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he Explorer's eight career skills are Astrogation,

Cool, Knowledge (Lore), Knowledge (Outer
Rim), Knowledge (Xenology), Perception, Pilot-
Ing (Space), and Survival. He automatically gains
one rank In four of these skills (of his choosing) with-
out spending experience, and he receives a discount
when he spends experience
to purchase ranks in any
of these skills.




AN EXPLORER SROLE

The Empire is vast, but it is a mere fraction of the gal-
axy, and the Explorer seeks to uncover the countless
mysteries and opportunities the universe contains. Ex-
plorers are both vitally important and insidiously dan-
gerous to the New Order; on the one hand, they reveal
Information, trade routes, and resources that are deep-
ly coveted by the Empire, and on the other hand, they
expand the ranges into which rebels, criminals, and
Iconoclasts can spread out and avoid Imperial might.

The Empire employs countless scouts and mer-
cantile agents, and there are many more such enti-
ties working for the millions of galactic corporations
seeking advantage over one another as they expand.
The Explorer is a free agent; he makes his own way,
tracks his own discoveries, and arranges his own spe-
cial deals and connections. He will often sell the infor-
mation he has at a decent price, or arrange to guide
those who wish to go where he has been.

Other Explorers scour the HoloNet and other data
services, looking for groups, businesses, or organiza-
tions in need. This is why the most well-traveled Ex-
plorers are in the greatest demand: they have maps
and information about places only a fraction of a per-
cent of the galaxy’s population might knows even ex-
ISt. An Explorer with data about a planet a company
wishes to exploit, or with a safe route to a part of the
galaxy a group wishes to use for covert operations,
can demand top prices.

Any Explorer relatively new to the trade finds himself
in the classic conundrum—he needs experience in or-
der to attain the choicest contracts, yet he cannot gain
that experience because he cannot get hired. As such,
many Explorers will take on any opportunity to travel
and work in the Outer Rim, gathering what knowledge
and leads they can in order to build up their contacts,
resources, and their library of maps and routes. Most

*_{' commonly, explorers are able to parlay their astroga-
tion and pilot skills into work opportunities.

EXPLORER
SPECIALIZATIONS

This section offers a brief overview of each specializa-
tion and how it connects to the Explorer Career.

FRINGER—DISCOVERING POSSIBILITIES

Part negotiator, part astrogator, and savvy in the ways
of the galaxy beyond the Core Worlds, the Fringer is a
jack-of-all-trades. He focuses on knowing how to find
what he needs and how to get where he needs to go.
He's got the gift of gab when it's time to talk, and the
awareness and reflexes to maneuver away when it’s
time to run.
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The addmonal Career skills for a Fringer are md ca
tive of his diversified nature: Astrogation, Coor -I“ﬁ' »
nation, Negotiation, and Streetwise. 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. Fringers are =
skilled navigators and rugged survivalists. e

Many Fringers are excellent pilots, some rivaling even.
Smugglers in terms of talent. They are also highly prized .
for their ability to navigate ships through the unknown
ranges of the Outer Rim. Fringers can also be tough,
wiry, and nimble, surprising any would-be assailant with
their ability to avoid getting hit and avoid getting caught..

A Player Character Fringer stands a good chance
of being either the primary or secondary pilot for a
group; he'll certainly be the likely choice for handling
astrogation duties. He may also be the one the group
turns to when it comes to dealing with employers, or
finding a job in the first place. If someone needs to go
Into a starport or town to handle business, the Fringer
should definitely be a part of that excursion.

SCOUT—DISCOVERING NEW PLANETS

There's finding a planet, and then there's going down
to the planet and seeing what's what. The Scout is
the professional for the task, trained to survey and
survive, gathering all of the information he can while
keeping his head attached to his body. While brav-
ery in combat is one thing, there can be no denying
the fearlessness of anyone willing to touch down on
a completely unknown planet and trudge about with
only scanners and his wits to discover its secrets.

A Scout knows his way around in any environment,
and he's both tough and knowledgeable enough to
make the most of his situation. His additional Career
skills make his job much easier: Athletics, Medicine,
Piloting (Planetary), and Survival. If this is the charac-
ter's starting Specialization, he may choose two of these
skills and gain one free rank in each, without spending
starting experience. Most Scouts are skilled at: covering
any ground (or lack thereof); how to find what to eat and
where to sleep; and how to survey an area and gather all
the needed data. Scouts are often excellent at driving or
piloting atmospheric craft as well.

There are plenty of Scouts that work either for the =
Empire or for corporations that actively seek out and
survey planets for possible exploitation. They nor-
mally work with survey teams with excellent support =
and resources. Independent Scouts—Ilike the one
a player is likely to play—operate with a great deal
more autonomy. They will find smaller operations to
work with, ones with looser rules and regulations tha‘[:-!
let them operate more as they choose. Living b;{ h’;&, z .
toughness and wits as he must, a Scout will be st i
Ingly effective in most situations. After all, L

the-unknownis a trademark talent @ﬁany
- ?- s

E" "' i‘.l
‘.. D
1| 'ﬁ



TRADER—DISCOVERING NEW MARKETS

Those seeking to take what they discover as they ex-
plore the Outer Rim and beyond (and turn a serious
profit from it) are Traders. For a Trader, a new planet
represents nigh-infinite potential for resource exploi-
tation, while a new culture or hidden community is a
customer base just begging for his particular talents.

Traders gain access to the additional Career skills of
Deception, Knowledge (Core Worlds), Knowledge
(Underworld), and Negotiation. If this is the char-
acter's starting Specialization, he may choose two of
these skills and gain one free rank in each, without
spending starting experience. Most Traders know how
to build connections between the center of civilization
and the far reaches, and they are often educated folks
who bring knowledge and proficiency in economics,
sociology, and politics with them.

Traders are exceptionally adept at commerce, natu-
rally; they know how to find what is needed, and can
usually bypass the kinds of restrictions that stymie oth-
ers. At the same time, Traders-can get the most out of a
transaction, as well as talk themselves into or out of al-
most anything. Traders are strategic thinkers, planning
ahead for contingencies. They are also strong-willed,
making them excellent companions in a crisis.

A Trader played in a campaign will likely serve as
the group’s public face, though not necessarily as the
leader. He will be one of the best first choices for in-
teracting with public officials, money men, and any-
one with whom the group seeks to do business. When
It comes to finding and buying something that the
team needs, or fencing something that they wish to
get rid of for a profit, he is invaluable.

EXPLORER STORIES

The following are some suggested starting points to
consider for an Explorer’s story. Any one or more of
them might serve to build a background with, or as a
guide for both the player and the CM.

e Wanderlust: The most common trait among Ex-
plorers is the need to travel, to move about the
galaxy as much as possible and see all that may
be seen. Most Explorers simply want to see what
the next planet is like, or where they might end
up If they simply set out in any direction and
g0 as far as they can. An Explorer with this as a
story focus probably grew up wanting to catch a
ride on the first starship he could, and once he
left the surface, he never looked back.

e Hunted: With the rise of the Empire, many have
found reasons to seek their fortunes as far away
from the Core Worlds as possible. An enemy of
the New Order, or perhaps just an enemy to a
powerful individual with a lot of credits, a person
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UNKNOWN STARS

nere are, by most estimations, about 400 bil-
lion stars in the galaxy. Only a tiny fraction of
these have been explored and even fewer have
pbeen described in any official Star Wars publica-
tion. An explorer character may well have seen

a star or a planet unknown to anyone else in the

galaxy. This knowledge could be a defining part
of a character's Obligation or Motivation, or be-

come important to a future storyline.

may take to the Explorer life as a matter of simple
expediency; get lost in the Outer Rim, and stay
on the move.

Guilt: A powerful emotion, guilt can drive a per-
son to try to get as far away from where he began
as possible. An Explorer may well have had no In-
tention of pursuing such a career, yet he became
an expert at moving from place to place, learn-
Ing many things along the way. He's running, but
what he runs from is his own conscience, and he'll
never escape It.

Quest: A lost lover, a stolen family treasure, or
the legend of a powerful artifact—any of these
things, or something else entirely, might be the
lure that draws an Explorer to wander the Outer
Rim and beyond. He's accumulated maps, he's
made contacts, and his notes fill dozens of pads,
yet the object of his quest continues to elude
him. Such an Explorer may well be one of the
mOost experienced and capable, yet there will al-
ways be that nagging doubt for anyone working
with him. Will he cut and run at the first sign of
the goal of his search?

Profit: Throughout the ages, Explorers have al-
ways seen the uncharted territories as lands of
milk and honey, just waiting for some enterprising
soul to come along and scoop up the gold with
puckets. Although any Explorer worth his salt will
kKnow this isn't ever going to be literally true, he
will see every planet as the potential source of
great riches. Whether it's untapped resources or
a brand new market of sentient beings just wait-
Ing to start buying landspeeders, a profit-seeking
Explorer Is ready to start raking in the credits the
moment he's planetside.




mHEJARCHAEQUOGIS)

m ost explorers are searching for the new—new op- Perhaps an archaeology-oriented Explorer joins a
portunities, new planets, new civilizations, new group that's journeying to an area for completely dif-
marketplaces, etc. Archaeologists, on the other hand, ferent reasons; he trades his skills and knowledge for
are firmly entrenched in the old. The galaxy is impos-  the chance to investigate rumors of a potentially valu-
sibly old, and nigh-infinite millennia have witnessed able find once he gets to where they are going.

the rise and fall of countless civilizations. The Archae-
ologist endeavors to find these lost cultures and un-
l0CK the secrets of their history, art, science, and ev-
erything else about them.

THE THIRST FOR
DISCOVERY

Though Archaeologists have a strong focus on their
scholastic pursuits and understanding of history, they
tendto have a roeugh-and-tumble approach to dealing
With the inevitable:challenges they are likely to face
In thetfield.

An Archaeologist's list of bonus career skills is a
clear indication of his particular areas of focus: Ath-
letics, Discipline, Knowledge (Education), and
Knowledge (Lore). If this is the character’s starting
specialization, he may choose two of these skills and
galn one free rank in each without spending addition-
al starting experience.

Viost Archaeologists believe very passionately that
what they do Is noble and important to the people of
the galaxy. They tend to be less concerned with who
IS currently in charge, except for how the prevailing
policies of the current government impact their
studies and digs. Unfortunately for the current
state of the field, the Empire tends to take a §
very heavy hand in matters of “revisionist his-
tory,” preferringto alter findings to best fitits
agendas. As such, most Archaeologists
elther work outside of Imperial channels
or wish they did.

Player Character Archaeologists can eas-
Ily be the centerpiece of a new campaign,
building a team of other specialists to help in a
recently embarked-upon expedition. Otherwise,
such a character may be between digs and looking
either for an expedition tojoin or “filler work” until
ne can make the right kinds of contacts.
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ith the skills of a survivalist, the instincts of a
pounty hunter, and the courage of a madman,
the Big-Game Hunter tends to baffle everyone with
his desire to actively track down, confront, and do
Dattle with the most terrifying creatures in the galaxy.
He understands and respects the environments he
must contend with in order to
(

pursue his quarry, vet he is less
Interestead in where he is going
than in what he is going to Kill
when he gets there.

THE THRILL OF THE HUNT

Though some true pacifists may take great exception
to the notion, Big-Game Hunters tend to believe they
are performing a service to the people of the galaxy.
They generally seek out truly dangerous and deadly
creatures to fight and Kill, thus making more areas in
the galaxy safe for sentient habitation.

With a focus on all aspects of the hunt, the bonus
career skills for a Big-Game Hunter are Knowledge
(Xenology), Ranged (Heavy), Stealth, and Survival.
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. Big-Game
Hunters tend to know how to get where their prey is,
how to stay alive once they get there, and all about
whatever it IS they are there to do battle with.

Of course, there are plenty of hunters who are more
than willing to kill pretty much anything that can net
them a hefty profit, whether for pelts, horns, organs,
or whatever else someone is willing to pay for. There
are some hunters who take specific contracts from lo-
cal governments to thin out a herd of something that
IS growing too large or to eliminate particularly en-
raged (and possibly infected) creatures that pose a
danger to civilization.

For a Player Character, a Big-Game Hunter may
not seem like a good fit at first. However, his general
Explorer capabilities combined with his survival skills
and his talent for fighting particularly dangerous foes
may well make him a linchpin for a group’s success.
Many Big-Game Hunters will take whatever jobs they
can find out in the Rim just for the chance to travel to
new places and see what there is to hunt.




p lots are great for traveling from one system to an-
other, but it's the Drivers that move beings around
once they hit airtside. While nearly anyone can man-
age the basics of a ground vehicle or a speeder, a
Driver is priceless when the blaster bolts start fly-
INg or the weather turns particularly nasty. It's one
thing to know how to go forward and back and how
to apply the breaks. It's another
thing entirely to know how far
one can flip a speeder over
to one side without stalling
while skirting the wall of a
canyon, swerving through
rocky outcroppings and
avoiding a hail of plasma
fire from the swoop gang

that's chasing the group.

TBIE DRVER

W= 771YVT7
THE NEED FOR SPEED

Drivers understand the machines they operate, and
they are exceptionally skilled with nearly anything that
moves from one place on a planet to another, typically
demonstrating some higher level of style or finesse.

In aadition to the skills that round out an Explorer,
Drivers have access to Cool, Gunnery, Mechanics,
and Piloting (Planetary) as their bonus career skills.
f 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. As always,
remember that no starting skill may have higher than
tWo ranks.

Drivers are highly valued almost anywhere they go.
Companies, military and security units, governments,
and criminal factions all have a regular need for those
who can transport personnel and goods over a plan-
et's surface. Additionally, more than a few planets in
the Outer Rim have traditions of racing of one style
or another, and Drivers are naturals for being able to
enter such competitions and walk away with a decent
purse. Naturally, this depends on their skill and their
abllity to avoid being killed by other Drivers.

An Explorer with a Driver specialization is a natu-
ral fit for almost any Player Character group. His
pasic skill set as an Explorer is already helpful, and
nis talents for moving the group around on a planet
automatically make him exceedingly valuable. This is
especially true when the inevitable situation arises de-
manding a quick getaway under a hail of blaster fire.



Explorer: Archaeologist Talent Tree Bl ACTIVE

Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Duter Rim), Knowledge (Xenology), Perception,
Piloting (Space), Survival . PASSIVE
Irt:hannlugist Bonus Career Skills: Athletics, Discipline, Knowledge (Education), Knowledge (Lore)

I WELL ROUNDED ‘ Bl HARD HEADED

When staggered or disori
ented, perform the Hard
Headed action; make a
Daunting (¢ @ ¢ @) Dis-
cipline check to remove
status. Difficulty reduced
per rank of Hard Headed

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

Choose any 2 skills. They |

permanently become ca-
reer skKIills.

B RESOLVE B KNOWLEDGE
SPECIALIZATION

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

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

When acquired, choose 1
Knowledge skill. When
making that skill check,
J_ may spend @ result to
COST10 4 gain additional successes
equal to ranks In Knowl-
edge Specialization

COST 10

COST 10

B STUNNING BLOW rl KNOCKDOWN

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

B RESPECTED

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

After hitting with a melee
attack, may spend @ to
KNOCK the target prone.

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

COST 15

COST 15 COST 15

COST 15
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B HARD HEADED | | f— KNOWLEDGE
| _ _ | | SPECIALIZATION

When staggered or disori-
ented, perform the Hard
Headed action; make a
Daunting (¢ @ @ @) Dis-
cipline check to remove
status. Difficulty reduced
per rank of Hard Headed

When acquired, choose 1
Knowledge skill.  When
making that skill check,
may spend @ result to
gain additional successes
equal to ranks In Knowl
edge Specialization,

COST 20

SCHOLAR

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

Once per session, take Mu
seum Worthy acltion; make a
Hard (@ ¢ @) Knowledge
(Education) check (o ascer-
tain information regarding a
relic, ruin, or piece of history

Take Pin action; make an
Opposed Athletics check
to immobilize an engaged
opponent until the end of
the characters next turn.
Spend @ to extend duration
one round

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

COST 25

COST 25




. . | ACTIVE
Explorer: Big-Game Hunter Talent Tree .
Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Outer Rim), Knowledge (Kenology), Perception,
Piloting (Space), Survival
Big-Game Hunter Bonus Career Skills: Knowledge (Kenology), Ranged (Heavy), Stealth, Survival

B PASSIVE

=, e e —

| B STALKER

Add ] per rank of Stalker
to all Stealth and Coordi-
nation checks.

Remove up to |} Il from L Gain + 1 strain threshold
skill checks to find food, §

water, or shelter. Survival

checks to forage take half

the time.

Remove [l per rank of
Qutdoorsman from checks
to move through terrain or
manage environmental ef
fects. Decrease overland
travel times by half
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| B ouTDOORSMAN 3

Remove I per rank of
Qutdoorsman from checks
to move through terrain or
manage environmental ef-
fects. Decrease overland
travel times by half R LOST 10

Do not suffer usual penal-
ties for moving through
difficult terrain

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

COST 10

COST 10

| I STALKER
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B NATURAL HUNTER 2 W | I £XPERT TRACKER 3 W | [l HEIGHTENED
| ool AWARENESS

Remove [ per rank of Ex-
pert Tracker from checks to
find tracks or track targets.

Decrease time to ftrack a
(0ST15 4 | target by half

Once per session, may re-
roll any 1 Perception or
Vigilance check.

Add ] per rank of Stalker
to all Stealth and Coordi-
nation checks.

Allles within close range
add to Perception or
Vigilance checks. Engaged
allies add

COST 15

osT15 48 NS [OST 15

| I QuiCK STRIKE | Il EXPERT TRACKER us

Add per rank of Quick Remove [} per rank of Ex
Strike to combat checks pert Tracker from checks to
against targets that have not find tracks or track targets.
acted yet this encounter Decrease time to track a
target by half

B HUNTER'S QUARRY

Take Hunter's Quarry ac-
tion; make a Hard (¢p @ 4)
Survival check to upgrade
the ability of all attacks
made against a target at
long range until the end of
the character's next turn.

Gain + 1 strain threshold

COST 20

COST 20

COST 20

COST 20

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

Once per attack, spend |
Destiny Point to add dam-
age to a single hit equal to
target's Brawn value.

| B BRING IT DOWN 3 | I IMPROVED | I DEDICATION | Il SUPERIOR
| B " HUNTER'S QUARRY A | REFLEXES

Suffer 2 strain to perform
Hunter's Quarry action as a
maneuver

COST 25

COST 25
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Explorer: Driver Talent Tree Bl ACTIVE

Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Duter Rim), Knowledge (Kenology), Perception,
Piloting (Space), Survival B PASSIVE

Driver Bonus Career Skills: Cool, Gunnery, Mechanics, Piloting (Planetary)
. FINE TUNING

When reducing the amount
of system strain a starship
or vehicle suffers, reduce 1
additional strain per rank of
Fine Tuning.

e ————

B FULL THROTTLE )

Take a Full Throttle action:;
make a Hard (¢ ¢ @) Pi-
loting check fo increase a
vehicle's top speed by 1
for a number of rounds
equal to Cunning.

B ALL-TERRAIN
DRIVER

Remove I per rank of
Gearhead from Mechan
IcCS checks. Halve the
credit cost to add mods
to attachments

Do not suffer usual penal-

ties for driving through dif-
ficult terrain when using Pi-
loting (Planetary).

= —— .
B RAPID REACTION

Suffer a number of strain to
add an equal number of 3§
to initiative checks. Strain
suffered cannot exceed
ranks in Rapid Reaction

Remove I per rank of

Skilled Jockey from all Pi-
COST10 4 loting (Planetary) and Pi-
loting (Space) checks the
character attempts

COST 10

LOST 10

I \MPROVED FULL
THROTTLE

B FINE TUNING

When reducing the amount
of system strain a starship
or vehicle suffers, reduce | . COST 15
additional strain per rank of
Fine Tuning.

GCain + 2 wound threshold

Count vehicle or starship
piloted as having a silhou-
ette 1 lower when being
attacked

Suffer 1 strain to attempt
Full Throttle as a maneu-
ver and decrease its diffi-

culty to Average (@ @)
COST 15

COST 15
COST 15

Bl GEARHEAD

Remove [ per rank of
Gearhead from Mechan
IcS checks. Halve the
credit cost to add mods
to attachments.

B DEFENSIVE B SKILLED JOCKEY B NATURAL DRIVER \"
DRIVING

Once per session, may re-
roll any 1 Piloting (Plane-
tary) or Gunnery check.

Remove I per rank of
Skilled Jockey from all Pi
loting (Planetary) and Pi-
loting (Space) checks the
character attempts.

Increase defense of vehicle
or starship being piloted
by 1 per rank of Defensive
Driving.

COST 20

OST20 4 | [OST 20 COST 20

B SUPREME FULL I DEDICATION
THROTTLE

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

characteristic above 6

Once per round when driv
ing a vehicle, may suffer 2
strain to perform any action
as a maneuver

When piloting a ship or ve-
hicle, take a full-stop ma-
neuver to reduce speed to
zero and suffer system
strain equal to the speed
reduced

When performing Full
Throttle, top speed In-
creases by 2 instead of 1

COST 25

COST 25
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B ACTIVE

Explorer: Fringer Talent Tree

Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Outer Rim), Knowledge (Kenology), Perception,
Piloting (Space), Survival
Fringer Bonus Career Skills: Astrogation, Coordination, Negotiation, Streetwise

B GALAXY MAPPER

Remove I per rank of
Galaxy Mapper from As-
trogation checks. AsLro-
gation checks take half
normal time.

B PASSIVE

PE———

\
B STREET SMARTS \

Remove [ per rank of

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

When healing strain after
an encounter, heal 1 addi-
tional strain per rank of
Rapid Recovery

Street Smarts from Street-
wise or Knowledge (Under-
world) checks.

[

Gain + 1 strain threshold.

B SKILLED JOCKEY B GALAXY MAPPER

Remove [} per rank of
Galaxy Mapper from As
trogation checks. Astro-
gation checks take half
normal time

Remove [ per rank of
Skilled Jockey from all P
loting (Planetary) and P
loting (Space) checks the
character attempts.

COST 10 COST 10

COST 10 COST 10
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B RAPID RECOVERY Il DURABLE v

When healing strain after
an encounter, heal 1 addi-
tional strain per rank of
Rapid Recovery

B MASTER B DEFENSIVE
STARHOPPER DRIVING

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

Increase defense of vehicle
or starship being piloted
by 1 per rank of Defensive
Driving

Once per round, suffer 2
strain to decrease the diffi-
culty of next Astrogation
check by | to a minimum

of Easy (@)

COST 15
COST 15

COST 15

COST 15

B KNODCKDOWN

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

; g
Bl RAPID RECOVERY m B GRIT

Gain + 1 strain threshold

When healing strain after
an encounter, heal 1 addi-
tional strain per rank of
Rapid Recovery

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

COST 20

COST 20

COST 20
COST 20

B DEDICATION B TOUGHENED

Gain + 2 wound threshold.

When targetea 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

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.

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

COST 25

COST 25

LOST 25
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ing (Space), Survival

Scout Bonus Career Skills: Athletics, Medicine, Piloting (Planetary), Survival

B STALKER

Add ] per rank of Stalker
to all Stealth and Coordi

I RAPID RECOVERY

When healing strain after
an encounter, heal 1 addi
tional strain per rank of

"‘ B
| p‘?ﬂrer:" Scout

" Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Duter Rim), Knowledge (Xenology), Perception, Pilot-

Rapid Recovery

B FORAGER

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

COST 10

B RAPID RECOVERY

When healing strain after
an encounter, heal 1 addi-
tional strain per rank of
Rapid Recovery

COST 15

B e e —

.

Gain + 1 strain threshold

COST 20

B UTILITY BELT

Spend 1 Destiny Point to
perform a Utility Belt inci-
dental; produce a previously
undocumented item or

weapon (with restrictions)
from a tool belt or a satchel

ER CREATION

nation checks

B QUICK STRIKE

Add per rank of Quick
Strike to combat checks
against targets that have not
acted yet this encounter

B NATURAL HUNTER

Once per session, may re-
roll any 1 Perception or

Talent Tree -

COST 10

Vigilance check

LOST 15

B HEIGHTENED
AWARENESS

Allies within close range
add to Perception or
Vigilance checks. Engaged

allies add

B DEDICATION

Gain + | to a single charac
teristic. This cannot bring a

COST 20

characteristic above 6

....

Gain + 1 strain threshold.

Bl LET'S RIDE |

Once per round, may
mount or dismount a ve
hicle or beast, or enter a
COCKpIt or weapon station
on a venicle, as an iInci
dental

COST 10

B FAMILIAR SUNS

Once per session, may per-
form a Familiar Suns maneu-
ver; make a Hard (@ ¢ 4)
Knowledge (Outer Rim) or
(Core Worlds) check to re
veal the current type of plan-
etary environment and oth-
er useful information

LOST 15

N

N
B TOUGHENED

Gain + 2 wound threshold

—

B STALKER

Add [ per rank of Stalker
to all Stealth and Coordi
nation checks.

COST 25

L]

B ACTIVE

I PASSIVE

e — ™,

B SHORTCUT

buring a chase, add ] per
rank in Shortcut to any
checks made to catch ol
escape an opponent

S ————

Bl DISORIENT '

After hitting with combat
check, may spend 3 )
to disorient target for num
per of rounds equal to
ranks in Disorient.

LOST 10

During a chase, add ] per
rank in Shortcut to any
checks made to catch or
escape an opponent

COST 15

e e

————— -
B QUICK STRIKE

Add per rank of Quick
Strike to combat checks
against targets that have not
acted yet this encounter.

COST 20

Il DISORIENT

After hitting with combalt
check, may spend 3
to disorient target for num-
ber of rounds equal to
ranks in Disorient

COST 25
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B ACTIVE

Explorer: Trader Talent Tree

Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Duter Rim), Knowledge (Kenology), Perception, Pilot-
ing (Space), Survival . PASSIVE
Trader Bonus Career Skills: Deception, Knowledge (Core Worlds), Knowledge (Underworld), Negotiation

B KNOW SOMEBODY B WHEEL AND DEAL

Once per session, when When selling goods legally,
attempting to purchase a gain 10% more credits per
legally available item, re- rank of Wheel and Deal.
duce its rarity by 1 per
rank of Know Somebody:.

B CONVINCING
DEMEANOR

When first acquired, choose
| skill;, Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend @ to gain
additional 3§ equal to ranks
In Smooth lalker

Remove | per rank of

Convincing Demeanor
from Deception or Skul-
duggery checks

————

B WHEEL AND DEAL 3 : Bl SPARE CLIP

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

e — —— .

Bl TOUGHENED N

Gain + 2 wound threshold.

Cannot run out of ammo
due to ¥. Iltems with Limit-
ed Ammo quality run out of
ammo as normal.

COST 10

COST 10
COST 10

—
I NOBODY'S FOOL :

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

|
)

B KNOw SOMEBODY B SMOOTH TALKER
When first acquired,
choose 1 skill; Charm, Co-
ercion, Deception, or Ne-
gotiation. When making
checks with that skill,
spend @ to gain addition-
al 3% equal to ranks in
Smooth Talker

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

/" COST 15

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

COST 15
COST 15

COST 15

‘—"ﬁ . = = — " ‘ =
B WHEEL AND DEAL 3 B STEELY NERVES B BLACK MARKET - B BLACK MARKET
CONTACTS CONTACTS

Spend 1 Destiny Point to
ignore effects of Critical
Injuries on Willpower or
Presence checks until the
COST 20 L end of the encounter

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

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black
Market Contacts, increas-
Ing cost by 50 percent of
CosT20 4 base cost per reduction.

When purchasing illegal
goods, may reduce rarity
by 1 per rank ol Black
Market Contacts, increas-
Ing cost by 50 percent of
base cost per reduction

COST 20 COST 20

E— EE—— — e — e e = —— e e e L

B KNOW SOMEBODY 3 B NATURAL ‘. Bl DEDICATION .FI MASTER MERCHANT
| NEGOTIATOR a N

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

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

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

Once per session, may re-
roll any 1 Cool or Negotia-
tion check.

LOST 25
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