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or the Colonist, the eight defining career skills are

Charm, Deception, Knowledge (Core Worlds),
Knowledge (Education), Knowledge (Lore), Lead-
ership, Negotiation, and Streetwise. He automati-
cally gains one rank in four of these skills (of his choos-
Ing) without spending experience, and he receives
a discount when he spends experience to purchase
ranks in any of these skills

D7 ACOLONIST'S
A ROLE

In a way, Colonists are the most out-

of-place people in the Quter Rim
They are most often from the Core
Worlds, where they were well edu
cated and part of the cultural
and professional elite. A Colonist
doesn’t tend to have the training
to survive in areas of high conflict,
and he isn't particularly adept at
physical exploits

What he does possess, however,
S a keen grasp of the bigger pic-
ture, and he usually has both the
Knowledge to understand prob-
lems and the capacity to get them
solved. He probably came to the
Quter Rim to create opportuni-
ties for himself, or to find a bet-
ter life than what he left behind. If
he cannot find that better life, he'll
apply all of his knowledge to the
task of creating it, and he’ll use his
considerable social skills to gather
Ike-minded allies to his cause.

Of course, not all Colonists are
necessarily altruistic in their pursulits.
f knowledge is power, and power
corrupts, then it follows that the
Colonist 1s well-suited to take what
he knows and exploit it for per
sonal wealth. With charisma and
street smarts, a Colonist might
gather quite a team of specialists
together to both watch his back
and see to It that his enemies are
pbrought to heel as he solidifies his
power base. Countless Outer Rim
worlds have become the person-
al fiefs of Colonists with bold
ideas and willing followers.




Of course, some Colonists fail in their pursuits, and
run afoul of the law or their fellows. These Colonists are
forced to flee their lives of luxury and survive wherever
they can. Some of these individuals may fall in with
less reputable, even criminal, individuals. Luckily, these
unfortunate Colonists sometimes find their unique skill
sets are in high demand.

The clever Colonists—the ones most likely to survive
their first few months in the Outer Rim—figure out how
to parlay their knowledge and talents into currency
and contacts. Providing excellent advice, medical aid,
or valuable knowledge can easily endear a Colonist to
a warlord or gang leader, giving him the very thing he
needs most: security. From a position of relative safety,
a wise Colonist will begin gathering connections and
data, building up a network that he can one day exploit
for his aims, whatever they may be.

Colonists are the consummate leaders, negotiators, in-
spirational speakers, and strategists. A Colonist can take
any small group of capable operators and turn them into
a true force to be reckoned with. A capable Colonist in
a group can mean the difference between just getting
by and doing something truly spectacular in the galaxy.

COLONIST
SPECIALIZATIONS

The following overviews of the Colonist specializations
create some context for deciding which one will best
serve as a player’'s beginning choice.

DOCTOR~—THE GIFT OF HEALING

Of all the types of Colonists who come to the Outer
Rim, Doctors probably have the easiest time finding
employment. They are in high demand almost any-
where they go. Unfortunately, most of what they are
asked to do involves patching up the wounds of the
worst kind of beings.

The Doctor adds Cool, Knowledge (Education),
Medicine, and Resilience to his Career skills. If this is
the character’s starting Specialization, he may choose
two of these skills and gain one free rank in each, with-
out spending starting experience. With these sKills, a
Doctor brings not only healing and the treatment of ill-
nesses with him, he brings a broad spectrum of knowl-
edge and a solid persona in the face of adversity.

Most Doctors trade their healing talents for a chance
to see more of the galaxy than their time in medical
school ever allowed. Their overall motives can be as var-
led as those of any being, yet they tend to share a com-
mon instinct to heal where there is harm. While many
will simply take up residence with whatever lord, corpo-
ration, or boss will hire them, other Doctors will find a
way to get out into the larger galaxy, both to bring help
to those in need and to experience life in some fashion.
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A Player Chafracter Doctor is likely to be canﬁ ff >
ered a kind of “combat medic” for the group; this
isn't a bad thing at all, and the role will make hlm: 18
very popular. At the same time, a Doctor can often
help with broader issues of understanding or find-
ing things out, especially if there isn’t a Scholar in
the group.

POLITICO—THE GIFT OF LEADERSHIP

If there is one thing a Politico knows how to do better
than anyone else in the galaxy, it's talking. He can talk
to anyone about anything in any necessary way. What
others accomplish with might and fear, a talented Po-
litico may well achieve with a few well-placed words
and a decent plan.

Politicos gain the Career skills of Charm, Coer-
cion, Deception, and Knowledge (Core Worlds).
If this is the character’s starting Specialization, he
may choose two of these skills and gain one free
rank in each, without spending starting experience.
A Politico might join a discussion, speech, or de-
bate in any number of ways. With his talents, he
might act to inspire greatness in those around him,
or he might know just what to say to cut an op-
ponent to the core, diminishing his confidence and
leaving him vulnerable.

Politicos in the Outer Rim are usually up to some-
thing; ambition is hardwired into their very being.
They may not yet know what they wish to accomplish,
but when they see an opportunity to achieve some
kind of greater goal, they will turn all their will and
personality towards achieving it. Politicos might sign
on to temporarily work for another, but they will not
long be happy In a subservient role. Leadership is the
core of who they are.

In a group, the Politico works best as the front-man,
or the “face.” More than anyone, he is best suited for
Initial contacts with any being or group, and he's the
best to have at any negotiation, social gathering, or
interrogation. There are even times when he can bring
up morale in combat and crisis situations, though the
palace throne room, corporate board room, or casino
floor tend to be better battlefields for him.

SCHOLAR—THE GIFT OF KNOWLEDGE

At first, the idea of a Scholar wandering with a bunch
of ne’er-do-wells in the Outer Rim might seem a bit
odd, if not downright ridiculous. However, with all of
the dangers and wonders of “a thousand thousand
worlds,” having someone around who actually knows
something more than how to reload a heavy blastar*
could be exceedingly useful under any number of cil*ﬂ
cumstances. This is especially true when a gro w t
faced with something truly unknown, or need “'“*l‘* :
something that simple tracking alone can J;n
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THE COLONY

he Outer Rim is dotted with colonies large

and small, each with its own character. Some
are small farming communities with little con-
tact with the galaxy at large. Others are mining
settlements, ruthlessly exploited by corporate
or criminal overseers. Each colony could serve
as a home or point of origin for any PC, and
each could serve as the site of many adven:
tures in the Star Wars galaxy.

Here are a few ideas for colonies that can serve
as home bhase for a colonist PC:

e A small farming community that
grows a vital crop.

A nomadic caravan of speeders and
ground vehicles, herding enormous

alien creatures on a remote planet.

A political or religious outcast group
In hiding from the Empire.

Knowledge (Outer Rim), Knowledge (Under-
world), Knowledge (Xenology), and Perception are
the Scholar's bonus career skills from his specializa-
tion. If this is the character’s starting Specialization,
he may choose two of these skills and gain one free
rank in each, without spending starting experience.
These skills emphasize both his role as a font of infor-
mation and his keen awareness of his surroundings.

Even in the Outer Rim, there are those who have a
Keen respect for knowledge and learning. Even criminal
overlords find having some “brains” around helps them
when they want to expand their operations or exploit
a new opportunity. Other Scholars, however, are far
more Interested in getting out into the galaxy, seeing
for themselves the things they wish to study, and dig-
ging around in ancient places for the lost knowledge
they want to uncover.

A Scholar in a group is very likely of the field research-
er variety; seeking allies with physical capabilities who
can defend him is a matter of simple expediency. It may
be that he's signed on with some kind of operation that
actually has no direct impact on his research, but the
group is likely to travel to places he wishes to go, which
suits his desires well.

COLONIST STORIES

What drives a Colonist to abandon the comforts and
safety of the Core Worlds and take such terrible risks
out In the dangerous Outer Rim? What might he be
seeking? Are his ambitions noble or purely selfish?
Here are some possibilities:

-~

. Knowledge: Despite doctrine to the contrary,

the vast data resources of the Empire do not
contain the sum of all knowledge. In fact, there
are entire subjects that are continuously being
subverted and redacted, with entire periods of
history and elements of culture being systemati-
cally removed. A Colonist may be searching the
Outer Rim, hoping to find important information
about a subject lost to such purges, or perhaps
nhe simply wishes to follow the trail of a particular
legend or mythos. An academic career might well
be founded on the knowledge one might uncover
on a far distant planet.

Power: If an individual believes himself a born
leader, yet has neither the ear of the Emperor nor
access to the corridors of power, frustration might
drive him to truly desperate measures. In the Out-
er Rim, opportunities abound for those with plenty
of determination and charisma. Before the Empire
SWeeps across a particular planet, an ambitious
Colonist might find a seat to call a throne. Some-
one will have to negotiate with Imperial agents
upon arrival, and it might as well be him.

Nobility: In this time of turmoil and war, count-
less millions suffer, and neither the Empire nor
those who seek to bring it down offer any aid.
For someone with the knowledge and means to
help, the call to do so may be too strong to ig-
nore. Making his way to the Outer Rim, a Colo-
nist might seek any number of ways to apply his
gifts to make at least a few lives a little better. Of
course, the realities of survival may mean mak-
Ing some pragmatic decisions, but he's decent at
heart, and he'll do what he can out there.

Understanding: Sitting in a perfect, sterile, luxu-
rlous home, surrounded by servants, wanting for
nothing, a person may find his life has no true
challenges. The machinery of the Empire runs in-
exorably towards domination of the galaxy; has it
truly all come to this? Is there nothing left to dis-
cover, to struggle against? Perhaps becoming a
Colonist is nothing more than a decision to leave
behind comfort and complacency in order to em-
brace the challenges left in the galaxy, hopefully
to better understand life and one’s place in it.

Revolution: With the destruction of the Death Star,
a glimmer of hope has been ignited in the galaxy.
There are those who finally see the total confidence
In the New Order shaken at all levels. While there
IS still no chance for change in the Core Worlds,
the Outer Rim could finally offer a chance to stir
the embers, to galvanize populations and acquire
resources. A Colonist may have to bide his time
and act carefully, cultivating contacts, allies, and re-
sources over time, but out on the Rim, he might well
point the way towards unchaining the galaxy from
the yoke of the Empire’s oppression.
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Entrerjreneurs know that there is only one thing
worth investing in—the future. Entrepreneurs are
not unlike explorers in the world of business; they
want to be the first to open up new markets, to revo-
lutionize industrial practices, or to create new service
iIndustries people hadn't realized they needed, but
once sampled, cannot live without.

THE BURDEN OF VISION

Entrepreneurs receive Discipline, Knowledge (Edu-
cation), Knowledge (Underworld), and Negotia-
tion as additional career skills. If this is the charac-
ter's starting specialization, he gains one free rank
In each of two of these skills of his choice, without
spending experience. While the Entrepreneur is will-
iIng to bully, charm, or mislead others to achieve his
ends, he.prefers to rely on negotiations, bringing to
bear-facts, graphs, and projections for the future. In
this way the Entrepreneur is similar to the Scholar.
However, unlike Scholars, the Entrepreneur operates
under the assumption that every problem can be

overcome with a big enough credit stick.

Entrepreneurs may be free with their money, but
they are never wasteful, and they are always looking
for ways to cut costs, even if it skirts regulations. Most
savvy businesspeople know that if one only plays
Dy the rules, then one can only ever be as success-
ful as the rules allow. Since the rules are usu-
ally written by the established corporations
the Entrepreneur competes against,
ne believes the rules exist solely
as a means to restrict prog-
ress, stifle innovation, and
suppress competition. In
short, rules were made to
be broken. Even the most
upstanding businessperson
occasionally contracts oper-
atives for industrial espionage
Or corporate intelligence gather-
Ing, and even if he morally objects to
that behavior, he needs to know how to
defend against It.

iv

It IS said that a sucker is. born every sec-
ond, and the Entrepreneur takes great pains
to make certain he is never one of them. In all
of his dealings, the Entrepreneur must remain
vigilant against conversational traps laid by
opponents during delicate negotiations. Pre-
paredness Is always a part of the plan, so that
risk is mitigated and no circumstances result
iIn absolute failure.

b
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Every group can benefit from counting an Entre-
preneur among Iits number. Their ability to negotiate
a favorable deal in any number of circumstances, and
the resources at their disposal, make Entrepreneurs
Invaluable members of the team. They make excellent
leaders, and any party who allows an Entrepreneur to
negotiate on its behalf will be pleased with the results.
The Entrepreneur can also act as team quartermas-
ter, outfitting the group with specialized, hard-to-find
equipment with little notice, and both his pool of con-
tacts and credit pouch are deep enough to keep the
B party Informed on
N almost any subject.
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riminals might run and criminals might hide, but the  shal is equally adept at talking criminals into a pair of
Marshal won't rest until he drags them back to town  binders or blasting them into oblivion.

In binders. The presence of a strong Marshal is often

the only thing keeping a colony from plunging into THE BURDEN OF pEACE
chaos. The Marshal has a
gift for extracting infor-
mation from

witnesses and
confessions

Marshals receive Coercion, Knowledge (Under-
world), Ranged (Light), and Vigilance as addi-
tional career skills. If this is the character's starting
specialization, he gains one free rank in each of two

from  crimi- iy of these skills of his choice, without spending experi-
nals, and separating | gy ence. Where most Colonists are forced to rely on talk
lies and irrelevant infor- ¥ d Ing their way out of trouble, the Marshal finds that
mation from the truth - his blaster speaks almost as well as he does. Most
ShOL-”U Suspects turn 4 > law officers know that holding the weight of the
violent, the Mar- v g law over a potential witness is the quickest way

r

to modify his attitude. Marshals can throw the
welght of their authority around to get answers.

There Is little government oversight on the
fringe, and often a Marshal’s word is the law.

tqually as important is the Marshal’s
knowledge of crime and criminal ele-
ments, especially those operating within
his jurisdiction. A Marshal who doesn’t
take the time to familiarize himself with
the local malcontents isn't going to
be very good at his job. And when it
comes time to go toe to toe with those
criminals, the Marshal is ready. Most
Marshals know how to use the blast-
ers at their hips.

The Marshal makes for a great
leader In combat-oriented groups, or
can provide some muscle to non-com-
pat groups while still participating in
soclal and investigative encounters.
Marshals strike a great balance
petween social skills and combat,
allowing them to speak on behalf
of combat-oriented parties with-
out being a liability when blaster
polts start flying. Their ability to
sort fact from fiction makes them
difficult to manipulate, and their
gritty determination can carry
an entire group that would
nave otherwise given up hope
of success.




PEREORMER

he Performer must always be the center of atten-

tion, and if all eyes aren’t on the Performer, he has
ways to make them shift their focus. For them, all the
world Is a stage, and the Performer is always putting
on a show. They can lie with more sincerity than even
the Politico, and do so as easily as if they were run-
ning lines for a one-man showing of the Kallea Cycle.
They can be as charming as a diplomat, and leave their
targets enchanted and completely manipulatable. And
. far too many people underestimate
the strength many Performers must
possess for acrobatics, athletics,
and even live theater.

THE
BURDEN
OF ART

Performers receive
Charm, Coordina-
tion, Deception,
and Melee as addi-
... tional career skills. If this is
“the character's starting specializa-
tion, he gains one free rank in each
of two of these skills of his choice,
without spending experience. The
Performer often leans on pouts,
winks, warm smiles, and well timed
physical contact mixed with out-
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right lies to get whatever he wants from whomever he
wants. He draws on the best lines from the greatest
works of literature, theater, and holo from millennia
past, and always has a unique, flattering compliment
for any being from whom he might want something.

Other Performers may rely on different tactics in
their interactions. A cutting comedian or brilliant
actor can hurl a litany of insults that cut to the core
of most beings, making them question their worth
and their right to deny the Performer what he wants.
Unfortunately, these almost psychotic breaks are just
as likely to be directed against their closest allies and
assistants as enemies. The Performer knows how to
use this to his advantage, though, and can create a
scene to distract a bouncer while his friends sneak

Into a club that would otherwise never have granted
them access.

However, there Is often more to a Performer than
just words. Performers may include dancers, acro-
bats, jugglers, and other individuals who must pos-
sess impressive coordination and be at peak physi-
cal condition. Their acrobatic abilities can give
some Performers an unexpected edge in a
b fight. In addition, many have been trained
8 in martial arts and the use of stage weap-
onry for roles in theater or holovids. The
agility and overall fithess required to per-
form on stage means they are often in
great shape, and as such, it is not uncom-
mon for the Performer to be the last one
standing when the dust settles.

Whether the character is a galaxy-famous
magician or merely the member of a traveling
troupe of acrobats, the players can build their entire
party around a Performer. Performers need an agent,
bodyguards, assistants, technicians for their perfor-
mance, a pilot, perhaps a personal physician, and cer-
tain friends or family for their entourage. Performers
are able to take the lead in social situations and pro-
vide support during combat, but can also take a back
seat to a diplomatic leader able to wrangle him. The
only downside to Including a Performer in the
party is that whatever his specialty, he makes
his living through some sort of acting. Once
can never be sure what a Performer thinks
about everyone else.




Colonist: Doctor Talent Tree

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (Lore), Leadership,
Negotiation, Streetwise
Doctor Bonus Career Skills: Cool, Knowledge (Education), Medicine, Resilience

Gain + 1 strain threshold

Patients regain 1 addition-
al wound per rank of Bac

When making a Medicine
check to help a character
heal wounds, the target
heals 1 additional wound
per rank of Surgeon

ta Specialist when they
recover wounds from bac-
ta tanks or long term care.

.
y

B GRIT

Cain + 1 strain threshold

When making a Medicine
check to help a character
COST10 4 heal wounds, the target
heals 1 additional wound
per rank of Surgeon

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

COST 10

e

Gain + 1 strain threshold.

When making a Medicine
check to help a character
heal wounds, the target e LUST 15
heals 1 additional wound
per rank of Surgeon

Patients regain 1 addition-
al wound per rank of Bac-
ta Specialist when they
recover wounds from bac-
ta tanks or long term care.

COST 15 COST 15
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. TOUGHENED \\

Gain + 2 wound threshold

B IMPROVED STIM
APPLICATION

B NATURAL DOCTOR 3

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

When performing Stim Ap-
plication Action, may In-
crease difficulty of check to

Hard (¢ ¢ @). and target

only suffers 1 strain

COST 20
COST 20

COST 20

R

I DEDICATION

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

B SUPREME STIM
APPLICATION

= R s -""-..\\h
B MASTER DOCTOR "
Once per round, suffer 2
strain to decrease the dif-
ficulty of a Medicine check

by 1

When performing the Stim
Application Action, spend
@ to increase an addi-
tional Characteristic by 1

COST25 4 | | .

B ACTIVE

B PASSIVE

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

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

COST 10

=

Bl PRESSURE POINT

When making a Brawl
check against an opponent,
Instead of dealing damage,
may deal equivalent strain
plus additional strain equal
to ranks of Medicine (this
ignores soak.

COST 15

= s T

After making a successful
attack, may spend 1 Desti

ny Point to add damage
equal to Intellect to one hil

COST 20

When targeted by combat
check, may perform a
Dodge incidental to suffer a
number of strain no greater
than ranks of Dodge, then
upgrade the difficulty of the
check by that number.

COST 25
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Colonist: Entrepreneur Talent Tree

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (Lore), Leadership,
Negotiation, Streetwise
Entrepreneur Bonus Career Skills: Discipline, Knowledge (Education), Knowledge (Underworld), Negotiation

B RAPID RECOVERY

When recovering strain af-
ter an encounter, recover |
additional strain per rank
of Rapid Recovery

B PLAUSIBLE

INVESTMENTS OENIABILITY

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

Remove I per rank of
Plausible Deniability from
Coercion and Deception
checks.

B WHEEL AND DEAL

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

INVESTMENTS
When recovering strain af-
ter an encounter, recover |
additional strain per rank
of Rapid Recovery

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

COST 10

COST 10 COST 10

B THROWING
CREDITS

Before making a socal
check, may spend up to 50
credits per rank of Greased
Palms to upgrade the abili-
ty of the check once for ev-
ery 50 spent.

Instead of making a Knowl-
edge check, may take a
Bought Info action; spend
credits equal to 50 times
the difficulty of the check to
pass with one ¥¥

At beginning of session,
spend 100 credits to ignore
strain threshold penalty
due to trigeered Obligation

COST 15

e  COST 15 COST 15

B SOUND B TOUGHENED B MASTER MERCHANT
INVESTMENTS |

Gain + 2 wound threshold. When buying or selling
AL the start of each session, goods, or paying off or
gain 100 credits for each — COST 20 é taking Obligation, may
rank of Sound Investments. suffer 2 strain to sell for
25% more, buy for 25%
0sT20 ¢ less, pay off 1 more Obli-

gation, or take 1 less.

COST 20

B NATURAL
MERCHANT

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

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

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

COST 25

LOST 25 COST 25

B —
B BOUGHT INFO

B ACTIVE

B PASSIVE

B WHEEL AND DEAL

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

COST 10
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I SOUND N
INVESTMENTS 6.

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

COST 15

B KNOW SOMEBODY

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

COST 20

B SOUND
INVESTMENTS

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




Colonist: Marshal Talent Tree M ACTIVE

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (Lore), Leadership, -
Negotiation, Streetwise B PASSIVE
Marshal Bonus Career Skills: Coercion, Knowledge (Underworld), Ranged (Light), Vigilance

e | N |

When staggered or disori-
ented, perform the Hard
Headed action; make a

= e

B STREET SMARTS \

Remove | per rank of
Street Smarts from Street-
wise or Knowledge (Under-
world) checks.

Daunting (¢ ¢ ¢ @) Dis-

cipline check to remove
status. Difficulty reduced
per rank of Hard Headed.

B DURABLE A | I 5000 cop

May spend 3 2 from a
Charm or Negotiation
check to upgrade ability of

§ a single allys subsequent
COST10 4 Social Interaction check
against the target a number
of times equal to ranks in
Good Cop

May reduce any Critical Inju-
ry suffered by 10 per rank of
Durable to a minimum of |

May spend 3 P from a
Deception or Coercion
check to upgrade ability of a
single ally's subseguent So- \
cial Interaction check against s, L05T 10
the target a number of times
equal to ranks in Bad Cop

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

_ S —— — I_ - . — - - '-.H‘-. — . _"'*-..Hx
Ml HARD HEADED \- | l GOOD COP Il POINT BLANK

When staggered or disori- Gain + 1 strain threshold. May spend £} P from a
ented, perform the Hard | - Charm or Negotiation
Headed action; make a | N COST15 4 check to upgrade ability of
Daunting (¢ ¢ ¢ @) Dis- a single ally's subsequent
cipline check to remove Social Interaction check
status. Difficulty reduced against the target a number
per rank of Hard Headed. of times equal to ranks in

Cood Cop

Add 1 damage per rank of
Point Blank to damage of
one hit of successful attack
using Ranged (Heavy) or
Ranged (Light) skills at
close range or engaged.

COST 15
COST 15

-3

Bl DURABLE Bl UNRELENTING . BAD COP Bl FOINT BLANK
B | SKEPTIC

May spend 3} £} from a
Deception or Coercion
check to upgrade ability of a
single ally’s subsequent So-
cial Interaction check against
the target a number of times
equal to ranks in Bad Cop

May reduce any Critical Inju-
ry suffered by 10 per rank of
Durable to a minimum of 1

Add 1 damage per rank of
Point Blank to damage of
one hit of successful attack
using Ranged (Heavy) or
Ranged (Light) skills at
close range or engaged

When targeted by a Decep
tion check, the character
automatically adds Y to

LOSTc0 4 the check equal to ranks in
L Vigilance.

COST 20

. e ree . DEDICATION . NATURAL
HARD HEADED | | UNRELENTING | MARKSMAN

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

When Incapacitatea due
to strain exceeding thresn-
old, may take a more dif-
ficult Hard Headed action
to reduce strain to 1 be
low threshold.

Once per session, may re-
roll any 1 Ranged (Light)
or Ranged (Heavy) check.

When targeted by a Decep-
tion check that fails, may
spend 1 Destiny Point to
add ¥ to results.

COST 25
COST 25
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Colonist: Performer Talent Tree

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (Lore), Leadership,

Negotiation, Streetwise
Performer Bonus Career Skills: Charm, Coordination, Deception, Melee

==——=— == =

B SMOOTH TALKER

When first acquired, choose
1 skill; Charm, Coercion,
Deception, or Negotiation.

When making checks with
that skill, spend @ to gain
additional 3% equal to ranks
In Smooth Talker.

I DISTRACTING

BEHAVIOR

Make a Distracting Behav-
jor maneuver and suffer
strain no greater than ranks
in Cunning. Until beginning
of next turn, equal number
of NPCs suffer 46 on
checks. Range Increases
with additional ranks.

Bl DISTRACTING

BEHAVIOR

Make a Distracting Behav-
jlor maneuver and suffer
strain no greater than ranks
In Cunning. Until beginning
of next tumn, equal number
of NPCs suffer 8 on
checks. Range increases
with additional ranks.

COST 15

B SMOODTH TALKER 3}

When first acquired, choose
1 skill: Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend @ to gain
additional 3¥ equal to ranks
in Smooth Talker

COST 20

E——————— = ——— — ——

| I BIGGEST FAN

Once per session, may take
a Biggest Fan action; make a
Hard @ ¢ @) Cham
check to tum one NPC into
the characters biggest fan.

COST 25

B KILL WITH

KINDNESS

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

May suffer a number of
strain to downgrade difficul-
ty of Charm or Negotiation
checks or upgrade difficulty
when targeted by Charm or
Negotiation checks, by an
equal number. Strain suf-
fered this way cannot ex-
ceed ranks in Congenial.

COST 10

Bl INTENSE PRESENCE

Spend 1 Destiny Point to
recover strain equal to
Presence rating.

COST 15

—_—— = - — e E_—

B IMPROVED

OISTRALCTING
BEHAVIOR

The Distracting Behavior
maneuver inflicts 4} 4} on
NPCs checks when NPCs
target character’s allies.

COST 20

Once per session, may
make Deceptive Taunt ac-
tion. Make opposed De-
ception check. If success-
ful, one adversary must
attack the character dur-
Ing adversary’s next turn

OISTRACTING
BEHAVIOR

Make a Distracting Behav-
lor maneuver and suffer
strain no greater than ranks
In Cunning. Until beginning
of next turn, equal number
of NPCs suffer 4% on
checks. Range increases
with additional ranks.

B ACTIVE

B PASSIVE

B CONVINCING
DEMEANOR

Remove [ per rank of
Convincing Demeanor
from Deception or Skul-
duggery checks.

W

When targeted by combat
check, may perform a
Dodge incidental to suffer a
number of strain no greater
than ranks of Dodge, then
upgrade the difficulty of the
check by that number

COST 10

B NATURAL
ATHLETE

Once per session, may re-
roll any 1 Athletics or Co-
ordination check.

COST 15

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

COST 10

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

COST 15

B COORDINATION
DODGE

When targeted by a com-
pat check, may spend |
Destiny Point to add Y
equal to ranks in Coordina-
tion to check.

| W oeoicaTion

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

[
d .. ::::
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- Colonist: Politico Talent Tree

~ Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (Lore), Leadership,

Negotiation, Streetwise

Politico Bonus Career Skills: Charm, Coercion, Deception, Knowledge (Core Worlds)

B KILL WITH \

KINDNESS

Remove ]l per rank of Kill
with Kindness from all
Charm and Leadership
checks

B INSPIRING
RHETORIC

Take the Inspiring Rhetoric
action, make an Average
(@ @) Leadership check.
Each ¥¥ causes 1 ally in
close range to recover |
strain. Spend 4’} to cause
| affected ally to recover 1
additional strain.

Cain + 1 strain threshold.

B KiLL WITH
KINDNESS

Remove [l per rank of Kill
with Kindness from all
Charm and Leadership

COST 10

When targeted by combat
check, may perform a
Dodge incidental to suffer a
number of strain no greater
than ranks of Dodge, then
upgrade the difficulty of the
check by that number

COST 15

B GRIT

Gain + 1 strain threshold.

COST 20

B STEELY NERVES

Spend 1 Destiny Point to
lignore effects of Critical
Injuries on Willpower or
Presence checks until the
end of the encounter

checks.

COST 10

B IMPROVED N\

INSPIRING RHETORIC

Each ally affected by In-
spiring Rhetoric gains[_jon
all skill checks for a num-
ber of rounds equal to

ranks in Leadership

LOST 15

BB SUPREME INSPIRING
RHETORIC

Suffer 1 strain to perform
Inspiring Rhetoric as a ma

neuver, not an action,

COST 20

Bl DEDICATION

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

B PLAUSIBLE \

DENIABILITY

Remove | per rank of
Plausible Deniability from
all Coercion and Decep-
tion checks.

I SCATHING TIRADE

Take a Scathing Tirade ac-
tion; make an Average (@
@) Coercion check. Each
3¢ causes one enemy in
close range to suffer |
strain. Spend {# to cause |
affected enemy to suffer |
additional strain.

COST 10

B IMPROVED
SCATHING TIRADE

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

COST 15

B SUPREME
SCATHING TIRADE

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

COST 20

B NATURAL CHARMER

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

COST 25

B PASSIVE

B ACTIVE

B TOUGHENED

Gain + 2 wound threshold.

Il PLAUSIBLE
DENIABILITY

Remove | per rank of
Plausible Deniability from
all Coercion and Decep-
tion checks.

B WELL ROUNDED

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

COST 15

B NOBODY'S FOOL

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

COST 20

B INTENSE PRESENCE

Spend 1 Destiny Point to
recover strain equal to Pres-
ence rating

COST 25
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Colonist: Scholar Talent Tree Ml ACTIVE

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (Lore), Leadership,
Negotiation, Streetwise B PASSIVE
Scholar Bonus Career Skills: Knowledge (Outer Rim), Knowledge (Underworld), Knowledge (Kenology), Perception

When directing NPC droids, | L Gain + 1 strain threshold
may grant them [_] per rank

B RESPECTED
SCHOLAR

Perform the Brace ma-
neuver to remove [} per
rank of Brace from next
Action. This may only re-
move ] added by envi-
ronmental circumstances.

May downgrade difficulty
of checks to interact with
institutes of learning by
one level per rank of Re-
spected Scholar

of Speaks Binary on checks

i’
b

| Bl RESEARCHER AN | B RESPECTED
| SCHOLAR

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

'| B RESEARCHER N

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

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

May downgrade difficulty
of checks to interact with
institutes of learning by

; d one level per rank of Re-
COST 10 ' L spected Scholar

COST 10 - COST 10

COST 10

B coneBReAKER 3 W | I KNOWLEDGE Bl NATURAL SCHOLAR 2 B WELLROUNDED  Q
| SPECIALIZATION | |

Remove | per rank in Co- Once per session, may re-
debreaker from checks to roll any 1 Knowledge skill
break codes or decrypt check.
communications. Decrease
difficulty of checks to
break codes or decrypt
communications by |

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

When acquired, choose |
Knowledge skill. When _
making that skKill check,

may spend @ result to | e . LOST 15 COST 15
gain additional successes
equal to ranks in Knowl-
edge Specialization

COST 15
COST 15

B KNOWLEDGE B INTENSE FOCUS Il CONFIDENCE | Il RESOLVE
SPECIALIZATION |

May decrease difficulty
of Discipline checks to
avoid fear by 1 per rank
of Confidence.

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

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

When acquired, choose |
Knowledge skill.  When
making that skill check,
may spend @ result to
gain additional successes heSS [DST20 4 —
equal to ranks in Knowl-
edge Specialization

COST 20

B STROKE OF GENIUS N B MENTAL FORTRESS 2 B DEDICATION B TOUGHENED

Cain + 2 wound threshold

Spend 1 Destiny Point to
ignore effects of Critical
Injuries on Intellect or
Cunning checks until end _
of encounter. PN, (05T 5

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

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

COST 25
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