 136,
b See the Setting Weapons on Stun sidebar on the next page.
¢ Unarmed ottacks can't deal critical hits unless the user has the Martial Arts feat

4 When used as a melee weapon, * Range increment for hurling energy balls. ! Damage when hurled from cesta or atlatl,
Ranged Weapons
Range Stun Multifire/

Weapon Cost* Damage® Critical Increment Weight FortDC® Type Autofire? Size
Blaster pistol 500  3dé 20 10m 1 kg DC 15 Energy M Small
Blaster, heavy 750  3d8 20 8m 1.3 kg DC 18 Energy M Medium
Blaster, hold-out 300 3d4 20 4m 0.5 kg DC 10 Energy - Tiny
Blaster, sporting 300 3d4 20 8m 1 kg DC 12 Energy - Small
lon gun pistol 250 3dé 20 8m 1 kg DC 15 Energy - Small
Blaster carbine 900  3ds 19-20 20m 2.2 kg DC15 Energy M Medium
Blaster rifle 1,000  3d8 19-20 30m 4.5 kg DC 18 Energy M Medium
Blaster rifle, sporting 800  3dé 19-20 40m 4 kg DC15  Energy - Medium
Blaster, It. repeat 2,000 3d8 19-20 40m 6 kg - Energy M/A Large
lon gun rifle 800  3d8s 19-20 30m 3.1kg DC 18 Energy - Medium
Grenade, frag 500  4d6+1°¢ 20 4m(4dm) 05kg - Slashing - Tiny
Grenade, stun 600 - - 4m(Am) 05kg DC15/12  Energy - Tiny
Thermal detonator 2,000  8d6+6°¢ 20 4m(@Bm) 05kg - Energy - Tiny
Net 25  Seeentry - 2m 45 kg - Seeentry — Medium
Electro-net 300  See entry - 2m 7 kg DC 12 Seeentry - Medium
Sling 35 1d4 20 6m 0.3 kg - See entry - Small

Bullets (10) Sy = = - 1 kg = = = Tiny
Bow 300 1d8 20 12m 1.4 kg - Piercing - Medium

Arrows (10) 20 - - - 0.8 kg - - - Medium
Slugthrower, pistol 275 2d6 20 10m 1.4 kg - Piercing M Small
Slugthrower, rifle 200 2ds 20 20m 4 kg - Piercing M Medium
Bowcaster 1,500  3d10 19-20 10m 8 kg = Energy = Large

Quarrels (10) 400 -~ - - 1 kg - - - Small
Blaster cannon 3,000 Ads 19-20 40m 18 kg - Energy - Large
Blaster, hvy. repeat 4,000  4d8 19-20 30m 12 kg - Energy M/A Large
Blaster, E-Web 8000 6d8 19-20 80m 38 kg - Energy M/A Large

® A mastercraft weapon provides a honus to the damage it deals, but also costs more than an ardinary weopon; see Mastercralt ltems, page 136.
b Sae the Setting Weapons on Stun sidebar on the next page

£ A grenade or thenmial detonator deals damage to all within the blast radius (given in parentheses under Range Increment); Reflex save (DC 15) for half damage

Group
None
None
Exotic
Exotic
Exotic
Simple
Simple
Vibro
Exotic
Simple
Exotic
Exotic
Exotic
Simple
Simple
Primitive
Simple
Vibro
Vibro
Vibro

Group
Blaster pisti
Blaster pi

Blaster pistl
Blaster rifles
Blaster riffes
Blaster rifles:
Blaster rifles
Blaster rifles
Simple
Simple
Simple
Primitive
Exotic
Primitive
Primitive
Primitive
Primitive
Slugthrowesy
Slugthrowes
Exotic
Exotic
Heavy
Heavy
Heavy




(@ SETTING WEAPONS ON STUN scavenged from wrecked or abandoned

»
’ vehicles and machinery in the Tatooine

hny weapon that has a stun setting can be set to deal nonlethal gaflT stick is equally suitable for thrusting

damage as a free action. (Table 7-2: Weapons tells whether or not and slasying, as well as serying to pamy.an

aspecific type of weapon has a stun setting,) When a character is 4 opponent’s blows
fit by a successful attack from a weapon set to stun, the character A gaderffii is a double weapon. You can
must make a Fortitude saving throw. The DC for the Fortitude save fight with it as if fighting with two weapons,
depends on the type of weapon (see Table 7-2: Weapons). » but if you do, you incur all the normal attack

If the character fails the Fortitude save, he is knocked out for : ) penalties associated with highting with two
Id4+1 rounds. If the character succeeds at the Fortitude save, he is : y weapons, as if you were using a one-handed
stnned for 1 round. (See Chapters Eight and Twelve for definitions k-2 weapon and a light weapaon (see Attacking
of these conditions.) with Two Weapons, page 156).

Stun attacks using a ranged weapon are limited to a range of 4

A meters; you can't stun a target that's beyond that range. A weapon Knife

EY MR S SRR CIR Sy VWhile many weapons rely on highly advanced technology,

o autofire modes while a weapon is set to stun. knives still see wide use. Cheap to manufacture and easy to
Only weapons set on lethal can score critical hits; a weapon set conceal, knives don't need power packs. The sharp blade

onstun can't score a critical hit, = culs and slashes according to the wielder's own strength

and skill, A knife is completely silent and serves well in

close-combat skirmishes.

farexample, a human deals 1d3+2 points of damage when Lightsaber
wearing combat gloves. The lightsaber, simple in design yet difficult to wield and
Lambat gloves are considered to be the same size as master, features a handgrip hilt that projects a blade of
it wearer (for example, a pair of combat gloves designed pure energy. This blade is generated by an energy cell and
i 3 Human are Medium-size). Because of how they are focused through crystals within the hilt. The saber can cut
wom, combat gloves can’t be disarmed or dropped. A char- through most materials, except anather lightsaber blade.
with the Martial Arts, Improved Martial Arts, or Some tougher materials; such as a starship blast door,
Advanced Martial Arts feat can use combat gloves 1o require time and effort to slice through. Because only the
teal additional damage. handgrip has any weight, unskilled users have difficulty

judging the position of the blade, They are as
force Pike | likely to injure themselves as harm their

foree pikes are 1-meter-long poles topped y opponents. The lightsaber's true potential A ‘1
with power tips. They're made of a flexible ?' becomes apparent in the hands of a fully o~
saterial that bends rather than breaks when trained Jedi, who can defend and attack ) {
it under pressure. A two-setting power with the weapon, deflecting blaster } . ¥
Uil lncated near the bottom of the pike bolts or striking opponents with the :
dllows the user to set the weapon to glowing blade. w
ethal” or “stun.” The traditional weapon of the Jedi, N
Fimarily a vibro weapon, the force the lightsaber stands as a symbol of /
pike can deliver an electrical shock their skill, dedication, and authority.
ihmuah its tip. Even a glancing blow Even in the days of the Rebellion,
fom one of these weapons has the when the Jedi were all but extinct,
potential to inflict serious harm on a a person carrying and using a
el when the pike is sel to lightsaber was afforded a high degree
ethal, of respect.
[liplomatic honor quards often A lightsaber requires a special energy cell to operate (the

ary force pikes. Some system cost is ten times the price of an ordinary energy cell)

guvernments have adopted them

it wse in crowd-control situa

o re blaster fire may
i inappropriate,

Aforce pike requires two .
Lightsabers ignore the damage reduction of an object and the damage reduction of
personal armor when dealing damage. See “Attack an Object” in Chapter Eight: Combat for
Baderffil (gaffi stick) information on damage reduction of objects. See page 138 later in this chapter for informa-
The qaderfhi [colloquially known as a tion about damage reduction and armor. (This rule does not affect a lightsaber-wielding
‘wif) stick”) is the traditional weapon character’s chance to hit in combat or damage dealt against an opponent, unless that oppo-
ol ihe Tusken Raiders of Tatooine. nent is wearing armor.)

They craft gaderffii from scrap metal

sery cells to operate,

wastes. A combination spear and axe, the
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Lightsaber, Double-Bladed
The double-bladed lightsaber consists
of two sabers fused at their hilts,
These weapons are rare and require
even greater skill to wield than single-
bladed lightsabers. One blade of the
double lightsaber can be ignited at a time,
: or both blades can be ignited to create a
{3 truly deadly lightsaber staff.
[ A double-bladed lightsaber is a double
weapon, You can fight with it as if fighting
with two weapons, but if you do, you incur all
the normal attack penalties associated with
fighting with two weapons as if you were using
a one-handed weapon and a light weapon [see
Attacking with Two Weapons, page 156}, The
double-bladed lightsaber must be wielded with two
hands,
A double-bladed lightsaber requires two special energy
cells to operate (the cost of each is ten times the price of an
ordinary energy cell).

Longsword

An exotic weapon primarily because it isn't widely used
throughout the galaxy, this straight-bladed weapon is used
on some less technologically advanced worlds, Some pirates
take up the longsword to use as a secondary weapon when
making raids and participating in boarding party actions.

Mace, Light
The mace is a weapon made of metal, consisting of a heavy
ball atop a handle.

Quarterstaff
A quarterstaff is made of wood, plasteel, or a metal alloy. A
user can strike with either end of the quarterstaff, taking
full advantage of any openings in an epponent’s defenses.
A quarterstaff is a double weapon. You can fight with il
as if fighting with two weapons, but if you do, you incur all
the normal attack penalties associated with fighting with
two weapons as if you were using a one-handed weapon
and a light weapon (see Attacking with Two Weapons,
page 156).

Spear

A common weapon used by hunters and warriors in primi-
tive cultures, the spear is a long wooden pole with a sharp
end fashioned from stone or metal. Members of more
advanced cultures enjoy using spears for sport, though these
weapons are usually constructed out of a

durable metal alloy. Some are even balanced

for throwing.

Stun Baton

A short club with a power pack in the
handle, the stun baton can be activated
to produce a stunning charge when it

strikes a target. 53-}
: (=3
A stun baton requires an enerqy '_.-‘;-gj
cell to operate. %,’

Vibro-Ax =
This powerful vibro weapon features an .
energy cell that causes the specially seated i
blade to vibrate rapidly when activated, 3’
This gives the weapon far greater cutting o
power than a standard axe, with minimal i
effort from the wielder. These weapons
are fllegal on most Core worlds.

A vibro-ax requires two energy cells
L0 operale,

Vibroblade
The vibroblade is a close-corbat weapon
favared by soldiers and mercenaries through- /
out the galaxy. It resembles a short sword )
with a high-tech look and feel. The energy i
cell powers the blade-edge vibra-
tions that make this weapon so
deadly. Vibroblades are illegal in most
urban areas.

A vibroblade requires an energy
cell to operate.

Vibrodagger
Assassins and petty thugs favor the smallest of
the vibro weapons, the vibrodagger. A number -
of civilians carry il for defense. It alone
among vibro weapons is subject Lo very
little regulation, since it is viewed as a
common tool for craflers and explorers.
As with other vibro weapons, an energy
cell produces rapid vibrations along the
specially seated blade edge, giving the
vibrodagger extra cutting power with relatively little extr
effort on the part of the user
A vibrodagger requires an energy cell to operate.

Ranged Weapaons

At any given time, hundreds of manufacturers are creating
and marketing a wide array of ranged weapons. These
weapons run the gamut from small, concealable handheld
weapons Lo tripod-mounted cannons that require a crew 0
transport and operate.

All ranged weapons apply the wielder's Dexterity modi-
fier to the attack roll. Any attack at less than the range
increment distance is not penalized for range. However,
each full range increment of distance between the weapot
wielder and the target causes a cumulative -2 penalty to
the attack roll.

Ranged weapons have a maximum range of ten range
increments, except for strength-powered ranged weapans
{thrown weapons, bows, or slings), which have a maximun
range of five increments,

Blaster Carbine
This smaller than normal blaster rifle has a short barrel
and compact two-handed grip, making it look more fikei§
long pistal than a rifle.

A blaster carbine requires a power pack to operate. Aftg
50 shots, the power pack must be replaced.




for centuries, the most common ranged weapon has been the
blaster. The blaster comes in a wide variety of sizes and styles,
each with a varying degree of firepower. Blasters fire bolts of
ifense coherent light, either to stun a target or deal lethal damage.

Private citizens, armed forces, and virtually every police force,
mminal organization, and paramilitary institution in known space
use blasters. Many systems have laws that restrict the possession
of blaster pistols, but few societies outlaw them entirely, and
special permits can often be obtained. Note that characters most
tlten colloquially use the word “blaster” to specifically refer to a
blaster pistol.

A blaster's power pack provides the energy to create the light
bolts it fires. A power pack allows a blaster to fire a certain number
of times, depending on the size of the weapon and how much
energy each shot requires.

If you don’t want the hassle of keeping track of ammo, use this
nle: Whenever a player rolls a natural 1 on an attack roll (a 1
wmes up on the 1d20 roll), the blaster’s power pack runs out of
energy. On the character’s next turn, he or she uses a move action
toslap in a fresh power pack. <

flaster Cannon
Mirtable blaster cannons (about the

siee of real-world bazookas) fire
pawerful bolts of energy.

Oiten used as an antivehicle =
weapon, the blaster cannon €]
135 the range and power to !

nflict devastation on troops

|,

]
o

and structures alike.
Ablaster cannon requires a power pack to operate. After
§shots, the power pack must be replaced.

Blaster, E-Web Repeating

The E-Web repeating blaster can only be
fied when it is mounted on a tripod.

il provides good fire support

forinfantry, but requires

pthree-man crew

{o operate, E-
eh blasters P

> PPPZ.
e Strictly LSt
gulated for
miitary use.

he E-Web repeating blaster only operates in multifire or

autofire mode. A team ol snowtroopers on Hoth used an E-
Web in The Empire Strikes Back.

An E-Web repeating blaster requires a power generator to
perate. The power generator provides nearly unlimited fire-
piwer, though it must be allowed to cool down for 1d4
munds after 500 shots or so,

Blaster, Heavy Repeating

The heavy repeating blaster is a fearsome
weapon typically operated from a

bunker emplacement or

mounted on a combat vehi-

cle. The heavy repeating R
blaster only operates in multi- QUF
fire or autofire mode. Il a

Medium-size character uses the weapon without a tripod or
other mount, the multifire or autofire penalties are increased
to -6 and -8 respectively).

A heavy repeating blaster requires a power pack to oper-
ate. After 20 shots, the power pack must be replaced. This
veapon can also be attached to a power generator for
longer use.

Blaster, Light Repeating
The light repeating blaster is the largest
rifle-style weapon carried by military
personnel. The weapon is
highly restricted and only )
operates in multifire or =

autofire mode.

A light repeating blaster
requires a power pack to aperate. After 30 shots, the power
pack must be replaced. This weapon can also be attached to a

power generator for longer use.

Blaster Pistol, Heavy
Heavy blaster pistols were invented to provide the sort of
firepower one expects from a blaster rifle, but in a compact,
more easily carried handgun. 1ts range is

shorter than a normal blaster pistol.

The weapon produces addi-
tional “punch” by drawing
heavily on its power pack,
reducing the number of shots

the power pack can provide
{compared to a regular blaster
pistol).

The heavy blaster pistol is illegal or heavily restricted in
most systems. Han Solo uses a heavy blaster pistol, the
BlasTech DL-44.

A heavy blaster pistol requires a power pack to operate.
After 50 shots, the power pack must be replaced.

Blaster Pistol, Hold-Out
Small. palm-sized blasters see widespread use
in weapon-restricted areas. Most aren't
I.‘lr{]t" (‘Imlll__{h Lo use 1'('gjuiul powcey

packs. Hold-out blasters are §
commonly found in the possession

of undercover agents, gamblers and
other scoundrels, or nobles seeking to protect
themselves. They are sometimes carried by more
lethal characters for back-up firepower.

A hold-out blaster requires an energy cell 1o operate.
After 6 shots, the energy cell must be replaced.

%
cn
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Blaster Pistol
The common blaster pistol doesn't exist. The word “blaster”
is a blanket term for literally thousands of different designs
from hundreds of manufacturers, such as the

popular BlasTech DL-18. Blasters are

popular with urban police forces,
traders, and anyone who
needs to pack

respectable firepower in s
an easily carried pack-

age. Ownership of
blaster pistols is requlated in many systems,
Visitors may be required to leave their
weapons aboard their ships or to secure special carrving
permits while on a planet with such restrictions and regula-
tions [such as Coruscant).

A blaster pistol requires a power pack to operate. After
100 shots, the power pack must be replaced.

Blaster Pistol, Sporting
This short, compact blaster is used for small-game hunting
or personal defense. Princess Leia Organa was armed with a
sporting blaster when she first appeared in A New Hope.

A sporting blaster requires a power pack to operate. After
100 shots, the power pack must be replaced.

Blaster Rifle
The basic blaster rifle is standard issue to soldiers across the
galaxy. It features a retractable stock and is illegal for civilians
to own in most planetary systems. During the Rebellion era,
the Empire's typical stormtrooper carried a blaster rifle.

A blaster rifle requires a power pack to operate. After 50

shots, the power pack must be replaced.

Blaster Rifle. Sporting

Sporting blaster rifles are popular with the galactic elite, as
well as among inhabitants in isolated colonies, Sporting
blaster rifles are legal in most systems, although special per-

mits must be obtained to carry them on many Core worlds.

(@ MASTERCRAFT ITEMS

All weapons and armor, and certain other types of equipment, can
be constructed as mastercraft items. The exceptional quality of
these items provides a bonus to the user, ranging from +1 to +3.
The bonus is applied to the damage dealt by a weapon, the
damage reduction of a set of armor, or some other characteristic
as given in the item’s description.

Mastercraft items with a +1 bonus can be purchased on the
open market for twice the cost of an ordinary item of the same

type. ltems that provide a +2 or +3 bonus are not common by any
means and are generally not for sale. If a +2 item could be found
available for purchase, it would be priced at twice the cost of a +1
item (or higher). Likewise, the cost of a +3 item would be at least
twice the cost of a +2 item.

A tech specialist with the appropriate specialty (see page 53)
can create a mastercraft item. <

Luke used a sporting blaster rifle to “bullseye womp rals i
his T-16" on Tatooine.

A sporting blaster rifle requires a power pack to operate.

After 50 shots, the power pack must be replaced.

Bow
The bow is a typical hunter's weapon on low-tech worlds
and is also used for sport on high-tech planets. A primitis

bow and its artows are made of wood with metal or stong h

augmentations, while more advanced versions tend to be
made from durable, lightweight composite materials,

The wielder's Strength modifier applies to damage deall
with a bow.

Bowcaster

The bowcaster, or “laser crosshow,” is crafted exclusively by
the Wookiees of Kashyyyk. Made of a fusion of modern a
ancient technologies, it appears to fire blaster bolts. Actug
ly, the weapon hurls an explosive energy quarrel at
incredible speed, much like an archaic rail gun.

A bowcaster must be cocked between each shot. This a
resets the metal bowstring and loads another quarrel onlo
the firing rail. Cocking and reloading a bowcaster requines
mave action and a Strength check (DC 15). Those proficiest
with the weapon don't need to make the Strength check

Grenade, Frag

Fragmentation grenades, like most explosives, are highly

restricted. Even combat units prefer to rely on multishot

blasters instead of these toss-and-forget one-shots. The

standard frag grenade unleashes metal shrapnel with expl

sive force, slicing up anyone within the
blast radius. It is designed to explod
on contact after it is thrown,

effectively dealing damage in

-
the same round it is hurled.
\ A frag grenade deals the
# _ : .
/ damage given on Table 7-2:
;" Weapons to anyone within its blast

radius (the value in parentheses in th
Range Increment column). Anyone

caught in the 4-meter blast radius maks

a Reflex saving throw (DC 15). A successfil

save reduces the damage deall to a characle

by ane-half, rounded down.

Grenade, Stun
When the object of a mission is to detain or subdue rathe
than kill, mercenary units, military personnel, and local law
enfarcement agencies use stun grenades. The standard st
grenade unleashes concussive energy that knocks out
anyone within the blast radius (unless they make a Fortitus
save, see below). It is designed to explode on contact after
it is thrown, effectively dealing damage in the same round
is hurled. A stun grenade can't inflict a critical hit.

Anyone caught in the blast must make a Fortitude saving
throw (DC 15 for a direct hit, or DC 12 in the surrounding
blast radius).

here is no Reflex save to avoid a stun grenade; if you
caught within the 4-meter blast radius, you are either
knocked out or stunned.

|
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'(@ EXPLOSIVES

Sometimes a mission calls for the use of more powerful explosives than grenades or thermal detonators. Various explosives can fill the bill
nicely. These explosives aren't ranged weapons and can't be used like grenades. An explosive charge is a metal cylinder that must be set using
the Demolitions skill. Failing a skill check, or setting a charge without using the skill, means that the charge only delivers half damage.

When set and activated, the charge’s timer begins counting down. Standard timers can be set with a delay of as much as 1 hour. Longer
delays require specialized timers. An explosive charge delivers a lot of destructive energy to a specific point, making it perfect for demolishing
siructures or clearing rubble. It causes minimal damage beyond its target point, within 2 meters of the concentrated blast. Of course, collateral
damage and subsequent explosions usually accompany the use of an explosive charge.

Explosive charges are highly restricted, usually only available to military or law enforcement spedialists or specialized construction units.
Han Solo and his strike team use explosive charges to take out the shield generator on Endor in Return of the Jedi.

Detonite is a contact explosive that comes in tiny blocks of a claylike substance that can be stretched and formed over and around a target
location. It also requires a timer to use. :;

ININGIMNB3

Weapon Cost Damage Type
Bxplosive charge 1,500 6de+4 Energy
Detonite 500 Energy
Timer 250

lon Gun A characler in an electro-net ‘~ll|s_||'L'|l d to the stun charge
The ;-.'_r-..]l!,,;' ion gun comes in two forms, a pistel and a must make a Fortitude saving throw (DC 12), as described in
The weapon fires a stream of energy that wreaks havoc the Setting Weapaons on Stun sidebar, page 133.
electrical systems, making it effective against droids.

Karm _.|:'-,| an ion gun deals ti.‘il;l.u_;L' Lhat Sllng

1 droid’s circuits and destroys its A primitive weapon, the sling hurls metal bullets or stones,

| components. When The wielder's Strength modifier applies to damage dealt

o stun, the iomza

1l l'll:'l: \‘.{”L.“ i‘liﬂl \\“

y other stun weapon [Q )
\o

it is effective only

with a sling

Slugthrower

Slugthrowers fire metal bullets—called “slugs™—instead of

sains! droids. energy bolts, They come in a variety ol pistol and rifle

The blast from an ion models, and see most of their use in the Rim or on primitive
jun lias no effect on organic opponents unless those oppo- planets, Slugthrowers don't need power packs; instead, they
pents have some amount of cybernetic equipment, such as employ clips of solid bullets that hold anywhere from 10 to
s oyhemetic limb. 20 slugs. More primitive models don't use clips; the user

At fon gun requires a power pack to operate. After 30 must load bullets into chambers one at a time before firing.

nots, the power pack must be replaced.

Thermal Detonator

Net and Electro-Net The thermal detonator is a fist-sized sphere containing
Nets are used for hunting and fishing in primitive cultures baradium, a powerful explosive. Outlawed throughout
il for nonlethal crowd control in more advanced ones. known space, the thermal detonator produces a fusion reac

¥

Jectro-nets are equipped with several miniaturized power  tion that generates a rapidly expanding field of searing heat

picks and stun filaments. They can be set to deliver a and blast energy. Disguised as a bounty hunter, Princess

erful stun on impact or in response to a signal transmit- Leia threatened Jabba with a thermal detonator at the

im a remote-control device. The remote has a range beginning of Return of the Jedi.
o4O meters. An electro-net can deliver one stun before its A thermal detonator’s timer can be set for 6 seconds (1
1 pack becomes depleted and must be replaced. round) to as high as an 18-second delay (3 rounds), count
A character hit by a net is considered entangled. An ing down until it explodes or is resel to its safe position,
entangled character suffers a -2 penalty on attack rolls, a When it explodes, it deals the damage given on Table 7-2:

ty to effective Dexterity, and can move only at half Weapons to anyone within its blast radius (the value in

{and canmot run or charge). If the net is anchored to parentheses in the Range Increment columnl. Anyone
mmobile object, the target cannot move at all until free caught in the 8-meter blast radius can make a Reflex saving
throw (DC 15). A successful save halves the damage dealt to

a character.
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Armor
Protective armor exists in the Star Wars universe, but only
the lightest types see widespread use. Heavier armor is
considered to be too expensive, too restrictive, and just not
worth the trouble unless it serves an additional function
(such as providing environmental protection, as in the case
of Imperial stormtrooper armor}. See Table 7-3: Armor for
the list of armor types. 1t describes armor for Medium-size
characters. Larger or smaller characters might pay more for
equivalent armor, depending on where they purchase it.
Many forms of armor are restricted or even illegal outside
of approved military uses, In locations where armor isn’t
prohibited, the wearer of armor identifies himself as some-
one who either expects to cause trouble or expects trouble
to come his way.

Armor Qualities

If you choose armor for your character, refer to Table 7-3:
Armor for details about the various armor types. The armor
qualities on the table are explained below.

Cost: The cost of the armor. Note that not all armor is
available for sale on the open market; prices are given for
comparison purposes.

Damage Reduction: The protective value of the armor,
When a character wears armor, the armor’s damage reduc-
tion reduces wound damage by the given amount [but not
vitality damage). For example, when a character wearing a
combat jumpsuit is hit for 6 points of wound damage, the
armor’s damage reduction of 3 means that the character
only loses 3 wound points (6 - 3 = 3).

Maximum Dex Banus: This is the maximum Dexterity
bonus you can apply to your Defense when wearing this
type of armor. Heavier armor limits your mobility, reducing
your ability to avoid attacks. For example, padded battle
armor permits a maximum Dexterity bonus of +3. A charac-
ter with a Dexterity score of 18 narmally gains a +4 bonus
to his Defense, but if he’s wearing padded battle armor, his
bonus drops to +3.

Table 7-3: Armaor

Damage Maximum Armor — Speed —

Armor Cost* Reduction* Dex Bonus Check Penaity (10m) (6m) Weight
Light Armor

Blast helmet, vest 500 2 +5 =1 10 6 3kg

Combat jumpsuit 1,500 3 +4 == 10 6 Bkg '

Padded flight suit 800 2 +4 -2 10 6 Sky
Medium Armor

Armored flight suit 4,000 4 +3 -4 8 4 20kg

Battle armor, padded 2,000 4 +3 -4 8 4 13 kg

Battle armor, medium 6,000 5 +2 -5 8 4 16 kg
Heavy Armor

Armored spacesuit 10,000 6 +1 -6 6 2 45 kg

Battle armor, heavy 12,000 7 +0 ~7 6 2 35 kg
Powered Armor

Corellian powersuit 10,000 4 +0 -4 8 4 18kg

Stormtrooper armor 8,000 5 +2 =2 8 4 16 kg

Battleframe 12,000 3 +0 -8 6 2 20 kg
* Mastercraft armor provides o bonus to its damage reduction, but costs more than ordinary armor; see Mastercraft Items, page 136, Damage reduction is effective
against wound damage but not against vitality domage.

Armar Check Penalty: Armor interferes with a charic-
ter's ability to use certain skills. You apply the armor chect
penalty to certain skill checks while wearing the armor. Ay
checks using skills that have Strength or Dexterity as the kg
ability receive the penalty, unless you possess the appropr-
ate Armor Proficiency feal. Even with the appropriate feat,
the penalty still applies to checks using the following skill
Climb, Disable Device, Escape Artist, Hide, Jump, Move
Silently, Sleight of Hand, Swim, and Tumble.

Nonpraficient with Armor: If you wear armor with whig
you aren't proficient, you suffer the armor's check penalty
on attack rolls as well.

Speed: Medium and heavy armor slows you down, This
number indicates your speed when wearing this type of anme
Medium-size characters [base speed of 10 meters) use the fid
column. Small characters (base speed of 6 meters) use the
second column.

Weight: The weight of the armor. Armor fitted for Smal
characters weighs hall” as much.

Armor Descriptions
The types of armor given on Table 7-3: Armor are
described below.

Armaored Flight Suit
A combat-ready flight suit that
provides additional protection
against vacuum for limited periods,
this armor comes in various models,
including the Corellian TX-3,
favored by various pirate gangs,
and the Imperial TIE suit, worn by
TIE fighter pilots throughout the
Empire.

This suit provides a +4 equipment
bonus on Fortitude saves made to resist
cold temperatures.




Armored Spacesuit
This bulky coverall contains a sealed
life support system that provides
everything the wearer needs to
survive for 10 days in space or any
other hostile environment.
Unarmored versions provide only
life support, while the armored
model also protects against
altacks.
THis suit provides a +6 equipment
bonus on Fortitude saves made to
resist cold temperatures.

Battle Armor
Battle armor
comhines
protective metal
it composite plates with a padded
impsuit to form a layer of

cobhle together their gear
varlous sources. Bounty

hat lighter but less protec-
fie. Heavy battle armor features

re plating than padding,
ling various pieces molded to
it the user, such as breast plates
i arm and leg armor. Medium battle armor falls some-
¢ in between the two.

aframe

. which permit the wearer to carry and utilize more
iepower than he would normally be allowed. The price of

o operate. When fully equipped, a battieframe can hold up
o three different heavy weapons as well as each weapon'’s
panying ammo canister or energy pack.

Blast Helmet and Vest

This armor consists of a lightweight
helmel and a composite vest that,
when worn together, offer limited
protection against shrapnel, melee
weapons, slugthrowers, and blasters,

Combat Jumpsuit
This heavily padded
Jumpsuit is designed
to provide limited
protection against
physical and
encrgy trauma
without overly
restricting the
wearer's movement.

Carellian Powersuit
This suit of body armor contains an
energized exoskeleton and a series of
servomoltors that boosts the wearer's
physical strength. Used by professional
soldiers, merce-
naries, and
bounty
hunters, the
powersuit requires skill and train-
ing to utilize its full potential,
The wearer receives a +2 equip-
ment bonus to Strength while
wearing a fully functional powersuit.
If the wearer doesn’t possess the
Armor Proficiency (powered) feat, or if
the armor is disabled or out of power,
this bonus doesn’t apply and the
wearer instead suffers a -2 penalty lo
Strength and Dexterity.

Padded Flight Suit
Favored by starfighter pilots all over
the galaxy. the one-piece padded flight suit protects
against decompression, g-forces, and
< harmful environments. It provides
?-fl limited protection against attacks as
. well. A padded flight suit comes
with a matching helmet and
gloves that seal around the
wearer and provide up to 10
hours of life support in a hostile
environment.
A padded flight suit provides
a +2 equipment bonus on
Fortitude saves made to resist
; cold temperatures.

ta
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Stormtrooper Armaor
- Worn by the elite soldiers of the Galactic
M Empire, stormtrooper armor comes in a
variety of models based around a
standard white-and-black shell,
Filled with electronics that assist and
augment the stormtrooper in his
duties, it includes rudimentary envi-
ronmental protection, three-phase
sonic Altering, and visual amplifica-
tion. Because stormirooper armor
requires training to operate properly,
those who attempt to employ “appro-
priated” stormtrooper armor find it
| cumbersome and restrictive.
A Variants of this armor also exist,
including snowtrooper armor and
sandtrooper armor. Each has slightly
different characteristics, but all include the basic charac-
teristics common to all stormtrooper armor. Though
unavailable on the open market, these suits can occasion-
ally be found on the black market at the given price.
Stormtrooper armor (including all variants, such as clone
trooper armor) provides a wearer who has the Armor
Proficiency (powered) feat a +2 equipment bonus on Listen
checks, Spot checks, and Fortitude saving throws made to
resist hostile environments.
Snowtrooper armor provides a +6 equipment bonus on
Fortitude saving throws made to resist cold temperatures.
Sandtrooper armor provides a +6 equipment bonus on
Fortitude saving throws made to resist hot temperatures,

Equipment

A sample of common equipment available during the time
periods covered in this book is given on Table 7-4:
Equipment. Refer to the descriptions below for other perti-
nent information.

All-Temperature Cloak
This wrap-around cloak
protects its wearer from the
elements and hostile condi-
tions.

An all-temperature cloak
provides a +2 equipment
honus on Fortitude saves
made 1o resist severe
weather.

Aquata Breather

An Aquata Breather can
provide up to 2 hours of
breathable air through its
mouthpiece. Characters typically use it underwater or in
other hazardous enviranments. Aquata Breathers are a
standard part of many high-end utility belt and field kit
packages. Some consider them more reliable than breath
masks, since they consist of a single part rather than
several linked components. Qui-Gon Jinn and Obi-Wan

Kenobi use Aquata Breathers while swimming to Otoh
Gunga in The Phantom Menace.

Bacta Tank
This large, specialized tank is filled with the powerful heak
ing agent, bacta,
which promotes
rapid healing. N \\
A bacta tank 4 Y y
and a supply of N\
bacta is expensive, Q/ e
so such medical
equipment is usually
found only in hospitals,
on board capital-class
vessels, and within
major military bases.

A patient must be
equipped with a
breath mask and fully
submerged within
the bacta for the
healing agent to do
its job. Bacla is a
synthetic chemical that consists of gelatinous, translucent
red alazhi and kavam bacterial particles mixed within the
colorless liquid ambori. The bacterial particles seek aut
wounds and promote exceedingly fast tissue rejuvenation
without scarring.

Any character who has suffered damage can benefit fron
4 bacta tank treatment, but its miraculous properties are
most in evidence when used on severely wounded patients
Bacta treatment is the best method for reviving characters
that have been reduced to 0 or fewer wound points.

Patients undergoing bacta tank treatment heal at the
following rates: Vitality points return at a rate of 3 per
hour of treatment, and wound points return at a rate of |
per hour of treatment.

Breath Mask

This personal atmosphere-filtering system consists of a
mask that fits over the nose and mouth and a hose
connecting the mask to a portable life-support system,
The breath mask provides approximately 1 hour of breath
ahle atmosphere before
the filter and atmosphere
canister must be
replaced. The breath
mask offers no
protection from extreme
temperatures or hard
vacuum.

A breath mask system can
also be built into an armored
suit; Darth Vader's armor
contains such a system.

To replace the filter and atmosphere canister, the user
must make a Repair check (BC 10), The GM makes this
check for the character, 1f the check fails, the mask ceases (g
function 1d6x4 minutes after it is activated.




Cylinder

gmpact encoded security devices are issued to many mili-

. political, or corporate officials, A code cylinder accesses
amputer data via a droid’s scomp link or
es entry into restricted facilities. Each
wiinder features the user’s personal security
dearance data. High-ranking personnel may
@y more than ane cylinder, each with
dfferent access codes encrypted within

them, Republic citizens, Imperial officers,
nd New Republic personnel use them to
flitate security measures,

Code cylinders can be reprogrammed at
woperly equipped computers by making a
Lomputer Use check against DC 15, or
without such systems by making a Computer Use check
ainst DC 25. Failure to properly reprogram a code cylinder
wins the cylinder.

Bamlink

Apessonal communications transceiver, the
umlink consists of a receiver, a transmil-
e, and @ power source. Comlinks come
navariety of small, palm-sized cylindri-
il shapes and styles, Some are huilt

o helmets and armor; stormtrooper
ot includes a helmet equipped with

3 tomlink.

- The range for a typical comlink is

i kilometers or low orbit. For greater
nge, a comlink must be larger and
cwnnected to a more powerful energy
Jsuree, such as those built into vehi-

ties. For an added expense (ten times the base cost of 4
“egular comlink), a comlink can be equipped with encrypt-
g routines.

Credit Chip

Although many planetary governments still use hard
urrency, most governments that span several star systems
o even galactic sectors), such as the Republic, the
Empire, and the Corporate Sector
Autharity. rely primarily on elec-
tronic currency that draws on
“acconnts from a central bank.
ew galactic citizens ever see
Cactual cashy instead, their

- mcome is deposited directly into
lheir credit account.

Credit chip technology was perfected
(enturies ago and has been standardized
inmost regions of the known galaxy.
- The credit chip is a small, flat card
fhat features a security codeout and
- medit algorithm memory stripes,

The chip can hold a specified

number of credits appropriate to the
:qoxfn1rllent that issued it, or it can be
programmed to draw from a specific account held by the
lser, Credit chips not only allow quick and easy transfers of
]_fundS. but also protect users from theft,

| 'Y

Modifying the value of a credit chip requires a Computer
Use check (DC 35). Altering it so that it draws upon a differ-
ent account requires a Computer Use check (DC 40). Failure
in either case activates the chip's self-destruct programming
and ruins the chip.

Datapad

These small, low-cost, handheld personal computers can
serve as notebooks, day planners, calculators, and sketch-
pads, In addition to performing basic computer functions,
datapads can interface with

and download information

from larger computer
networks,

Datacards can be
purchased with
specific types of
data stored on
them, such as star
charts, tourism quides
to certain regions of space,
or works of fiction. The data on
these cards can be loaded into a datapad
for easy access.

A datapad provides the user with a +2 equipment bonus
on Intelligence checks relating to calculations or Computer
Use checks imvolving information downloads. Datapads with
datacards containing specific information provide a +2
equipment bonus on related Knowledge checks.

A mastercraft datapad provides a higher equipment bonus
(+3 for a +1 item, +4 for a +2 item, or +5 for a +3 item).

Electrobinoculars
This device magnifies distant
objects in most lighting
conditions. An internal
display provides data on
range, relative and true
azimuths, and elevation.
Viewing options include
zoom and wide-vision obser-
vation. Electrobinoculars also feature radiation sensors and
a night-vision mode,

Electrobinoculars reduce the range penalty for Spot
checks to -1 for every 20 meters of distance (instead of -1
every 4 meters).

Energy Cell

This small battery provides power for devices, including
certain types of weapans. An energy cell appears as a small,
flat disk.

Fiald Kit

Essentially a backpack full of survival gear, the typical
field kit contains two condensing canteens with built-in
water purification systems, a sunshield roll, a week's
worth of food rations, two glow rods, two breath masks,
twenly-four filters, twelve atmosphere canisters, and an
all-temperature cloak.
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Flight Suit

The Right suit is a one-piece coverall
(plus a helmet) that provides life
support, protects the wearer from
hostile environments, and

prevents the wearer from
succumbing to the adverse

effects of high-velocity flying.

Fusion Lantern

A hand-held light source, larger
than a glow rod, the fusion lantern
produces light and heat. The light
spreads out from the lantern,
producing a 10-meter radius of illu-
mination.

Glow Rod
N Aglowrodisa
/ portable illumination device that projects a
) beam of light up to 10 meters.
§
{\

Grappling Spike Launcher
A spike launcher, sometimes known as an
ascension gun, has a grappling spike on one
end, a sliding hook on the other, and a liquid
cable reservoir in the middle. The launcher hurls the
spike at extreme velocity, allowing it to anchor itself
in any hard surface, such as a building ledge or cliff
face. The launcher can be used alone or attached to the barrel
of a blaster. It holds enough liquid to form 20 meters of cable.
Captain Panaka and Padmé use ascension guns to scale the
walls of the Theed Royal Palace in The Phantom Menace.

Holoprojectar

A handheld, personal
hologram transmitter
can be used to view
real-time or recorded
three-dimensional
images or Lo pass
the information
through a comlink
connection. Adding
sound capability doubles the

price of a personal holoprojector. The device has a limited
storage capacity that can be expanded when attached to a
holarecorder.

Holorecorder

A handheld, personal visual and audio recorder, the holo-
recorder can store data for playback as three-dimensional
moving images or as holograms. A holorecorder stores up to
200 hours of images in its
internal memory

system. Most come
equipped with
recording-rod input

slots for expanded
memory capacity.

Liquid Cable Dispenser
Cable dispensers contain a special liquid that instantly soli§
fies upon contact with either atmosphere or vacuum to f
a tough, lightweight, flexible cable. The dispenser contair
enough liquid for 20 meters of cable and is refillable at

authorized outlets. The cable is capable of supporting up e
500 kilograms of weight.

Macrobinoculars
Macrohinoculars—not to be confused with the more powes
ful electrobinoculars—are personal image-magnification
devices that can enhance vision up to one kilometer.
Standard features include zo
capability, readouts for
azimuth, range and el
tion, a light amplifier foe
twilight conditions, and
impact resistant casing.
Macrobinoculars reduce ¥
range penalty for Spot checks i
-1 for every 10 meters of distand
(instead of =1 every 4 meters).

Medical Kit _
This small kit of implements and medicines allows a skilled”
user to stabilize a dying character or restore lost vitality
points through the use of the Treat Injury skill. It is also
necessary for treating dazed, knocked out, or stunned chae
acters.

Medpac
This disposable emergency kit includes a
variety of life-saving drugs and
bacta ointments o promote
rapid healing. Any char-
acter who has suffered
wound damage can
benefit from the applica-
tion of a medpac.

A medpac restores 1d2
lost wound points when applied
to a wounded character and activated. This application
requires a full-round action and a Treat Injury check
(DC 15). A medpac can’t restore more wound points than
an injured character has lost.

A mastercraft medpac provides more healing (1d2+1 fors
+1 item, 1d2+2 for a 42 item, or 1d2+3 for a +3 item).

A character can only benefit from the use of a medpac
once every 24 hours. Using a medpac depletes its contents

Power Pack

A power pack is a compact rectan-
gular battery that fits into the
grip or barrel of an energy
weapon, such as a blaster, to
provide the power needed 1o

fire it.




scording Rod
fecording rods are long, clear, cylindrical data storage
5. They can record sounds and sights within a 15-meter
Lamije, store up to 100 hours of recordings, and play back
Sudio and 2D visual images on the rod's surface. Recording
ads are reusable; you can delete recordings or record over
#iisting data.

Downloading the data within a recording rod to a datapad,
‘mputer, or holoprojector requires a successful Computer
e check (DC 10). Deleted recordings can be recovered with
asuccessful Computer Use check (DC 25), [You can't recover
aterial that has been replaced by a subsequent recording.)

Security Kit
security kit is a set of special toals for bypassing elec-
tronic and mechanical locks. It usually
includes electronic components
and dedicated sensor devices.
On most worlds, possession of
a security kit is illegal for
anyone who doesn'l have the
proper permits, such as members
of law enforcement agencies and
professional security experts,
This item gives its user a +2 equip-
ment bonus on Disable Device checks. It
also provides a +2 equipment bonus on any
Repair checks relating to security systems.
- Amastercraft security kit provides a higher equipment
bonus (+3 for a +1 item, +4 for a +2 item, or +5 fora +3
llem). All mastercraft security kits contain a comlink that
manitors frequencies typically used by silent alarms, so the
wet can know if such an alarm has been triggered at any
point during the operation.

Sensor Pack

partable scanning device, the sensor pack is a bulky rectan-
gt featuring a variety of dials and switches, a readout display,
and a scanning dhish. 1t provides only general details on comm
Sigrals, life forms, and energy fields within a 50-meter range.
* The sensor pack grants a +2 equipment bonus on Listen,
||' arch, and Spot checks.

| Amastercraft sensor pack provides a higher equipment
s (+3 for a +1 item, +4 for a +2 item, or +5 fora +3
liem),

Surgery Kit
This small kit contains the instruments a character with the
Sugery feat needs to operate on a wounded character.

Liicludes a variety of pliers,

I ers, hydrospanners, circuit
iers, and a fusion cutter,

Aloolkit provides a +2

faipment honus on Repair

Table 7-4: Equipment

item Cost Weight
All-temperature cloak 100 1.5 kg
Aquata Breather 350 0.2 kg
Bacta tank 100,000 500 kg

Bacta, 1 liter* 100 2kg
Breath mask 200 2 kg

Atmosphere canister/filter 25 1 kg
Code cylinder 500 0.1 kg
Comlink 200 0.1 kg
Credit chip 100 0.1 kg
Datapad 1,000 3kg

Datacards, blank (10) 10 0.2 kg

Datacard, | program 300 0.1 kg
Datapad, mastercraft (+1) 2,000 3 kg
Electrobinoculars 1,000 1kg
Energy cell 10 =
Field kit 1,000 10 kg
Flight suit 250 3 kg
Fusion lantern 25 2kg
Glow rod 10 1 kg
Grappling spike launcher 50 0.3 kg
Holoprojector, personal 1,000 0.5 kg
Holorecorder 3,000 1 kg
Liquid cable dispenser 25 0.2 kg
Macrobinoculars 600 0.8 kg
Medical kit 25 1 kg
Medpac 100 1 kg
Medpac, mastercraft (+1) 200 12 kg
Power pack 25 A kg
Recording