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Introduction 



What You Need to  Play 
Here's what you need to start playing the Star Wars 
Rol~playing Game: 
8 This book, which tells you how t o  create and  play 

your character. 
8 A copy of tk character sheet. 
9 A pencil and scratch paper; graph paper might be 

useful, too. 
9 One or two four-sided dies (d4), four or more six-sided 

dice (d6], an eight-sided die (dB), two ten-sided dice (d 10). 
a twelve-sided die (dl 21, and a twenty-sided die (d20). 

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

Playersshould read the front sections o f  this book, the parts 
deaiing with character creation, skills, feats, and equipment. 
The rest of the book is for the Gamemaster, providing advice 
fur running the game, opponents to throw a t  the players' 
characters, and a few ideas for adwntures. 

Dice 
The rules abbreviate dice rods with phrases such as 
"HJ6+2," which means "four six-sided dice plus 2" (generat- 
ing a number between 6 and 261. 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 
or subtracted From the result, 

Some examples: 
3dB:Three six-sided [lice, 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 
' \-a 16. This is the amount of damage that a lightsaber deals 8 8 3 

in the hands of a 1 st-level Jedi. 
d%: The "d%" [percentile dice1 is a special case. You geneT- #_# 

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 0 and 5, for example, gives you a result of 85. A 0 
and 3 equals 3. Rolling 0 and 0 represents 100. 

The Three Eras of Play 
The Star Wars Roteplaying 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 It: Attack of the Clones. 
Known as the Rise of  the Empire era, this i s  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 iri the Rebellion era, when the 
power of the Empire is supreme and those capable oT using 
the Force are few and far between. This is,&g time 
described in the original Star Wars films. 

Or, jump to a time twenty years after the ~ a k l e  of " '1  1 . 
Endor and participate in the events surrounding the inW- 
sion of the galaxy. Aliens from beyond the  edge of known 
space have begun an incursion into the N e w  Republic as 
forces consprre to threaten the hard-won peace in the era of 
The New Jedi Order (as described in the Del K e y  Books 
novel series), 
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Playing Star Wars 
The Star Wars galaxy is hunk More than ft biliian star 
systems fall wtthtn the known reaches of space-. offering 
camleas dppommtles fw Wonder, wtwi and danger. 
Thausands of alteri qxfte live in thfe gaiaw, frorfi hftrnble 
&was to pti@erfvI Wwjiees, White humans are vevalent 
thfo<a&pm ham space. other spec&$ can be found mq- 
whose- In this galaxy, the many worlds store a compon 
history that extends thousands ofyears into t t e  past. ft 
qalaxywide government [be it Republic or Empire) maintains 
law and order thank to faster-hn-tight-speed brave! 
pravl(ted ̂ y tlw-mazftig hypCTdrtye engine. I3huse hyper- 
wgce tra&l Wakes th? distant between the stars4nsignffi- 
cant, trade, <omffierc6, and euftuw fteriy in aqions Q 
dtverse as the Caw affij the Outer W?. 

The Star Wars RdqflW~ff Ccswie lets p u  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, we QW and tom players. i t  can 
be played with as î s te tvw participants tone CM and me 
player] or as wary as SeW. 

TMs game lets y6n participate In She ultitflate fmeractive 
story, a wry hi which you get to detenniffe what happens 
next kq the wHom 3100 take. Them's w board, no j-k, 
no lqboa~d. You might use action figures or ininkaturn to 
h i p  visualize some dramatic wen* but othervirfsc the 
action takes plate Hi the imafltnatiows of fhe partictpante. 

Satup 
After you've created a hero, get together wtth the rest of 
yow gaming group tor your first adven tare. Prior t o  ftfe, 
(he GM hw develoeast a stoiyHw for the amtare. Shr 
mQht buy a eompltte; rtady-to-play adventure or grab sne 
out of Star Wars Gtfntfr magazine. Or the 6M might 
devslep one using the guiddfnes in Chapter Twetw, Once 
the OM bee-laws cennfiwtablr wtlh all the rules, she can- 
even get away wtth simply describing a starting scenario 
and using archetypes straight out of Chapter Fourteen; 
Allies and Opponents. 
Ptek w evening or a wfttend afternoon pr @me cither 

convenient 8nw when $BU and your friends can spend a few 
h&w pldng the Wr Ws^s KaleptayiM Game. Decide ten 
how much time-you want to spend pissing. (Two to Tom 
bow is a good length for a game s^ssigrol 

Where should you play the game? Anywhere that's 
eomfartabk. The place should haw a flat surface to red 

! 
dice. on, sath as a Idtehen table. The GM sfts so that the 
other players mn't look wpr her shoulder ar peek at her 
ddwntan? not& She qeedslinaitgh room ta wt the 
ryIebftA and any other watertafe she might have for â‚¬t 
game seasten, BicbdSq crthq $iw Wars books, a pad df 
paper, s pencil w pen. dtee, and ter ̂ idventuw notes. 
the other ptsryeis need places to sS, room for their dice 

n and character sheets, scrap paper and perarils. and their 

D3 
rulebo&ks. Since a game session is as much a social extent as 
it is an evening of entenaftifltent, tevtng pkffly of snacks 
and b&eragei on h?nd fe WWy iwemmflcd, 

Gw Advk 
Players sfiould roll the di&'aiifn@ so that evetyone can 
see the results. The CM may m ês siame fob tn secret te 
buffd suspense and ipalntilin i^rlery. Ail attack and 
damage @fls *Id be rtiade In the @XTI $6 that all playrts. 
Can siee them, 

The fret mnpk of game sessions you play might be a 
little- uneven as evpiyone 1tvms how the game works and 
gets camfortable wWh the idea (if mleplaiyima. Remember 
that these r u b  mfluMrfi~~s, a framework and stroctune 
For playing Star Wirs sdvendffes in3a hsleplaying game 
envliwiifrtemf A rolq~iaying mi is a ~iving gme; it evolves 
and develops as NU frl* it. J f s e m e t W ~  isn't wa~king for 
your grftup, and the attire-group agrees, make a change. 
But wart until y a o k  played a few times with the official 
rules beforeyou decide to tinker. 

The First Game Session 
You and yaw frtmdii hswTeviewe4 the basicrules and 
~~eatcd t st-level characters. Your Gamemaster has reviewed 
the rules and is ready to run her first adventure. You've 
agreed vyon a t o e  and place to ptey. Then the time arrives 
and the begins! 

SiWng (round tte table, with di^S and snack aattered 
tn all di~eti6Vq tk plaiyeis why. Mi&& is  the Â¥QM She 
takes her place at the .head of the able, Chris sits in the 
yextseat; he's qnning $8-bn, a female Jedt gaardten, 
Next to Chris is Mike, practicing his Wou'kiee sotin& to 
inject a Httle authenticity into his chafactet; Romrr the 
scout. Across tfee WMP. Temty flak& ~oi l ie  last-minute 
not- QTI her chairairter sfeeet, adding 9 little mare dew tu 
Vor'en the soldier. N e t  t@ Pcnfjy, Brian &pxiousty *$its to 
get startetf. He% running Dee! Sweol, W q&y scowdrel. 

Mich$le has sekaed a remitter of qctian ftgares ftem her 
collectiw to we in tonight's game. The/ aren't ~eoa-saiy 
for play, hut she thinks the figures will help the p l p  vfeu- 
alize the action in.certain situations. She's got a figiure to 
rep-rtsent each of the plays' diameters, and she places 
them in the rnlcMIe of the table. She leaves a few ethers 
hidden dn the flw tffiiitte her. She'll yse these later to 
 present op~a'neffts that ;wffl ehallmge arid campele with 
the heross. 

ML$I& doesn't have g vaiftc cliawter for htrse)f. 
While the ptayers each run a single heroi the Cammaster 
narrates the story, adjudicates the rules, and plays at1 of the 
GM charscteis-ttie supporiBng east that serves as allies and 
opponents far the hero& 

Airway- tt teak like evgwofle% r^y -to get'started. 
Mfehde ant@!%% a few test-mtndte rule$ qwestfons, thert 
teflrre the flame. 

Michele 03M& A Ibng time ago, In a galaay far, fat smay 
. . . it is the time .of the'Republi, about twen1yÃ t̂w yeam 
before the days of the Empire and the first Iteatd Star battle 
station. Supreme Chancelfor Ralpatine ifads Ole Republic, 
Mace Wndb and Yoda tead the Jedi Council, and the start 
of the Elam Wars lit still a ffew weeks away. 

You're In a ~ ~ a t x p & r t  @ntttis prt Carellfa, & prominent 
w ~ f M  in the gdiaetlc cow. The- place is pretp busy for a 
weekday afternoon, though it's not packed to capacity. You 
sec h m m  and a variety of other species drinking, laugh- 





SffhRt YUHP &>tm@* 
& a Sbr W m  chsm&rq p u  aren't limited to imply bdng 
Human. Them are JI WFSEQ ~f spec i~  ximilabfe6 born Man 
b i m M  m5Na&a W th&qkrAi mu w&t%@plq 
m fhm p@mi& ill ck&m TW#* 









S UriestaUSfk wSs. 
@' QÃ̂twtg ~ f l s . % Y  Ttle1IS and threw 

tE^^tfnv,^Twaate'aÃˆm m 
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Table 1-1: Ability Modtfk~s 
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Physical Daxcriptfon: hros average about 1.8 metere 
tall. They are hairless, with large eyes and wide, lipless 
r ~ t h s .  Skin color ranges from blue-gray to deep azure. 

Qurna Hammid:  The oriaQL$&g of.!̂ Dyro 
iftstem. 

L a n g u ~ ~ :  DUTOS speak and are litmite iri G$%e i%d 
Basic. 

Example Names: Banks Keeg, Hloi, Kadla, Kir Varttei, 
Lal Mrotka, Monnda Tebbo. 

Arfventuf~pa: Quros adventurers indude hyperspace 
exploreis, star charters, and spacets of all descriptions. They 
also tend to gravi'tate toward the sciences, including engi- 
miwing and amgation. Some Duros shun exploration in 
favor of smuggling and trading, and a anal! number go into 
dfetematic praftssions. 

Durns Species Traits 
0 +2 Dexterity, +2 Intelligence, -2 Strength, -2 Consti- 

tution: Dwos arc agile in mind and body, but they 
aren't a physically ha* people. 

9 Medium-size: As Medium-size creatures, Tim-os have no 
q d a l  bonuses of penalties h e  to their size. 

@ Thnos base speed is  10 metes. 
9 Dunas receive the Spacer fitst as a bofufe feat at 1st level. 
@ Automatic languages: Speak and ~ead/Write Durese 

and Basic. 

Iwofes hall {rom the forest moon o f  Endor, where they 
maintain a primftive hunteri'gatberer society. Prior to the 
Battle of Endor (four years after Episode M Ewoks were 
almost entirely unknown to the galaxy at large. Some 
traders and explorers visited Endor's moon, but with no 
Fonn of space travel1 Ewoks newr left their homeworld. 
Aftttough primitive by galactic standards, the tribal Ewok 
art ~tsoureefdl and highly adaptable. 

The tribal Ewoks may be techndogtca1f.y primitive when 
mmpared to most of galactic society, but they are also 
d m  and Mntfve. White they fend to hitially be wary 
~ o u n d  machinery, it isn't long before their natural curiosity 
wins out and they plunge into wild and exuberant wp+ 
mentation. 

PcrionBffty: Ewoks tend to be curious, supefstftioust and 
wmgeous, tbugh t h q  can bt fearful around thhgs that 
ffle sttange and new. 

Fhyateal Desociptian: Ewoks average about 1 meter tail. 
Their thick ftÃˆ varies widely in color and pattern. They often 

'vest hoods, decorative feathers, and animal bones. 
Ewak HaniBWorlii: The forest moon of Endor. 
Languafi~; Ewoks speak Ewokese, They have no written 

form of their I~ngvage. They can learn to speak Basic. 
Exampla NMTIBS: Asha, Chirps. Dê j, Krreesaa, Latam, 

' iBaBly, Malartf, Ntapet, Paploo, Shodu, Teebo, Wicket, Wffey. 
Advanturara: An Ewok adventurer may be motivated by 

a love of excitement, a natural inqutsrBveri&<?ii-'a warrior's 
quest. Usually, an Ewok hero joins up with a seuut or other, 

I 
hero who has access to a starship. Collecting powerful 
mrnagic" items from fallen opponents, such as a 
stomtrooper's helmet or a range finder from a blaster rifled 
is a sure wgy ROT an Ewak to wn jtbg ~ e ~ t o f  &,tribe. I 

l l  . 1 1  

Ewuk Species Traits I - 1 ,  
Q t2 Dexterity, -2 Strength: Ewoks are wry agile and I I 

good with ranged weapons, but their small size makes 
them weaker than Medium-size species* 

Q Small: As Small creatures, Ewoki gain a + 1 size bonus 
to their Defense, a +1 size bonus on attack rolls, and a. 
44 size bonus on Hide checks, but they must use 
smaller weapons than Humans use, and their lifting 
and canying limits are threequarters of those of 
Medium-size characters. 

8 Ewok base speed ts 6 meteis. I 

& Primitive: An Ewok receives the bonus feat Weapdn 
Group Proficiency (primitive weapons! and Weapon 
Group Profidency [simple weapons) at 1 st 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. 

Q Automatic Language: Speak Ewokese. 
I 

UP1 
HETIC LIFE  FORM"^ 











rare. are 











The Classes 
Nun' iiiiiiii classc~ known as heron classes. .arc ,ivailiiIilt~ l t i  

lltr Shir Wiirs Ro!et)l<~jmtiiig G t 1 1 1 t i :  Cliiirarlers iv1t11 Irvels in 
I ' I~KJIC ilasscs arc called heroic charactcr-i. Unlike oid~i~i iry 
ihiiiti~lers. heroic characlers have vitality pornis a-i writ '1s 

wound poinls. (O~dinary characters tiiivp only wiiuiiii 
points.) Vitality points have Ihc etTec[ o f  making heroic 
Jiiiiti~kcrs liaidrr to defcal-wtikli means tluy c;ln perforill 
~ l i i n ~ j ~ i ~ i i s  or heroic act? without rishiiig [heir lives uiiiieWj- 
siirily. The nine Iicioic classes are: 



Bar exanrofe, a Silt-level noble has a base attack bonus of 1 
+4. With a blaster or-other ranged weam. she adds her 18th B&t 









Defense Reputation 

ntua uoa 

Bonus feat 





141 + 1 0/+5 Bonus feat 

+15/+tO/+S Coordinate 





piled by 20. Thus, a 3rd-led ndbl~ wha gets a resul't o f  
16 on her Charisma check would gain 960 cttriite* te'flrth. 
of resources te use tn tbte adventure t3 x t55 x a = afia 

These t&aurct% can take aimast any form the noble 
cheeses (within reason) and are hers ea da with as she 
pteases.  he on keep them, use them, p them sway, or 
5ell them as she sees fit. The-~esowces wWd arrive hi the 
noble's possession td8 houm after die makes the check. 
These ft&nurces must be reasonably available when and 
where she chooses to ,mate the cheek. far insfant'e, a noble 
treking through the wilderness of Ewlar's ffa'ssa moan 
won't have access'ta many ~esdurces. 





Skill Emoh; 

+ 1 0/+! Precise atta 





Table 3-5: The Scout 
BaieAtteck fort Rx if win 

SBV, =- Sm Spfldal 

61 Evasion 

a  onus Feat 

101 I master 

121 Bonus feat 

141 art -ha 

161 Bonus feat 

20th +15/+10/+5 +9 4-9 +5 

Q a m ~  Rule Information 
Scouts haw the following game statistics. 

Abilities 
Most of the scovt's key skids rely on Dexterity Tntelligence, 
and Wisdom. Simigth Is aiso useful far the scoot who uses 
ath lefie skflls. 

Vitality 
Scouts gain 1dBvitality paints per level, The ehawtefs 
CoiistftBtien modifier applies. 

Class Skills 
The scout's class sfcflfa, and the key abftfty: for each, are as 
follow fee* Chapter F6w: Stcib for sCT 4ex&3tfonslv 

Astregaft Ontk Oimb M, Conip~tw Usc finti, Craw 
oftti, OCTtieIittoti ilftt), mlse (ma), tiMe P&l, Juftrt). 
($fir), Knpwledje* (hit), Uaen (Wy, Move Sht iy  (Dê  
Pilot (DCT), ProFmion*'(Wish Readmrite Laqgwge ~non?}. 
Impair flntf, Ride (Dex), Search (Inti, Speak Language 
(none). Spot [Wiji, Sawhl (Wb), Swim (Str). 
Â¥fflttsMofluntir 0laaabsfoftinffitated'tkiQs.etKhtfffW~staff 
s w 8 f c e n c e n s f x i s s s s ~ & ~ ~ ~ z ~ ~  
fdfoids). Ktiowfedy cww, and- ~drnidfffogmmmef). 

Class Features 
Ail of the following are class features of thereout 

Starting Feats 
The scout begins my with the following feats: 

Weapon Group Proficiency (blaster pfetoisl 
Weapon Group Pr&ftetency {blastw riftcsl 
Weapon Gmup Proftdwsy (ample weapons) 

Bonus Fasts 
At l si, ?1,12th, and l?fh Id, the scout gains a bonus 
feat. This ftat iWt be selected ftwn the following list. and 
the m v t  must nÃ̂$? $my pmequisites. 

Cautious. Endurance, Brtat Fortitude, Rugged, Shaffi- 
Syed, SkBt Empftasis Eun̂ O, Starshb Operation [spm 
transport!, Starship Operation [staiflghterj, Track 

Trailblazing 
Beginning i t  2nd level, the scout becomes prticuiariy 
skilled at finding the test route through unfamiliar or 
bbstructed ateas. yyiien trawling in poor mndtttons or dim 
cult tenaft), the scout may mate a Survival cftcck to tedaee 
tqml tmte. 

With a check result of 15 m better, the scout reduces ttu 
total trawl 1 ' s ;  by 25%. With a 25 or letter, the tiro is 
reduced to S&'Si. 

The scout can guide a group of up to three individuals a 
no penalty. However, fOr each additional thtee to Ole glow 
bringguided, apply a -2 penalty to the traflblaaslrtff d i d .  

Thescout mfi tidie TOon (hisEhedc. buthecan't take: 
(See VfaW Four: Sttttb for tnfiarrrtatten en taking W an? 
taking20,J This ability d o e  nat wpty tp lacteal mowment 
car }QS9\ movement, as described tn Chapter Six: Heretic 
Characteristics. 

HBBP~ 
The mat  possesses 9 great (teal of seif-conMence and 
coinage. Because of this, once per day the -wut can focus 
)t1s will and gaiq a cit~arm^arape ̂ oms ba^ed q~ his innate 
belief in Mraself and his afaittties. The b o ~ p  fartfles from + 
at 3rd level to +4 at I6tb level. The bonus can he applied t 
any skill check, ability check OT attack mll. You can decide 
to use this class feature after making a die mI1 but before 
the GM reveals the result of the check or attack roll. 
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Fmm8 Talisman 
At 8th levelB a Fore adepl gaim â‚¬ ahflity to hnbw a m 
item of personal sigrtlfimnte with the Force* It t a k e  a full 
day to fmbue the item, as well a5 thg ~~&~ of  1 FOR 
Faint. O m  imbued, tk item hemme5 a Force tabrnan, 
praddbg the Force a&pf with a +2 Force bna on avfq 
thwm m ~ d e  to defend against Fam &ilk ar Fom fmt~  1 
15th i ~ l ,  the m n e  pmcess can inma= the power of the 
%nze hl~s?ttan; i t then provides a +4 Force bouw., 

Credits 
A 1 st-M! Force adept titarb @ay with 1 d 4  x 500 d i & ~  

- r&h Skill ern-is 













&IA* $ulmg@ tm the tq$et [&e Qpe o f  b b @  &+=- 
rnh@s the dinna@%dblt b# B dW awcitL 

b ~ h  &~TE thcJ&l ph &W{BBW* tk 'JWI#!T$ 
ssm!&ted rn tR!2 f&mt& a%â‚¬ k J .  
3.h @3td w tw* gala?@ -4* at 17th iml 
1 M k W  -2$a*aj W e h I ~ ~  - l a  











1 d20 + skill madifier 
(Skihl modifier = skill tank + 

ability madifier + imisce~la~eo~s modifiers) 





1. &mhe the number of &ill points you get. 5x Table 
4- I : %ill FhW ~ t t , L d .  















Aff^tMind(Chca 
ppfise $ b I k  J&ffKfwthe .andAlterfiats 
Yen caruse- <fte ?am to-aftera brgetis peceepff&ns ei 
make a telepathic suggestion in another draraetCT's mind. 

E h d :  Tde-mult i f  an Merf Wnd ate* see; fte B? 
~tW~r&WTOsfve.~fftefeMt WMw^lste^~ 
weak-wftted $hameft, These wifft SBQS5M ^w' Muses 
apstettttÃˆ-~ftesfwM)^ftfBfSfrfwass, 

,'Oê ^w whalier-youp sffieropti'* to ?k .peroepSy w 
make'pr8Affect Wad eheeki 
kyoucando owafifhfr 

ThI5treaMSi-a stmpk fateft s^malu^ 
sush'as a 'rnf -8 Ã a fleew 

WWan WertSB BS^I filis @&an of ftieAfftiti 
Alfw f ly te dim& tte swrfewsiiate aysw w 

This kt* til^sie " i  Wfrti a~ 4iwaifttff 
B oriwifis? anpalaia&te'siigaestten seem 

eewtp,&l# ~ w ~ b k  t8 the" target. must be afak 
communicate v t̂h (he target,and the iag@on can't 
obviously t H b m  the target's ftfc The 'taropt wont teat&t 
laterthat what tie d i d 4  orireaso~fek 

@hi-Waa XeW stssessSiHy wef @kiMNatifiRi-e 
rial 6pw pas4 )fttf'%oiiti?tfiteperdffStÃ t̂iif11; A.̂ BW 

eta the Hun mfd 



t and at least 1 rank hi 
us on BatlkmWd checks. 

ng Battlemimt 1s 9 TTIW action. The Force 
Q rounds r 1 mfnutd. 













lifi , Wishesvnu ill Mislead. COSS~D. avoid. watch susfliia'oufih ifatftt 

e Wishes vou well hat. advis~2flffer limited Mo, advocate 



'If flu <il8n% draw atten* yourself, hwmwf, 
otfiCT?don'tget tomakeBpetchedts. IfyouÃ§on> tk fee 
attttttidm of Peopfe wha aresuspiciousfsaeh as a g u d  
checkingtewteis-enteing a qaiqorii, Bie'SBI catt asÃ t̂tÃ  ̂

ssHrih efâ ryefe Ã  ̂taMs W  ̂~ W T  SpmfcstÃˆRte 
The fiflfeeHv^KSs <tf̂ (tf dterise 

)wa?BrtWrfcaneii'liŝ BBÃ̂^Wm Ã̂̂~'?&liBf 

OD-Ã ÃˆÃ t̂eessÃ Wve* ̂  twgtt,Ew &u~afffctted. OK 
Mtê  'ŝ , the I W s  ~~W~sicaitee-ite disaftwa (It6 
eantbetÃˆd~~tffri%~awsetftee.fewelate or 
d a ~ c d .  T^ ̂ tatit#$ * 

* " 

410 
~ower generators tafga -than portable i n i * s d  as a 
standard 'fasten oftnetahir W those feuftd in o o w  

k l l y ,  an individual makes a Spot cheek to detect a 
&fegutee hnÃˆdteitei upon meeting you and each hour Ww I(? when iWng  ~ S p a i n  

Ã§aafÃ nywa' meet maflyÃ§Hwen ceqlfc, 
A ~ f t a t ~ ~ t e f  dl6  use^ th?? M T W & W ~  mrk Sag f~ffaswrt time, ww dtceteon *or hefir, 

i ~ f l ~ g  an averse Spat Ãˆwdffie far since it &r% $de power to dplion energy. 
ifa diwyt<"rte treirar @pass fwa 

emmte TI- BlÃ§Ir Energy b Ã M-n>und d m  
Mnt @a 

straceport bsziw, the GM can makeone Spat cheek per Vitality Paint Casti Depends en target item; see/a 



BUUl Force Bonus 
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Ratry: Y ( Ã § ~ ~ b y  wit for the perfm~ncje and 

audience. 
Spaotal: You can take TOwhen making an k n d n  





A document tliat conttadicts d u r k  OHtefs, &PI. 



Break even. keen entire 

















r n , \ ~ r n @  dh* -- 

$3 Had a mrvp4a at well-hidden SW w r r I p & ~  
gr trap;  ati ice an w t r m ~ f f ~ u r e  E& 
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pWBHoteitBNiPi&iBaltttwffll~.BaseaiSwSt 
borne 4.8. 

cffisa So not stack, fach tTtsep laik ##fe-%St, Â¥I ap 
te a dtffeefflt, weaph. 









Power Attack 
You can make excepti~nally powerftjl m e t e  attacks. 

hrequi r i tm Strtnafh 13. 
Benefit: On yttur action, teTore m a w  attack arils for a 

muridt you may choose to subtract a ~iurtAer fwn all melee 
attack rolls and add ffie same numbet- te all welee d a i t i a ~  
mils. This number my not exceed yffwbag fattack bsnus, 
The pet ia l~  on attacks and ham w dayage applies until 
your next action. 

Quick Draw 
You can draw weapons with startling quickness. 

Premqulslt~t Base attack bonus +1. 

Benefit: Yeu Â¥ta draw a warn w s "feeaction fnst 
of as a move action. 







ked target hides tra- 
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and ev~n~ual ly  emcrgtd a5 the leading curre11 
of The New Jedi Ordrr. 

















ton gun conies In two forms, a pistol and a 
pon fires a stream of energy that wreaks h a w  
SRSsms, making it eft^cttve against (Iro'tite. 
ion gun deals damage that 

d's dreatts and destroy Its 

res a power pack to operate. After 30 

A character in an electro-net subjected ta the stwi charge 
must make a Fortitude saving throw (DC 131, as descrfbed "i 
ftfe Setting Weapon? en Stun sidebat, page 133. 

Sling 
A pwittve weapon, h c  shg hurts metal ballets w stun%. 
The widder's Strength modifier applies to damage dm1*' 
with a sBng. 

Slagt4rmw~r 
Sto&throwe~s ftre &tgl bullets-isslled "slugsw-insttad of 
en* belts, ThQ? eeme 1n a mifa ofyistol and rifle 
M e 4  and ste most of their use In ?he Rim or en primitive 
planets. Slu@hrowers don't need newer paste; Instead, they- 
ematiqy dips of soHd bullets that hold anywhere from 10 to 
20 dugs. More prnni'tiw models don't use clips: the user 
must load bullets into chambers one at a time before firing. 

Thwmml Ofltantlur 
Tte th&ml detonator te a fist-sized sphere containing 
Iwaffwyi, a powerful aptoaft/e, Outlawed throughout 
known -, the thermal detonator predwes 9 fusion rear- 
tion @at geroaate9a rapidly expanding field of searing heat 
and Mast energy. Disguised as a bounty hunter. Princess 
Leta threatened Jabba with a thermal detsnator at  the 
heghTOlti$ of ITetura tfthff Jedi. 

A thermal detonater's tinier can be set for 6 seconds (1 
Wndl to as high ay an 18-sewnd delay [3 roundel, eeunt- 
trig dawn urttfl ft eiptodcs OK %.reset to Its aft positton, 
When ft explode, tt dear19 the damage gtwm m Table 7-2: 
Weapons to myane vwtWn its blast radius (the value in 
parentheses in the Sange Increment column]. Anyone 
caught in the 8-mrtm blast radius can make a Reflex saving 
throw RSC 131. A successfol saw h a w  the damage-dealt t0 
a character. 

I l l  









El- 

wmg*&&&w* 
W @ M Q ~ ~  
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. Cast 

A brief listing of conmion services available during the time 
periods covered in thfe-.book is given on Tabk 7-5; SeMces. 
The cast figs& en the tabk are guidetines only; Certidd 
~Aviees may tee more exm*m Tn isolated or priituttve aflsas. 

Poor 50 



















The fundamntat mmbt a&om o? mowing and attaekihg 
m&t of what p u  warit t& do in a baa!@. T'hw'~ afl 

d&wkd &WIT- Dthm m m  qmi&ked e p t h ~  ark d m  
Ifdv in tM chBpM. 
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I t Ranged LUespon Rttachs 





Table 5-3i Twa-Weaoon -Ftohtm Pa 

attacks of o'psortBnnity ̂ ram other opponents if, fix wa 
pk, you mow within or through their threatened areas. 





Attactu of Dppnrtunity and R a w d  Weapon* In ExampleC, a Tasiten Wider moves 
You can't make an attack of opponynfty wftb 9 ranged attadc Han Solo aSOt Ms gaderfftt. He 
weapon- Furthermore, &g a wed weapon that (fflitthes oppsrtwriiy as he moves   en 
two hands to operate can pmwke an attack of opportunity ansa (Bten wieldsa Ifglrtsaberl. 
i f  all other criteria are met. 

Disengaging 
Otsengaging from a fight ts a ftiW- 
round action that lets you leave yow 
opponent's threatened area and move 
up to twice yaw speed wthoirt 
powking an attack of opportunity. 

To disengage, your first 2 metere of 
movement must take p u  out of the 
threatened area. If you mast move 
more titan 2 metets to escape the 
fhfeatened area, you can't dfecnga* 

Dimgagfng only protects you from 
attacks of opportunfly from the nppo- 
nmt or opponents in whose threatened 
area you statted your action. It doesn't 
make you Immune to attacks of oppor- 
tunity you may provoke as you 
comptete your moMfciwnt* 

Making an Attack of Opportunity 
An attack of opportunity is a stag!@ 
free mdee attack. You can onty makg 
one attack of opportunity per round,. 
You don't have to make an attack of 
opportunity if you don't want to. 

An attack of opDortunity is always 
made at your Mglitst attack bonus, 
even if you've alrea<ty made your 
notma1 attacks in the round. Par 
example. Vor'en U r n ,  a 6th-level 
soldier, makes two attads per mw<s, 
the fust with a +6 bonus and the 
second with a +1 bonus. He has 
aim& acted in a round, attacking 
twice, when his opponent p m ~ k e s  an 
attack of opportunity %TO him, Vor'en 
makes the free attack. If he wants to, 
using his +6 attack bonus. 

Attack of Opportunity Exornplan 
In Example A, Prfncess Leis mcwes 2 
mettTs (1 square) and attacks Ttoysl 
Guard A, (She has used a TOW& actfon 
and an attack action.) Moving 2 
rtietefi doesn't, ptwoke an attack of 
oppo~illnity ftwi my ofUa's ow 
aena 

Attacks of Opportunity 













CoupdmEm~a 
k a hll-mund action (all~wing no movement other than a 
%meter step), you can me a mke weapon to deliwr a 
coup de grace to a helplm oppiment. You can alw w a 
ranged wtapon, provided you are adjam! to taqet. 
You automatically htt and mre a critical hit. If the ktendu 
survim he must make a Fortitude saw (DC 10 + the 
amount of damage inflicted) OT die. 

You can't d e k  a coup de pee wainst an opponent 
who is immune to hits. 

Dt3Iay 
By choming 10 deIny+ you take na action when your spot 
in the i~lthtk oder a n i v t s  fnf4ead, you act nomally at 
whatever later initiative point you decide to act. When you 
delay, you voluntarily reduce p u r  own inttiatiw count for 
the PZQ of  the combat. Men your new, lower Initiative 
count comes up later in the wme round, you can act 
normally. You can specify this new iniDative wsuIt or just 
wait until some time later in the round and a f l  a t  that 
time, thus king your new initiative rewlt at that point. 

Delaying 1s mefulV you need to see what yaur mends 07 

enemim are going to do before deciding what to do your- 
self. The prke you pay is lost initiatk. You n m r  get hack 
the time you vend waiting to see what's going to happen. 

Far example, &I and Vofm both want to get past a 
guard pro&cting a dme h o s  D ~ l ' 5  infti8tive count is 22, 
but he delays. He wants to attack the d m e  boss, but knows 
that he can't move p a s  the  guard without prowking an 
attack of opportunity. On inftiatiw count 1 4, Vor'en fires 
his beayy blzter rifle at the gua~d and m d e ~  him dying 
and u n m d o u s  Now Dee1 cam m up to the mime bas 
k l y ,  but his initiatk is reduced to I3 Qust nftw Vor'cn's 
hithtiw of 141, For the rest o f  the battle, D e i  acts on 
initiative count 13. 

Onlayinn Lmlts 
The longest a character can delay before taking an action i5  

wtit w y n e  eke bas acted in the round. At that point, 
the delaylw character must act or else fnddt any adan In 
that round. 

Raadyhn an h f f n n  
You a n  ready a single attack action or mme action. To I 
so, specib the attack or maw you will take and the 
cirmm5tances under which you will take it. Then* any tir 
befott p u r  ntx1 action* you may take the readied aciion 
q o n s e  la those circumstance, Note that the expwiia~ 
of an intent to act can nigger a readied acti~n, mn 
though that expression is not an action itelf. [In the 
example above, Dcd's readied action k i c k  in when the h 
Raider rakes his weapon. thereby aprmhng hi5 inttnt to 
make an attack.) 









beem umbk ta empe h m  the bindm that Iwk wound his 
wrkts kr'm U r n  C?MM hk haw kdaster pW~1  d d  at'& 
fully fm a h t  at the &mim deaibg 12 points OF 
dame. The bfndm made @f metal, W damage redue- 
#an lo* w they ml$ take 2 poh& of' darnage. GM hs 
alm& ciamind that the bindm ha% 10 wound $WI&) 
0t1 Ubt'q's semd attack, he ~ l b  ad$ E% pinB of damp.  
Tb~t's l m r  tbn the damage nrductiort nf the binders, so 
thr binden tak  na hrtb damage. The aldier's thid 
attack, ho-, deals 18 pinth of damage (whi& memi 
the &I&IS take fil, and the bindm fall h m  tk moMng 
wrbtsof the Wmkiee wm. 

pn&v likewbe~slmfn EM 5uml. S f ~ - h n  Wmz wlun- 
&e% to take are of the pmbleft~ 4 t h  kt HghBab T k  
Jd i  sriwalhiy wtu@ Wwm WIN$ wb3ts, daihg 10 
poiwb af damp. Since kighWw~~ i gme the d a m  
ductbn of a~ object* the b'mdm we d u d  to 0 wound 
pcxj~ts and p w p f y  dwp to the gaund. 

Ubjm R k m m  and h f i m a  &I &im& 0- are 
hder  or ader to hit depending an %wit1 @t%m 

Helit O@m: abJet$ fist is Md &y iw upjwnwt has 
g Me &WIS qua1 to 1 B + fts SW rnufifief + tfie &fmc- 
&x's Dmteilw modifier + t h ~  @ w m P s  daqs b ~ m  to 
Ddme TI& &a applks to held wwpnra 

Chrrfed ar Wmt U&ec&: An &j& that b mded or 
warn by an opponent ha% B base Defense qua? $0 TU + ft5 

size madifiw + the character's bw.ted~ m d f i m  + the 
c b m W s  c k ~  W m , t @  Defense 













compared twthe military might of the Empire. hi many 
ways, thatqsjmt how the Emperor wants tt. Even the 
Emperor. one of the most powerful Farce-users in the 
galaxy, keeps his Force aljilitib &met from the general 
public and most of his subordinates. The few Fom-ysefc 
that exist during this period are either hWng From the 
Empire, working for the Empi?, or 4vaQ to Ignore the 
presence of the Force. The Rebel Alliance has begun to use 
the Force as a rallying my, adopting the Jedi salutation, 
"May the foret be wtth you." as its own. Because of this, 
the few Fm-sensftive beings that can aftualty use the 
force begin to reach out to the AWiSnee. And, of cWse. 
lake Skywalker begins Ms training during this time. 

If yow campate) Is $et in The New Jedt Order er3t the 
Force has regained a place in everyday society and a new 
fellowship of Jedi has come to pmtwnce under the tute- 
la@ of Luke Skywalfcer. Many bem@ in the New Itepublii, 
however, harbor vawnfl degrees of mistrust and fear toward 
Poree-uset~i These negative feelings are due, It) part, to the 
acttom of a'few rogue Jedi who have taken the law tnt~ 
their awn hands and have begun to rebel against Lute 
Skywalkefs leadership. TlW memories of a host of dark- 
sideis that plagued the galaxy since the time of Osqh Vadci 
and the Emperor add fuel to the fire of fear, and the politi- 
cal machinations of members of the Republic Council haw 
begun to fen these flames, Force-users of this period, then, 
are finding that acceptance of the Force among the general 
population may turn into a bad thing-at least as far as 
they are comrncd. Tensions are already high, as 
marked by the Invasion of theYyuzhan Vmg. , , , , 

Faria-UBlm 'nwdttlonB . . 

BWq those who don't believe iq the FQIW and a 
ulady attuned to its flow can call upon the Race 
undestading exactly what they are d 
of amazing luck occurs, or fate seems 
and helps you accomplish a difficult 
the Force coming to your aid. 
ture of Force Points by wn'-Fom-using 
represents thb uneoftsetous, tenuous con 
Fbrct thatall 1iving.beings s h .  When a 
acter calk on the Force in thisway. he or she 
what's happening and gets a more impressive 
of it. (See Force Points, page 179.) 

The most piofflfnent and well-known Force 
galaw are the Jedi But the Jedi are rot the 
haw learned to manipulate the 
times attribute their abffittts to 
Farce, such as magic or gods, b 
energy to manipulate the worl 
terms,, anyone wi the Force-Sensittve Peat has 
to learn Force skills and feats, though many of 
will never go down thisparticular path, 

Other Famusing traditions include the various dadt 
wits indudtng fhe Sith, and (toscwe, ferote 
the Wtdies of Dathomtr and the Sereetto 
know the Fionas for what it fe but apBKÃ̂ ac} 

mt way from the ~ e d i  Others know the Porn 
name. Either way, it remains the 
galaxy together and gives T'oree- 

great distances. Such quakes attract attentlo 
who have less wftTied control over the Force 

was able to hunt down strag Fotitf-useis in the yea 
ing up to the Galactic Crvfl War. 

Â¥Hw 
Thew is m enwtim; there-Is peace. 
There is no ignomwc; there is knou>Ie&e. 
Them (s no passion; there is serenity. 
There is no death: there is the Fwce- 

For centuries, tN group of ph 
a htteome the JwH eontemy 
energy field known as the F m  



t e e ' s  a special sienificance in the Mi's M i c e  of weapon. The ancient lightsabw, an 
weqron,hascometobeseenasasymbolerftheJedi.Fewoutsidetharranks 

tousetheseweapons,katonedemonstratemasterywiththem. 
Every Jedi is brained to use a @htdm as part of his or her mastery of the Force; the 

weapon's energy blade helps the Jedi focus and attune himsetf to the Force. The Mi 
'smentorprovidesthestudent'sfirstti later, as part of the apprentice's 

'd~asitkatesterfdisciplineandone'sconnectiontothe~orce.~hereareafew 
mystohandlethisactivityinthegare. 

The GM can decide to let the construction of a Mi's persona! liteaber occur off- 
,(aroera,betweengamesessionswhena~ediachievesanew~.~heconstructionofa 
t^berunbetheculminationofanep~quest,takingone~fmorea<lventurestoaccom- 

desert near Ben Kenobi's home, wift only R2-D2 on hand to keep him company. 1 
When you allow your iedi characters to craft their own Slitttsaben, whether you make 

fa ewrt an adventure or somethBig that occurs between game sessions, use the fo 

UKtasktakessomeamountoftimeandthe ofaForcePomLTosuccessfuity 
mparetheoystab,theMimakesthreeabilitychecks:AConstitutionchedc(forCont^) 
to harmonize the self (DC 20), a Wisdom check (for Sense) to harmonize the Force (DC 20), 
aadaninteilicei~echeck(forAlter)tohamwineandimbuethecrystals(DC20).Eachday 

I No DC can be reduced to tea than 10, so spending a month in meditation (30 days) 
tahiceseachcheck'sDCto IhThechecksmay beattemptedinany order, butaremadeat 
fesametime.Ifanycheckfads,theprocessmustbeginagain.IfalloftheAeckssucceed, 
feledibecomesstrongerintheForce;theJe<fireceiveslForcePoints. 

rite-achievingsuccessmallthreeabilitychecks,theJedimakesaCraft(tiEhtsaber) 
&&toseeif heorshecofrectiv pCTfonns the finalsteps in theassembly ofttieweapon. 
Tliediedan bemadeuntrainedif theMdoesn'tpossesstheCraft (tightsaber)skill.The 
OCdependsontheteS'slewl:DC30foristcw2ndlevel,DC25br3rdlevel,DC20for4th 
kri.DC15for5thlevelorPC1ofor6thlevel. 

IItheJedifaik this Craft check, hew she mistcorrect the problems before frying to 
again. Doing this takes a number of days equal to 10 minus the 

id's led. When that time has passed, the Jed can attempt another Craft check to finish 

AJof ighsa+? circumstance bonusonattackdbwhenusingatightsaberof hisor 







The %mbd w~Sm % that &d@r&nt leads lo wngcmt: 
a ~ d  wmg&ance leads ta the dark side, TMi 1s caw to im 
stand t%opgh a em ZQ pratttce. Should a k~~ 
rnWwer be allowed $0 go fm? %o*uld a m m  intent w 
murder be kitled? To amwm either qvWnJ a .kt$ W, 
W knaw the wlh iaf the Fom. Neither dmbion can be 
ma& W y *  mxpt when liw a@ threatened by Inad 

At fie same time, whik not judges, &di caw he m&- 
imi. I t  k a4 tbk they 3re wftd for, and m @at works h\ 
g d  wit$ the Far&, since rn~4iM~n Ids  te balance. 

Thwgh M a s m  Udm-LIT bdfwal fn JIIE$!& also 
dfidmstwd that It #as- sbrnetfmgs i w ~ q  for a JM 
pmcti& d@peti~n.  haw s m  thjs & a sign of* 
part~sambp, 0th- pwtfwlw& k w  mfe~mmt am 
cia, belime that Jedi @xm-e 5mdI &a in ~~~ & 
app&end greater whinalsm Obviousty+ neither of t h a  
amrtibr~s 3 true. 

The mh i~ &at h d i  WqhB aft su&wd thmughaitt 
the galmy-desp%te th& &ckli%y With the bwg, This is 
bmuw t h e  do not aqttwtly inwfere Mm the IW5 dth 
mrnrnnH p&p!e. Jedi 5taM for ~TCM ahd jwaice, and 
thee qql i t i~s  &Q nQt begin with the &dee& ~f the 

crea tc jw th  t h m b .  
Maser Ycda &a sxdd tha?. dm~id f i e  Repubk 

1 
Tl~e goal of 1Ne k d i  h u l d  k i ~  to create md pmm an 
atmasphew where j d m  m flourish, rather than t~ cry 1 
Irnge J d t  wflq5 Mhf $Q &%, tk of th 9 
&mmn dHan wutd srs t b n  th r~ugh ;  *fWe# a they 
help us they nfl m. if Hate IS 





















V e h i d ~  as Lhe SEX &ize ate& md mdi f im m char- 
actem md m&~m &. Five Table @- 12 5ize Modifiers tu 
A$%&& and &finm In Phaptm Eight* 

phih$j a V&d&, ~ h k h  @Tt% a 42 ~oYW ~ t ?  

whicke's kkme  avd a@#Ii= 3 4 p e ~ a l Q  m attack mlk+ A 
p h i  can al& chmse hI1 ,&W4 whfqh 3 +4 d@ge 
hnm to D & q  but &m n ~ t  dkgw the #IOT ta a lp& 
@ ~ n v y  take a -% p a I Q  an attack mlM. 7%- m d b  
kvil wtl fhe piWs nrxt m n d  aFacthm 

M&ng Attmdt E'3uil~1 
Wng 3 whick w a p m  m q u M  an a& a d a n  afid 
the pWk w gun@erPs ranged atfa& Mfiw attach 
b ~ n m  + Dmtetiw m d t k l .  

A @hftk pila with 5 ar m e  ranks in the Hat skill @m 
a 4-2 sy~ergy bnnw when firkg *hide wmpm A fm- 
~mml wmputq p n t s  en equipmmt bmw on ~ ~ & T Q ~ I s  
[dktmmind tht mrnpuW4& qualityj wiih whfcle 
w ~ p m  that are enhanced 'kylk tumputet- 









All 

Stunts 

Quick Turn 

I 





appear in his path. Ta determine the DC for the Pilot check 
to avoid a hazard, the GM mils 1 d2O and comults Table 
10-9: Rht Check to Avoid Hazards. If the Filot check Fails 
use the Ramming and Col!ision sidebar to determine damage 

Failkg a Rlot check to avoid a hazard almost alway means 
that the vehicle has collided with the ahtack. If the hazard 
is another vehicle, the pilot of the second vehicle can also 
attempt a Pilot chwk to avoid the collision. If both checks 
fail, the mllbion o ~ c u ~ ,  
%me hazards require special rules to adjudicate, particu- 

larly when failwe ta avoid khe hazard leads to somthing 
other than a collision. Regardim of the nature of t h ~  
hazard, the tilot check determines whether the pilot 
cimmwtnb the hazard succes&~l~y, Some specific examples 
are pmsmted below. 

CtMm md Clmsw: Civcurnenting a ctiW or m&ng a 
cham is tricky; mll Id1 2 instead or Td20 on Table 10-9 to 

determine the DC far the Pilot check. A fafled Pilot check, 
results in a fall that damages bath the vehicle and iG 
passengers [$ee Falling, page 2891. 

mine the DC of the Pilot check; a fidled check lands t 
vehicle in a pool of t~xic  w a 5 ~  The whick itself i s  
to sustain damage. Ha~wer, passengers who do no 
full cover might suffer adwrse effects; refer to the pmom 
rules on page 289. 

Rudiaudw Fad: Roll Id20 and co 
determine the DC of the Riot check; a 
the vehiel~ in a pol  of radioactive waae. 
& unlikely to sustain damage. However, passengers who 
not haw full c m r  might be subpct to  radiarhn damp 
refer she radiation WIES on page 290. 

AEM Pod: Roll I d2Q and comult Table 10-9 to detu 
mine the DC of  the Pilot check, A fail~d chmk lands the 
vehicle In a pml of acid. Use the acid rules on page 
detmme damage to the whide: pasmgtrs in the 
who do not have fill m take a similar amount of 













Weapon: h w r  cannon; Fire Arc: Front: Attatk Buiius: +2 (-4 size, 

S p e e d ~ r  Bikes 
These small, Fast p e ~ o n a l  Lransports appeal to teenagen 
looking for thrills militaty rorces that wquir effective scow 
vehicles and law enforcen needing swift p w ~ u i t  mft. 
Speeder bike race5 are popular in ihe Cow systems, where 
they are viewed as more ~ e f ~ n e d  than the cxtremdy danger- 
ous podraces, 5tiI1, speeder bikes emphasize speed and 
maneuwrability over safety and protection. 

The Nightfalcon series is popular with civi\ians3 race& 
and militaty forcrs. [Models made available to the public are 
1101 typically equipped with weapons.] I t  can achieve a 
maximum altiiudc o f  10 meters, which Is standard for most 
speeder bike. Speeder bikes occupy an area 2 squares lung 
by 1 squarc wide. 

. .  h 
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~ ~ M 8 , 8 @ i p f i a l  ships, and a nurnhrr or tactical d i a g r ; ~ m  



























and &a& mlk take a -2 

- 
61-65 nvtmdfie damazeck Tri~le the muM~le of the ship's hmerdk 



11-11: Ion D s m a a ~  

















bghter wing operates like a single starsh$p in most stunk is succ~ss~ul, all the ships in the wing succeed. bt'the 
. The initiative count of all the p i h k  in the star- stwit fails, t ! ? ~  entire w h g  fails. 
wing drops 10 the lawcs~ initiative cotat~t anlong the A pilot cannot sfmply drop out of  a wing dter failing a 

&in the wing [this does r~ot a l l w  a ship that has check 10 perfarm a stunt-the entire wing succeeds or fails 
acted to act again]. The starfighter wing uses the together- When attacking, each ship in the wing must fire at 

t filwt check result when attempting a stunt. If the the same target. The ships can fire individually or combine 















W#mu tam a n t ~ &  [4k& fm 2?Wbt?t+ 3 mt, . +--- 

Bww +9 [+ 1 Sze. +z +6 #re ~~I~ Wwje !id 3W: 
m e  Madiffem Fee Table 1 t 4 .  



EKGORT FRIGATE 



Space Cpuiaac 
These distinctive red-and-white ships sue generally "known 
shn~h' as "Renubfie cruisers." Theareticaltv. the red in the 
toter-aidtdne' e~traniy, and shoutw - 
pâ * tfia faa  ̂ittirnBtestcd 
whmttiswsaW,AHte9:@ft~&iNy&artbsl^ifrc 

but lacking the cedtrol mpuW w antenna antsy to 
control them. This is as mwh a c a s t - w i . ~  measme as it is Wwpun; Turbo iniadlwis- 021; yfre Are: 5 fromfleft (parti*1 I 

A Trade Federation battleship occupies 9 three-by-th- ~esson: &lt concussion missile tube (4.20 rabsflts cadi}; 
square area on the gri<t map. k 4 ftanf, Damage: 9d 10x5s Mbsflc QuaHfaff OriBnÃ§i E* 

3 Potwt laser cannons t24, 



. . .  
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The airspeeder used by inc uuunty hunter Zam Wesell on 
Cornscant is  the Koro-2 All-Environment Emdrive 
Airspeeder. a sport-utility speeder (detailed below). Past and 
sleek, [he Koro-2 is loaded with safety features and an 
atmosphericaily sealed cabin, with an operational air supply 
of two weeks a t  maximum occupancy. 

Deslar Gizh Dutwnrld Mnbitity Carp b ra -2  

with two forward-facing dorsal mass driver missile launc 
(fired by the copilot) and a trio of ball-joint-mounted 
point-defense laser cannons on the gunship's nose and 
wings (operated by either the pilot or copilot]. TOT Iandi~ 
and additional firepower, the attack gunship comes 
equipped with crew-operated gunnery pods mounted wl 
laser cannons-one on either side of the main cornsam 
These latter pods are mounted on extendable swivel-art? 
designed to swing oul when the main hatches are opetit 
providing troops with a wait of laser fire to dear their w 

The typical attack gunship stocks four military swoops@ 
a rear cargo hold. The swoops cannot be dropped as fast d 
troops; unloading a single swoop requires 5 rounds, and 
only two can be unloaded at any one time- 

ATTACK BUNf 













Adjudicating 
When eveiyone gathets around the table to play the game, 
the Gadmaster k in charge. That dbmFt mean that you 
can tdl people what to do outside the boundaries of the 
saw, but ft dots mean that you're the final arbiter of the 
rotes within the game. Good piapi  always mogt-ttze that 
you have tk ultimate authority over the game meehantcs, 
even superseding something in a rulebook. Good GMs know 
not to change OT overturn an existing rule without a good. 
logical justifica tim so the plasyers d-on't grew dwttefted. 

The mesons that you need to know the nries. Youk not 
required to memorize the wtebo<c>t!, but you should haw a 
dear undet~tevdi~ of what's in the book so that when a 
situation comes up that requires a fultng, you know vihatf 
to reference the proper role ta tine book. 

Often a situation arises that isnt explicitly covered by the 
rults. In such a situation, it's the GM who needs to provide 
guidance as to how i t  should he resolved. When you come 
upon a sttMatfm that doesn't seem to be covered by the 
r u b  consider the following: 

0- When tn doubt, mcmlrer this hmty rule: FsvoraM 
tonditiom pnwids a 42 circumstance borne to mp 
roll; onfaiwrabk coffliitiom ffwide a -2 pnahy. Yo 
be surprised how often thb "GMs secret rulew salw 
problems. 

If you come upon an apparent contradiction in the ruh 
consider the!& faetws when adjudicating: 

@ A rule in the Ste-r Wan 8alepIayfng Game takes g 
deice owr any ctfhar published Star Wars product 
Thte book is referred to as the cott rulebook It to 
the baste of the whole game. 

8 A rule found in the tow rulebook overrules one fo 
in a published product u n l a  the hite presented ir 
published product deab with something specific a~ 
limited to the product itself. 

@ Choose the role that ym tikc the best, but s8dt wl 
f a r  the rest of the campaign. Consistency fa Ã wy 
important aspect of rules atfiudicatten. 

@ Look to any simfiar situation that fa tovflfed in the 
rob Try to ertrapotate from whatyou see presented 
there and apply it to the mmnt circumstance. 

Q If you have to make something up, stick with i t  for the 
rest of the campaign. (This is called a "house rule.'*) 
Consistency (seeps players satisfied and gives them the 
feelibg that they are atfwnturing In a stable, predict- 
able universe, not in some random, nonsensical place 
subject only to the EM'S # h i m  

Prrip~lBna tha Gama Fnrwar~ 
While all the playere are respoiaibk fffr contributing to 
game,, it's up to the CM to keep the game moving, mi 
player interest, and keep things fun. Remember that ke 
things moving is always more important than searching 
through the roles or spendtng time in long debates ow 
mtes decisfans. 

Even a wdl-rwi game can get bogged down sofdrtin 
Pta-haps the players have been at 'it a while and arc <se\ 







A k @ ~ h g  thm Wety TMnw Wmrk 
Emy w1e pw in this hwk ws Wtkr~ for a mmns That 
dais nnt man that p u  mnVt &&nge thm hrym wn 
@ m W ~ p w p ~ h Y M * e w w h M & b  
d-n* or p u  find tW the mla far h i n g  m hi& 
are tau limitkg. bk that p u  change hr y ~ w  wn game 
are alkd h o w  m k  O M  t h  matMQ of gamw almost 
wmy campaign dewlaps its nwn haw? WIGS in time. 

The abiEity to me the mechanics as p u  wish is pam- 
mnvn? ZEI the way ? ~ ~ l & i n g  g a m  w o r b p M i n g  a 
hm& fix p u  a ~ d  the @am to male a campaign* 
?&illp &an@w Ihe w q  the game dm smthing shvukh't 
be t a h  Twhtly. Ym &ould ah#@ hy to p i W  the irnplf- 
&om ldh p u  mke the change, 

Consider the f~llavdnq when you are &amghg a mk: 







Knowing theHeroes 



@i^t ̂ *-any <tf ill ̂ f the Wawtw: 



Thk can amount to a lax of work. Rot 
e v q  a c b n l u ~  i s  going to q u f ~  
~~ of Flab b ~lw-  % ??& Ww 
from ahnm to ahmtum and ewn 
h m  EM to GM. N a  my GM like5 ta 
wpm d e M M  notes a h d  of dme. 
%me ha* more fun if theyjusf 
it." And sametimes a OM wouId Re to 
k better pn?pa@dv but &we jua im*t 
time. find the S Q ~  of Gmmmg 
that suits p u  best. 

SEmlfl~ * S@g#s 
It's worth mphg a@h: Once the 
gam Sam, it'$ dl up to plL T?w 
playem are Nk& to take their cues 
h y m  on haw to set and teact. ?f 
yau l i a d e  tke game wibudy, the'@ 
mare I!k+ ta take ft ~~~. If ym 
come m w  Mtll a m m  &xede light- 







mrt take m the pppanmts that remain, 
the campaign mjght wy well end then 

had with the gad. n@t% 
and i f  there's a default 

they're always in danger. C o M o M y  or ~ b c ~ m ~ ~ ~ ,  if 
the beflew you'll new let bad Fhirigs happeh to their 
heme% thqn change the way they act. With t ~ o  dement of 
fi&+ wiIl seem less 3w&. And'jf tMaFtw some- 
thing bad d m  happen tm a kro, the @ayw way Miwe 
p u ' ~ !  out t~ get him, If he @Is you sawd other heram 
when they were in trouble, he dght  became d i ~ W & d  
Wh the game. 















e calls upon some power within h 





Vfllaim and 6@pomnts pwvidq an outlet far play that Is 
imfeue to WriQ a GM. Rwwihq the foes'of the heroes is 
one of yam m&n tasks, and one of the most fun ~esponsi- 
b a i k  When creatiw opponents for the heroes, keep the 
following in mind. 

P l d e  VIHtml: Ptcsh erienites out. Give a faw amount 
o f  thought toward w^y enemies ar? doing what they do, 
why tNy 8 ~ s  when: they aft. and hew they interact wtth all 
thiqsartend them. tfyau thftk 6f thwi SB just W sw 
Far the hwsts to defeat, so will your @Ã‡W 

lntÃ§Mg~mi8 Bad mys don't h a w  to be stupid. Mate the: 
enemies as smart as they really would be-no more, no less. 
An weage Twidosham nrigirt not be the best strategist, but 
Hut& at6 wty intentgent -and asamity have schemes and 
continger~y plans. 

Don't BB Afraid ta Make Thmn Evfl: Evil is evil Don't 
bitate to make the vflfefta truly evil. ktmyal dwtem Ites, 
and hideous acts all make them mote pwaitRq to defeat. 

Eua te NotAll-Perwatva: Mot all qpmem are evil. 
Serwtinws good*reeaning characters might onpose whfft- 
ever the heroes are doing, since not all good people agree 
on evetything. Somttmes Wsinteresting to face an oppo- 
nent whom you don't want ta ('or jW ca-n'tl attack 
autrtght 

Tha Priaaner Dllunm~: What should the heraes do 
with enemy prfeaneg? If an opponeat-ntrreftrfiss, h e  
heroes tminedtatety face a quandary. Do thQ" qmw the 
Byes of their evil foes or put them to thw Bghtsaber? 
What's ffre greater wrong: killing something evil or letting 
it live to m m i t  moic evQ acts? In some campaifires or 
tocafesin a campaign world, bounties ark paid for Ifvmg 
prisones. The prisonecs' ffî ids can also offer ransores to 
get them hack alh. These two Facts tan tetp piaiyeis 
decide what to ̂ tf with primeis. Y&lf ffllqht atso * 
some Mication, usually through other allied cteractwi, 
what the aewpted mum of action is, at least for the 
system where the heroes aw adventuring. Although ynu 
should play GM characters as appropriately as you can, 
tetrt nkke die plaiyets face a prisoner tlifemma antes? 
wavrt ssre it's necessaly* 

Vlllfflns 
TTifrdiabflflteaf Sith Lord, the evil fmpertat officer, the 
cowapt astern gcwmw, the Wfainous bounty hunter, the 
scheming crime lord-tile possibilities for intelligent villains 
 it endless. They make for some of the most memorable 
and "hated foss  ̂A welt-played villain can beeom@ a mar- 
ring character who is 9 constant tlwn'in tide side of the 
heroes. You(an mte a vfftein w b w  the plafeis lwk 
to hate. 

Tips for well-played vitiate fndude the fottowffig. 
Use Loolcay: Don't have the villain confront the heroes 

h d f  unless you have to. Eventua& they will want to tafce 
the fight to her, but she should use underlings, empl 
bodyauards, and other lackeys to fight tor hef whenever 
@bit. Bat dan't d&y the heroes the aftfeftttiwof &n- 
tualty having the opportunity to defistt her. 
Bft Snwh and RawuroBfuf: Use all available options 

to fetl the bases. Ifit's p m t e  far s^rn tn your 
campaign to (we a raspe Jcdf on the pqpl!* don't we- 

away. Heroes are notorie 

teÃ̂  in 95 much detaH as rt(Ãˆcessa~ fcr the cqmPataii &a 
w ~ y  least, a name specter andqmanattty +@be 
included hi the GM's notes. Wes will, have atti& 
Mendlyror helpful toward the heroes. 
On rare occasions, heroes my haw antes who win 

them on their missions. This is &st useful wfaen tifne 
of heroes is small 
adwntare. 'Ether 



fambaduw Comfna Evan~: If the Noghri that the 
hfttaes ftem await ablaut .a Batk JM, Ã‡Ã fc fkrwa. 
hew ftoffi Jail pwphecy the oeeastowl taieof a "ria of 
totnesie*wBIhe&tterproparedtflatop~ark^in 
a future adventure. Thaf inifit even fallow up w the leads. 
yesu plant befow p u  ew initiate the adventme. 
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When a commoner or professional suffers a critical hit 4 
Awacter is immediately reduced to -1 wound points. The& 
xterisnowconsideredtobedying,andailratesforApi 
Aaractersapply.(SeetheCharacterConditionSUITOMTVsid 
bar, page 286,) :::: 

ash 

CIBBSSkillB 

and'spesk Language. 





















ERAS OF PLAY 
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The Star Ware universe ts famBtar yet mysterious, known 
through great m d q  exciting n& and comb, and a 
variety of sourcebook guides, encyclopedias, and gaming 
products. But even with the wealth of material 
to draw from, there are still huge parts of the w\am that 
have yet to be explored. You want to make sure that you, as 
the Gamemaster, have a fee) fer the untveise, that you know 
the kinds of technolow available, the factions that form the 
centera of power, and the general expectations that ptawra 
have about life to the Star Wars universe. After that, you've 
got ptenly of room to play in-it's a big galaxy. 

What's New? 
If you don't haw the previous edition of the Star Wire 
Rolqdayi~ Game, you can skip the paragraph. It explains 
what we changed to this chapter for the new edition. 

We reorganfeed the chapter, putting an of the major film 
chamers at the front a d  providing their statistics at 
dtfflitent periods in the saga. We've added characters and 
events from Attack of the Clones, including Jango Rtf and 
Count Dooku. We've added expanded univeree favorites 
sucti as Joms Clooth and Wannaster Tsawng Lah, To 
make room, we removed a few characters, sucti as Jar Jar 
Sinks and Scbulba. 

Ufa In tho Briaxy 
From the metropotis worlds of the Core to the ftofltter 
settlements of the Outer Rim, technology and technological 
devices permeate eveaday H f c .  Technology, however, isn't 
the driving force in the galaxy-it simply provides the tods 
necessary to make a galactic civilization possible. In many 
ways. the technological wonders have become commm- 
place; they fade Into the background of eveiyday life-pres- 
ent, significant, but not owrly Important ftow moment to 
m m m .  The intriiigent beings of the galaxy (ten't give a 
second thought to the amazing took they have at their 
disposal. Blasters, hyperdrivcs, bids,  bacta tanks-wMte 
miraculous from the point of view of less advanced soci- 



Because the galaxy has had some form of intendated 
society for more than twenty thousand years (be it (S6 
RepubWc, Empire, or Mew kepitblic), mast evoyone fe reed 
to a mix of species and cultures. There are some bdngs who 
are prejudice& against one or another species (and this fe 
especially noaceable during the Empire's control of the 
galaxy), but most otheis appreciate the d W t y  the gala& 
st>W has to offer. Prow planetary spaceports to orbittng 
space stations, ft tart unusual for Humans awl Twi'lehs and 
Mon C a t a d  towwksidebysideor otherwise interact. 
They don't always get along, but that could be said about 
any tndfvfdtÃˆa( in any specie& 'nits dfwrdly has fed to a 
spread of fdeasÃ philosoji!ies, sciences, and cultures. Markets 
throughout the gabq feature a wide assortment of exotic 
goods ftoma vaiiÃ‡ of wttrtds, Ag^n, such opportunities 
for sped= amd cuttares to mingle mn't mual-tWre 
just part of tvaydsy we. 

One pervasive bit of technology is droidSi These mechani- 
4 servants come in a variety of shapes and sizes, built tor 
an array of functions. They make fife easier and safer for 
Wng beings. Droids build things. They maintain things. 
They dean things. 5ome droMs handle <iangerous or reneti- 
tfve taste so that 1Mng brings cart eomtitrate on other 
endeavors. Olhm sew as cmpnion~rltiripere, or assfe- 
tents? If there's a task, there's probably a h i d  designed 
speciftrally to handle it. Prior to theRise of the Empire 
M d s  w e t  even designed for battle. Later, during the 
Imperial era, most of these kinds of droids were outlawed, 
However, that didn't stop the occasional assassin dmid from 
showing up to wreak hawc in some out-of-the-way cower 
of the galaxy. 

Coiffl~uttfrs hgye as big a "ale as W d S  in eveiyday iik 
perhaps men more soi Compvtea control staTSttips. Th<y 
operate warehouses, factories, spaceports, and security 
systems. Computers handle the galaxf's financial infiastnie- 
ture, a l l ~ w h g  the entire credit-based economy to exist, 
lhmyane carries or has access la a datapad; galactic society 
long ago dimhateft tire use of paper-based dowients. 
fWhw hard cofifes are required, reusable dara^wsts fit the 
billJ For eutine mb, computes are easy to use, and most 
members of society have no problem ofiaattng them. 

Prortly, 9 galactic society requires open eommunkatiom 
to flourish. The Old Republic developed the MoloNet te 
handle this. A near-instantaneous eammwrteations network. 
ft provides a ftee flow of hologram and ogier fbrms of 
comnnmicatfom among member worids. Using hundreds 6f 
thousands &f no~~flass  trametvefe connected through 
toflperspace snftxltunnefe and routed thtoqjh waste 
campoter sortere am! decoders, the HoloNet allows news 
and comffiunieations to flow ftom one w d d  to another in 
almost real time. During the time of the lumpire, lame 
portions of the HohNet system were shut ttown, and tire 
mroahring podons were mostly restrirted to government 
and military use. This reduction of the iiiystetn cat off re^el- 
liw worlds and &eat neWs of the Empire's actions from 
spreading tod fluidity. In addition* datacards and other 
forms of .news and information are earned from place to 
pfece by starahips. This means tot O?CT without the 
HoloNct, in many cases information ts only a hyperspace 
MP a w e  

The T~FBB Eras 
White the rules allow you to create a campaign hi 

The Ktse of the Empire #a reptesente a 
unrest: the stow dissohiticn and ultimate 
Republk, the rise to power of Chancellor 

Wars. SpetSficatly, it's the years awn 
Episode I: Thf ~hantorn Mcnsce and Episode a:, .AffBB 

The Rise of the Empire 
(22 to 32 Years before A NEW Haw) 

elected as Supreme Ch 

s q k c t s  that this term 
side of the Porn. 



(the the 



Dark and terrible times have once again come gpon the and weam the wtomaly Jedt doak and robes. He abo 
galaxy. In this era, heroes must work to turn the tide of cavies a blue-btaded Ughtsaber of his own construction*  ̂
opinion, strive to keep the New Republic together, and one raws sign that he is ready to adwnee. In peiSortaft. 
battle to defeat the Yuuzhan Vtmc invaders- ts quiet, serious, and oerastenally sarcastic. I 

WKtHrifdJ Uf n i W W i  - 
the blockade of Naboo becomes an invasion. Wearing hte mm riw a hair dose-cropped fexcept tor the Biditlonal long. tllln ,mnÃ§i to mi 
Mid Of a h*wd* ='m*mnl +a m o t e  Tatoofm &,,'a -wrqlss kllc gumc Us "PC 

wizard" of the J'li~ufitand Wastes. O W  a general in KB 
- -  Clone Was, "Old Senw te now nothfng more than a 

fal old hermit occasionally s^en buying supplies in 
Anchartiead and Mas Eishsy. No wx knows of Ben's psj 
or why he has come to Tatooinc-except for Owen \ass 
and his wife Bern 

Almost two decades earlier, Obi-Wan brought an in& 
boy M> Ow& and asked Lacs to ratee and care tor the 

his stepbrother's probteffis wm ssmfSWM tied to few 





Padm4 Amidmln 
Arnfdaia was not the youmt m o m d  tu govern Nabwt, 
but she mnks ameimg the mst ~ ~ ~ d +  Durfng her eight- 
year reign as N&WO% elected queen, h i d a b  WW rnv tu 
m her people wen. ht the end of Epbade k me P h i m  
Mewwe she proved h i f  a *mtd dtpbrn~ and cagq 
tactidan by bmhg bonds of Mendship vdth tk Gumm 
md tha-g the machinatiurn of Vicemy Nu& Gumqy, 
M g  her planet fbm Trade Fedmtim  on, 

hidah's dosest Mend in thm days was %M, one OF 
her handmkkm Nth&ygh the d u t b  af all handmdd- 
em were rwrnfndb to adst the qmm with &fque and 
a p p m n a  ~f thm a b  wmt!y acted as as b~dygumt, 
pmaing rnfdala ffQm dangEr+ It wls #a m-dent that 
t k e  m m p m  m g  gids also rwmh1ed t k h  QUW, 
sirm part of the m$mtsMw of pmtecting the q m  m m  
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Wooki~u Commoner: Init -I (Dex]; Defense 9 (-1 Dex); 
Spd 10 m: W/WP 0110; Atk +2 metee (1d3+2, unarmed) or 
- 1 ranged; SQ Species traits; SV Fort 4, Ref -1, Will - 1; 
SZ M; FT 0; Rep +0; Str i4, Dex 8, Con 10, Int 10, Wis 8. 
Cha 8. 

Equipment; Variety of personal belonging. 
Skills; Climb +4, Craft (any one) +2 or Profession (any 

one) + 1,  Intimidate +3, ReadiWrite Shyriiwook, Speak Baste 
(underitand only). Speak Shyriiwook, Survival + 1. 

Feats: None. 
Species Traits: +4 Str, -2 Rex, -2 Wis, -2 Cha; +2 species 

bonus on Climb checks; 4-4 specie bonus on Intimidate 

Twi'leks are a calculating, pragmatic people. Generally 
speaking, they try to avoid being swept up in other beings' 
troubles, prefening instead to duck into the shadows and 
wait out large conflicts. From a safe hiding place, they can 
observe, plan. and prepare to profit from the outcome. 

Twi'lcks are able to speak most humanoid tongues and 
have no difficulty with Basic. However, the Twi'lek head-tail 
language known as Lekhu cannot be effectively spoken by 
other species and is unique t o  Twi'teks. 

Twl'lak Ccrnmannr: lnit to; Defense 10; Spd 10 #I: VP/WP 
0/10; Atk +0 melee (ld3, unarmed) or +0 ranged; 542 
Species traits; SV Fort + 1. Ref +0, Will -1; SZ M; FP 0; 
Rep to; Str 10, Dex 10, Can 10, Ink 10. Wis 8. Cha 12. 

Equipment: Variety o f  personal belongings. 
Skiits: Craft (any am} + 1 ,  Diplomacy t2, Knowledge Cany 

one) +1, ReadIWrite Ryl, Speak Basic, Speak Lekku (head- 
tails). Speak Ryl. 

Feats: None. 
Species Traits: t2 Cha, -2 Wis; +1 species bonus on 

Fortitude saves; low-Sight vision. 
Automatic Languages: Ryl and Lekku (head-tail). 

W o o k i ~ ~ s  
Wookiees are intelligent arboreal creatures from the forested 
Mid Rim world of Kashywk. Although Wookiees are widely 
recognized as one of the strongest and fiercest intelligent 
species in the ga!av, other creatures on Kash.yyyk are so 
powerful that the Wookiees arc relegated to living in the 
tops of the world's giant trees. When the Republic first made 
contact with Kashwyk, the Wookiees were engaged in a war 
against the Trandoshans, a reptilian species natjw to another 
world in the star *tern. The Republic mediated the dispute, 
and the Wookiees eagerly joined the galactic community. 

During the days of the Republic, the Wookices were 
admired as honorable, trustworthy warriors and technical 
experts, due to their knack for repafring all types of 
machinery. When the Empire came to power, however, the 
Trandoshans, For whom the war against the Waokiees never 
realty ended, gained ultimate victony when they convinced 
the Emperor to declare at1 Wookiees slaves. When the New 
Republic was founded, Wookiees regained their freedom 
and once again became active in the galaxy a t  large. 

Wookiees can't typically speak Basic due to the nature of 
their voice boxes. However. a rare deformity exists that 
allows a Wookiee to speak the galactic tongue, although 
such an unfortunate being finds it very difficult to speak his 
native language. 

checks; Woekiee Rage-A Wookiee who rages temporarily 
gains +4 Strength, 2 vitality points, and a +2 rage bonus OB 
Fortitude and Will saves, but suffers a -2 penalty to De- 
fense. A raging Wookiee cannot use skills that require 
patience and concentration. The rage lasts a number of 
rounds equal to 5 + the Wookiee's Constitution modifier, 
after which the Wookiee loses the bonus vitality points 
gained ftom the rage and is fatigued (-2 penalty to efftc- 
tive Strength and Dexterity, cannot run or charge) for a 
number of rounds equal to the rage's duration; Extra- 
ordinary ~ecupemrim-A Wookiee reg 
wound points at twice the normal rate. 

Automatic Languages: Shyriiwook andBasi 
only]. 

Yuuzhan Vonp 
Conquerors from beyond the galactic rim, the Yuuzhan 
Vmg are organized, hioodthifsty warriors driven by religiots 
fervo~. To the inhabitants of the galaxy who have encaun- 
tered them, the ritually scarred and disfigured Yuuzhan 
Vong are terrifying invaders with strange customs and tech- 
nology. Their piace of origin is still a mystery, but their 
culture of violent expansion clearly indicates that their 
homeworld or system-or perhaps even galaxy-has become 
too small. 

The Yuuzhan Vong are masters of biotechnology. Thefr 
weapons, equipment, even their clothing, are all genetically 
engineered and adapted life forms, employed by the wanior 
species to do everything from lighting their way to building 
and powering their ships. Using dovin basals-a kind of 

' 

living gravity-well projector-Yuuzhan Vong ships literally 
pull themselves through space, The gravftle energy of a 
dwin basal can also shut down the shields of a spacecraft, 
or-as the Yuuzhan Vong have recently demonstrated-pull 
moons out of their orbit onto their parent planet. 

The culture of the Yuuzhan Vong is based on the domi- 
nation of lesser species. To the Yuuzhan Vong, most other 
species are unworthy. The worthy are regarded with enough 
tolerance to grant them a dean death; all other species are 
effectively suitable only as slaves. This mentality derives 
from the Yuuzhan Vong focus on Yun-Yammka, the Slayer, 
their god of war. in observance of its imperatives, the 
Yuuzhan Vong spread across the stars, destroying worlds 
and subjugating other species. At their forefront is the 
Praetorite Vong, the war force charged with establishing a 
staging ground in the galaxy. 

Those who run afoul of the Yuuzhan Vong are more 
likely to encounter Yuuzhan Vong wamois (see Character 
Archetypes) than the commoner detailed below. 

Yuuzhwn Van0 Camm~nar: Init +O; Defense 10; Spd 10 m; 
VP/WP 01 12; Atk 41 melee (ld3+l, unarmed) or +0 ranged; 
SQ Species traits; SV Fort 1-1, Ref +0, Will -1 ;  SZ M; FP 0; 
Rep 40; Str 12. Dex 10. Con 12, tnt 10, WE 8, Cha lo- 

I 
Equipment: Variety o f  personal belongings. 
Skills: Knowledge [any one) + I ,  Profession (laborer) + 

ReadiWrite Yuuzhan Vong, Speak Yuuzhan Vong. - 
Feats: None. 
Species Traits: +2 Str, 4-2 Con, -2 Wis: immune to Force, 

Sense, and Alter. 
Automatic Language: Yuuzhan Vong. 



The Qbrak aw anottSCT eafy qiaeeftrfrq wee, a tamrailoh4 
spctbs that arose amthe planet hidoiria (many refer to the 
species as kidenfan Zsbrakl. 7 % q  m distinguished kg 
patterns of vestigial horns en .their terefteads dn&(ye to 
eacfi indfvld~~l. Z a b t ~ h h ~  been ~tarfaTetS>Pw ten@ that 

ited the abrak who 'teed -en aU 
resistance niwemeits fomfld. As 









'mams lkdattm are the most dangerow -- in a 
'natural ewimmmt, while herd animal3 m ~ R e n  the 
tbqat. Any creamre nee& a supply of fond [mnging h r n  
a b e  to a r k  mmml, a meam of s&i [which might 

w shpk 8s speed w a I@# ptpubti~r11, and mmk way 
~ F & U C &  Exmpii~m to these ru le  ate pasibk when 

,pq!&Ing an entire BaIaxy* but aMre&g thee tontern 
lwhn d&g~~htg m m8twns makes them ~ I Z  beiMbl@- 

The starting pnint for ddgning a new mahm ks d&d- 
hg what Kid yau want. Is it an enormow mwnom beast 
tht dew W h W g  in its path? 1s it a mall, fumyb 
&ng animal that's papular a a pet aman0 weatthy 

Qu&bs m31 as these can help p u  
timi the meatare y ~ u  want to mke. 
an idea in M d  fw what W'E maMgt 

on the mature's type and lml. &kr to Table 14-2 
Thmm and Attada to figure out stw 
ack ml1 bonuses for the m&m, ARw thatl 
on for the mature type and assign other 

and C~mtimHon), the damage it @ed$ an rtam~$l 
nd psibb ib waund points. 
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Ktroldt;V&cuumpaiasltr l;h>it+l (Bock&â‚ f3  
E+anami,+~ W~Spd-flySm[ifiisini;WjWW~; 
A&M1nwtee\m,httej or+@jSim;S3KÃ§Aî ŝ  

efe !few* +2, W + 1 4  WB+%M; 

Wfe-i, ChÃ 4. *Ben@ Cams"̂  
5%Ite; Hide *5.lli5ten -b.wM$ +S, -1. 













2/mtffldl; SV Fort +6, Rtf +7, Will +l ; FP 3; DSP 5; %;p +1; 
Str 13, Dm 16. Con 14, hrt 10, Wfe 8, Cha 12. Challenge 
Code D. 

Equipment; Lightsaber, sinister clothes. 
Stdfls: din* +3, Knowledge Uedt lore) +2, Turhhite +5. 
Fom Skills: Battlemind +5, Enhance Ability +5, FOTC? 

Stealth +4. Heal êlf +4. 
Feats: Exotic Weapon Prtfldeftcy (lightsaber), Force- 

Sensitive, Power Attack. Weapon Finesse (lightsaber), 
Weapon Group Proficiencies (Master pistols, ample 
weapons). 

Force Feats: Alter, Control, Dissipate Energy, Sense. 



fats: Ŝ  ETniihasis(Knowledge O r̂iag  ̂Skin EÃˆn{dwf 
(Knowledge InwSftraB. SMW Emphasis{hotesfon WoctorD. 





udmu~ndent Druid 
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%roc Skills; Empathy 4 liRlmnse Sa'isesdV'Pweeftia 





Outlaw 





~q&ent: %cured computer (accessing its programs 
without the proper codes requires a Computer Lke check, 

Hlflh-l̂ @d S h e  T s h  Stylist I& Tnit +2 GDBfih 
SeteW? 19 f*? &ss, +2 D d i  SpA 10 mi VP/WP 43/10; 
%tk +~/+4 melee ( 183, + H /+@ .mfiwa; SQ 
TgScBfft. i m t  ( t e c t i n o l ~ ~ ~ ~ ,  tedr 
spedtshy tepi~fp~ter specialist +31, sxpert fey& Jeteetronic 
devtces]}, expert (Knowledge hclinobgy]); SV Fbrt '+S, 
1tef +7, Wfif I-?; I@ 3; VSP'Qf fep +3 (+6 fm alias}; '5%~ 
Kfi Ocx 14, Can la. l*tt Yf; Wfe 14. &a Ãˆ^ C3aTtenffle 
'Cede E. 

& I T I u ~ ~ B F  
k g g b  TSBW in all different stripes. Sow smuggle titefj 
gal goods strictly for their own pnrfft. ̂ am do it to support 
political causes, and orheft do it ftit ft^eflatement & f ~ l ~ ~  
ing fie law, 
mte'west-tevel awgg~et fe a small-time ~rifla^rt^~~t- 

rtcftistffr $t Iftw-taftkfng nwnbfir pf a sMuggling ffns. 
The fnfd-rqqzl sniu&tfer is ste'nejd pws& ta run srfTtoif 
l$xkdes and am+ all but the- w t  t~@nted~ t ~ ~ t m f f l s  
offtis'jste. She has step -earned areputation tor specialBdngI 
in-a sped% land of carfla and is rutnod to how a 
n m t e -  sf secret spaw tairea The high-Iisye1 smu@ter% 

femous in law mforeement and crttrid clreles ittet sht 
sonn Mast start ffitflkftffatetud ÃˆWn w leading hw 
Sttddolitiff ttm* 



i teh-h l  s ~ Ã ‡ ~  Scoundrel 6/&ut 6; ink +6 
+2 Dm, +4 Improved Initiatiw$ Defense 18 (+6 ctasst 
~2 Tkx); Spd TO m; VP/W SO/ 10; Atk +7/+2 TOriee 
ld3- l ,  unarmed) or + lO/+5 ranged (3d6 or DC 1 5 stun, 
~lastw pfetelk SQ Ifficft batter, 1udy (2/day), precise 
mck +1, trailblazing, heart + I ,  uncanny dodge (Dex 
xwhis te Defense, skill msstay (Pilot), extteme effort 43, 
f!aŝ p; SVFW +5, Ref +10, WHI +?; FP 3; OSP 0; R@ 
b2;St)'&I>ex 14, Con 10,lnt l4,Wis 14. Cha 15. 
3ial1enq~ Code E. 

Equipment: Blaster pistot, modtfied VT-1300 transport, 
Regal cargo, forged shipping permits. 

&MHs: Appraise + If?, &emgate 47, Bluff + 1 3. Computer 
Jse 4, Biplomaty +6, Fofgew 4, Gather Informaitton + 12, 
tide +12, Knowled@? (bustnes1.J +11, %ten +7, M o w  
fflyitly +I& Pttot + 13. Repair + 15, Sense Motive +6, Spot 
QQ, Survival +6. - Dodge, Improved Initiative, Point Blank Shot, Skffl 
imphasis (Astrogate), SkinEmphasis(BfufO, SMIlEmphasis 
Pilot). Skill Ewphasfe t5uiviva11, ,Sta&p OpstSSw (apace 
Ãˆn?port),Weapo Group Proficiencies (blaster pistoh 
stesierrifles,*leweaponŝ  

BW 
fcnseretailortypesflfprofessionalspiesc^ttnthe~ter 
VSffs gala% industrial spies, gmmpmt spies, and We- 
ancero. Industrtri spies ~usaafty work for an interstellar 
bpmation and either steal information or sabotage a 
mpdny's compe6tors. Gwemment spies work to root out 
ipies ft&m enemy governments or infiltrate those gown- 
Bents to gate their secrets. The fteetenet spydb himsdf to 
he highest bidder and is wnSy toyat ts anynnebut himself 
tad bis paying clients. The B&than Sffi9̂ t is among the 
most famous mganteations of freelance spie 

The low-level spy is a typical firid operaw w fndustpial 
py. The mid-level spy can often be found coordinating a 
ay ring and has a reputation in "professional circles." 

melee (Id* unarmed) or +7/+2 ranged (344 or DC l O m ,  
hold-out blaster)! 5Q Illicit barter, I& (2/day), traflblazing, 
precise attack +1; SV Port +3, Rtf +%Win +6; W 2; DSP 2; 
Rep+OtStr 10,1)6xl4,Con8,1nt 12.Vifel4.Cha 16. 
iChatten#e Code D. 

Equipment: Hold-out blaster, few identification, code 
wiftrier, deluxesecurity kit, electrowSc listening devices. 
airspeedp or landspeeder. 

Skills: Bluff +TO. ComputqUse + 15, Disable Device +12, 
Disguise i12,  PcHrgew +$. Gather Information +15, Htde 
+ 1 2, Knowledge (technology) +5, Urtm + 1 1, Move Silently 
+11, Search +6, Spot +8. 
Feats: Dodge, Lew Profile, Martial Arts, Skill imphasis 

(Centputt% Use}, Skid IeiSEfi (Gather lnformatiml. T~ack, 
Weapon Wup Proficiencies (blaster pistols, blaster rifles, 
simple weapons). 

Starflghtap Pilot 
The low-lerel starttghter pilot fe an accomplished ptet who 
has not$?t mastered the art of war. The high-level pilot is 
truly a rare breed-. the survivor of many battles who has 
howl Ns Afll. The type of fighter thh ace prefers to fly 
functions Hke an extension &f h& OT her Tari*. Wedge 
Antilles and Baron Soonttr Fc? are pilots ofthis caliber. 

HiBh-Loval Sterftehtar Mat: Soldier 6/StarehÃ  ̂Ace 6; Init 
+8 (+4 tkx, +4 Improved It~RiaOw): Defense 24 (+I0 class, 
+4 Ocx); DH 2; Spd 10 m; W/WP 76/ 12; Atk +11/+6 mlee 
(1 &I, unarmed) or + l4/+9 ranged (3d6 or DC 15 stun, 
Master pistol) or +?2/+ 12/+7 (3d6 or Dt 15 stun. blaster 
pistol and Rapid Shot): SO Sta^ifp defense +5, familiarity +3, 

ewait~n; %Fort +9, Ref+ll. W+4; FP3; CSPO; 
Rq+5;Str13,Dc< !%Con l2ÃˆIn 14ÃˆWs%Ot 10. 
Cha(tengecodeE. 

Eqiripnwntt Padded fightsuit, Master pistol, fitid kit, 
astromech droid. 

Skffls: Abrogate +18, Coinputw Use +15, Demolitions 
+11, Knowledge (wwM logs) +l3, Pflot +20, Repair +14, 
Scat +e,,Trea(t I* +7. 

T'eafe: Artnor Profletenity {light}, Hmk SuQ% Improved 
~nitiative, Point M a  Shot. Rapid Shot, Spacer. Starship 
Dodge, Startup Operation (stsrfighterl, Weapon Focus 
(blaster pistol), Weapon Group Proficiencies (blaster pistols, 
blast~~rifles,heavyweapons,simpleweapons,vibro 
weapons}. 
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might be the head CTgii'Kser en 
6r a senator's personal yacht 











Ssc~md-kgren Dmids 
5emndde@e dr~ids qre aften hund 
in the mgfncering and Qchnicd 
d m m  kk?% hie first4egm d m i 4  
Wi main fima'on is  wMng complex 
q u a h n s  sp&f~calb related to 
field. l%eyfre pnrnlly qatpped with 
@ppe~&@es and conml porn to a k w  
them to htmct with Q J ~ Y  machines. 
Wvnpl~  tnciude the popular R2 
we5 mmh dmids 
W d  Ahâ‚¬ WIbm *2 u q  

i 2  int, 4 5b. 
Pmfemhd Elam w. 









I 
w m m & t ~ ~ ~ b ~ ~ t m m :  

wka Omwwvminman~l, wmm k t n - f c rmm 
that a m &  dmki c3aqmlB)t awd stms &@J ~~ I 
~ W n m d W ~ . M c n a W d b w ~  
biq $0 me of ~ R W  amd#Rm i t m a  mwk a Fa- 
Wng thmw. 

If the swing throw sumred% the h i d  ~~ thmugh 
m t h d .  If the Sam fd4, -thc"hwdm jx?tl& of the 
a l l ~ M t  {we Tam 1 5-4: M d  &TmmW k&ti: mfl W 
4ndieated cite Q? d W  

kt th$ md uf the lmbtioh pmt~d, tk &&I make 
mt&Fo*& saw. If thb BWE rn- the &f4 is 
warn IF w ywe fa%, the w â‚¬ the &mgg 
indcated for the ailmentE 

It m m  cantinn@ to ar&mpt d n g  throw ome per*, 
taUng damage ~n a fdm as f6r %fled h 
won w tk #midswW w this tlw mndfâ‚¬ has 
m its CEW% aM the chid @ba no &rfM damage. 

A W i d  $~m't wms d m a s  fmm 3h ahmat; f$ must 
b ! t ~ ~ ~ ~ ~ R ~ ? ~  ~ T . b T $ d ~ ~ .  





Table 15-5: Druid Repair Checks 
ftrii ReMbM 



Draid Accessaries 
The physical aHnpnents kt a h  a droid to peribm rod 
tEspand mast be attached t o  the Arid in same faahtom. 



% U F ~ S ~ ~ G  PFBBEBSQF 
Thfeproogssor allows a draid to team t@ dtema, tiBaiirfb 
wttheyt insftuctteii, The dnrid is able to reason throagh 
several potoitfal sohrtions to taste and foranalate the best 
approach, A droid without a heuristic proecssor can't use 
any Skills untrained. 

Intarnal Storage 
ThtW~hasacertain~teiifntofown~irtitsphWs., 
aitewtng for the addition of more rfitemat comj~owits M 
cefmpsnffiertts for tarried itetffit, Mds efT{~iy size or 
Â¥smalle cannot have Internal storage. 

POT each 50 credits spent an internal storage, (he h i d  
can cany an additional 1 kg of mmal or equipment. A 
drold  ̂size detanitnes the m&m weight of items stored 
in Internal stem@& as n e M  in itre t%bfe Mow. 

Colossal 130,1300 

Locked Access 
AdrotdwithtocWaccessWtoshutdownsvritchSESurad 
orlocated*ally,yceventtngft ftdmbeiw^tqoffli^ 
opponent.Accessisgainedeitherbhavingacodeorqfcro 
ar fey T'esttairitng tk h i d  long enough to make a sums%- 
fulmaMe ~evfce ctecfe {BE =. 



asw sew^m'twate-̂ w - Ma!&@'# bat "̂ W 

Sansaru 
Sensors allow the dmid to perceive its sairoundings Most 
hi& are equipped with a standard sensor array that 
them the visual and auditmy acuity of an average Human, 

Impmad Smis~r Package A bid with an improved 
sensor package aafrB a +2 <qy}pment bonus so all Uitfcn, 
Sisareh, and Spot theel̂ . 

Infparad Vlainn: The dmid's visual sensors toclacte 
infrared capa4Wtfi aflming it to see hi the ferii up to 30 
meters. 

Low-Light Vltlaifc The droid's h i  sensors indude hw- 
light capability, allowing the chid to see Mx as far as a 
Human in iÃ̂  i i t  fettrii as moonlight or undewaterl. 

Motion S q a r w  Motion sensors give a &@id a +2 
equipment bonus tin Spot c k c b  

~eapon  mom- 

RB~tminin~ Bait 
A restraining bort turre eff a hM's motor impulse with- 
out actually shutting down the dsrid. It is act@%ed Wtth 
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