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mugglers are a crafty, diverse bunch with
core skills as follows: Coordination, De-
ception, Knowledge (Underworld), Per-
, ception, Piloting (Space), Skulduggery,
Y Streetwise, and Vigilance. He automatical-
L |y gains one rank in four of these skills (of his
choosing) without spending experience, and
he receives a discount when he spends expe-
rience to purchase ranks in any of these skills

THE SMUGGLER'S
ROLE

Though they spend most of their lives
struggling to avoid Imperial entangle-
ments, keeping their ships flying, dodg-
Ing blaster fire, and having enough to
eat, Smugglers are often seen as the
freest beings in the galaxy. They travel
the hyperspace lanes, system to sys-
{ tem, planet to planet, bringing what
people want and need (and cannot
get through legitimate means).
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Unfortunately, that freedom is of-
ten an illusion; many Smugglers find
themselves indebted to powerful
people, having been forced to take
a marker on their ships just to stay
in business. Such markers inevita-
bly lead Smugglers into a kind
of Indentured servitude un-
less they can figure a way
out of it. That requires a
very big “score” of some
kind—a |job of such financial
reward, the Smuggler can
buy his ship back and afford
to operate on his own again.

Few Smugglers survive that
kind of job. Most just deal with
their circumstances and keep
their ships going.

Even with a marker on the ship,
though, Smugglers tend to have a great
deal of autonomy, and they develop a
great many skills and talents that any
group making their way through the Out-
er Rim will find helpful. Smugglers know
their way around the underworld and
fringe society, and they tend to know
now to get things done, especially if
legality isn't an issue.



Smugglefs are a vital part of Outer Rim society.
With tariffs, quantity restrictions, and outright ban-
ning of even basic necessities being shipped to worlds
not fully under Imperial Law, a great many people
would be scratching out the poorest sort of existence,
or perhaps dying outright due to lack of food and
medicine. Smugglers’ ships are the lifelines that keep
many distant population centers going.

Of course, the most profitable cargoes are the ones
that will land someone in the Kessel spice mines If he’s
caught with them.

SMUGGLER
SPECIALIZATIONS

The various ways a Smuggler can focus his efforts are
covered here, with each specialization detailed below.

PILOT—A GALAXY OF DESTINATIONS

Plenty of folks know how to fly a starship, but a Smug-
gler who specializes as a Pilot develops a relationship
with his ship, and it becomes an extension of his wit and
his will. He can make a plodding old transport run far
above its performance ratings, and given time and some
modifications, he can turn it into one of the fleetest and
most maneuverable craft ever to take to the stars.

A Pilot is naturally focused on mastering his craft,
and his additional career skills show it: Astroga-
tion, Gunnery, Piloting (Planetary), and Piloting
(Space). If this is the character’s starting Specializa-
tion, he may choose two of these skills and gain one
free rank in each, without spending starting expe-
rience. A Pilot’s talents further reinforce his domi-
nance in the cockpit.

Pilot is another specialization that rarely leads to
unemployment. If a Pilot doesn’t already have his
own ship (and the inevitable Obligation that goes
with it), he will likely be able to sign on with any
number of groups, criminal or otherwise. Once he
establishes his competency at the controls, he'll be
able to get some fairly choice assignments. A Player
Character Pilot will be considered indispensable to
his group, especially after the first space battle or
ship-related crisis.

SCOUNDREL—A GALAXY OF MARKS

Part con artist, part gunslinger, and part cantina brawl-
er. the Scoundrel is quick-witted, quick on his feet,
and quick to get himself into a great deal of trouble at
the drop of a hat. He doesn'’t care one whit for rules or
laws, except where he can use them to work an angle
that either nets him a lot of credits or brings down an
enemy. If he's really lucky—and he tends to have an
unshakable faith in his luck—he'll manage both.
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His dynamic nature is spelled out in the Scot "’a
drel's additional career skills: Charm, Cool, Decep-
tion, and Ranged (Light). If this is the character's
starting Specialization, he may choose two of these
skills and gain one free rank in each, without spend-
ing starting experience. Combined with his talents,
these skills make him formidable in a fight, useful In
dealing with the underworld, and an individual sim-
ply not to be trusted. '

Scoundrels fulfill many roles in the Quter Rim.
Some are grifters, others are middle-men, and still
others are simply thrill-seekers looking to see what
they can get into next. Scoundrels tend to avoid tak-.
Ing charge of anything, but they are more than willing
to ride the coattails of powerful people, often apply-
iIng their unique skill set to help their employer in any
number of ways. Scoundrels rarely put down roots for
very long, and will always be looking for the next in-
teresting thing to do (especially if it can make them
some money).

In a Player Character group, the Scoundrel is a
kind of all-purpose character. He's got enough under-
world savvy and social ability to act as a “face” for the
group, and he’s no slouch in a fight. He may or may
not be a pilot, but it's almost certain he's got many of
the rogue-style abilities a group might need.

THIEF—A GALAXY OF TREASURES

Where the Scoundrel is a bit flashier, and the Pilot fo-
cuses on mastering his ship, the Thief really is a covert
operative. His ideal circumstance is to get into places
blocked to others, grab things he’s not supposed to
have, and get out without anyone ever knowing he
was there. If he can sell what he grabbed for a tidy
sum, that makes for a perfect day.

Thieves gain the additional career skills Comput-
ers, Skulduggery, Stealth, and Vigilance. 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. Combined with his
talents, a Thief is particularly adept at hiding, Spot-
ting the hidden, getting past locks and security, and
getting the jump on opponents in combat. He also
knows his way around the underworld and where to
get what's needed.

Generally, Thieves tend to either operate with a
group that shares in their larcenous goals, or they
work alone. The galaxy is full of treasures, many of
which are guarded by locks and goons. A Thief will
gladly handle the locks, though he’ll probably ap-
preciate having some back-up to handle the goﬁns
if things go badly. Then again, if he's truly good a
what he does, that shouldn’t happen. Some Th'
gain a strong enough reputation that they are offered
contract opportunities by powerful peopleﬁ mrﬁ_
seekmg to accompllsh somethmg -a*gam L a oppC
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nent that'is far beyond the realms of legal action. Of
course, Thieves must always be on the lookout for a
double-cross.

AS a part of a Player Character team, a Thief may
not even identify himself by his specialization, prefer-
ring to display skills and abilities that are more generi-
cally appropriate to his career as a Smuggler. Frankly,
most Smugglers have at least some skill in the areas
that he is masterful with, so he might never have to re-
veal much more than that. Still, having a master Thief
on a team may mean getting into—and out of—some
seriously difficult places in the future.

SMUGGLER STORIES

The life of a Smuggler is a storied experience all its
own, but how one comes to the life, or where one is
going, can be the source of some fairly defining narra-
tive. Such tales empower both the player and the GM
to more fully flesh out the Smuggler character.

* The Journey: For some, any destination is a good
one, especially If it iIs somewhere they've never
been before. Such a Smuggler will sometimes take
a job just because it goes to a system he’s not
flown to, even if he could make more taking one of
nis usual routes. He started out hitching rides on
tramp freighters, moving cargo and wiping decks
down, just so he’'d get a chance to see new stars.
He's never quite lost that love of the journey.

¢ The Secret: For someone who's had a terrible
thing happen, or who has caused a terrible thing
to happen, getting lost in the Outer Rim is a very
appealing prospect. A new identity and a ship
can go a long way towards making enough of a
change in a life to make it hard for others to learn
the truth. Such a Smuggler may be hiding from
Bounty Hunters, or even the Empire itself. Then
again, he may simply be hiding from himself and
the sins of his past.

* The Inheritance: When Smugglers die, they of-
ten have little left to leave anyone, save the most
Important thing in their life. A child, cousin, or
even just a dear friend may one day find a legal
agent at the door, saying “Sign here.” Suddenly,
ne has a ship full of navigation points and records
of regular customers. He also has a collection
agent for some shady character informing him of
all the debts attached to the ship and the need
for certain activities to continue. Time to find a pi-
lot and learn to get over his hyperspace sickness.

* The Search: Out there, somewhere in the Quter
Rim, a certain something or someone calls to the
Smuggler. He started out just flying from system
to system, searching to no avail. Eventually, he
had to start taking on cargo and passengers in
order to make ends meet and keep the ship go-
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MARRIED TO THEIR SHIPS

more so than other characters, Smugglers

tend to have intimate relationships with
their starships. Sometimes, like sailors of old,
Smugglers are said to be “married to their
ships.” After all, a Smuggler can't do much
smuggling if he can’t climb out of a planet’s
gravity well and jump to light speed!

Since a Smuggler's starship is often the most
Important relationship in his or her life, it's not
uncommon for a Smuggler to refer to the ship
as if it were a person. To most male Smugglers,

his starship iIs “she,” as in “she’ll make point five
past light speed!” Female Smugglers, of course,
commonly do the opposite. A Smuggler’s star-
ship usually has an exciting, unique name,
something meaningful to her captain. She may
or may not be heavily customized and exoti-
cally decorated.

A Smugglers fondness for his or her ship
sometimes extends to blindness when it comes
to a ship's failings. A stubborn hyperdrive “has
character.” Unreliable ship systems are a result
of a ship “that just needs to be treated like a
lady.” Stubborn loyalty to his or her chosen
vessel Is almost as much a defining characteris-
tic of Smugglers as a willingness to circumvent
galactic shipping laws. Every Smuggler knows,
however, that if you treat your ship right, she’ll
take care of you.

Ing. Now he’s fully invested in the Smuggler way
of life, but he has never given up his search.

e The Loss: Perhaps it was an accident, or may-

pe It was an attack. Regardless of the source,
all hands were lost, including the one he loved
the most. Blacklisted from ever flying among the
Core Worlds again, he got as far away as he could
from everyone and everything that reminded him
of what happened. Eventually, his skills became a
useful commodity among folks who either didn’t
Know or didn't care, and he was flying again. He
was doing a lot more than that, learning tricks
and talents that an Imperial pilot doesn’'t tend
to pick up. He's a different person now, but he'll
never forget what happened.
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Smuggler: Pilot Talent Tree

Career Skills: Coordination, Deception, Knowledge (Underworld), Perception, Piloting (Space), Skulduggery,

Streetwise, Vigilance

Pilot Bonus Career Skills: Astrogation, Gunnery, Piloting (Planetary), Piloting (Space)

B FULL THROTTLE

Take a Full Throttle action
make a Hard (¢ @ @) Pi-
loting check to increase a
vehicles top speed by |
for a number of rounds
equal to Cunning.

B SKILLED JOCKEY

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

COST 10

I IMPROVED FULL
THROTTLE

Suffer 1 strain to attempl
Full Throttle as a maneu
ver and decrease its diffi
culty to Average (@ §).

COST 15

. GRIT

Gain + 1 strain threshold.

COST 20

e

B MASTER PILOT \N

Once per round when pilot-
Ing a starship, may suffer 2
strain to perform any action
as a maneuver

N

Bl SKILLED JOCKEY 3

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

B DEAD TO RIGHTS

Spend 1 Destiny Point to
add additional damage
equal to half Agility (round-
ed up) to one hit of success-
ful attack made with ship or
vehicle-mounted weaponry

COST 10

B IMPROVED DEAD
TO RIGHTS

Spend 1 Destiny Point to
add additional damage
equal to Agility (rounded
up) to one hit of successful
attack made with ship or
vehicle-mounted weaponry

B SUPREME FULL
THROTTLE

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

COST 20

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

COST 25
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B ACTIVE

B PASSIVE

X
B GALAXY MAPPER

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

Once per round, may
mount or dismount a ve
hicle or beast, or enter a
cockpit or weapon station
on a vehicle, as an inci
cdental

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

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

COST 10
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B GRIT

Gain + 1 strain threshold

Once per session, may re
roll any 1 Piloting (Space)

COST 15 or Gunnery check

COST 15

B TRICKY TARGET B DEFENSIVE

DRIVING

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

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

COST 20
COST 20

B BRILLIANT
EVASION

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

COST 25

______
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Scoundrel Bonus Career Skills: Charm, Cool, Deception, Ranged (Light)

Il BLACK MARKET
CONTACTS

Wwhen purchasing illegal

goods, may reduce rarity
by 1 per rank of Black

Market Contacts, increas-
Ing cost by 50 percent of
base cost per reduction

B CONVINCING
DEMEANOR

Remove | per rank of
Convincing Demeanor

from Deception or Skul-
duggery checks

COST 10

B HIDDEN STORAGE

Gain hidden storage in ve
hicles or equipment that

nolds items with total en-
cumpbrance equal to ranks
In Hidden Storage.

COST 15

B TOUGHENED

Gain + 2 wound threshold

COST 20

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

COST 25

B CONVINCING
DEMEANOR

Remove I per rank of
Demeanor

Convincing
from Deception or Skul-
duggery checks.

B BLACK MARKET

CONTACTS

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

COST 10

B TOUGHENED

Gain + 2 wound threshold.

COST 15

I 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

COST 20

B NATURAL
CHARMER

Once per session, may re-
roll any 1 Charm or De

ception check.

COST 25

=\
B QUICK DRAW

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

Bl CONVINCING
DEMEANOR

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

COST 10

B BLACK MARKET
CONTACTS

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

COST 15

I HIDDEN STORAGE

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

COST 20

B SOFT SPOT

After making a successful
attack, may spend 1 Desti
ny Point to add damage
equal to Cunning to one hit

COST 25

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

B QUICK STRIKE

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

COST 10

B SIDE STEP

Once per round, may per-
form Side Step maneuver
and suffer a number of strain
to upgrade difficulty of all
iIncoming ranged attacks by
an equal number for this
round. Strain suffered this
way cannol exceed ranks In
Side Step

N\

B SIDE STEP

Once per round, may per-
form Side Step maneuver
and suffer a number of strain
to upgrade difficulty of all
Incoming ranged attacks by
an equal number for this
round. Strain suffered this
way cannot exceed ranks in
Side Step

COST 20

B QUICK STRIKE

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

COST 25
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Smuggler: Thief Talent Tree

Career Skills: Coordination, Deception, Knowledge (Underworld), Perception, Piloting (Space), Skulduggery,
Streetwise, Vigilance . PASSIVE
Thief Bonus Career Skills: Computers, Skulduggery, Stealth, igilance

B BLACK MARKET
CONTACTS

B STREET SMARTS 3

Remove [ per rank of

Remove I per rank of
Bypass Security from
checks made to disable a
security device or open a
locked door

Upgrade  difficulty  of
checks to identify character
once per rank of Indistin-
ouishable.

When purchasing lllegal
goods, may reduce rarity
by 1 per rank of Black
Market Contacts, increas
iIng cost by 50 percent of
base cost per reduction

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

Bl BLACK MARKET
CONTACTS

When targeted by combat Gain hidden storage In ve-
check, may perform a hicles or equipment that
Dodge incidental to suffer a . LUST 1D ; holds items with total en-
number of strain no greater cumbrance equal to ranks
than ranks of Dodge, then in Hidden Storage.

upgrade the difficulty of the .
check by that number = CO5T 10

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

———— - — — Y (S

' | B SHORTCUT Y B

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

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

Suffer a number of strain to
add an equal number of 3%
to Initiative checks. Strain
suffered cannot exceed
... [05T15 d ranks in Rapid Reaction.

COST 15

B BYPASS SECURITY 3 B NATURAL ROGUE B STREET SMARTS 3

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

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

Once per session, may re-
roll any 1 Skulduggery or
Stealth check.

Remove [} per rank of
Bypass Security from
checks made to disable a
security device or open a
locked door

COST 20
COST 20

Bl MASTER OF | B INDISTINGUISHABLE )
SHADOWS

When targeted by combat Upgrade  difficulty  of
check, may perform a checks to identify character
Dodge incidental to suffer a once per rank of Indistin-
number of strain no greater guishable.
than ranks of Dodge, then N = [O0STe2S
upgrade the difficulty of the 3 2 AT WG T > ¥

check by that number. ' 3 PRI ARY - Rl - '

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

Once per round, suffer 2
strain to decrease difficulty
of next Stealth or Skuldug-
gery check by 1

COST 25
T, 4 )
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