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Far from the center of the galaxy, life is. cheap and .

- justice Is scarce. In this frontiey,

govemments, criminal cartels, and citizens alike
turn to BOUNTY HUNTERS for their umque skms.

lawless

Tracking sentient beings across the stars to bring

" them to answer for their transgressions is not easy,
but to a few rough and ready individuals, the hunt
is a calling. Bounty Hunters inspire admiration and
dread from the Outer Rim to the Core, and the

exploits of the greatest hunters are legendary....
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ou sure know how to send an invitation, Koshka!”
VThe duracrete wall sheltering Viktor Hel shook
slightly, and dust flew free of the growing web of
cracks near his head. Krandak slumped where Hel
had dragged his unconscious body against the same
wall, bleeding from a blaster wound, but probably
alive. The Trandoshan had lived through worse. The
“doctor” could patch himself up later.

‘I didn’t ask you to come here, Viktor.” Koshka
Frost dropped her depleted blaster rifle and pulled
her pistol, then steadied her aim on the edge of
the table giving her cover. “And I'm not sharing the
reward when we take Melos in.”

“I told you, I'm out of the game.” Hel hurled a gre-
nade over the edge of the crumbling wall.

“Naturally. Which is why you're here on Ord Man-
tell, hunting a deadly, Devaronian pirate hidden in
a wretched nest crawling with guards, killers, and
worse—competition.” Frost set her shoulder against
the heavy durasteel table and flared her jetpack,
inching it forward to cut off the fire lane. Hel jumped
behind table and opened fire with his rifle.

“I just wanted to make sure you didn’t get yourself
killed on this job. | still owe you one for last time.
You know, when you hunted me half way across the
galaxy and nearly burned my arm off.

“You were the one who threw that thermal detonator.”
“But I threw it at you, so it’s still your fault.”

Hel grunted, leaned over, and grabbed Krandak
as the duracrete wall finally gave in. The Trandoshan
mumbled something about spinal fluid as Viktor
dragged him to their new cover.

Blaster bolts rained against the table, and the
group hunkered down to weather the storm.

“We're getting nowhere fighting these other hunt-
ers, Vik. Time to change tactics. You've always been
good at sniffing out trouble, or at least plunging head-
longinto it. Go find Melos. I'll take care of things here.”

“By take care of things, you mean..."
“I mean leave me your weapons,”

Hel grumbled and unholstered a pistol, two
knives, a few assorted grenades, and several spare
clips. “I'm drawing the line at the rifle, though.”

Hel could hear the carnage beginning as he ran, but
he didn't look back. Getting killed by a stray blaster
bolt during his mentor's moment of glory was hardly

befitting of the infamous Viktor Hel, after all.

Usually, most of bounty hunting was shockin_gly
unglamorous—asking shopkeepers for sparse details,
poring old receipts, sitting on stakeout waiting for
anything to happen. Nothing like the holovids. Unfor-
tunately, from the minute Krandak had showed up‘at
Hel’s speeder shop and dropped Frost’s name, his life
had been altogether too exciting. The hunter swept
his rifle’s the sight across the landscape from his van-
tage point atop a low hill of rubble. A glimmer caught
his eye. A camp, several days old, sheltered by the
shattered husk of a skyscraper. His mark’s location.

“Found you, Melos.”
“Heh, heh. Well now, who did you find?”

Viktor turned his gaze to the heavy blaster pistol
pointed at his head, and the Sullustan holding it.
The Sullustan’s colorful poncho flapped slightly in
the breeze, and he tipped his hat with his free hand.

“You sure you want to point a blaster at Viktor Hel,
friend? I've got a bit of a reputation.” A reputation
that was almost, but not quite, entirely unearned—
not that Hel was going to bring that up.

The Sullustan gave his dry laugh again. “Viktor
Hel, huh? Never killed anyone famous before.”

Hel weighed his options, Hey, | have a better idea...”

Viktor slipped out from the shadow of the building, an
unconscious Devaronian slung over his shoulder. The
clop of heavy boots came from behind him. He looked
back briefly... and found himself facing a blaster,

“Viktor!” Koshka’s tone didn’t quite reach surprise.
“Koshka! We got Melos, but we need to gol”

The Sullustan rounded the corner, pistols drawn, and
the pair quickly flicked up to target both of the other
hunters. Without dropping her pistol, Frost hefted her
rifle into place with one arm to aim at the Sullustan.

“Before you two shoot each other and also me, let
me make introductions. Koshka Frost, Nom Lumb,

Koshka, Nom helped me take down Melos’ guards,
so | cut him in for one-fifth.”

“You always were a terrible negotiator, Viktor,”
“He had a gun to my head! One-fifth is a bargain!”

Lumb holstered his pistols. “So, we going? Hel
said your ship’s nearby. | need a ride off this rock,
since my former, uh, associates aren’'t gonna be

happy about my cutting them out.” He jerked his
head back the way they had come,

Frost looked at Hel and Lumb appraisingly, then
lowered her weapons. “Your good ‘doctor’ has the
ship warmed up. Let's be going.” She paused. “But
you know, Vik, you haven't lost your touch.”

“That’s what I'm afraid of.”
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BOUNTY HUNTERS AT THE EDGE

he bounty hunters assembled on the bridge of the

Executor in The Empire Strikes Back emanated pal
pable menace, even in the presence of Darth Vader.
Imperial officers on the bridge voiced their disdain,
but their eyes betrayed their wariness: beneath the
ragged appearances of the hunters for hire lurked
a deadly edge. These professionals were all clearly
heavily armed, well-trained, and ruthless, ‘;|‘;ark!ng
the countless imaginations and offering tantalizing
hints about the deadly nature of the Galactic Empire’s
seedy underbelly.

In Epce of THE EmPIRe, Player Characters explore the
fringes of galactic society in ways that are only limited
Dy the (grmjp's imagination. As Player Characters, 501_1 nty
Hunters have clearly-defined short-term goais, wh|r5|'1 can
complement nearly any sort of Star Wars campaign. A
contract can be the central focus of an adventure, appear
as an incidental subplot, or present a difficult f_ii'lr_)w_ie
when its fulfillment conflicts with the original mission.
In any case, a contract of this sort can bring a Bounty
Hunter PC into the story, tying the current adventure to
his life on the fringes of the Galactic Empire.

No DisintecraTIONs substantially expands the
resources available to players and Game Masters
interested in the Bounty Hunter career in EDGE OF THE
Empire. The materials in this book present new ways
to personalize a character, offering alternative dr,_‘ve_l-
opment paths and focuses for a Bounty I_Iunter. rh_ls
volume also presents a range of different ideas to aid
the GM in making each hunt unigue.

Chapter I: Hunters for Hire offers more options
for Bounty Hunter creation and development In
the form of three new playable spe-
cies and three new specializations.
Independent Clawdites, shrewd
Devaronians, and savvy Kalle-
rans bring new approaches
to the Bounty Hunter career
through their species’ dis-
tinctive characteristics, abili-
ties, and tendencies. Martial
Artists train themselves to peak

4
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condition to bring their targets in alive—for the maxi-
mum payoff. Operators complement their hunting
expertise with a knack for piloting, so that they can
capture running targets. Skip Tracers make the most
of their investigative and social skills to capture tar
gets in the urban jungle. Finally, new signature abili
ties let Bounty Hunters develop their characters even
beyond the scope of their talent trees, tracking down
quarry and dispatching foes with unparalleled skill,

Chapter Il: Guns Blazing presents a range of new
equipment tailored to the Bounty Hunter in need of
potent firearms, durable armor, and a fast ship to
catch any prey. These include iconic weapons, armor,
modifications, and specialty gear such as devastating
micro-rockets, versatile grapnel launchers, imposing
Mandalorian armor, and much more. Characters can
also consider new starships thal are particularly well
suited for the Bounty Hunter career, including the
blisteringly fast Lancer-class pursuit craft, the highly
customizable Kihraxz assault fighter, and the menac
ing YV-666—Lthe vessel associated with the notori-
ous Trandoshan bounty hunter Bossk and his crew of
bounty hunters.

Chapter llI: Thrill of the Chase helps the Game Mas-
ter customize adventures and campaigns that include
Bounty Hunter characters and themes. Each contract
can have a different arc and flavor, and this section
introduces a range of approaches to offer that variety.
Ideas for structuring investigative adventures that fit
the tone of Ence oF THE EmPIRE are also presented.
Finally, the section concludes with ideas for tailoring
rewards specifically for Bounty

Hunters, such as bounty pay-

out guidelines and exploits,

a system for gaining noto

riety as a hunter.




a n Imperial Peace-Keeping Certificate (IPKC) grants
a being the legal authority to act as a bounty
hunter, but it does not confer the respect of peers
or guarantee even a modicum of professionalism. In

fact, it often earns.only disdain from the disreputable -

figures who operate on the fringes of the Empire. In
the galactic underworld, bounties are common, and
trust can be a deadly weakness. Few fringe-dwellers

seek out the companionship of someone who might,
later accept money to hunt them down. Consequently,

a successful bounty hunter has few close friends out-
side the profession—and any fellow professsonai is
first and foremost a rival. A bounty hunter's guild
‘offers @ support network and social interaction that
some hunters find valuable, but such membership
-also demands a level of .obligation that is a poor fit
_for many independent operators.

Bounty hunters are characterized as callous and
mercenary by most citizens of the galaxy, with good
reason. Their assignments are fiercely competitive
and their livelinoods are entirely dependent upon
success. Most bounty: hunters: develop a necessary
level of detachment from their peers and from soci-
ety as a whole, Anyone could be the next target,
and their next meal could depend on whether they
choose to pursue g ignore a given contract. In the
course of their assighments, these professionals must
constantly observe and interact with the very dregs

BOUNTY HUNTERS IN THE GALAXY

. of society. Cutting through m‘:srepresentati',oh, bro-
* ken promises, and outright lies is a sizable portion of

their daily work, and seeing through deceptions one
of their most key proficiencies. Bounty hunters can ill
afford to take anything at face value when pursuing a
bounty and must always remain wary. Nobody hires
bounty hunters for easy jobs; desperate to avoid cap-
ture, their prey is unpredictable and willing to resort
to extreme measures against their pursuers.

_ Despite a grim reputation, bounty hunteérs are .
integral to the maintenance. of law and order across -

-the galaxy. They-are a necessary check on lawless-

ness that stabilizes galactic society as well ‘as the
criminal underworld. A’ planetary government—or

“even a global crime syndicate—seldom has the

expertise and resources to pursue a criminal into
other systems. However, they can post a bounty to
attract the attention of a skilled professional who
already has the time, contacts, and interstellar capa-
bilities. Even ‘the Galactic Empire depends upon
bounties for criminals who flee beyond its reach or
when time is of the utmost importance. As no ruling
body can enforce its will everywhere, bounty hunt-
ers fill in the gaps. Further, bounty hunters also act
as deniable assets, and posting a job anonymously .
allows a corporation, crime syndicate, or govern-
ment to get unsavory .work done without damag-

ing its public reputation. While often a last resort, " =

bounty hunters remain a potent deterrent for -

some crimes, as well ,as a valuable tool—
and like any tool, they can be used for *

good and for evil alike.




BOUNTIES IN THE REPUBLIC

'I'he Republic Senate had less need of bounty
hunters than the Galactic Empire does. Rather
than posting bounties for particularty egregious
criminals, the Senate could request that the
Jedi Order intervene in such matters. Jedi were
able to track criminals across sectors efficiently
through their mastery of the Force, remaining on

call to assist the Senate.

However, bounty hunters nonetheless fulfilled
significant roles during this era. Local govern-
ments, corporations, crime syndicates, and other
organizations were less able to request assistance
from the Jedi Order directly. Consequently, they
relied upon posted contracts to resolve es
that exceeded their reach. Because the majorit
of bounties did not come from a SOUCe as central-
ized as the Empire, the bounty hunters of that era
were much more dependent upon their network of
contacts to find information about available jobs.

Furthermore, the Republic did not have as expan-
sive a system for licensing bounty hunters as the
Empire later would. Therefore, bounty hunters

COMMON BOUNTY TYPES

Unsurprisingly, high-value bounties are eternally in
high demand and are often fulfilled quickly. Obtaining
early access Lo newly-released jobs can be the '_;Iurr..-t-;L
path to a steady income stream. Many hounty nunt-
ers work hard to establish relationships with the gov-
ernment clerks or ranking syndicate members who
release the most lucrative conkracts.

A
J

This can be beneficial 10 poth parties. The hounty
hunter secures a steady line of jobs, while the govern-
ment or syndicate representative Sees his contracts
quickly fulfilled. However, a Strong relationship ‘_.-xlan
a powerful organization can be distasteful 10 free
lancer il i1uir_:p}_:uf_it:nf;{_- is a matter of pt ide, ;'w'.j many
such organizations find that feeding new pounties Lo a
euild is more efficient.
targets often remain

In fact, bounties
wen remain

Bounties for more challenging
in circulation for a much longer time.
for particularly powerful individuals may v ;
open for decades, as countless NuntLers nuginl__i;-ni (o
collect on them. Such assignments often require ing
cooperation of a team of hunters or one 1:&.11'1&::1_11;_nl\,f
skilled individual, These more challenging jobs qulH
include lar more exorbitant rewards, bul when the
associated risk is considered, they arc far less temp!
ing. A bounty hunter must e Cef tain to have the skills
and |'r?[-;f.JI.lI'fiﬂf_?‘_-; to commit 1o a job that could take
years for the payoll before
lime to attempt it.

devoting the necessary

typically operated without explicit legal authority
within the Republic. Of course, when politicians
needed jobs completed efficiently and discreetly,
they often hired bounty hunters off the record.

The Confederacy of Independent Systems also
employed numerous bounty hunters to vari-
ous ends during the Clone Wars, from sabotage
to kidnappings to assassinations. This led to
animosity between many bounty hunters and
Republic representatives, including the Jedi.
While bounty hunters occasionally worked with
Jedi under extreme circumstances during this
time, these alliances Were usually matters of con-
venience to both sides.

At times, bounty hunters were even employed
as mercenaries by criminal organizations against
Republic representatives, including an incident
when a group of HuUtts hired Cad Bane to hold
senators hostage as a negotiating tactic. While
this was an extreme case, criminal cartels were a
relatively reliable source of employment during
the era of the Republic.

GOVERNMENT BOUNTIES

Different levels of government offer various types ol
bounties and can value lasks of similar difficulties in
very different ways. A magistrate on Cholganna might
have a standing contract for nexu carcasses, bul Ihe
reward might be of substantially lower value than price
the pelt would fetch at the galaxy's shadowports. In
some seclors, one LOVErnof might reward the capture
of a known smuggler with the value of the stolen cargo,
while another governot could grant the bounty hunter
the criminal’s belongings, including the starship. In all
cases. it is the responsibility of the hunter Lo agree upon
the relevant value ol compensation belore undertaking
the job. Few governments are Open o negotiating the
terms of a posted bounty when someone comes 1o ol
lect on it. The bounty hunter who overestimates his bai
gaining position mMay find a targel painted on his back,
as he suddenly represents the only obstacle between
loss particular hunters and the posted bounty.

Of course, ranking members ol the Galactic Empire
periodically issue bounties, as well, Sometimes these
jobs are publicly acknowledeed, while other times,
Imperial officials use freelancers Lo quietly cover up
their owrn embarrassing mistakes, or Lo undertake
work they do not deign Lo complete themselves, One
of the most famous [mperial bounties is also one ol 1ts
most long-standing: the reward for Jedi has remained
open since the execution of Order 66. This particular
pounty is quite challenging to collect, and not only
hecause of the capabilities of the prey.

INTRODUCTION
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Bounty hunters pursuing Jedi can also come into
conflict with Imperial agents pursuing the same tar-
gets. Such elite operatives are typically unwilling
to share credit for their successes with others, and
have no reservations about killing a bounty hunter
or two if it proves the most convenient option,

Other bounties from Imperial Governors are far
more attainable. Standing bounties exist for infor-
mation regarding the whereabouts and activities
of Rebel Alliance officers as well as sympathizers,
though these do typically require the evidence
of their crimes. Specific bounties are ir miare fo.

a distant system. Standing contracts are only likely
to be in place for members of prominent criminal
syndicates, such as Black Sun. Further, collecting a
bounty on a high-ranking member of such an orga-
nization carries its own risks, including being denied
jobs by that very group in the future.

Bounties posted by inhabitants of isolated cities

or even colonies are t
scale. In man
difficult than
hunters tur

AL L A O i )

ypically of an even smaller
Y cases, finding jobs at all can be more
fulfilling them, and sometimes bounty
to other work to fill in the gans. Colo-



CRIMINAL BOUNTIES

s to respect its authority, a crim:

When some upstart fai
inal organization needs to make 2 firm and memorable
demonstration of its power. If the targel is beyond the
group’s grasp, Lhen a bounty hunter offers an ideal
solution to the problem. However, groups offering such
jobs seldom have the legal authority o do so. As a
consequence, the act of undertaking such a contract
is—functionally and legally—extortion, kidnapping, or
even murder. Imperial law enforcement frowns upon
ps with criminal organi

anyone who openly affiliat
zations, bub sometimes Lturns a blind eye when the
individual in question is useful enough to the l_:-_mpirf_.'.
A one-time offense might be overlooked if it Is for a
hunter known to consistently and effectively collect
Imperial bounties. Repeat offenders -at least l.'r|_r:|i-;{.'
who are caught—have any official aul hority they might
possess revoked and are treated no better than the
criminals who hired them in the eyes of the law.

As with government bounties, criminal bounties
vary in scope substantially, in concert with the ree‘n:h
and power of the organizations and individuals that
issue them. When a Black Sun Vigo posts a contract,
the target is likely to be high profile and the |'r:I1.-~.ra|'r:I
is certain to be both substantial and reliably paid on
time. In contrast, a tenant who tries to hire an assas-
sin to take out a hated landlord is less likely to be able
to pay up—assuming that person was a'r}l_e to contacl
assignment.

a bounty hunter to even consider the

Connections play a vital role in obtaining jobs from
a syndicate. Offering an illegal bounty requires a high
level of discretion, lest word of the opportunity reach
law enforcement. If a bounty hunter's work satisfies
a crime lord, however, it can often mean a '_-;t__t_:-"l{i)“
stream of employment, After all, the bounty hunter
is now privy to many of the criminal's secrets, and
the syndicate has incentive to keep the bounty hunter
busy with work to insulate against the risk of betrayal,

Unfortunately, an established relationship with a pow
erful member of a criminal organization has substantial
negative ramifications as well. Criminals aware of a
bounty hunter's illegal actions are often willing to use
that information for blackmail. A publicly known asso
ciation with a criminal organization limits the number of
groups willing to work with a hunter, leaving the char
acter unable to collect government bounties without
heing arrested. In time, outsiders consider the bounty
hunter a member of that criminal group, regardless of
any official standing. A bounty hunter such as Ketsu
Onyo, who has gone so far as to join a crime family,
essentially loses independent status, becom-
ing little more than a syndicate enforcers
While the stability of this lifestyle has
advantages, it also means being part
of a criminal organization: if there
are standing contracts on mem-
hers of that group, the hunter
is now officially and perma-
nently one of the hunted.



Reliability of payment is a much larger problem with
criminal bounties than with official government assign-
ments. All too often, a criminal lacks the resources to
pay the bounty hunter when issuing the bounty. Oth-
ers simply intend to double cross a hunter when the
bounty is collected, or even attempt to involve law
enforcement—an approach that seldom works well
for either party. Veteran bounty hunters often only
work with trusted middlemen for just such a reason.
Some require that funds be placed in escrow at the
time that the bounty is issued. However, developing
a relationship with a reliable go-between poses its
own challenges. These criminals are naturally as sus-
picious of prospective bounty hunters as they are of
individuals looking to offer illegal bounties,

NO BLASTERS!

Interactions between bounty hunters are challenging
even under the best of circumstances. Those who pur-
sue this career are highly motivated, naturally suspi-
cious, strongly independent, and often volatile. These
professionals quickly assess one another, always
trying to identify the most dangerous person in the
room. AL the same time, they also take care to iden-
tify vulnerabilities, so that they can quickly eliminate
the competition should it prove necessary. Trust never
comes easily, and betrayal lurks even in seemingly
innocuous gestures,

Bounty hunters who routinely undertake Imperial
and local government bounties are more likely to treat
their peers fairly. After all, a bounty hunter known for
causing collateral damage and killing off the competi-
tion inevitably finds it harder to get work or coordinate
with peers for jobs too difficult for a single hunter, Yet
the saying remains accurate: the dead tell no tales,
Even il a bounty hunter's organization or current
employer forbids certain methods, an absence of wit-
nesses means thal he can "adjust” the rules as neces-
sary without risking his livelihood. And, of course, the
dead are renowned for the reliability of their silence.

Bounty hunters connected to a criminal syndicate
adhere to those codes that organization enforces. This
means an explicit level of cooperation with fellow mem-
bers of that same syndicate—including those from dis-
tant branches. However, that creates its own challenge,
particularly when rival bounty hunters are affiliated
with competing syndicates or have government con-
nections. Further, some criminal enterprises encourage
ruthlessness amongst their members, and those who
betray the most effectively climb the farthest.

Codes of conduct and oversight groups are in
place o address these continuing problems. How-
ever, not everyone adheres to these supposed

INTRODUCTION
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guiding regulations, and reports of infractions to
oversight groups only ever get logged when the
wronged party survives. Successful, veteran bounty
hunters are more prone to trust their instincts and
their weapons than to trust in a competitor, a subcon-
tractor, or an outside group.

CODES OF CONDUCT

When operating under the authority of an Imperial
Peace-Keeping Certificate, bounty hunters are expected
to comply with basic Imperial laws. In addition to the
limited legal authority to act aggressively against their
targets, bounty hunters acquire a subset of the rights
accorded a law enforcement officer. However, these
rights do not extend beyond their pursuit of the bounty.
In theory, this suggests that bounty hunters would act
in accordance with Imperial law. In practice, most take
liberties with both Imperial and planetary laws, particu-
larly those regarding weapon ownership, surveillance
practices, and other matters of personal liberty.

Beyond concerns of legal realities, however, the
conduct of Bounty Hunters has broad-reaching impli-
cations. If every hunter were little more than a dan-
gerous criminal, the Galactic Empire would have to
restrict their authorities further and limit the number
of bounties they offer. To prevent such a free-for-all
from sharply decreasing the bounty market, unofficial
government policies work in conjunction with a limited
degree of self-policing among bounty hunters, While
few of these professionals take criticism from their
peers very seriously or personally, repeated remind-
ers {and threats) from other hunters have some effect
on all but the most callous. Even the most individual-
istic bounty hunter benefits from some degree of pro-
fessional cooperation from others, and those deter-
mined not to heed the warnings of their peers are
ostracized by the community, which usually involves
a lethal hail of gunfire at an inconvenient moment.

Most bounty hunters follow their own particular
credo or ethos in their work, and some guilds have
rules, bylaws, or regulations that restrict the conduct
of their members further. The specific details of each
creed vary between sectors and guilds, prioritizing dif-
ferent elements in keeping with each group’s goals.
For example, the creed of a hunter devoted to fulfill-
ing government bounties is generally more conserva-
tive than that of one who regularly accepts criminal
targets. Central to most creeds is the notion that the
target of a bounty is no longer considered a free, sen-
tient being. Instead, a target is prey to be secured
for the client. Many creeds include requirements for
interacting with other hunters— -particularly any hunt-
ers currently attempting to collect the reward for the
same contract,



A core element in these interactions is thal hunters
consider themselves to be a class apart from other
beings— Largeting one another is unseemly and disre-
spectful. Other common elements in a code of bounty
hunter ethics concern the prioritization of capturing a
target over freely slaying them [or vice versa).

Regardless of its origins and age, any creed that a
bounty hunter chooses Lo follow is little more than a
guideline for professionalism. It is not a legally enforce
able mandate, especially since few bounty hunters
record their own activities. Instead, following a creed
helps to establish a network among other like-minded
professionals, including fellow hunters. Peers may be
more willing to cooperate with another hunter when
they recognize that they follow similar codes of ethics.
Officials offering bounties often direct them toward
hunters who consistently demonstrate the requisite
level of discretion or respect for the target. Ultimately,
a creed can be a means toward generating a greater
and more reliable revenue stream for the hunter, max-
ing the code self-serving. Still, even upholding a con-
sistent code of self-interest makes a bounty hunter
much less of a threat to peers and society alike.

COMPETITION AND COOPERATION

Most bounties—government or criminal—are posted to
a wide range of hunters, if not entirely openly. Profes-
sionals must work quickly and competitively to secure
a target before another bounty hunter can do so.
Sometimes, the only way to complete an acquisition is
working in concert with peers to overcome a target’s
defenses. At other times, misdirecting peers is the sur-
est way to fulfill a bounty, while they are distracted.
Many hunters try to keep relationships with peers
friendly—or at least nonlethal—because they recog

nize that today’s competitor could be an ally in the

future. However, a few are too independent, driven,

or egocentric to show any more concern for the well-
being of a competitor than they would for their targets.

J

When teams of bounty hunters must cooperate, the
matter of dividing up the reward for a successful job
is often contentious. This is particularly true when
the alliance is both temporary and recently sel-
tled. Equal shares are rare, as everyone feels that
they have undertaken the greatest risk or made
the most substantial contribution o SUCCESS.
Particularly ruthless hunters eliminate team-
mates to increase their share of the reward.
When in competition to capture a target, the
battle of brains and blasters might not end
until after the bounty is actually collected.
Some bounty hunters even dare to steal the
reward from the individual who collected it.

For hunters interested in a level of security, and
possibly even some control over all bounties within a
region, membership in a guild is a rewarding option.
However, the security of membership comes with a
loss of independence. Guild members have an obliga
tion to fulfill bounties that the guild assigns as well as
a responsibility to assist their fellows when necessary.
Guild leaders have a duty to manage the other mem
bers, making certain that everyone is fulfilling their
necessary duties—a substantial challenge in a group
of beings with strong, independent personalilies, New
guild members, often accustomed to working alone,
must learn to defer to the orders of the guild's lead
ership. Loose confederations, with limited responsi
bilities. such as the syndicate Boba Felt led during
the Clone Wars, resolve some of these challenges, I
battlefield conditions, however, a clear-cut chain of
leadership is vital for success. Without it, teams fall
prey Lo miscommunication, infighting, and petly dis
putes, any of which can allow the mark Lo slip away.

Hunters who work alone more often encounter their
peers only in a competitive environment, [hose who
have come to know one another may have a standard
working arrangement for compelitive situations. 5ome
may agree Lo alternate, permitting one another Lo com
|'Jlf.}|-.f_,' }i)‘z');;. Others might interrupt their hunt for a briel
discussion, a game of chance, or even a bit of bartel ne—

trading tips on other jobs, agreeing to not interfere with a
different bounty, or even offering equipment in exc hange
1g one complete the task at hand. At times, how

for letti
ever, a peaceful resolution cannot be achieved. Both
hunters might desperately need the money for the job
at hand or the two parties could even be pursuing boun
ties that are mutually exclusive. In these instances, the
issue usually escalates to threats and blaster

fire. A hunter's credo is a critical [ac
tor, then, in whether Lo use lethal
or nonlethal force in the conflict.
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s uniest grips the galaxy and the Empire attempts

to snuff'out all embers of resistance, the average
citizen is oftém.unsure where to turn for help. The
lawis distant and'detached, and justice in short Sup-
ply, espédally when thesEmpire is the one commit-
ting the atrocities, This is especially true in the Outer
Rim, where both Impgrial officials and law enforce-
ment officers are notosously callous about civilian
lives. Planetary governmentsand Imperial forces
are stretched too thin to protect Outer Rim _frorp
criminal depredations, even when they have the mgh-
nation. Only the basics of peacekeeping are main-
tained. and only when it suits the Empire. As such,
bounty hunters are one of the only means by which a
citizen of the Outer Rim can seek justice.

Bounty hunters are one of the iconic parts of Star
Wars. Characters like Boba Fett, Dengar, Bossk,
and the rest of the motley crew of hunters from The
Empire Strikes Back stand out from the uniformed
Imperial Navy with their distinctive armor and por-
table arsenals. They exude mystery and menace on
the quarterdeck of the Executor, getting their orders

vay [ seg I, you have t

After all, | "VE

tion? Well, | think I

from Darth Vader himself. Who are these dangerous-
looking individuals? What drives them? What did they
do to earn such an audience with a Dark Lord of the
Sith? How far do they go in fulfilling their contracts?
These questions, and the nature of their work, make
Bounty Hunter PCs extremely compelling characters,

In Epce of THE EMPIRE, the Bounty Hunter career
reflects a diverse collection of sentient beings eking
out a living as freelance enforcers of the law (or
something like it). They operate throughout the gal-
axy for anyone who can pay their fees. Whether they
belong to one of the many bounty hunting guilds or
work as independent operators, most are licensed
and bonded, granted limited authority by the Empire
to capture or kill fugitives with full legal backing.
They are used sparingly, in situations where their
unique skills, mobility, and freedom from normal law
enforcement restrictions are the only way to get a
job done. Admired and hated, respected and feared,
bounty hunters are among the most controversial
figures in the galaxy—a status most of them enjoy
very much indeed.
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THE LONG ARM OF THE LAW

hapter I: Hunters for Hire presents a number of
c new options for players creating characters for Epce
oF THE EMPIRE. First, Lhree new species—the Clawdite,
the Devaronian, and the Kalleran—are presented as
options for players creating a new Bounty Hunter PC.
Clawdites, Devaronians, and Kallerans are species often
associated with bounty hunting. It was a shapeshifting
Clawdite named Zam Wesell who led Obi-Wan Kenobi
and Anakin Skywalker on 2 hair-raising chase through
Coruscant after a foiled attempt on the life of Padme
Amidala. Devaronians are no strangers to the rough
and tumble Outer Rim, hailing from the untamed world
of Devaron. Janus Kasmir, a Kalleran, helped a young
Kanan Jarrus escape from Order 66 by disappearing
into the galactic underworld. That is not to say, however,
that these new species are limited to working as bounty
hunters. Like all sentients in the galaxy, individuals from
these species are found in any career imaginable,

This chapter also provides a plethora of new
options and guidance for players and Game Masters
alike for the creation and advancement of Bounty
Hunter characters. There are new backgrounds, Obli-
gations, and Motivations to help flesh out new char-
acters and give them plenty of backstory. In addition
to the expanded character background options, three
new Bounty Hunter specializations are presented in
this chapter. Martial Artists use their whole bodies as
weapons, and strive for perfection in their techniques,
Operators are master pilots and drivers, pursuing their
targets at the controls of powerful ships or hot rod
landspeeders, Skip Tracers are somewhere between
detectives, spies, and law enforcement officers, who

use broad webs of informants and traditional detec
tive work to track down their quarry, no matter how
far the trail may lead.

Finally, there are two new Bounty Hunter signature
ability trees that add powerful and exciting new Lech-
niques for established Bounty Hunter characters to
use. Always Get My Mark is geared toward the hunter
as an investigator, and allows a Bounty Hunter to
quickly and successfully track down a person of inter-
est with a single check. Unmatched Devastation is for
the Bounty Hunter who prefers raw firepower and
shows of force over detective work, and allows a char-
acter to unleash a powerful salvo of blasts from every
weapon on hand.

ILis important to remember that while the new char-
acter options presented in this chapler of No Disin-
TEGRATIONS are tailored for use by Bounty Hunters, all
but the signature abilities can easily be used by any
Epce of e EmPIRE character. The flexibility inherent
in the game's character creation system allows for an
incredible amount of character customization, and
with enough XP, a player can choose specialties from
any career. A Hired Gun could be trained as a Martial
Artist, for example, or a Smuggler could moonlight as
an Operator, taking on bounties when smuggling work
is hard to come by. A character might even take on
Bounty Hunter specializations without ever actually
pursuing a bounty; a Colonist might take on the Skip
Tracer specialization to improve upon existing detec-
tive skills from the Marshal specialization, or a Tech-
nician might branch into Operator to reflect piloting
skills developed over the course of the adventure,




NEW BACKGROUNDS

n character might have become a bounty hunter for
any number of reasons. Exacting justice from—or
visiting vengeance upon—a hated foe might have led
to the realization that the character actually enjoys
the thrill of battle. A PC might instead have been
taken in by the romance of the profession, believ-
ing the tales and holo-dramas until the harsh reality
of the job set in. Or, a character might simply have
needed the credits and found no other work available.

Each of the following backgrounds can be com-
bined with any of the Motivations or Obligations in
this volume, the Epce of THE Empire Core Rulebook,
or another Epce oF THE EMPIRE supplement Lo create a
unique history for the PC in question,

IN IT FOR THE MONEY

Bounty hunters are, at their core, exceedingly merce-
nary. While many bounty hunters may claim to adhere
to some higher order or serve a greater good, at the
end of the day, they all serve one master—money.
Those individuals in the business who have embraced
their love of credits may seem crass and avaricious to
others, but they are, perhaps, the most honest about
their trade.

Assassins would seem fo have need for wealth
beyond what it takes to maintain their equipment. A
good blade or rifle, a suit of black clothing, and a len-
dency toward skulking and hiding in shadows looks, at
first glance, to be an achievable goal for anyone with
moderate resources. While this is true, a number of
assassins are very concerned with money. Some do not
chase il to keep themselves in fast ships and high-tech
gear, however; they chase the status that comes along
with it. The best assassins are the most expensive, and
there are individuals whose fees are in the hundreds of
thousands or even millions of credits for a single job.
While this money does buy them a high standard of
living, it also ensures that only the wealthiest, most
discerning clients can afford their services—and Lhe
higher-class the customer, the more prestigious the job.

Many Gadgeteers are constantly looking for that
next job, for that next score. Not out of a pursuit of
excitement, or the challenge or thrills, or for a chance
to uphold some high-minded ideal, but for cold, hard
cash. They are the flashiest, often wealthiest members
of the bounty hunting trade. They wear their successes
on their sleeves in the form of their beloved gear. Fast
ships, powerful weapons, and dazzling, high-Lech equip-
ment are not cheap, however. From the initial purchase
prices to the constant cost of maintenance, Gadgeteers
often spend more on technology in a month than an
average galactic citizen makes in a standard year.

Martial Artists live by their fists and training rather
than by fancy gadgets or fast ships. Their outlay for
weapons, armor, ships, and high-tech gear is the low-
est among their peers. It is not the pursuit of gear, or
even money for its own sake that drives these individu-
als to chase the credits, but simple necessity; among
their peers, these hands-on hunters have Lhe highest
medical bills. Their fighting styles can be extremely
punishing, not only for their foes but also for their
own bodies, and their list of injuries incurred on the
job often reads like a medical dictionary. Martial Art-
ists can easily spend tens of thousands of credits in
medpacs and stimpacks, bacta and physical therapy,
long hospital stays, surgeries, even cybernetic replace-
ments. Good medical care is eye-wateringly expensive,
and no one knows that better than Martial Artists.

There is an old joke among spacers that a starship
is just a hole in space to throw credits into. While all
spacers have some idea that owning a ship is a pricey
proposition, Operators know all too well the numer-
ous hidden costs of keeping a galaxy-hopping craft
functional for any length of time. First there is the
initial purchase price, registration with various official
agencies, the fitting out, and, of course, expensive
insurance. Then come the thousands of fees hidden to
all but those who travel for a living: customs, docking
and berthing, fueling and arming, repairs and mair-
tenance, and for some, constant and costly modifica-
tions. For many Operators, it seems sometimes they
are working for their ship more than for themselves,
and it shows in their receipts.

As an integral part of their work, Skip Tracers main-
tain a broad web of informants, spies, and contacts
throughout the galaxy. Always on the move, they have
the common expenses of their profession—ship and
vehicle maintenance, gear upkeep, medical services—
but a surprising amount of their money goes toward
maintaining their contacts. The constant upkeep of
such a list of contacts involves a massive outlay of
capital in the form of bribes, gifts, regular payments,
and loans. It also requires an amount ol quid pro quo
that other hunters rarely need to address. Skip Trac-
ers know the value of a good contact, and they know
to the fraction of a credit jusl how much it costs Lo
keep each one happy and reliable.

Survivalists are yet another group of bounty hunt-
ers for whom money might seem largely a secondary
concern. They spend their time far away from civiliza-
tion—Ltraipsing through the trackless edges of the gal
axy, carrying only what they need to perform their job,
surviving on very little—and live almosl ascetic lives.
Their bounties are found in mountaintop hermitages
amid screaming blizzards, deep beneath caustic oceans
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of far-flung, abandoned worlds, and in countless places
where civilization does not or cannot reach. In these for-
saken places, hunting desperate fugitives, the only thing
standing between life and death is a hunter's training
and survival gear. Conditioning the body to withstand
hostile conditions and making a study of the ways to
survive in such places are lifelong pursuits and cost no
small amount of credits. No mere training can keep a
hunter from freezing to death on a mountainside, how-
ever. Survival gear is also shockingly expensive, espe-
cially when it is custom-made for specific uses, When a
slim survival pack costs more than the purchase price
of a new starship, it is easy to see why these hardy free-
lancers might be concerned with money.

LAWBRINGER

Law and order is not typically the first thing that
comes to mind when considering the bounty hunt-
ing trade. Most galactic citizens, when they consider
bounty hunters at all, imagine freewheeling loose can-
nons who skirt the edge of the law, useful only in des-
perate situations to capture difficult fugitives. While
this is largely the case, there are some among the pro-
fession for whom the rule of law s sacrosanct. These
hunters consider themselves extensions of legitimate
law enforcement or, in some Cases, agents of justice in
an unjust galaxy.

Killers for hire have an unsavory reputation nearly
everywhere in the galaxy, and it is strange to think
of Assassins as motivated Dy something as high-
minded as a dedication to law and order. There are
those, however, for whom dispensing justice is para-
mount. These hunters often see themselves as aveng-
ers, using their skills to right wrongs and to punish the
wicked—for those who can pay their fee, at least.

Gadgeteers who are driven by a dedication to the
law are often extremely talented slicers employed to
hunt down other slicers through the galactic HoloNet.
They use their knowledge of computers and high-tech
equipment to capture hostile terrorists, fraudsters, and
others who break the many laws governing computer
and HoloNet communications throughout the Empire,

Martial Artists devoted to the rule of law might use
their skills to pursue those who are guilty of preying
on the weak and defenseless. Lackeys in the service of
a powerful crime boss or crooked politician may have
driven these characters to the bounty hunting trade
by harming the characters’ loved ones or destroying
the school at which they trained in their chosen com-
bat art. Because Martial Artists do not need to carry
the obvious arsenal of other bounty hunters, they are
often able to blend in with the ordinary citizens of the
galaxy and bypass security measures fixated on con-
ventional weapons—without sacrificing any of their
effectiveness.

HUNTERS FOR HIRE
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As dedicated as they are to their ships and vehicles,
Operators who put exceptional faith in the rule of
law often pursue bounties associated with ship- and
vehicle-related crimes. With their knowledge of ships
and vehicles and the various cultures that surround
them—criminal and otherwise—these bounty hunt-
ers are uniquely positioned to infiltrate swoop gangs,
speeder theft rings, smuggling operations, and various
other such organizations in search of their prey. They
are also commonly hired to track down and recover
stolen ships, and many an Operator pays for a ship
and its modifications alike by trading this kind of work
to shipyards in exchange for drydock time.

Nothing makes some Skip Tracers angrier than an
absconder. Fugitives who have jumped bail, escaped
prison, or have otherwise run away from a lawful pun-
ishment raise their ire to such a pitch that they rarely
take other types of hounties, They are tireless in their
pursuit of these fugitives, and no matter how far an
absconder runs or where that person hides, a law-
abiding Skip Tracer will follow the trail to its end.

Survivalists with a hearty respect for the law often
find their way into the bounty hunting profession due
L0 a deep-seated belief in the sacrosanctity of nature.
They often come from far-off, resource-rich fringe
worlds where they developed a deep appreciation for
nature, and took to bounty hunting when it was threat-

ened. Whether a region is protected by law or merely
in need of such defense, these bounty hunters are the
first to take jobs to hunt d

‘ MWN poachers, smugglers,
and profiteers who exploit the natural world.

THRILL OF THE HUNT

The hunting of sentient beings is said by some to be
the most thrilling and treacherous challenge in the gal-
axy. Though some beasts are more powerful, faster, or
more savage than any sentient Creature, few kinds of
Prey are more cunning, For most bounty hunters, the
pursuit of targets from world to world and sector to
Sector is simply a means to an end. For some, however,
the hunt is an end unto itself, and the payoul for col-
lecting the bounty is simply an added bonus
Most Assassins are no-nonsense

who go ahout collecting their bounties
mum of fuss. Whether with a blaster rifle from a kilo-
meter away or the deft use of a blade or garrote, the
majority of Assassins wish only to kill their target and
collect their money. Further, most Assassins view
anyone who kills for any reason other than financial
gain as deranged: they are professionals, after all. not
mere murderers. Some Assassins, however, are not so
discerning—killing is something they enjoy, and they
would do it even if they weren't being paid. These
hunters quietly stalk their targets, fo'flr)winag them
constantly and often approaching clos '

_ 5€ enough to
touch them before fading back into the crowd. They

professionals
with a mini-



leave little hints to their presence and purpose where
their targets can find them, and ratchet up the pres
sure and paranoia before delivering the killing blow.
For them, a clean, fast kill, while efficient and profes-
stonal, is hardly worthwhile at all.

Gadgeteers dedicated to the hunt are masters of sur-
veillance and information gathering. These hunters love
a good stakeout, a long night in an anonymous speeder
truck kitted out with a high-tech array of sensors and
listening apparatus. ||-|;_.-;3}- spend their time building
surveillance systems of ever-increasing complexity and
sensitivity, and studying any security used by the target.
Patient listening and watching are these hunters’ most
fundamental techniques, and only after everything has
been recorded and analyzed do Gadgeteers strike.

Martial Artists see nearly every bounty as e
chance to test and refine their skills against worthy
opponents. Each target presents a new set of obsta
cles, and for each new set of challenges, a new st of
skills must be honed to overcome it. These hUNters
prefer the running, sneaking, climbing, and tumbling
aspects of the hunt. They usually do not take on con
tracts that they view as too easy, for these present no
opportunity for them to advance their skills.

Flying full throttle through tumbling asteroid fields
or threading high-powered speeder bikes through
Crowded thoroughfares, Operators are the masters
of the chase. Pushing their skills and their vehicles
to the limit, these master pilots revel In the

sound and danger of a fast chase. The faster and
more dangerous, the better, as each chase proves the
superiority of their piloting skills, their ships, and their
ability to squeeze every last bit of performance from
their trusty machines

Skip Tracers are the consummate urban hunters,
They use their arrays of contacts and informants as a
spider uses its web—drawing their prey in slowly then
pinning them down for caplure. Skip Tracers are dedi
cated to the chase and masters of the tail, of track
ing a single individual unseen through a street choked
with traffic and pedestrians, and of patiently waiting

for the perfect moment to act. Skip Tracers motivated
by love of the chase are notoriously hard to shake,
even among Bounty Hunters.

Survivalists’ knowledge of tracking sentients and
beasts alike through untamed wilds borders on the pre
ternatural. They know just what to look for, just where
to place their feet, and just how to track a light-footed
fugitive in the dark across a plain of hard-packed clay.
The chase comes naturally to these hunters, and those
who derive their joy and satisfaction from the pursuit
itself have been known to prolong the hunt by taking
their time and giving their targets numerous
chances to rest or escape.




BOUNTY HUNTER OBLIGATIONS

ost citizens of the galaxy consider bounty hunt-
mmf; to be a necessary evil—both a symptom of
and an answer to the growing lawlessness and unrest
throughout the Empire. Neither true law enforcement
officers nor civilian vigilantes, they inhabit a moral and
often legal gray area where they are both bound by
the law and, at times, above it. They carry out a hand
ful of jobs usually performed by law enforcement, but
are not constrained by the rules and restrictions of a
bonded law officer. They are answerable only to their
employer, and are often only loyal to the almighty
credit—a moral compass that offers dubious heading
at the best of times,

The ways in which an individual finds herself in this
line of work are as many and varied as the bounty
hunters currently operating in the Empire. Some are
chasing an easy credit: olhers are chasing glory or
vengeance, or simply enforcing the law in their own
particular way. The life of a bounty hunter essentially
a freelance law enforcement officer—is a hard one. It
takes hard work and ambition to find success in such
a cutthroat business, and those who are successful are

often some of the most dangerous and feared
individuals in the galaxy. No
matter how successful a

bounty hunter is, however, Lhere is always someone
or something from her previous ventures waiting to
extract a bit of money, favor, or revenge. The past is
as dogged in its pursuit as any hunter, and it has the
advantage of time.

An Obligation helps define a character, and is
important both mechanically and to the character’s
narrative. It gives a character pathos and drive, and
helps to flesh out what might otherwise be one
dimensional character. Obligations help explain why
a character is a bounty hunter and give both the
player and the Game Master a number of story hooks
to call upon throughout the campaign. It is important
to remember that characters can take on additional
Obligation in exchange for extra in-eame benefits, but
that makes it more likely that their Obligations will
come calling, likely at inconvenient times,

Players may use Table 1—1: Bounty Hunter Obli-
gations in place of Table 2—1: Obligation on page
59 of the Epce oF THE EmPIRE Core Rulebook, Players
can roll randomly on the table, or they can select an
Obligation that they feel best fits their character's
motivations and background. Each character
starts with an Obligation value based on '
the size of the player group.




TABLE 1-1: BOUNTY HUNTER DBLIGATIONS

d100 \ Obligation Type

Thrill Seeker: Some people are addicted to alcohol or chems, others to gambling or other seedy vices. This
character, however, is a confirmed adrenaline junkie, and chooses bounties not by their challenge or price, but by

01-08 how exciting or dangerous they are. Avoiding the Obligation—perhaps by being a responsible business operator
and considering every job’s cost benefit analysis—results in an almost immediate case of excitement withdrawal,
When inactive, the character is edgy, moody, easily distracted, and generally unpleasant Lo be around,

Vigilante: The character has seen the wheels of justice grind up the innocent and let the guilty walk free. The
9-16 character has sworn Lo take the law—or a version of it, at any rate—and bring justice to those who deserve it
When taking on contracts, this character tends to pursue the most hardened criminals,

Blackmail: Some group or individual has dirt on the character, and is using it to the greatest advantage possible,
Perhaps she killed another hunter and claimed the bounty, or maybe she is operating in the Core Worlds without
17-24 the required Imperial Peace-Keeping Certificate. Whatever the case may be, the blackmailer wields an inordinate
amount of power over the character, However this power is leveraged—money, favors, services rendered —the
character is subject to the blackmailer's moods and whims, lest the dirty secret become common knowledge.

Contract: A powerful and strict contract binds the character to a specific employer. This could be a crime hoss,
an Imperial courtier, or a wealthy corporate CEO. Whoever holds the character's contract has nearly total control

25-332 7 ¢ Pl e
aver the character's future career. All bounties are furnished by the contract holder, and deviating from the terms
of the contract can lead to a number of potentially harsh fines and punishments.
Rule Breaker: Either the character very publicly and flagrantly broke one of the rules laid down in the bounty
23_40 hunter's code, or everyone wrongly believes she did. Whatever the case, Lhis breach of the rules of the code

affects the character's personal and professional life in a very real way. Contracts dry up, colleagues refuse to
speak to or help the character, or the character is treated in a condescending or irritatingly sympathetic manner.

Debt: The character owes quite a bit of money Lo one or more individuals. This could be money owed o a
H1-48 shipyard for some expensive modifications done to the character’s ship on credit, or funds pul forth by a patron
who backed the character's entry into the bounty hunters’ guild and expects 1o be repaid or services rendered.

Betrayal: In the course of the job, the character has either suffered some kind of deep personal betrayal at the
hands of another bounty hunter, or is the perpetrator of such a betrayal. The betrayal alfects the character's day
to day life, whether through physical reminders, emotional scars, or some combination of the two. If the character
was the belrayer, the victim may come looking for answers, compensation, or revenge at any moment.

49-56

) Family: This hunter's family holds an incredible influence over the character. Perhaps the PC comes from a long
5164 line of bounty hunters, whose honor must be upheld. Alternately, the bounty hunter could also be supporting 4
struggling family, and is always eager to pick up contracts to send money home.

Favor: The character owes a favor to someone in a position of power. However this favor came about, whether
6572 personally or professionally, repayment of that favor is coming due with interest. This favor may be called in all at
once, or a little at a time, prolonging the character’s Obligation.

Criminal: The character has been accused of committing a crime during the collection of a legal bounty. This
could be anything from stealing a speeder in order o chase a {leeing fugitive, or interference with bonded law
15-80 enforcement to killing innocents during a shootoul, Whatever the case, the constant threat of discovery and
incarceration hovers over the character. Whether the accusations are true is irrelevant; the character has been
accused and there is an outstanding warrant that makes the PC an appealing larget 1o other bounty hunters.

Keeper of the Faith: Much to many other freelancers’ amusement, this character has sworn to faithfully uphold

81-88 both the spirit and the letter of some code of honor. The PC believes very strongly in these edicts and adheres o
them with an almost religious fervor. The character never knowingly breaks any of the rules laid down in the code,
and may turn on colleagues who do so.

Fame: The character's reputation casts a long shadow, Perhaps the PCtook a famous and difficult bounty, ot
owns a recognizable and deadly ship, or has beaten another well known hunter to the punch in te past. Whatever

BO-96 A /| .
the case. it is hard for the character to move unnoticed throughout the galaxy. This makes coverlt operations more
difficult. but also means that informants are more likely to spill what they know when the PC arrives,

97-100 Roll twice on this chart, Starting Obligation is split into two different origins. (This does not increase the

Obligation's magnitude; divide starting Obligation into two equal parts, each with a different type.)
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PREDATORY SPECIES

ndividuals who assess a situation objectively and
IacL in an impartial manner are often well-suited to
lives as bounty hunters. Emotional attachments and
irrational decisions are obstacles to success, UlL-
mately, bounty hunters are mercenaries, profession-
als who must constantly assess the costs associated
with completing a job against the reward offered for
it. When the costs abruptly change, a good bounty
hunter needs to be able to back away from the joh. If
a panicked target makes an emotional appeal, then
Lthe hunter needs to resist sentimentality, recognizing
that emotional weakness has severe financial implica-
tions. In many cases, these traits come from an indi-
vidual's social background, which can often be linked
to their species.

Droids make some of the best bounty hunters for
this very reason. An assassin or combat droid repur
posed for hunting is programmed to completely dis-
regard any emotional response, A target who begs
or pleads does little to improve the odds of escaping
from a droid,

Many other species with strong predatory instincts
are inherently capable of success as bounty hunters,
This includes Clawdites, Devaronians, and Kallerans.
However, individuals from countless other species
have achieved notoriety without that cultural and
physiological background. Cad Bane, a Duros, was
one of the greatest hunters of his time, due to his
determination and preparedness, Even Ithorians and
Selkaths have succeeded as bounty hunters, though
Bulduga and Mantu, respectively, were hardly charac-
teristic examples of their species,

Ultimately, a bounty hunter must rely upon
instincts and personality as much as physical abilities
A species’ traits, such as expanded sensory organs
or shapeshifting, are beneficial, but they are not
required for success, nor do they guarantee results,
Different hunters can achieve success through a vari-
ety of skill combinations and tactics. This career ultj-
mately depends upon the ability to complete hunts in
a profitable manner, while recognizing the necessity
to concede failure if the costs become too high. That
sense of perspective is often a learned trait rather
than one inherent to a character's species.

CLAWDITE

Native to the planet Zolan in the Mid Rim, |
are primarily known across the rest of the galaxy for
their innate ability to transform their appearance,
This knack grants the species a value to the larger gal-
axy that far exceeds any of their homeworld's other
exports—to the chagrin of many Clawdites, some of

awdites

HUNTERS FOR HIRE
NO DISINTEGRATIONS

whom feel that their species’ cultural and techno-
logical contributions to galactic culture are ignored
because of the fixation on their very peculiar genetic
ability. Because of their shape-changing talents,
Clawdites remain in high demand for careers focused
upon deception, including espionage and other, even
less savory pursuits, Their natural abilities and scar-
city give members of the species legendary status as
spies and informants, Rumors of a Clawdite’s pres-
ence naturally alert guilty parties to be more vigilant,
while a crime lord who retains a Clawdite’s services
gains prestige through the hire,

Physiology: Clawdites are a humanoid species with
reptilian traits. In their defaylt forms, their skin has a
rough texture that typically ranges in color from pale
yellow to dark green. The pupils of their large eyes
are slitted, with irises that range in color from yellow
to deep blue, However, many galactic citizens who
interact with Clawdites never actually see this form,
Or even know that they are dealing with a Clawdite.
Some Clawdites create a single preferred guise that
they use for their public dealings, never showing their
true form. This has various advantages, from throwing
potential enemies off guard when they reveal them-
selves to keeping suspicion that they might be an
infiltrator to a minimum. After all, when people know
there is a Clawdite around, they tend to be more cau-
tious. On the other hand, some Clawdites use this to
their advantage by openly displaying their true forms,
to remind everyone of their unique ability—especially
when that ability is an asset fo the job at hand. Those
Clawdites who do not rely upon their shapeshifting for
professional reasons tend to remain in their default
state around others to help reassure them that they
are acting in good faith. These practices vary by indi-
vidual and the expectations of the company that they
currently keep,

Clawdites have two inherent physiological traits that
enable theijr shape-changing. The first is the particu-
larly sophisticated chr'ome.ltr)phoros that exist within
their skin cells. These enable them to change their
skin tone at will, ang Clawdites with sulficient practice
can match nearly any color that their eyes can per-
cewve. The second s the capacity to control aspects
of thle!'r lymphatic system consciously and with great
precision. Using this control, a trained Clawdite can
physically shrink and BIOW parts of their body, stretch-
Ing their skin to take on different shapes. Replicating
a specific appearance in this way requires practice,

Because Clawdites depend upon their body’s inter-
nal abilities to shape-change, they cannot alter their
Mass In the process. This means that they can make

minor alterations to their size based on their density,



Clawdite

#¥pévaronian

or shrink. Their
em from relocat-
To help offset
an automated
st the amount
ir ahility to

but they cannot substantially grow
,}“-”TmﬂUif.l anatomy also prevents th
Ing organs, except in superf icial ways.
this limitation, some Clawdites wear
saline pump. This enables them Lo adju
of fluid within their bodies, increasing the
change their size within a limited range.
Society: Clawdites have a particularly strong inclina
tion toward individualism, and many have a difficult
time forming close bonds, even—or especially—with
members of their own species. This is in part hecause
of the mutability of their appearance. A trusted con-
Lact could vanish with a shared resource, or a deceit
ful individual could easily assume another's identity.
As a consequence, their society on Zolan has devel
oped various measures to verify identities. Political
and social organizations depend upon high levels of
redundancy, and records are maintained in the open
so that individuals can freely validate on¢ another’s
work. Nevertheless, personal responsibility Ianr._i
accountability have remained challenging principles
to enforce across Clawdite history. Most Clawdites are
guarded even when greeting familiar individuals, and
rely on conversational cues and personality traits far
more than physical appearance Lo verify identity.
Clawdites' entrance onto the galactic stage al large
had a substantial impact on their culture and how
they viewed their ability. Their unique shapeshifting
trait made Clawdites the perfect spies, and many

were hired to work offworld by gnw_;m|m:r|15, criminal

Kalleran

syndicates, and military organizations. Now, Clawd-
ites are found all across the Outer Rim—Lthough some
Clawdites live in secret, preferring that their acquain
tances not know their true species, les they distrusl
them for it or worse, Lry to exploil iL.

Homeworld: Zolan is a warm and arid world, located
near the Corellian Run. During the development of
the Clawdite species, a spike in solai aclivity bathed
rhe world in radiation. The Clawdile’s ability to mod

ify their skin color and body shape was one ol many
adaptations that resulled from this massive change
in Zolan's climate. The predatory monzu and |'1umr_;r

ous other species from Zolan share this trait, though
many species developed different means of surviving
despite the ongoing radiation bombardment. As with
any event that disrupls a pe iod of evolutionary sta-
cic. most of Zolan's lifeforms were unable to cope with
the heightened radiation and died off precipitously,
and those that remained dramatically shaped by it

Zolan's radiation levels eventually reverted to a more
survivable level, as its star completed its extreme radia
tion emission cycle. Traits developed to survive this
catastrophe were [ur ned to new ends, resulting in a
number of species that could change their pl ysiology as
well as others with thick bony plating to protect ;._]”,3_.]',,,(”
radiation. Beyond that, the extinclion event reshaped
7olan. Large portions of the planet became desolate
wastelands. Most of the plants and animals that had
once dwell there were eliminated, and new life forms
only slowly encroached on the most devastated regions,

HUNTERS FOR HIRE
NO DISINTEGRATIONS




This planetary transformation had serious reper-
cussions on the world's environment, as well as its
ability to provide for the Clawdite population, In fact,
the resultant scarcity of resources very likely contrib
uted to the cautious and self-reliant nature of Clawd-
ite society as it developed.

Language: Virtually all Clawdites are fluent in Basic.
Zolanese is their native tongue, though it is rarely
heard off the planet. Clawdites generally refuse to
teach Zolanese to offworlders, and it is used as a pri
mary language only in the rural regions of their world.
During rare offworld encounters between Clawdites,
they often use Zolanese as a secret language to iden
Lify themselves without breaking their cover.
Life on the Fringe: Clawdites excel in careers that
prioritize independent competency. Though many
rely upon more nefarious (or at least self-serving)
applications of their shapeshifting abilities
to work as Smugglers or Bounty Hunters,
many other Clawdites work as Explorers,
Technicians, or in specialized Colonist
roles. Many Clawdites who originally
hail from Zolan prefer self-reliant
professions over which they have
a high degree of control, rather
than having to trust that others
will act in their best interests,

SHAPESHIFTER STEREOTYPES

Clawdite's natural appearance is easily

recognized, particularly among those who
regularly work within the galaxy's dark under-
belly. Crime lords who hire a Clawdite are very
proud that they have a shape-changer in their
employ. The species is uncommon, and having
a loyal Clawdite as a member of an organiza-
tion carries a level of prestige. Further, most
syndicate leaders believe that their allies rec-
ognize the Clawdite could be impersonating
anyone in any situation. This can be a strong
motivator for a more honest relationship, at
least on the part of their allies.

For a Clawdite PC, such expectations can repre-
sent an opportunity or a challenge. A Clawdite
who does engage in various forms of skuldug-
gery might enjoy having employers pay more
for her work, while one who is engaged in honest
trade may be frustrated by clients’ unfounded
worries that anyone they meet could be the
Clawdite in disguise. To help alleviate such con-
cerns (even if they are unfair), some Clawdites
teach their friends and business partners how
to identify them by their behavior and manner-
isms rather than just their looks, as Clawdites
generally do with other Clawdites they know.

SPECIES ABILITIES

Wound Threshold: 9 + Brawn
Strain Threshold: 9 + Willpower

Starting Experience: 95 XP

Special Abilities: Clawdites begin the game with
one rank in Resilience. They still may not train
Resilience above rank 2 during character creation.

Changeling: As an action, a Clawdite may suffer
5 strain and make an Average (4 4) Resilience
check. If the Clawdite succeeds, she changes her
dppearance to match that of a silhouette | char-
acter whom she has observed before. An observ-
ing character must make opposed Perception
vs Deception check to detect that something is
amiss with the impersonated character's likeness,
mannerisms, or behavior. As always, the GM can
add[ Jor M for situational effects that might affect

g the check, such as[]if the Clawdite's garb does
not match expectations or [l if the Clawd-

o

LT

ite has studied the impersonated indi-
vidual's mannerisms closely.



DEVARONIAN

Known for their history as explorers and their striking
(and often intimidating) looks, Devaronians are a spe-
cies familiar to many galactic travelers. Unlike most
other species, Devaronian explorers actually made
contact with the greater galaxy long before the Repub-
lic officially discovered the other inhabited systems
near Devaron. Members of this entrepreneurial species
are a common sight in spaceports and other centers
of trade, and they are found all across the Outer Rim.

Devaronians carry the odd burden of resembling
the mythological demons of many galactic cultures.
Because of this, they are one of the galaxy's most
distrusted species. This created numerous misunder-
standings during the early days of their species’ expan-
sion, especially as they encountered galactic denizens
unaware of life beyond their own world. Though Deva-
ronians are no more prone to diabolical bargains than
any other prominent species, their reputation still
suffers because of their looks. Anyone who has tread
the galaxy extensively (or even visited a cosmopolitan
watering hole or two in the Outer Rim) likely knows
better than to judge a Devaronian by looks alone, but
newcomers are shocked every day when they see a
demon of myth ordering a drink in a bar.

Through their species’ collective space travel expe-
rience, Devaronian explorers played a role in mapping
the galaxy. While some of this work was done under
the authority of the Republic, independent explor-
ers—often with strong economic motivations—discov-
ered and classified many worlds. Some Devaronian
organizations possess maps that are helieved to be
more detailed and complete than even those in the
official records on Coruscant.

PhySiology: Devaronians are a bipedal mammalian
species. Their skin color ranges from red to green,
and a pair of pointed horns dominate the male Deva-
ronian’'s head; commonly, females have dark, vestigial
Spots in the same location as the male’s horns. Deva-
ronians’ mouths are filled with sharp pointed teeth,
particularly effective at rending the meat that domi-
nates their diets. Besides these identifying character-
istics, Devaronians have a great many physiological
similarities to humans—though few observers would
confuse the two species.

Devaronians have black, silver-based blood. This
unusual trait is linked to their particularly thorough
blood filtration and cleansing system. Members of the
species possess two livers, which constantly cleanse the
body of toxins and carcinogens. This grants them an
exceptionally high resistance to poisons, also enabling
them to consume foods that are toxic Lo other species.

Devaronian physiological quirks cause sulfur to
be a particularly effective stimulant (unlike for most
other oxygen-breathing species, who find sulfur

extremely unpleasant when inhaled). When a Deva-
ronian breaths in sulfur, the substance rapidly enters
the bloodstream, granting the Devaronian a burst of
prodigious strength and speed. However, sulfur is one
element that their livers cannot cleanse as effectively
over the long term. Extended exposure to sulfur can
have serious medical consequences for a Devaronian,

Society: Devaronian culture is primarily matriarchal,
in no small part hecause Devaronian men tend not to
stay in one place long enough to achieve leadership
positions, Whether these tendencies are purely cul-
tural or have a biological component remains a topic
of dispute amongst both Devaronians and offworld
academics. Devaronian women, by contrast, tend to
value security and prosperity, and have traditionally
been the architects of Devaronian society, building
and maintaining its cultural institutions and physical
structures alike. Thus, most Devaronians who become
corporate and political leaders, enter law enforce-
ment, or pursue other careers with strong long-term
prospecls are women.

Male Devaronians, for their part, are more likely to
be risk-takers, driven by wanderlust and the thrill of
new experiences. While not averse to creating lasting
emotional bonds, most Devaronian men stay in a sin-
gle place for only a few years before moving on, if they
remain that long, Male Devaronians who start fami-
lies often support them while working remotely, tak-
ing on positions where they can send their earnings
home while still satisfying their desire to explore the
galaxy—thus many become starship hands, traders,
or even smugglers. Those who remain in one location
to raise a family or maintain other relationships tend
to change professions more often than female Deva-
ronians, and develop a wider but less expert pool of
knowledge and skills as a resull.

Of course, many individuals and even some cultural
groups on Devaron defy these gender stereotypes.
No few Devaronian women are slarfaring adventur-
ers, and Devaronian history contains many men who
achieved prominence in a single institution or field.
Still, some visitors to Devaron are initially surprised at
the seemingly low number of male Devaronians in the
upper echelons of society on Devaron, as compared
to vastly the higher ratio overall among the species’
offworld population.

Homeworld: Devaron is a temperate world in the Col-
onies region. The planet includes dense jungles and
cooler mountainous regions. The species has estab-
lished prosperous cities in most regions of the planet,
though the oldest and most populous are within the
low mountains, Devaron's jungles are home to a range
of dangerous predators, which continue to thrive on
the largely civilized world. Journeys to these wilds are
dangerous for even accomplished explorers,
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LOST AND HIDDEN TREASURES

evaron's jungles are expansive and largely
D untamed. Few Devaronians ever travel to the
darkest and deepest portions. Since the a ‘ent
of space ronians frequently ven-

tured offworld to slake their wanderlust, ignoring

the far closer wild and unexplored jungles. In
spite of thi aronian empires have risen and
N Within the jungles for tens of thousands (0]
years, and remnants of these societies can still be
found by intrepid explorers. Over the millennia,
countiess enclaves were built far from the sites of
modern-day citi -including a Jedi Temple that
ined active during the Clone Wars.

Many of these facilities continue to harbor valu-
able goods even millennia af sentients last
used them. However, the predators and other

Despite Devaron’s long history, the jungles of the
world remain untamed. However, while some species
might see this as a strange choice for a species with
the technology to clear the local flora, Devaronians
believe that doing so would be shortsighted and fool-
ish. The dominant form of plant life within Devaron's
jungles is a particularly hardy vine, which intercon-
nects and grows to form massive tendrils tens of
meters in diameter that run for many kilometers.

These tendrils often reach the uppermost levels
of the jungle and even cc

onceal the basic terrain far
below. The natural passageways these create make

travel through the jungle far easier
than it is on worlds with similarly

lush biospheres, and while preda-
tors are a threat to travelers far
from a city or town, there are
few creatures on Devaron that
cannot be dispatched with a
well-placed blaster shot.
Further, the biodiversity
of the jungles offers
Devaronians  numer-
Ous advantages, eco.
nomic and otherwise,
especially in a galaxy
where many worlds
have been reshaped
into  vast, planet
spanning  cities,
Devaron has a few
industrial centers
and some large
cities, but many
Devaronians live
in small, tight
knit villages and
survive by hunting

dangers that led to their abandonment may still
remain active. Finding and salvaging the remain-
ing goods in these sites is an extremely profit-
able opportunity, but any venture into the jungle
means facing lost and forgotten dangers as well,
might uncoy
nais that identify facili 0
ron's jungles. A mine might still hay
ore, which could be better obtained with newer
technology. A pirate's base of operations might
have treasures that were carefully guarded by
droids that remain ac A lost
city could still hold th 0se who
dwelt there, but the plague that killed its inhabit-
ants might yet linger in lo at carries
it without displaying the symptoms,

maps or jour-

and cultivating crops in the jungle. Thanks to Deva-

ron’s long and ongoing involvement in galactic explo-
ration and trade, however, certain technologies are
widespread, making survival in the jungle far easier
for the current generation than it was for their ancient
ancestors, who lacked such equipment,

Language: Nearly all Devaronians are
though some speak localized di
culture on Devaron, Relativel
language of Devaronese,

fluent in Basic,
alects specific to their
y few study the ancestral

Life on the Fringe: Devaronians have become increas:
ingly prominent in the less civilized portions of the
Outer Rim over the last few decades, in part because
of the Empire's distrust of aliens of all sorts. The leg-
ends associated with their appearance—as well as
their natural durability—make them desirable as Hired
Guns, particularly among the less savory elements of

sourcefulness also suits as the

society. Devaronian re
lifestyles of Explorers, Colonists, and Bounty Hunters.

SPECIES ABILITIES

HRAWN

AGILITY

INTELLECT LUNNING WILLPOWER PRESENLE

* Wound Threshold: 1] Brawn

Strain Threshold: 10+ Willpower
Starting Experience: 95 xp

* Special Abilities: Devaroni
with one rank in Survival or Deception. They still
may not train Survival or Deception above rank 2
during character Creation.
Resilient Metabolism: Devaronian physiology is
naturally hardy and resistant to toxins. Members
of the species

s add automatic ¥ to all Resilience
checks they make,

ans begin the game



KALLERAN

Descende ;
agsgﬁgf;d lfﬂrom a semi-amphibious stock, Kallerans
it the Ou[r_ o species, native to an isolated world
difing the(gi Rim. Though Kaller was a battleground
ol ity one Wars, neither the planet nor its peo-
i ot ; ieved prominence on a galactic scale. This
o g’ s'ec?use the species has never been united
beyond Kgll]{%)e"gove_rn|ng body to pursue expansion
S5 Fave er s‘orblt. Further, extraplanetary invad-
sisiie Ehroouccr?pled parts of Kaller on multiple occa-
Ing the Kallg 'Ou_t' the last few thousand years. limit-
At Nars g E_Etrdné gb:hty to expand their own culture
o CO'Oni?erSS aIES as they grappled with the influence
e Mar i rom the Republic of old to the Pykes
il histoa on'ans, many cl|ffr-:relr1t powgrrul groups
SBiG ton ry have had a hand in shaping Kaller—
St ?0F10m1c partners and allies, but more as
atte OFFD”r}tssors of the regions they controlled. cher
N[5 (IE planet, _espemally resourc‘e-poor regions,
been rulsgg been ignored by colonizers and have
While nG s y Kallerans as far pack as history records.
s m5"“€1_e group of outsiders has directly gov:
i Wé_ijﬁrlty of Kaller, many different species aqd
e !t .wrde galactic influence have a stake in
s economic prospects.
ces have both

m:j{!tzlrf location and its natural resour _
military € Wgrld an |mportant target for other groups
siticar thaﬂ' _econqmm expansionism. The system
P Tifﬂtersechon QF three dtff_‘erent hyperspace
o ObLa]n'ls has m_ade it a coqvement layover plornt
ing betWemg repairs, transferring cargo, and refuel-
City Kal|e§n legs of an extended journey. Plateau
Ein .Spac r's preeminent and surprisingly cot_;mopoh-
" handleporL' was built long ago by foreign |Inlterests
olanet : tI]e_ Sheer_ vo_lume of frelgh;ers visiting the
S'Jr'pris;in variety of different rare minerals and the
e 8"3’ ,reS|I|ent hardwood from the Kallnut tree
sk aTé"Uéble exports, and the industries around
eCOn()mr other products drive much of the Kalleran
y Lo this day.

Wb the influence of outsider
other ver they can, pitting these
Cultureangj homegrown rivals. Wi
lar fg.roS and governments have f
in thei,-ups of settlers, others are far
of the conflicts with local groups. However,
Kaller ;Linlgrpus galactic societies with an in
il nd its resources, Kaller has never be
Y a single alliance of Kallerans.

hosrr?gk’”@ the stability that they cannot find on their
o rrgvorlr.j{ many Kallerans have paken to traveling
beyonén-.Ehe Kaller system. pursuing their fortunes
At ke Its boundaries. fheir independent tendencies
thei ack for self-sufficiency often serve them well In

ir tasks as they travel. Some find careers working

overnments continue
< to their advantage
groups against each
lile some Kalleran
euds with particu-
more invested
hecaust
terest in
en ruled

for others in a variet i
y of fields. Others, how
HERS ia) ; ' ever,
!rer,)uttanons as mdep-;e_ndenL contractors, or as mé:t?m
i.f'! a ){Qad range of different fields. For these Kalle )
their starships become their true homes of choicerans.

‘PhySIIology: Adult Kallerans average over two

in height, standing eye Lo eye with a Woc:»kieemt'?rtherS
are slim qu their height, though their physi ue', &y
to be flexible rather than spindly. Kaileraan- 5.tend
hands e;ch have three fully prehensile digits a?et A
ina rac_hal manner. They do nol normally wéjrrar?geq
pre_ferrmg not to restrict their ability to gr’aSS itk
their feet. Their green skin often has disLinctivepr T\mh
markings, which vary in pattern by individual L

Kallerans are not capable of respirati

water, but retain one ke;) hoIdov[errg?ptlfzzg;ogmu%qgr
ous ancestry, as they breathe through their SE l_r_
W.e." as their lungs. While they do have lungs ;n o
nificant portion of their respiration occurs Jdiresﬁf
through their skin, freely drawing oxygen from cLhBj
atmosphere while releasing carbon dioxide. A )
sequence of this respiratory system is that 'i'(alle?'on‘
must consume more water than other species of ('(drl;s
parable size. Kallerans do not have noses a‘s the- : i
no need for them to be able to breathe wh.ile chev;itilg

Kallerans have antennae that move in an animated
fashion as they carry on conversation. These are often
used_ to acjd emotional emphasis to particular points
of discussion. The antennae are also sensory organ
for the species. These are their primary olfacgt N
_receptors, as well as the secondary aural rece tc?r?
The fin-like structures located atop and Lo th{-,; sigesrbf
the hgad also augment a Kalleran's sense of hearin0
providing extended surfaces to detect sounds N

Kallerans have a higher muscle density than most
humans, but oddly, they are also more susceptible td
harm. As a Kalleran's skin is a key breathing organ
damage to the skin can leave a Kalleran substantiall I
weakened even if internal organs are unaffected. As y
result, Kalleran combat techniques tend to put aﬁ ever;
higher premium on avoidance, redirection, and use of
their flexibility to entrap foes than other, similar styles

Society: Kalleran society places greal value on personal
achievement, and has much less interest in collectivism
than many other cultures. Kaller has no history of actin
asa Llﬂ][ed whole, and many galactic organizations ho|§
some influence on Kaller, so few Kallerans join ideologi
cally driven causes like the Rebellion (or Empire) &

Homeworld: A temperate and arid world in the Outer
Rim, Kaller is the native homeworld of the KallerarI
species. Its binary star system has led to a comp;e,:
system of seasonal weather variation, dependent
upon its location in its orbit relative to the two suns
Seemingly mild conditions transition over a period
of just a few days into more extreme conditions with
little warning to those unfamiliar with Kaller's weather.

HUNTERS FOR HIRE
NO DISINTEGRATIONS




Kaller's indigenous communities are located near
surface water—Ltypically rivers—for convenient access
to fresh water. Their traditional architectural styles
are well rounded and depend upon stone construc-
tion—now replaced with duracrete in larger cities—to
provide protection from the extreme weather condi-
tions. Most of their cities are small, with populations
of no more than a few hundred thousand.

The Confederacy of Independent Systems con
quered Kaller during the Clone Wars, due to the Sys
tem’s overall utility, The Grand Army of the Repub
lic freed Kaller during the waning days of th
In short order, it came under control of the Galactic
Empire. However, there is no standing Imperial mili-
Lary presence in the system, and the Empire takes
little interest in this world, seeing it as innocuous and
inconsequential.

€ war,

Language: Practically all Kallerans on Kaller speak
one of the many local languages that Imperial xenolin
guists lump into 3 group called "Kall.” Aimost al| learn
Basic as well, and many learn several other languages
of the groups who have settled on Kaller, depending
on their native region. Languages developed on Kaller
depend upon antennae movements to denote degree
of emphasis. This leads to the characteristic anten-
nae movement that Kallerans exhibit when Speaking
Basic. Because antennae movement is an integral part
of all Kall dialects, it is difficult for rr
to master. Further, those movements offer a degree
of silent communication between its native speakers,
Kallerans who need to speak 1o One another in silence

105L other species

lien invasions nave been

rces and
the planet Culture
UPS have brought new

may do so as long as their an tennae are visible to one
another, though the vocabulary of a silent discussion
is limited. Part of the resilience of these native ian:
Buages may stem from the fact that many Kalle_ran_&.
have dealt with foreign oppression for generations,
and a tongue that outsiders do not know is a useful
tool for survival in such an environment.

Life on the Fringe; Having dealt with other species
for so long, Kallerans tend to acclimate quickly to ncr\:
environments and are rarely bothered by the strange
mannerisms of other species, but are slow to put their
trust in new acquaintances. Their culture’s focus on
self-reliance means that they are blunt when they [[—)E{'
a potential comrade is dead weight to the group—a
trait that does not endear them to many, but also
makes them difficult 1o exploit,

BRAWN

SPECIES ABILITIES

Wound Threshold: 8 . Brawn

® Strain Threshold: 17 , Willpower

Starting Experience: 90 xp

* Special Abilities: Kallerans begin the game "““L,h
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Streetwise ahove rank 2 during character creation.
Hypersensitive Antennae: K
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rom the Kage Warriors of Quarzite to the enforc-
Fers of Black Sun, organizations and cultures across
the galaxy have developed their own unique hand-to-
hand combat styles to use their species’ physiology
to greatest effect. Over decades, centuries, and mil-
lennia, these combat forms become more than mere
means of inflicting violence; generations of practitio-
ners work to make them into art forms, philosophies,
. and ways of life. A desire to practice self-defense can
become a belief in the value of self-betterment and
the innate potential of others, though not all ideolo-
gies develop along such lines. More than a few Bounty
Hunters have picked up techniques from martial arts
styles across the galaxy to help in their hunts. Some
are shining examples of their school's philosophies
and traditions, but others are disgraced students, or
have never even trained formally, earning their skills
through hard experience on the battlefield.

In addition to the Bounty Hunter's
eight career skills, the Martial
Artist  receives  Athletics,
Brawl, Coordination, and |
Discipline as bonus career
skills. If this is the character's
starting  specialization, the
Martial Artist may choose
lwo of these skills and
gain one free rank in
each without spending
starting experience,

1 ' |
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A Martial Artist benefits first and foremost from a
high Brawn rating to empower the Braw! skill. How-
ever, Willpower is an extremely useful secondary
characteristic, as it not only gives the Martial Artist
the higher strain threshold needed to activate the
specialization's many talents that use strain as a
resource, but also the ability to face intimidating foes
up close without flinching. Further, talents like Mind
Over Matter benefit from a higher Willpower, and let
the Martial Artist fight even longer without becoming
exhausted. Finally, the Martial Artist benefits greatly
from investing in the Coordination skill, as talents like
Martial Grace and Coordination Dodge let the Mar-
tial Artist, supplement raw strength with finesse both
offensively and defensively.

Unlike characters from most other specializations
built around close-quarters combat, Martial Artists
does not need weapon to fight competently, Martial
Artists generally valye precision over brute st rength,
and strive to execute efficient unarmed
strikes. By wasling as little energy as pos-
sible, they can deliver extremely forceful
blows even when unarmed. This is reflected
in talents like Precision Strike, which lets Mar-
tial Artists exhaust and weaken foes as they
see fit rather than by chance. Martial Artists
also seek to leverage their enemies’ strength
against them in battle with talents like Overbal-
ance, which allows them to throw foes off-bal-
ance after they attack, Martial Artists also have
dccess to Parry to mitigate damage, and can
even use Parry when unarmed. '

This unique combination ol precise offense
and controlled defense allows Martial Artists to
contend with some of the toughest fighters in the
‘galaxy. Of course, not every battle is worth fight
Ing, and a trained Martial Artist knows to assess
not only the enemy but also the situation before

deciding whether to join the fray. Many schools
of martial arts teach the idea that fights are

to be avoided, and that the ideal way to
wi_n a battle is to avoid having it in the
first place. Unsurprisingly, this attitude
is less prevalent amongst Bounty
Hunters who wield martial arts,
as their profession demands a
certain amount of violence, but
some still apply these over-
arching principles Lo a cer-
tain degree.




Bounty Hunter: Martial Artist Talent Tree

Career Skills; Athletics, Brawl, Perception, Piloting (Planetary), Piluti.ng .Is!mr:e), Ranged (Heauy), Streetwise, Uigilance
Martial Artist Bonus Career Skills: Athletics, Brawl, Coordination, Discipline
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"'0 catch a target, a Bounty Hunter must be fast,
and even the swiftest sentient being cannot hope
to outrace a speeder or starship on foot. An Operator
prefers to undertake all pursuits from within a vehicle
or spacecraft, keeping the target in sight
with deft maneuvering and on the
run with withering firepower. In
a high-speed chase, few char-
acters can match an Opera-
tor's expertise, and fewer still
are prepared for the arsenal
of daring moves and dirty
tricks she can unleash.,

In addition to
the Bounty Hunter's
eight career skills,
the Operator receives
Astrogation, Gun-
nery, Piloting
(Planetary), and
Piloting (Space)
as bonus career
skills, If this is the
character’s start-
ing  specializa-
tion, the Opera-
tor may choose two
of these skills and
gain one free rank
in each without
spending starting
experience,

| HUNTERS FOR HIRE
' NO DISINTEGRATIONS
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DUV 707

A high Agility rating always benefits an Operator,
especially when paired with a solid investment in
Gunnery and Piloting (Planetary) or Piloting (Space),
depending on the Operator’s preferred vehicle. An
Operator also benefits from an investment in Intel-
lect, as this characteristic is used for both the Astro-
gation skill—critical in tracking quarry across the gal-
axy—and for the Mechanics skjll.

Even if the Operator is not the group’s main tech-
nical expert, having a strong Intellect and a rank
or two of Mechanics means that the Operator
can make repairs on the fly. After all, most
Operators put their craft through its paces
(and even push beyond its limits from time
to time). Knowing how to fix an overtaxed
engine can be the difference between stay-
ing on the trail and drifting for weeks, waiting for
a repair team to arrive. Any Bounty Hunter who has
spent time adrift in space knows full well the value of
being able to perform one’s own repairs,

Operators are sometimes lone wolves, chasing
their targets across the gulfs between the stars
with no company but 2 trusty ship. How-
ever, many Operators are part of teams of
bounty hunters, conveying their comrades
on to the location of their foes and run-
ning starship interference while they cap-
ture targets on the ground. Some such
Operators are loathe to leave their ships
entirely, though disembarking from time
to time is usually unavoidable on the hunt.
. Unlike many other specializations focused on pilot-
ing, Qperators need to disable enemy ships rather
thgn Just destroy them. The Operator specialization
8IVES a character access to numerous talents that
help bring targets to 3 halt, including Debilitating
Shot, Hindering Shot, Overwhelm Defenses, and
Offensive Driving. All of these abilities are use-
ful for taking down fleeing starships—or, in a
pinch, disabling the vessels of rival bounty
hunters pursuing the same quarry,
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Bounty Hunter: Operator Talent Tree 5 L (I
Career Skills; Athletics, Brawl, Perception, pgting (Planetary), Pilnling(Eg?lit::;:::g::::lmwl, Streetwise, Uigilance . Hkgare . ; _ :

Operator Bonus Career Skills: Astrogation, Gunnery, Piloting (Planetary),
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ot all debts need to be settled with blasters. Some-
“l,imes, a Bounty Hunter just needs to do some
legwork, find a target, and get that individual to pay
what is owed with a few well-chosen words. This is the
specialty of Skip Tracers, who take on commissions to
seek out people with unpaid debts from clients who

i wish to have items returned, cash given back, or rec-
il ompense paid in some other way. Most Skip Tracers
| Ii - prefer to keep their guns holstered for the whole job,
1 and try their utmost to avoid caus-

“ Ing negotiations with their targets

to break down explosively. Prop-
m erty destruction and medical
bills cut into the commis-
sion, after all. Of course,
as most Skip Tracers
know all too well, things
rarely go so smoothly.
More often, the Skip
racer ends up need-
INg Lo apply pressure

SR TRAGER

-

somewhere along the line, whether this takes the form
of gaining leverage on the target or delivering a threat
of violence—at the hands of the client or otherwise.

In addition to the Bounty Hunter's eight career
skills, the Skip Tracer receives Cool Knowledge
(Underworld), Negotiation, and Skulduggery as
bonus career skills. If this is the character's starting
specialization, the Skip Tracer may choose two of
these skills and gain one free rank in each without
spending starting experience.

All Bounty Hunters have access to inves:
tigative abilities through access to Percep-
tion and Streetwise as career skills, but
Skip Tracers are particularly strong at this
aspect of the job, Several Skip Tracer tal
ents are especially useful when backed by
a high Cunning or Intelligence; Improved
Street Smarts and Reconstruct the Scene
let Skip Tracers find leads on even the
scantest of evidence, and Bypass
Security can help these investigators
reach secured locations where their
targets might be hiding. Through dedi-
cation and keen insight, Skip Tracers can
locate and pursue 2 target across nearly
any distance, which makes them ideal for
finding people who wish to avoid notice.

Skip Tracers also benefit from an investment
In their Presence, as once they find their marks,
they must convince them to p

art with what is
owed. Several of the Skip Tra

cer's talents, such
as Good Cop and Nobody's Fool make it diffi-
cult for targets to get the better of Skip Trac-
ers In negotiations, and ensure that they
rl'f.)f:ow:r the client’s property. If matters do
PECome ugly, however, Skip Tracers are
not defenseless: Hard-Boiled and Rapid
Recovery allow Skip Tracers to doggedly
pursue their quarry even after taking
a beating, and Soft Spot lets them
slip a finishing blow through at
exactly the right moment, even
against a tough opponent.
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NEW TALENTS

he following pages describe each new talent added
T by No DisiNTEGRATIONS. Every entry includes the
information required for gameplay. See page 127 of the
EpGE oF THE EMPIRE Core Rulebook for more on talents.
ALL-TERRAIN DRIVER
Activation: Passiye
Ranked: No
Trees: Operator
When piloting a vehicle using the Piloting (Planetary)
skill, the character does riot suffer the penalties for
driving through difficult terrain.

BOUGHT INFO

Activation: Active (Action)

Ranked: No

Trees: Skip Tracer

When required to make 3 Knowledge skill check, the
character can instead make a Bought Info action. She
spends a number of credits equal to 50 times the dif-
ficulty of the check and counts as succeeding on the
check with one uncanceled 3. At the GM's discretion,
the character may not be able to use this ability if
the information sought is particularly esoteric or hard
to find, of if the character is in a situation where she
could not purchase information (such as marooned on
a planet with no access to the HoloNet).,

COORDINATION DODGE

Activation: Active (Incidental, Qut of Turn)
Ranked: No

Trees: Martial Artist

When targeted by a combat check, the character may
spend one Destiny Point to add 'Y equal to her ranks
in Coordination to the check.

DEBILITATING SHOT

Activation: Active (Incidental)

Ranked: No

Trees: Operator

Upon making a successful attack with a starship or
vehicle weapon, may spend 3 £} to reduce the
maximum speed of the target by 1 (to a minimum of
1) until the end of the next round. If the starship or
vehicle was traveling its maximum speed, it has its
current speed reduced to the new maximum.

GOOD cop

Activation: Passive

Ranked: Yes

Trees: Skip Tracer

The character may spend £ €2 from a Charm or
Negotiation check to upgrade the ability of a single
ally's subsequent Social Interaction skill check against
the same target in the same encounter. Upgrade the

HUNTERS FOR HIRE
NO DISINTEGRATIONS

e

ability a number of times equal Lo the r,'har“a(‘.l:er__s
ranks in Good Cop. A single check may only benefit
from one use of Good Cop.

GRAPPLE

Activation: Active (Maneuver)

Ranked: No

Trees: Martial Artist

Once perround, the character may perform the GrarJEJ'C
maneuver. Until the beginning of her next turn, enemies
must spend two maneuvers instead of one maneuver Lo
move from engaged range to short range of her.

HARD-BOILED

Activation: Passjve

Ranked: Yes

Trees: Skip Tracer

When making a check to recover strain at the end of
an encounter, the character may spend P to recover

I wound. £3 spent this way cannot exceed her ranks
in Hard-Boiled.

HINDERING SHOT

Activation: Active (Incidental)

Ranked: No

Trees: Operator

The character may voluntarily increase the difficulty
of a Gunnery combat check once to inflict a hinder-
ing shot on a vehicle, If she succeeds and deals dam-
age 1o the target vehicle's hull trauma threshold, the
vehicle suffers system strain equal to its current speed
whenever it moves until the end of the encounter.
INFORMANT

Activation: Active (Incidental)
Ranked: Ng

Trees: Skip Tracer

Once per game session, the character may reveal a
contact who possesses information on a particular
subject of her choice,

When the character does this, she must explain how
she knows this contact and how the contact can shed
light on the matter in question. The contact should
be available to the PCs, but the GM decides what the
contact's expertise might cost.

IRON BODY

Activation: Passive

Ranked: Yes

Trees: Martia| Artist

The character removes Wl per rank of Iron Body from
her Coordination and Resilience checks. The critical
rating of the character's unarmed attacks is reduced
by 1 per rank of Iron Body, to a minimum of 1.




MARTIAL GRACE

Activation: Active (Incidental)

Ranked: No

Trees: Martial Artist

Q'“—"-‘ per round, the character may suffer 2 strain to
add additional damage equal to her ranks in Coordina-
tion to one hit of a successful Brawl combat check.

MIND OVER MATTER

Activation: Active (Incidental)

Ranked: No

Trees: Martial Artist

.r_ho_f:he] racter may spend one Destiny Point to recover
strain equal to her Willpower rating.

OFFENSIVE DRIVING

Activation: Active (Maneuver)
Ranked: No J
Trees: Operator

As a maneuver, the character may in
system strain on her vehicle no greater than its higf-
?S'- defense value and choose a vehicle within close
range. If the character does so, upgrade the difficulty
:); \”.],O next Piloting (Planetary) or Piloting (Space)
“heck that vehicle's pilot makes before the end of the
frrxr:;)|_1;1L(_;, once for each system strain inflicted on her
craft this way.

flict a number of

OVERBALANCE

Activation: Passive

Ranked: No

Trees: Martial Artist

Whonever an enemy engaged wit
|j|akt23 a combat check, after the at
the character may spend W or
the attacker until the end of the attacke

tack is resolved,
r's next turm.

OVERWHELM DEFENSES

Activation: Active (Incidental)

Ranked: Yes

Trees: Operator

FJ{.)O” making an unsuccessful attack with

. f"'_'?""-;""il') or vehicle weapon, the char-

(J);hcgw'”’y spend 3 ¢ per rank

. orwhelm Defenses. Reduce

tlrlrl;rfj:_:”w(‘ rating in the defense
- targeted by the attack for the

remainder of the encounter by 1 for

every 3 €9 spent.

PARRY

Activation: Active (Incidental, Out

of Turn) '

Ranked: Yos

Trfaes: Martial Artist

W””“ the character suffers a hit from

zhtj""r";:‘-ﬂ: _f\flr.:ir.-_rfz, ol I_ig_{l'ltse-}her combat
3Ck, after damage is calculated (but

o 3
)

h the character

B 1@ & Lo stagger

before soak is applied, so immediately after step 3 of
Perform a Combat Check, page 204 of the EpGE OF
e Empire Core Rulebook), the character may take a
Parry incidental. She suffers 5 strain and reduces the
damage dealt by that hit by a number equal to 2 plus
her ranks in Parry. This talent may only be used once
per hit and when the character is wielding a Light-
saber or Melee weapon. '

PLANET MAPPER

Activation: Passive

Ranked: Yes

Trees: Operator

The character removes B per rank of Planet Map-

per from her Streetwise or Survival checks used to

navigate on a world. In addition, such checks take

50% less time (this does not decrease with additional

ranks of Planet Mapper .

PRECISION STRIKE

Activation: Active (Incidental, Out of Turn)

Ranked: No

Trees: Martial Artist

When the character inflicts a Critical Injury with a Brawl,

Melee, or Lightsaber weapon, she may suffer 1 strain to

change the result to any Easy [’] Critical Injury resulL.
Additionally, whenever the character defeats a min

ion or rival NPC, she may always choose to do so by

the environment or excep

nonlethal means, €ven if
tional circumstances would normally make that very

difficult or impossible.

PRECISION STRIKE (IMPROVED)

Activation: Aclive (Incidental, Out of Turn)

Ranked: NO

Trees: Martial Artist
Once per round, when the character inflicts a
Critical Injury with a Braw!
or Melee weapon, she
may suffer 2 strain 1O
change the result 1O
any Average CX )
Critical Injury result.



PRECISION STRIKE (SUPREME)

Activation: Active (Incidental, Out of Turn)

Ranked: No

Trees: Martial Artist :

Once per game session, when the character inflicts

a Critical Injury with an unarmed attack, she may.

suffer 3 strain to change the result to any Hard ()
& Q) Critical Injury result. Combat checks to acti-

vate this talent cannot be made with any weapons.
RECONSTRUCT THE SCENE

Activation: Active (Action)
Ranked: No .
Trees: Skip Tracer

- Once per session, the character may perform the.

Reconstruct the Scene action. The character makes
a Hard () ) {)) Perception ¢heck when present at
a single crime scene (or similar location). If the char-
acter succeeds, she identifies all prominent physical
characteristics of one person who was at the crime
scene in the last 24 hours per ¥.

5 (IMPROVED)
n)

Tracer
er session, the character
perform the Improved
reet Smarts action. She
makes a Farmidablte _
KO ) Street-
gisg <<>)r<> Knowledge
(Underworld) check,
reducing the diffi-
culty once per rank of
Street Smarts. If suc-
cessful, the GM must reveal
one vital clue pertaining to a current mystery the
character is attempting to solve,

The clue should be something that the character
could not normally find out, but does not have to be
the full answer to the mystery (it should be some-
thing that cancels a false lead and otherwise helps
move the story along). The GM should tailor the
information depending on the skill used; Streetwise
may mean the character learns about the informa-
tion from an ad hoc network of street urchins, while
Knowledge (Underworld) may ‘mean the character
draws on her own vast knowledge about criminal
enterprise to discover a previously unseen clue.

UNARMED PARRY

Activation: Passive
Ranked: No-
Trees: Martial Artist )

- The character may .perform'the' Parry incidental

While unarmed. When' the character performs the
Parry incidental while unarmed, reduce the strain
she suffers from the Parry incidental by. 1, to a mini-
mum of 1.- AR :



BOUNTY HUNTER MOTIVATIONS

m otivations are an important part of character cre-
ation in Epce oF THE EmPIRE. They give both Lhe
GM and the player a sense of the character's back
ground and explain why the character was drawn Lo
her chosen profession. A Maotivation also provides the
player with a starting point for roleplaying the char-
acter. If the player reaches a quandary aboul how a
character should act, asking "What does my character
want?" can help direct roleplaying efforts, and Moti
vation provides one answer.

Chapter Il of ihe Epce oF THE Empire Core Rulebook
provides a comprehensive list of character Motivations
as parl of the character creation process. These Moti-
vations are broken down into three broad categories—
Ambitions, Causes, and Relationships—and presented in
easy to read tables that allow a player to roll randomly or
to choose a specific Motivation that [its the vision for the
character. The complete rules for Motivations are found
on page 94 of the Eoce oF THE EMPIRE Core Rulehook,

The Motivations presented in the EDGE OF THE
Empire Core Rulebook necessarily cover as broad a
spectrum as possible in an effort to serve the careers

TABLE 1-3: SPECIFIC CODES

Rule of Law: There is nothing more important than the rule of law,

ges a bounty hunter faces, many bounty hunters work

TABLE 1-2: RANDOM BOUNTY
HUNTER MOTIVATIONS

m Motivation Result

1-2 Ambition

Ady |r Iise

5-6 Relationship

-9 (e

10 Roll once on each of any two calegories

presented in Chapter Il. For those players looking for
a more tailored approach, No DISINTEGRATIONS pres
ents a number of Motivations designed specifically
with Bounty Hunters in mind, called Codes.

Players wanting to use the new Motivations presented
here can simply choose one, or they can roll randomly
on Table 1-2: Random Bounty Hunter Motivations.
This roll replaces the one normally mace on Table 2-5:
Random Motivation on page 94 of the Epce oF THE
Empire Core Rulebook. If the player rolls a Code result
for a PC, the player then rolls on Table 1-3: Specific
Codes lo determine the character's Motivation,

id the character is sworn to protect it, As a
strictly to uphold it

this character might have other
ill likely 1o takes risks—nao bounty

e, after all—this PC works to minimize them, and strives 1o be on the winning side in any engagement.

10 doesn't get paid doesn't eat, and starving while maintaining a termnifying ieputation

Al 1 It IETe)
s working lor the

out of sentirment, and accepting no payment besides cold, hard credits

The character has suffered some disgrace or loss and vowed never 1o repeat it, Perhaps the character

ed for doing so after trusting the wrong person

saving in the tounty hunting trade that good work makes litte notse, and the
Camaster artisan, the chaacter pursies bounties with e greater care 1l

wcoutrement or astentatious shows of prowess

unty hunter, maintaining the appearance of being an unrelenting, unstoppable

. While false bravado
hard to uphold their

den dealing with 2 erime lord who
ther the PO does not kb out ol pride, pity,

5 are willing 1o tass around thermal detonatons
lean up, A

01-10 |
bounty hunter, the character is an extension of galactic law, and work
The Only Score that Matters: Only one thing matters to the character: having the highest body count. e PC
1-20 only takes a bounty alive if it doesn’t pay for the target dead, and is in constant competition with other e minded
individuals to rack up the most Kills,
Survival: A code is hardly relevant if the bounty hunter is too dead to uphold it, and while
21-30 principles or oaths, the first and foremost is o survive at all costs, While the character is
hunter can avoid t
Always Get Paid: A botnty hiunter wi
5140 i stll starving. This character's prind iples are primarily economic, and consist ol tenets sud 1y a5 alway
highest bidder, never raking on jobs
Never Again: :
41-50 broke an oath to protect and serve the people, or was somehow fram
Though the shame of failure cannol be erased fully. the character has vowed that it will never aecur agairl.,
Quiet Professionalism: [Ticic is an ol
51-60 cliaracter is the embodiment of that, Like
attention to detail than most, The PC sees little need for flashy
Reputation is Everything: 1o 4 bo i .
61-70 force is often as important as ac tually having the skills and strength of will to succeed in the ci
usually falls apart in the face of the challengg
reputations, repaying slights and provocation with disproportionate violence
Live Capture: S0 Bounty hunters vow 1o never kil their targets [though
11-80 requests a larget be provght i alive, this can be a cruel mercy indeed). Whe
cueamishness, of desire for the maximum payout, this chanacter steadlastly refuses to take the lile of 2 tarpet
No Collateral Damage: Though some particularly permnicious bounty hunter
81-90 on populated worlds, most Lty 1o minimize the civilian harm thiey cause, if only because it can be inconvenient Lo«

fow, however, arne -

Finish the Job: It is a rare hotnty hunter who keeps putsting p

one of the e excepnons: ner w

BEOnami v viable. This bounty hunter s
91 100 wonomically ..-ll|l- ] ' .J. ..” I
a conlract, the characten pursue

abiandon or forget 1t

scrupulous apout avoiding civilian casualties, o the point of letting a target escape Lo avoid hurting ¢ ivilians

prey even when 0 becomes clear that the hunt 15 not

e fras 1aken

afd 1 drrevacabile, and ance

it at all costs, While a job might be put an hiatus, once the bunt begins, sie can never

pethiaps even if the client rescinds te bounty?

HUNTERS FOR HIRE
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BOUNTY HUNTER

SIGNATURE ABILITIES :

Irl addition to the specializations available within
a given career, a character also has access to that
career's signature abilities, These abilitics are special,
elite talents for experienced characters of the specified
career. They are feats only possible through the skill
and ability gained over a long and successful career.

SIGNATURE ABILITY
BREAKDOWN

A signature ability is composed of three elements:
the nodes linking it to a talent tree, the ability's
basic form, and a series of upgrades that aug- m
ment the ability, P

NODES

Each signature ability has four nodes lined up across
its top. These four nodes match up with the four tal-
ents on the bottom row of a talent tree. Each node
can either be active, showing a bracket facing
upward, or inactive, remaining blank. To be able to
attach a signature ability to a tree, the Character
must own all of the talents along the bottom row
of the destination talent tree that match up with
the active nodes on the signature ability.

ABILITY BASIC FORM
When a character acquires a signature ability, she
must first purchase the basic form of the ability. This
takes up the entire first row of the signature ability
tree and is purchased with experience points, The
experience cost of each upgrade is listed in its hox.

UPGRADES

After the character has purchased the ha
the signature ability, she can further customize the
ability by purchasing upgrades, Upgrades, much like
talents, are purchased with experience points, and
each upgrade may only be purchased if it connects to
the basic form of the ability or a previously purchased
upgrade. The experience cost of each upgrade is
listed in its box.

ACQUIRING SIGNATURE ABILITIES

Before a character can purchase a signature ability or
any of its upgrades, the character must “attach” that
ability to the bottom of one of her current in-career tal-
ent trees. Once a signature ability has been attached to

HUNTERS FOR HIRE
NO DISINTEGRATIONS

XL

sic form of

a lree, no other
signature abilities
may be attached
to that tree, and the
attached ability cannot
be removed or switched

to a different tree, A char-
acter can only acquire a sig-
nature ability from her career
and can only attach that ability
to in-career Lalent trees,

9

';\

1o attach a signature ability to one
of her talent trees, the character must A
own all of the talents along the bottom row of
the destination talent tree that match up with the
aclive nodes on the signature ability. Then, once a 5ig-
nature ability has bheen attached to a talent tree, the
character may purchase the ability’s basic form and its
Upgrades using experience, just as if they were talents.

The Bounty Hunter career has access to two signa-
ture abilities: Always Get My Mark and Unmatched
Devastation.



Bo .
unty Hunter Signature Ability Tree: Always Get My Mark

L Sy
LWAYS GET MY MARK BASE ABILITY

3 i|r:r'_n'l:uk. spend 2 Destiny Points, and make 2 Hard [”
Degins as l_'nv character reaches the mark’s location. The n,??
. by the GM (see Narrative Abilities on page f.r]}' e

| I CHANGE SKILL N
May activate Always Get

My Mark witi ‘_-',1||-,r:p.,.:|1 in
stead of S0 wise

PC on the same planet Lo b
o nark: @ new encounter
approve

OII!'
e per g; .
21 BAme spne posoca
session, the character may choose a known minion N

Streetwi
etwise y
check, If she succer g
K. If she succends, the character tracks down the chos
which it takes place, must be

Nature ¢
LWre of the ene
: encounter, as well as the circumstances under

Upgrade the difficulty of the
check once 1o find & rival
NPC instead of a miniofn,

Always Get iy Mar K costs |
Destiny Point instead of 2.

Y M.‘IJ|. -r'! A’IIVI.I"P‘ et
(i with Knowledge
E.IJJ|rle}n:~.u]|[‘|] e
TeEWise.

instead  of

COST 10

REDU ————— — - . — — —

DIFFICULTY
- e ¢l
1|:Lr|II(_-’_: If the character has 8 stal
he ;1o interstel

Al

Upgrade the dilficulty of the
check twice o find a nemesis
MNPC [or player character] in
stead of a minion,

ty of the
with the

Upgrade the difficul

check once o hegin siip or acces

\ar travel, she may choose
er on a different
be her mark. If
s0, she travels to

skl e difficuley  of
a “ll check to activat
BT - v. c a2
¥s Get My Mark to

mark in custody.
a charac

planet to

COST 15

\Verae @ 4)

COST 15

SIGNATURE A
BILITY:
ALWAYS GET MY MARK

led knack

The _
forL L??;LLT;Y "&lmt(}r possesses an unparalle .
Ur]l'ollowrwjg, bl sentient beings, leaving no lead

ed, no cargo bay unscanned during @ hunt.
BASE ABILITY
Ol (03] "

a :nij:]I f\fl}ff;m S?SSi(JH. the (:hz—_r'racter may Choose
PC's identit i her mark. She must know this
anothe r. l‘[:vm-)’ dn.d pasu; ]')C['F;Ur'l?;]il information ‘r_0|_ h‘?‘?’_?
Cretion) lrld f_Jf f....f.Jl'!I[Jar'a!'_ﬂf} quality, per the GM s”qn,-
Planet, éf-]g r-_m_‘-lbl__ E{now ;I'aat._l:ifc NPC is on the same
.‘ spends 2 Destiny Points, and makesa Hard
acter Lra]r:::;aemi&:-e check. If she succeeds, th .Ch&li'-
ter bepins ac own Ir.ne chosen mark, and a new er?t.o_un-
0ins as the character reaches the mark's [ocation.
as well as the

The
e exact nz -
xact nature of this encounter,
must be

Circumet -

a[.:pﬂ-:;;‘ljr}ces_““{kf" which it takes place,

40), Wt‘m-)y- Li:o_ GM (see Narrative Abilif.ies on page

Get My I\:il |_nak|mg the skill check to activale Always

tonal eff ark, the CM can add ] or I for any situa-
2ffects that might affect the difficulty of the check.

UPGRADES

Cha .
ange Skill: When activating Always Get My Mark,
e [|Jn(.1e1worit:l]

”];.\ + |

the character

f_.hm‘k‘,“_r'_-'_ﬂtl may make a Knowledg
k instead of a Streetwise check.

she does
that mars 5 world.

[I: When activating Always Get My Mark

Change Ski
ake a Survival check instead ol a

the character may m
Streetwise check.
activate Always Get My Mark, the dharac:

Destiny: 10
nd only 1 Destiny Point instead of 2.

ter needs Lo SPe
Increase Effect: When activating Always Get My
Mark, the Bounty Hunter may choose a rival NPC
instead of 2 minion NPC. If she does so, upgrade the
difficulty of the check once. '

n activating Always Get My
Mark, the Bounty Hunter may choose a nemesis NPC
(or a Player Character, at the GM's discretion) instead
of a minion NPC. If she does so, upgrade the difficulty
of the check twice.

Increase Effect: Whe

the Bounty Hunter has access 1o
rdrive, Always Get My Mark can
n any individual whose current
Bounty Hunter knows.

Increase Range: If
a starship with a hype
he used Lo track dow
planetary location the
Reduce Difficulty: The skill check to activate Always Get
My Mark is Average (@ @) instead of Hard (X X))

Takedown: When activating Always Get My Mark, the
Bounty Hunter may upgrade the difficulty of the check
once. If she succeeds, the scene begins with the tar
et already subdued and in her custody. The GM may
spend ¥ from this check to introduce serious complica
tions during the attempted capture and ensuing scene,
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NARRATIVE ABILITIES

M any signature abilities (such as the Bounty
Hunter's Always Get My Mark) have primarily
narrative effects, allowing the character to instantly
gain access to something the group would not nor-
mally have, These abilities are powerful tools that
allow the players and GM to work together to tell a
maore collaborative, cinematic story. However, they
can also pose a challenge to the GM as the charac-
ter circumyents sections of the planned narrative,

Because of these potential challenges, when a
player wishes to use a signature ability with a nar-
rative effect, that player must first consult with the
CM. Together, the player and GM decide on the
effect the ability should have, fitting it into the nar-
rative of the game: However, as with all things, the
GM is the final arbiter as to the effect of the ability,

Always Get My Mark can be particularly chal-
lenging in this regard, because it allows the PCs
to “eut” from one scene to another. However, in
the story, the characters do not just teleport from
place to place—they spend the time traveling,
setting up, and doing the legwork of investigation.
For particularly long trips using this Signature

Ability, other PCs might even have time to pursue
tasks of their own in transit; the CM might want
to offer them the chance to restock supplies, rest,
or make a check or two of their own.

Further, sometimes a particular NPC might sim-
ply not be a suitable target for Always Get My
Mark. While the GM should be open-minded
about letting PCs use their signature abilities,
going directly to a certain NPC might throw off
the pace of the story too greatly, In such a case,
the GM should consider suggesting an alternative
mark to the player—this target should lead to the
one the player originally wanted to seek or give
her some advantage in the coming confronta-
tion between the two, thus giving the player the
agency to push the story forward without causing
excessive disruption. From a narrative standpoint,
the character might even belieyve they are seeking
their intended mark but end up finding someone
else who is useful—though the GM should gener-
ally warn the player in advance of actually role-
playing ‘the scene in which this occurs, and give
some hints to the player why this result is still
helpful to the character's overarching pursuit.




Bounty Hunter Signature Ability Tree: Unmatched Devastation

. UNMATCHED DEVASTATION BASE ABILITY

Onee per game session as anincidental,
theck apainst the same targel with the ditficult
fheck must be made using o non starshipvehicle we

spend 2 Destiny

| |
CHeCK

Points to perform an additional combat
the character has perfommed this tam, This combiat
s vhis turm,

fiter performing a combal ched K. the character may
for cach successinl combat

Lty has not already

yOInered
Jpan that the chara

B INCREASE NUMBER ) . DRAW AND MWOFRE 3 l TARGET FRIORITY
|,- fore |u|.u|||m|' each The character may choose a

Petio

wmbat check  with Un new legal arpet for each
Dewastation, b ambat check made
halster and af Unimatched Deva

l REMOVE SETBACK

W ,.’,

(B TALITE { |r|.'|::

iddlitional  comiat
rhorke e
NECES equal to ranks
Increase Number upgiade

K is part r.|.|.|-|1| it

station,  remoye .
||:I te ranks in Remove
uppracke

|J|

matched as pan
character may
clpawy 8 wepork,

- REMOVE SETBACK @

r When 1 cambat
ct f ol Linmate fed
Diesgastation,

Femove .

in Remove

Sethar

I INCREASE NUMBER
il ot

equal to ranks

I IMPROVE MOBILITY 3

|ul rl |n||n||n||.> | comial

M INCREASE NUMBER 3

13
rerlanm

Perlonm acddimon:

el
CHRCHES

Increase Numiber apgrade

dditional comiat

Ir|u||

eaual 1o ranks
k upgrace.

Solba

COST 15

UPGRADES

SIGNATURE ABILITY:
UNMATCHED
DEVASTATION

s run as soon as a Bounty Hunter SHOWS
HR, bul others immediately open fire, taking their
chances at winning a gunfight rather than a footrace.
A veteran Bounty Hunter usually ¢ arries NUMETOUS
weapons for different situations, and Unmat ched

Draw and Fire:
check with Unmatched Devastation,

Before performing each combat
the character
may holster a weapon and draw a different weapon

Many tareets as an incidental.
- 2

Improve Mobility: Before performing each combal
check with Unmaiched Devastation, the character
may suffer 2 strain to perform the Move maneuver as
an incidental (this does not count toward the number

Devastation allows the character to unleash Iiu.'-ml:..lli
atonce in a single, destructive salvo of overwhelming
force. Any targets who were not running before the
Bounty Hunter began this assault are likely t0 flee at
such a U.‘II'i|\_.“’ill{-’,1ii'-:|)|r'|\-' “jesuming they are still alive.

BASE ABILITY

rforming @ combal
Destiny Points to
the

Once per game session, after pet
check, the character may spend 2 :
|”--'1f>1|1| one additional combat ¢ heck against
5ame Larget as an incidental.

. increased by

The diffi eckols
1culty of 1 combal ¢t
ity of this cor e character

I for each successful combat check W nust be
!IJI"; 1';{]pfr;| med Lhis turn. ]'hif; r__rll]HJ at chec K "

Made using a non-starship/ivehicle
Character has not already used this Lurr.

weapt ! that the

of maneuvers a character can perform in one tum, as
described in Maneuver Limitations on page 200 ol
the Epce of THE EmpIRe Core Rulehook].

Increase Number: The character may perlorm one
additional combat check using a non-starship/vehicle
weapon not already used this round for each Increase
Number upgrade purchased. The difficulty ol each
combal check is increased by | for each successiul
combat check the character has performed this turn

When making a combal check
Devastation, the chara

Sethack upgrade

Remove Setback:
as part of Unmatched
ter removes Il for each Remove
purchased.

Target Priority: The character may choose a new
legal targel for each combat check made as parl ol
Unmatched Devastation
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_Of diff
erent contracts requiré differen

ount ' X I
B y hunters live a dangerous life, and regu-
f obstacles

larly pi
3nd eh’eme’ﬁshemselves against all sorts 0
e thas they close in on their quarries. The
come them ese challenges aré great, but to over-
, hunters need the right tools.

Pre ¥

i e hunt is vital 10 ItS success,

bounty the ned hunters invest back some of every

armor. geay claim in their equipment—-weapons,

edge over r, and even starships that gi
_ those who choose to hide, and those who

NEW WEAPONS

ire :
F power is a key element of any pounty hunters
ation, preach-

to : /

Ing sﬂﬁﬁitw.'f‘?ther needed for intimid

target, an y imeasures, or taking down a dangerous

few hunt arsenal of powerful weapons is SOMe hing
ers can do without. Furthermore:

ye them an -

GUNS
BLAZING

vou Ve

ting to u derstand wiy

e nnvour heé y, .
1) Your |||!-_\_I-’,|’_ rou re not

oy hindg ar ¢
-art of thing, are yvoul? It .you

s later!”

would've shot first ‘and given warmi

Dr. Aphré, to Han S010

run. While no singlelimp!en‘\ '

) ent guaran-
tees SuCCess, a bounty _hunter armed with tﬁe r:a;t
tool for the job has the greatest chance of Qictdrf'

This chapter presents some of th '
tools, and vehicles. that are especialfy asruniwtigetgts,
Bounty Hunter Player Character’s work althou ﬁ
these items could just as easily serve Ehose wgﬁn
other interests, of even their targets. The hunt ;
the right gear can be as rewarding as the hunt foror
valuable bounty; and the two often bear close Iinks.a

choose t0

0] ex-perienced hunters, pack a variety of counte

measures for ali sorts of threats and achiSitionr‘
A we!l-equipped hunter can handle any assignme SI
whether it requires a dangerous prisoner bro n;,
in alive, or @ difficult target disposed of with nouu%itt

nesses or evidence.

GUNS BLAZING
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ENERGY WEAPONS

The value of a £00d blaster cannot be overstated to
most bounty hunters, although the Particulars of what
makes a blaster "good” varies from hunter Lo hunter
and even from job to job. Some prefer stopping Power,
others favor subtlety. Many energy weapons have g3
stun setting, which is extremely valuable tq bounty
hunters; the majority of johs require the target to pe
brought in alive, and most of the rest offer a bonus for
live capture of the mark.

“PRECISION-X" MARKSMAN RIFLE
Cadregg Armory is a newcomer (o the
facturing scene, but its initjal offerings have been
impressive enough to keep many EYes on what they
produce next. One of the first weapons the Company
produced was the “Precision-x" series, now highly coy-
eted weapons sought by everyone from Sport shoot-
€rs Lo assassins. The Company can hardly maint
stock of these specialized rifles, so high is the de
for their unique Capabilities,

arms manu-

ain a
Mmand

The Precision-x blasters yse a series of multiple
cycling chambers to excite the blaster 845 used gq
that it produces !_3><Lraor'dinarily intense beams The
blasters’ shots are only somewhat more powerfy|
than those of typical carbines, but the blasts Maintain
an extraordinary coherence over long ranges, allow-
ing them to punch through light armor and maintain
full stopping power wel| past the limitationg of a typi.
cal rifle. The effects of these cycling chambers even
extend to the blaster's stun setling, Mmaking jt ideal for
bounty hunters trying to bring in a target alive,

When this weapon'’s stun
stun damage, its range
short (and cannot be

settin
changes (o
inr_'m:_i!;nu},

TABLE 2-1: RANGED WEAPDNS

8 is used o deal

medium insteaq of

Energy Weapons

“Precision-x"

" Ranged
Marksman S

: (Heaywy J 5 L¢ ng
Rifle Heavy) )
“Subduer-9" | Ra nged i %
Riot Blaster  (Heayy) ) 6 Short

Other Ranged Weapons

“Firecaller”
et Ranged
Light Flame gec

: = ,
Projector (Light) 2 < Short
r

f:r. apne anged )

JL'_'I’IPHI f:')irljtr‘ll (Light) b 5 Me liuy
Nova Design

“Impact” Ranged .

Repulsor (Heavy) > 6 Mediy
Cannon
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R
“SUBDUER-9” RIOT BLASTE

e
Although just as heavy and unwieldy as 'nanywrg?:n
lethal Weapons, riot blasters lack stopping p.o‘l vari-
the conventiona| sense, as these bulky DlE'?SL.EEI riot
ants are very unlikely to do lasting harm. Ins.Lf_:r? f the
blasters are built to enhance the cal"lsrt;l:ivtff"_e?J ?Sub-
stun setting common to blaster weapons. Im{‘. -oher-
duer-9" mode| is noteworthy for can rnalr'ﬂ.":“_rl_‘ a C'3'|< of
€Nt stun blast over a wide area, reducing .L‘]C-rifcct.
Collateral damage or unintended injury Korelie s br-cs
Given these Capabilities, many F)if-f'cckoep“,]gﬁlé‘ep
EqQuip their Lroops with riot blasters, i .l-etfdit;tur-
the powerfy| weapons on hand for major ’--"Vl‘. lvj'[ive.
bances. While obviously preferable to the am-f”-(,an i
the willingness with which some Imperial f"om?.,]”on
€IS deploy the weapons at the slightest "J'_“w{ﬁe; 0
has given them an unsavory reputation in the -tiyori {0
many, NE:VOI'U'IOlf?SS, they are a welcome add!tl-']rgeﬁi
the armory of any hunter who prefers to take 2
alive ang avoid incidental harm to others.

OTHER RANGED WEAPONS

are not
Blasters have many advantages, but they "”,C .3”[0
the only ysefy) Weapons in the galaxy, and |t.'_!3d5"jO :
have 2 wide array of tools to better handle dnycap_
Many hunters jnyes in obscure and I.H'”‘-'"“a.le that
ONS to ensure that they can complete any '”(_Jl_'{nblyc can
Comes thejr way, Wf_\;_.mom that frighten of f.il?a..d o ever
quickly eng 4 firefight, or prevent a blaster fror
leaving its hojster

" OR
FIRECALLER” LiGHT FLAME PROJECT

< have
Ty L Yo W ..-'.-(5”‘}
Merr-Sonp's Firecaller” model flame 1”(_;](7{.1:)"”“0“&
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those whe have encountered them as disrt

elting
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(7 Concussive
) Blast 3, Cor Propare |+
2 1,000 7 Knockdown, Pret

Slow-Firing |



Precision-X" Marksman Rifle
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despite tf
; odr';r,J 'b"’l_]g{lﬁ long and infamou
with Sa’_}-l_n-‘!_”’-1!1{3;11?1_&?[(; govern m_cn[ more f;oncern_(-':d
aL”ihf'Jri:__ip:.i fﬁi f: ”‘-j’.«mri well-being than the Empire,
ons 'dlr’C}_]'r-{y- € it have banrltrd these dreadful weap-
have Lako'n'{i-,:}{%r,-n-o .md:w.dulal planetary govgmmmts
have ,vl..er{]em:“ f_lf.‘lJ on their own. As fsu(:h, Fifer:a_llers
and those Wi__](.)a_’a.,_ f_1p|_.mai to criminals, bounty hunters,

se who are drawn towards such a reputation.
nfamy lies in its uncon-
bandoned by

s history of disintegra-

vr3rr1 T|{m |r121?‘!}f'}r] for the Firecallers’i
the Cbl'rzg-;—,l'-ml-}.a,” accelerite derivative a
use in l.hra; r“\}\;(~>_I-»Ld_fshl[.?_demgners as too unstable for
stance burns ;[' K. The highly Iflf.-u'f'lmable chemical sub-
an extended € ‘_r?n |n.(.rr:d.:r)|3,r high LGJ'I'][)CII”J!_I.IF{': and for
in flame [‘)‘[‘-{)FJ]E\I m_ril compared to the typical fuels used
Weapons l__r\i!\JF.ij‘r_T|s. Although each blast ﬁ"mp I;f'|§)se
in Or-fj[__,r.'m"r ‘r”‘* only a smalll spray of the f'.r]r;r'mlr_:al
ited ‘Jxr)rﬁ])—:;‘\?’m. dangerous Iolowl')ack, even this lim-
it burns its : e dlevelsl.ann{.; wounds over time as
inflict tor o ""—‘_\" I.ﬁhror_lgn armor and protective gear 10
terrible harm on now-exposed fesh.
GRAPNEL-HARPOON LAUNCHER
or climbing of lifting
harr Co. instead pro-
palance and target
at use, allowing
a hinding cord.

E
f;?::]r;nrill..]l}; thought of as tools |
fJu;_::.\s. ;;r]e(;'-woalJo|1s division of P
ing f:a|';ai-3'-)1[.1 Bl 'j'-‘“-“’lf_'l'mzrs with the
Ih(}i[ US{\I_.,_l !|| 125 .|I1[,‘r:_'(jSS5_']I'y for Cf)lﬂ.ij
Although ":_r"(_J entangle opponents in col
the idea or '”i”({‘-_llnlcs_ used by thieves who don't ll.kC
Buns 5;‘(,;0 .1 1_.0" victims fighting hack, these g{rapu’ml
Q“f")rcm-r]r\mPl,Q use by bounty nunters or even 1aw
f]LI&lr'l'if“‘-s AT agents, assisting in the capture .0[_ 1|1.r:|r
magnetic I._L,I'_O‘-‘Sh viewed as non-lethat option. the
enoush (o '_"”_?3_'11_L‘f_;|'1r3_i'115|'r1 of a grapnel 1 |'_;r.)wr:rf|:|_|
Generall '”'”f"f-l- injuries on the “LEIII'L_’,(![.S it ensnares.
Lhn.;,-._]lplly'r_j"'--[‘- h' Wr)l_lrl'uls_ are 3_;uperi|f:|a_|, and thus dn.lha t
l')r_n_.m'\;l“l'_"“‘ target's life—or more n'_m_)_ort.anl.ly, the
Ly hunter’s chances of getting paid in full.

|
[
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“Firecaller” Light Flame Projector /.

_I.rl_ addition to the grapnel-harpoon launcher’s cape
hilities as a weapon, as an action, a r:E'm‘ra.r.'lr‘:r.?'p-d
make an Average (¢ @) Ranged (Light) Ehécllldy
secure the grappling hook to an object within medi L(-)
range, On success, as an action, he may reel Ii‘-““_l[-m
cord, pulling himself to the object (or, iI- l.hf: r-)h':('lL K‘
unsecured and lighter than he is, pulling it .!‘r'} I'.|i|r;|-] I’\
character may useé the grappling hook {(; p-ull :-mu-'ui--
character aloft with him: if he does, he must rfm"w 'Ill
Average {Q 0} Athletics check (o avoid Irj“ir;f: Jd'lf!
grip on either his partner or the [:;'ll_ll'll’.ii'lt)l_- e
NOVA DESIGN “IMPACT"
REPULSOR CANNORN

e ubiquity of repulsorlift technology across

the particular variant of drr.‘s"i';lri .IIEI};’l.lj
r_eq.mlsoi cannons rarely sees [)l"()l:iur'i'ir').n
side of specially weapon |T1:-.1|'1|_11'+_ﬁ'lu;|-'r;1'g
sign Arms. Produced by a r_frJr‘l'lpé;u.'lﬁx
armaments as an alternative

Despite Lt
the galaxy,
resulted in
or use out
such as Nova De
specializing in unusual
to stun or riot blasters, the weapons have a repula-
tion as inferior options for a non-let hal weapon .'-I'I.;:-n
gravitic disruptions the weapons create are f._(._ll'mm;
of disabling a target from nearly any action if W'Iif‘r\ri
properly. but this disabling effect only lasts as 1{)-”;.: 3¢
the weapons remain focused on their E;-_n-{.iu_;,' TR

Some cunning bounty hunters have adopted these
weapons as Lools (o disable a target while partner i
associates move in with binders for a clean [,':_1[)1'1”-}..
As such, lone hunters rarely use this weapon l)n“u ||
is a relatively common sight in the hands of i.)UHl]Iy
hunters who regularly work with a posse, ,_.}_,gl-ﬁ_)(."i.rl||'v
a5 a backup weapon or a specialist tool they l_Jr_irr.'
along only for specific jobs. It enables bounty ||[[|‘]|(\{r
various unconventional tactics to l.'}r'i.ll'{-.l

feams Lo USE
ts, so it has a popular following in spite

in difficult targe
of its limitations.
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TABLE 2-2: MICRO-ROCKETS

[Spectal
Anti-Armor ﬁlj{ni;‘;; 8 4 | Short | 300 5 Fii|{|'1|:J|f;_-i;rl_| 1‘\,”””0]
Flothelta 1|J|'r”i:r\;11 6 2 | Short | | 175 5 Eilfil;?:_r.;;{ ﬁiﬁ?f[.’i}'{’ [J
e lfleisrn‘:\;; L 5 | Short 1 | 100 g | lon, Sunder,

Limited Ammo |

Ranged :
Launcher Pistol (Light) Medium

MICRO-ROCKETS

Many bounty hunters invest in launchers to fire min-
iature missiles with specialized warheads. These are
often referred to as “micro-rockets” as 3 category,
though some also call them “wrist-mounted rockets”
based on one common launcher placement, Wrisi-
mounted rockels pack an incredibly powerful punch
for their size, and are made with a variety of war-
heads available to suit any target. Some hunters go
even further with these weapons, installing specialized
modifications rocket by rocket, in order to maximize
their performance. The cost of such operations is sig-
nificant, but most hunters find that the effects of the
rockets more than make up for the investment.,

ANTI-ARMOR

When faced with heavily protected targets,
light vehicles, warheads with shaped explosive charges
allow a bounty hunter to make short work of normally
impressive defenses. While micro-rockets of any vari-
ety are insufficient to deal with truly hardened targets
such as military walkers or speed

or even

er tanks, anti-armor
of dealing with
. let alone an armored

charges are more than up to the task
war droids or combat SWOOops
soldier or bodyguard.

] 0 500 /

EXPLOSIVE

The most common variety of micro-rockets have Sim'
ple, high-explosive warheads that provide the maxi
mum amount of force possible for the miniaturized
weapons. While other warheads may be more suited
to specific kinds of targets, most hunters find an
explosive rocket rarely fails to make an impression.

FLECHETTE

The warheads of flechette rockets detonate just
before impact, releasing a cloud of razor-edged metal
shards to lacerate the target, or anyone unfortunate
enough to be nearby. They lack the penetration of an
explosive charge, much less a dedicated anti-armor
warhead, but the flechettes inflict devastating wounds
nevertheless. Bounty hunters who hunt huge beasts
or predators sometimes favor flechette rockets, @5
they can disable such creatures over several volleys.

INCENDIARY

Incendiary warheads are loaded with flammable
chemical mixtures that offer the devastating effects of
a flame projector at in a miniaturized package. Ruth-
less bounty hunters have used incendiary rockets L0

literally smoke their targets out of their hiding places.

USING MICRD-ROCKETS

armor mounting
a pinch,
ine

] B
. of |DS|J";,g ﬁr"lger

attempts to fire a micro-

avy), and the diffi
aded once.

v an only be modified with t ;
tom attachments specifically designed for them.



or Mount

Micro-Rocket and Arm

L

The rig .

sirj(' risk of losing the bounty in th

dal?]f_dble._and many consider the

th nge highly unprofessional, but none
at the lactic inspires.

e ensuing fire is con-
inevitable collateral
deny the fear

ION

ﬁg;'mfe‘é on r_jl_'_oir_is are not cr.)mr_nr.m_ ht_:l I.hcyla_re
i) quently profitable, as any droid considered 1rme-
anuf(f’r:]bir enough to mark in such a fashion IS often
invest i('Sf \_’r:”l.lai'_)le_ As such, s;ome_bou_nl.y hunters
which (.r.1 lon pulse warheads for their micro-rockets,
Th('r-p(;,;“i disable droids without permanent (."IF]ITIdf__{C.
surge i_”" ”[_ an ion rocket can even crgal.c a power
burns 4 U,mmc_l“fld non-sentient equm-:m. that
s out capacitors or damages circults.

he Sunder quality of an 1on micro-rocket can only

binriijtr“’“(d to damage powered equipment, .‘Sl.l(;i"ll as

to dar,-:é ')JE}%tfers_ or vibro-blades. It cannol he.uscd

ha\,-f(\_ s {EL |Lt;mf; th;n._ operate without power, as they
> NO circuitry to disrupt.

MICRO-ROCKET CUSTOM ATTACHMENTS

r endlessly with
ach rockel
hen fired.

Mar ny _
rh:g:;y micro-rocket enthusiasts tinke
56 L.i'(" weapons, customizing and finetuning €

O that it works exactly as the user desires W

CUSTOM ATTACHMENT

E%fik?jt- GF“‘*a“ce System: Most _nn'crro 1‘of;l<et.5'e‘1.rlﬁ.j
aim 3 irectly at their target, relying on the 11_1§.‘| s
hil ;-:)M the rocket's a(:celtrratirm o ensure 1 dl;t.}l:_l.
ro:_l'kpl; IL‘hose who prefer more insurancé l.illc'lLJ HU}[{
Seng(}},. dlnd_ precisely where |r1Lt:[-1de3(j, |)c}t..<_d%(t,‘?h(|0
fna' . ™ “_Imll;t;ld fuel cell expansions, and drlj:;'u,‘ able
i kot fins allow for rockets to be modified into
”.;r{_](:lrfitr\i\ecapnns that continue to f;em_gl.imir (j{ITI{{J
'hé;g‘ {'f“j-i(:l in the event of an initial miss r_?'r nlnls :.‘I,_.
I'or-rr';.il_"yf'—f?l'nss enable users Lo get more rf3|.l.rl.b t L[:)T.w
rniml;]-’_f‘.(:' out of their rockets while 2! llllt-_?' fm:]’IT.l.l(., lflsn[
can hpu-l,l]?' the collateral damage. ThiS attachme
2 Installed on any micro-rocket.

CUSTOM ATTACHMENTS

equig
ons, armar, or s
are speciall
item. Typically, @ character integrates (
attachments from some combination of new
parts and retrofitted pieces of the unmodified
item rather than purchasing a single device

hments
specific

A custom attachment can only be attached to
its indicated item, but is treated as a normal
attachment in all other respects.

Models Include: Pharr Co. “Vornskr” Guidance Pack-
age, Merr-50nn “Outreach” Target Sensor.

Base Modifiers: Grants the weapon the Guided (+2)
quality.
Modification Options: 5 Weaporn Quality (Guided
+ 1) Mods, 2 Weapon Quality (Accurate + 1) Mods.
Hard Points Required: |.

Cost/Rarity: 50 credits/4.

CUSTOM ATTACHMENT

Staged Rocket Booster: The limitations of size
\at most micro-rockets lack the fuel capac-
distant targets. However, high-yield fuel
filtration systems, or staged hoost-
ers added to the rockets can all increase a rockel's
effective range substantially. Of course, the term
“effective range’ becomes something of a misnomer
with rockets modified in this way, as the additional
fuel risks unhalancing the rocket's flight path, and the
increased range COMES with an increased chance of
misjudgment on the part of the user. However, the
ance Lo deliver a hefty payload beyond the reach of
tribution is worth the risk to many. This
ralled on any micro-rocket.

mean tf
ity to reach
cells, advanced

ch
equivalent re
attachment can be ins
Models Include: SoroSuub HV-33 Fuel Filter,
Base Modifiers: Increases Lhe weapon's range by
one range pand. Adds the Inaccurate [+ 2) quality to
the weapor.
Modification Options: | Increase weapon's range
hy one additional range band Mod, 2 reduce -
weapon’s Inaccurate Quality by 1 Mods.

Hard Points Required: |.

Cost/Rarity: 75 credits/2.

MICRO-RO CKET LAUNCHER PISTOL

While micro-rockets are frequently mounted on armor
or other weapons, there are pistol weapons desiened
exclusively 1O fire these devastating rounds.

Upto3 micro-rockets can be loaded in the launcher,
While @ micro-rocket is loaded, it replaces the damage,
critical rating, and item qualities of the launcher. '
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Czerka “Peacekeeper” Stun Baton

=

lon Pike

/

MELEE WEAPONS

Where some bounty hunters prefer to stack every
advantage possible from a safe distance, others
revel in the chaos of close quarters, or the challenge
of bringing down their target with their own hands.
Whether a hunter is a brutal enforcer, a wild thrill-
seeker, or simply dedicated to the ultimate testing
ground, investment in solid weaponry for close com-
bat is a common choice.

CZERKA "PEACEKEEPER” STUN BATON

Czerka Arms sells “Peacekeeper” stun batons to law
enforcement organizations across the galaxy, but they
also see substantial sales to private buyers, While
primarily marketed as a non-lethal weapon ideal for
peacekeeping or self-defense, the truth is that the
weapons are heavy lengths of metal with powerful
shock capabilities that augment their use as blud-
geons rather than replacing them

While the goal of most similar weapons is o subdue
with a minimum of force or damage, anyone dropped
by “Peacekeeper” batons is likely to feel the effects

TABLE 2-3: MELEE WEAPONS

afterward. This has led to a number of more conscien-
tious groups blacklisting the weapons or discontinu-
ing their use, but many others have no such compunc-
tions. Some Imperial governors have placed mass
orders for the weapons to keep their populations in
line, while many bounty hunters have turned to the
weapons as an option that allows them to skirt laws
or circumvent clients’ requests regarding use of force
or lethal weaponry.

ION PIKE

Used to disable escaped or malfunctioning droids,
these slender lengths of metal are flexible enough Lo
be slipped between armor plating to reach vulnerable
power sources and circuit banks, and are capable of
releasing a powerful lon charge once they make con-
tact. Using the weapons properly requires a great deal
of practice, and slipping the probes past armor plates
during the heat of a conflict or chase is difficult even
for an experienced wielder. However, those who have
seen someone slip up to a haywire industrial droid and
bypass layers of protective plating to disable it harbor
no further doubt that the pikes have their uses

Mmm Range |Encum HF\Fnce Rarity | Special

Czerka "Peacekeeper”

: ¥ .
Stun Baton Melee +2 i Engaged

lon Pike Melee 10 5 Enpaged
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- Cumbersome 3
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500 Disorient 2, Stin %

2 | 150 6 | Inaccurate 1, |lon, Pierce 4



NEW ARMOR

Fm" all the firepower bounty hunters commonly
pack, few of them succeed at their work without
paying similar attention to their protection. The big-
gest bounties in the galaxy are worth nothing if the
largets take their hunters down first, after all. Many
bounty hunters like to make their armor a tool as well
as a defense, placing their most fearsome trophies of
the hunt on display to intimidate suspects and tar
gets, or loading up their armor with additional subsys-
tems that add to their capabilities.

TABLE 2-4: ARMOR

Name | Defense |Soak | Price _ Encum  Hard Paints
1 | G 2

Armored Drop Suit

Hunter's Trophy Armor (completed) u
Hunter's Trophy Armor (custom-made) 0
Mandalorian Armor |

ARMORED DROP SUIT

Mobility is often a decisive element in any engage-
ment. Combatants from common killers-for-hire to
Imperial stormtroopers know that taking a good posi-
tion and controlling the flow of combal can be better
protection than a durasteel blast door. Most armor
designs factor this in to some degree, foregoing abso-
lutely maximized plating or coverage Lo allow normal
mobility, but a few suits go above and beyond Lhe
concepl of allowing “normal mobility.”

Armored drop suits are a type of light laminate body
armor constructed around a powerful repulsorlift unit,
allowing the wearer to fly between firing positions or
spots of cover, or to rain down attacks from above.
The arrangement of fabric and composite plating of
the armor in such suits minimizes air resistance and
improves maneuverability, while still offering respect-
able protection against incoming fire.

As a maneuver, the wearer of an armored drop suit
can engage his flight systems to function as a Silhou-
ette 0, Speed 2, Handling +2, System Strain Thresh-
old 3 vehicle that requires Piloting (Planetary) to
operate. Further, while the flight systems are engaged
and the wearer is conscious to guide himself down, he
does not suffer damage from falling.

HUNTER'S TROPHY ARMOR

Bounty hunters who specialize in wild animals and
dangerous beasts sometimes make a habit of collect
ing trophies to show off their accomplishments. These
trophies, from horns and teeth to hides and pelts,
may end up on display in the bounty hunters’ homes
or ships, or the hunters might put them to more prac-
tical use. These hunters somelimes commission gear
made from the trophies they have collected, gather
ing Lthe toughened hides of whatever nigh-unstoppa-
ble creatures they have defeated so that their prey’s
resilience passes on to them.

A character wearing trophy armor suffers Il to
Charm checks, but gains [][] to Coercion checks due
to the armor's intimidating appearance, At the GM's
discretion, Charm checks made to impress or per-
suade other characters of the wearer's prowess may

receive (][] instead of Il

Rarity
71,500
(1) 2,000 4 | 9
(R} 1,000 4 1 5
(R) 6,000 6] 5 a/5pecial
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Trophy armor has two Prices and Availabilities on
Table 2—4: Armor, Use the first price listed ([R]
2.,000/9) if a character is allempling to purchase an
existing suit of trophy armor outright, and the second
price listed ([R] 1,000/6) if a character has already
procured a suitable hide and wishes to have it fash-
ioned into trophy armor by an artisan.

MANDALORIAN ARMOR

Although the ancient warrior culture of the Mandalori-
ans is long past its heyday, its presence can still be fell
on many worlds, Among the most recognizable Man
dalorian items are their meticulously crafted suits ol
battle armor. Suits of Mandalorian armor offer some
of the best personal protection in the galaxy, and
their owners Lypically take advantage of the superla
tive construction to install numerous additional sub-
systems and weapons. While there are few armorers
capable of crafting this armor, the prestige of owning
it comes at a premium to many bounty hunters.

Some hunters [eel a spiritual kinship with the legend-
ary Mandalorian warriors, who are described in stories
across the galaxy as deadly—if ruthless—warriors and
hunters. Others revel in the fear the suits still inspire,
and many more simply recognize the quality of the
armor as better than many of the best modern designs.

A few warriors even claim lineal descent from the old
Mandalorian clans, such as the Death Watch terror-
ist group from the Clone Wars, although not everyone
takes such claims seriously. Whatever their reasons,
hunters who acquire Mandalorian armor often value
their suits above nearly any other possession, and
customize them with carefully selected modifications.
Such upgrades make the suits even more durable, pro
vide new utility to the wearer, or conceal deadly tricks
Lo help a hounty hunter get the edge in any situation.

Mandalorian Armor

v

PCs who wish to obtain Mandalorian armor may
find the efforl of getting a suit worthy of the name
more challenging than buying other gear. See Acquir-

ing Mandalorlan Armor for suggestions on acquir-
ing Mandalorian armor with upgrades installed.

ACQUIRING MANDALDRIAN ARMDR

he basic profile of Mandalorian armor rep
sents an unm d:hpd Quit of armm, but 'alm :1

. In either case, the
, or to the rarity
, If that would be
e of the suit is increased by
cnments.

attachments in ed into Mandalorian
de Tracking Systems (see page 52),
Eﬂhr]ﬂ,,l ics Suites, Strengtl

) uum Seals; the b

are often upgr

xmts uf Mandalorian
with features such as a Cortosis Weave or Supe-
rior Armor Customization (see pages 194-195
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of the Epce oF THE EMPIRE Core Rulebook). Man-
orians also frequently wore jet s with their

armor, but typically from an external mount,

rather than as an integrated attachment.

Two example

Armor are

Novice Hunter’'s Armor: Tracking Systems

(modified with le Skill [Vigilance] Mod]

Enhdnrf 0

sters (All Mods installe 3 ' nmg
System (2 at e] Mo led),
Superior Armor Cus omi"fmon, Vacuum Sealed.
If found on the mar s suit would cost any-
where from 12,250 to 18 ) credits.




NEW ATTACHMENTS

Just as most bounty hunters carefully select their per-
sonal arsenals to suit their purposes, it is also common
for hunters to adjust and improve their gear with care
fully customized hardware for an even greater edge.

NEW WEAPON
ATTACHMENTS

Weapons are important tools of the trade to bounty
hunters, and any upgrades that make them more reli
able are popular among such individuals.

MARKED-TARGET FIRING LOCK

In the chaos of a firefight, shots can go astray, damaging
property or bystanders. While some hunters do not care
about the carnage they cause, this kind of haphazard
damage is a liability, courting attention from the law or
revenge from those who suffer in the crossfire. To miti-
gate this risk, some bounty hunters invest in firing locks
on their blasters, allowing them to designate specific tar-
gets for the weapons. Once the systems’ sensors have
recognized a target, the weapons refuse to fire without a
clear shot, minimizing the chances of collateral damage.
This attachment can be installed on any ranged weapon
that does not possess the Blast or Auto-fire quality.

Models Include: BlasTech “Surefire” Safety Sensor,
Cadregg Armory Model-87 Weapon Sensor.

Base Modifiers: The wielder of a weapon with this
attachment may designate a target as an incidental
while performing the Aim maneuver. Once a target has
been designated, the weapon cannot be fired at another
target. All combat checks made with the weapon o
altack the designated target cancel one additional &
result after 88 has been used to cancel any £} results.
Only one target can be designated at a time, and the
wielder may disengage the lock as a maneuver.
Modification Options: | Cancel an additional 48 Mod.
Hard Points Required: |.

Cost: 900 credits.

SHOCK PULSE EMITTER

Shock pulse emitters operate along principles simi-
lar to a blaster's stun setting, but at a much shorter
effective range—a range short enough to be of little
use as weapons in themselves. However, when shock
pulse emitters are integrated into weapons intended
for close combat to begin with, they become effec-
tive combat tools to debilitate opponents and make a
finishing blows easier to land. This attachment can be
installed on any Melee or Brawl weapon.

Models Include: Corellian Personal Defense Stun Pad.
Base Modifiers: Grants the weapon the Stun (+2)
quality.

Modification Options: 2 Weapon Quality (Stun + 1)
Mods, | Weapon Quality (Disorient + |) Mod.

Hard Points Required: 2.

Cost: 1,500 credits.

UNDER-BARREL MICRO-ROCKET RACK

Micro-rockets can be fired in a plethora of ways, and
some hunters mount them on their other weapons,
giving these arms a deadly secondary fire mode (see
Micro-Rockets on page 46). This attachment can
be installed on any ranged weapon.

Models Include: BlasTech “Finisher” Rocket Rack,
TaggeCo Under-Barrel Rockel Battery.

Base Modifiers: Enables weapon to fire | loaded
micro-rocket. Adds the Cumbersome [+ 1) quality Lo
weapon, and increases Encumbrance by 3. As micro-
rockets are Limited Ammo | weapons, the launcher
has the Limited Ammo | quality, and thus must be
reloaded with a new micro-rocket to be fired again.
Modification Options: 2 Mount | additional micro
rocket Mods, 2 Remove [l from checks to fire micro
rockets from this attachment Mods.

Hard Points Required: 3.

Cost: (R) 1,200 credits.

TABLE 2-5: WEAPON AND ARMOR ATTACHMENTS

Encumbrance | HP Required
Weapon Attachments
Marked-Target Firing Lock 900 I 4
Shock Pulse Emitter 1,500 2 5
Under-Barrel Micro-Rocket Rack (R 1,200 5 5 6

Armor Attachments

Integrated Holsters 300

Micro-Rocket Armor Mounting (R} 80O
Repulsor-Assisted Lifting |, 000

Tracking System 1,000

b4 ) 4
+ 35 2 6
2 3
| !
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NEW ARMOR
ATTACHMENTS

With the right modifications, 4 bounty hunter's
can hecome more than just protection—it can be
information, advertising, a disguise, or even aweapon,
From the first Mandalorians 1o the savviegt criminal
enforcers, hunters have always had g close link with
the development of armor technology.

armor

INTEGRATED HOLSTERS

By mounting their holsters into the framework of their
armor, combatants can ensure no one £an catch them
unarmed. Not only does the wearer have Lasy access
to these weapons at all times, byt pPowered seryos
and other systems can be set Up o assist the wearer
in drawing or stowing these Weapons more rapidly A
character with a fully tooled set of integrated hom;\rs
has access to a hidden arsenal that can overwheim
most foes.

Models Include: BlasTech * Personal Ar'rnory" Cear
Base Modifiers: Increases encumpyance by 4. The
character may holster up (o 2 weapons of Er{cum
brance 3 or lower in the armor. While holstered, these
weapons do not count toward the character Encum.
brance value.

Modification Options: 2 Ad | ) other charac.
ters” Perception checks to fing weapons storr,\rj in T'h-f‘
armor Mods, 3 holster up tg | additional weapon of
Encumbrance 3 or lower in the armor Mods. | Innate
Talent (Quick Draw) Mod. i i
Hard Points Required: 7

Cost: 300 credits,

MICRO-ROCKET ARMOR MOUNTING

Micro-rockets are [flexible (if dangero._,gl Weapons
favored as secondary arms py many Bounty 1_ium{)n.fa
(see Micro-Rockets on page 46), ang gf‘nerﬂ:s
fired from a mount installed in the Wifﬂder'sdarr;m?

This attachment can be installed on any armor

Models Include: BlasTech Mag-Clip Micro-par
Mounting, Goseia HIC “|ast Wr)grd" {..amrc}:%;iodﬁe[
System, countless custom varians, geter
Base Modifiers: Enables user o fire Ioaded e
rocket without needing to perform, a ma'newpr.ro_
draw, Increases encumbrance by 3. As ”‘iCrrJ-mgka.O.
are Limited Ammo | weapons, the launcher ag tdts
Limited Ammo 1 quality, and s Must be relq dije
with a new micro-rocket to be firaq again aded
Modification Options: 5 Moy, | additiona) m;
rocket Mods, 1 Remove Il from che Lo fir ﬂgc\n_;»
rockets from this attachment Mog € Micro.
Hard Points Required: 7

Cost: (R) 800 credits,

ks

GUNS BLAZING
NO DISINTEGRATIONS

REPULSOR-ASSISTED LIFTING

Although more common among factory or warehQUS?
labor crews than in battle, repulsor-assist SYSLemtS
have gained some popularity among bounty hunt
ers who need to haul in heavy catches. The SyStemFb
Operate through g series of miniaturized rcpuisorh}
generators placed at key joints throughout the a_rm(_J]:
easing the weight of attached suits, as well a5 atl'?{
loads they might support. Of course, the repulsort
8enerators are tuned to reduce weight and pressure
rather than exert force on their own, so some hunte’rs
Prefer powered armor suits with lesser lifting capa-
bilities but more general applications for their’ 5’9"
vOs. This attachmen can only be used with laminate
armor and other full-body hard armor suits.

Models Include- Guldak Heavy Industries Pessana
Repulsor Fitting, '
Base Modifiers: Add 5 to wearer's Brawn score for
the purposes of determining Encumbrance L}-:resh_old-
Modification Options: 2 Add | to wearer's Brawn
3€ore for the purposes of determining Encumbrance
threshold Mods, 2 Skill (Athletics) Mods.

Hard Points Required: .

Cost: 1,000 credits,

TRACKING SYSTEM
Through a serjes of specialized computer systems o
SENsors, this altachment collects and processes date:
from the wearer's surroundings to follow and I'erd'_c_t bt
movements of designateq targets. A heads-up display
Ntegrated into g pejmet or visor feeds the wearer this
nformation onye an overlay of their surroundings. The
2YSLems are not fimited to jocal targets, either, but can
follow signajs from distant communicators or Lags ki
Process optimal routes towards them, Tracking SySter j] Sm
|rj armor are typically desiened to operate alongsiae
similar Cquipment, and are Srtr:n able to integral€ ij
Other systems (o 4 greater effect than the sum of (el
parts. This attachment can be installed on any armor
Models Include: Gajx0, Solutions W-7 Locator ,T(” al)é
tr:i? MOl_illiﬁers: Upgrade the ability of _chr—:c ;es-
o dESiBnated targey once, The wearer may g€
'Bnate a targoy by spending a maneuver while mathy
1AiNing line of Sight 10 the target, or through Senso!
and CoOmmunication et.wipm(}nfs-J'r;h as a surveillance
J8ECr (see page |76 of the Epce oF THE EMPIRE COTe

52:?0%]- Only a single target can be designated at
d Ume, = Jad
Modification oy e d, 1 Skill
: t . : ance MO '
(Surviva) Modl Ptions: | Skill (Vigilance)
ard Pointg

Required: |
ost: 1,000 credits,



NEW GEAR

ounty hunters rely on gear from a variety of dif-

ferent sources. Some pieces are taken from tradi-
tional law enforcement kit, while others are far more
specialized, including adapted hunting tools, logistics
systems, or even experimental equipment.

TOOLS

Before a bounty hunter unholsters a single weapon,
the hunter must find the prey. Bounty hunters use a
variety of tools to track their targels and keep them
secure, and employ many of these items in ways that
the manufacturer never intended.,

BIOSCAN

Verifying a targel’s identily is crucial to retrieving pay-
ment on any acquisition. A wise bounty hunter does
50 prior to contacting the bounty's sponsor. A bioscan
is a device that scans for life forms as well as verify-
ing their physical makeup for anomalies and identifi-
ers. Biometric data can be compared against another
sample or a recording of one previously obtained.

Using a bioscan to scan an area for life signs grants
[1to any Perception checks opposing Stealth. Using
the device to verify a person’s identity requires an
Average (¢ ) Computers check and a biometric
identifier for comparison. The GM may modify this
difficulty based upon any unusual anatomical charac-
teristics of the target's species.

HOLONET HOMING BEACON

Often, a hunter needs to track prey across tremen-
dous distances. Sometimes this could be to identify
a base of operations, other times it might simply be
a matter of tailing a lead to a mark when Lhe actual
targel's location is unknown. A homing beacon is a
device that tracks a starship or its passengers and
cargo even after a hyperspace jump. Homing beacons
depend upon using existing HoloNet Lransceivers (o
transmit their location back to their source. Conse-
quently, their effectiveness is sharply limited when
the vehicle travels to a system that is not connected
to the HoloNet,

Homing beacons vary substantially in size and in
their means of application. Smaller models can be
thrown by hand or manually attached to their tar
gets, Larger ones may be fired from a rifle or even a
vehicle-mounted weapon Lo track a more distant tar-
get. The size of the homing beacon is most relevant in
determining the likelihood that anyone on the target
vessel might notice its presence,

As long as a homing beacon is functional, the per-
son who activated it may trace the associated target
across the galaxy. No Lests are required, so long as
the target travels within known systems. A homing
beacon remains functional indefinitely, unless it is
deactivated.

ROCKET BOOTS

The ability to turn a leap into an extended flight at
will offers a tremendous level of tactical versatility. If
an opponent fails to recognize this capacity, then the
advantage becomes even more substantial. Rocket
hoots enable an individual Lo take flight on a whim,
without being as bulky or as obvious as a jetpack.

The convenience of their smaller size comes at
a cost, however, Rocket boots cannot operate for
extended periods, due to their limited cooling capac-
ity. Furthermore, as they are worn far from a being’s
center of gravity, they are far more difficull to control.

Rocket boots enable a person to function as a
Silhouette 1, Speed 1, Handling —3, System Strain
Threshold 3 vehicle that can only operate in atmo-
sphere, and requires Piloting (Planetary) to operate.
Al the end of the each round of activation, the rocket
boots suffer 1 system strain as their fuel depletes.

/ N\

Rocket Boots

/

GUNS BLAZING
NO DISINTEGRATIONS



TABLE 2-6: TOOLS AND EQUIPMENT

Bioscan 2,000 |

HoloNet Homing Beacon 500 0 3
Rocket Bools 2.500 2 a
Tracker's Goggles 600 0 5

lllegal Equipment

Com-5can
Holographic Disguise Matrix
Saline Pump

Drugs and Poisons

(R) 5,000
(R) 10,000

2,500

10 6
I 9
1 I

Sleeppack (1 dose) 250

Sulfur Inhaler (10 doses) 200

TRACKER'S GOGGLES

Widely available from a variety of manufacturers such
as TaggeCo, Goseia Heavy Industries Concern, and
Alvaxi, tracker's goggles are marketed primarily for
wilderness enthusiasts and hunters of traditional game
animals. These tools are designed with the concepts
of functionality and reliability as central elements,
When worn, the user’s vision is substantially enhanced,
including thermal imaging as well as improved vision
under minimal light conditions.

Tracker's goggles grant [] to the wearer's Percep-
tion skill checks to locate a targel by sight, Addition-
ally, tracker's goggles remove [l ll imposed due (o
concealment, darkness, or fog and mist from the
wearer's Ranged (Light) and Ranged (Heavy) Combat

skill checks.

ILLEGAL EQUIPMENT

Bounty hunters may be agents of order, after a fash-
ion, but many are happy to use equipment that is not,
by strictest definition, legal in most places.

COM-SCAN

Nearly every person and vehicle carries a comlink or a
transceiver. While most are encrypted at some level
particularly military-grade gear—sophisticated sensory
apparatuses can detect the act of sending a signal,
regardless of its content. If a system is able to identify
the transceiver codes from a particular device, that unit
can be accurately traced over a great distance, even if
the contents of its messages cannot be decrypted.

GUNS BLAZING
NO DISINTEGRATIONS

4@

0 5
0 3

Military organizations mount complex and sophis
ticated com-scans on their capital ships, which are
capable of tracing signals even across subspace. More
compact versions, with substantially more limited
capabilities, however, may be installed in smaller vehi-
cles, including speeders. These are of greater interest
to independent operators, who might need to track
the movements of an individual or vehicle,

Using a com-scan, a character can triangulate the
location and movement of a known comlink or a trans-
ceiver with an Average (¢ ) Computers check. The
device functions out to close range on planetary scale,
Prevailing atmospheric conditions or excessive back
ground signals can reduce its efficacy.

HOLOGRAPHIC DISGUISE MATRIX

When setting a trap or infiltrating a facility, altering
one’s appearance grants a huge advantage. A holo
graphic disguise matrix overlays the wielder's appear-
ance with one stored on the device. The device—
typically small enough to wear on a belt—includes
a camera that can be used to record another indi
vidual's appearance Lo overlay on the wearer. A base
model unit is capable of storing only a single disguise
in memory at a time, though more sophisticated and
expensive units do exist.

The projected hologram must be at least marginally
larger than the wearer in order to provide adequate
concealment. Thus, it cannot be used to disguise a
particularly large individual as a smaller one. The
holograms are built around visible light, so do not
grant concealment against infrared sensors or detec-
tion devices built around other energies.
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When using a holographic disguise matrix, the char-
acter can effectively impersonate the visual appear-
ance of whomever the device has previously recorded.
This device adds (][] to the user's Deception checks
to impersonate the target and adds Il Il to onlook-
ers’ Perception checks to detect the imposter.

Holographic Disguise Matrix /

SALINE PUMP

Clawdites adjust their shape by moving fluid through
their body, and reorganizing the structures on their
skin's surface. This ability is partly limited by practice
and technique, but is also affected by the amount of
fluid within their bodies. Particularly accomplished
Clawdite shape-changers may choose to wear a saline
pump that can modify the amount of fluid within their
limbic system as needed.

A Clawdite wearing a saline pump can increase or
decrease his mass and size by as much as a tenth,
enabling him to shape-change into a broader range
of forms. Add [] to the Clawdite’s checks to pass him
self off as another person using his species ability, and
add [l to other characters’ checks to the Clawdite’s
physiological deception. Non-Clawdites gain no ben-
efit to disguise from this item (and would likely find it
exceedingly uncomfortable to usej.

DRUGS AND POISONS

Different species have markedly different physiolo-
gies. A substance that is a miracle drug to one spe-
cies could be irrevocably lethal to others. Drugs with
comparable effects do exist for many species, but the
formulations of these can be markedly different.

SLEEPPACK

Physically similar to a stimpack, a sleeppack is an auto-
injection tube filled with a variety of natural and synthetic
sedatives. The intent is to quickly knock a target out, so
that he can be safely manipulated. Originally intended
solely for medical use—particularly when dealing with
volatile patients—sleeppacks eventually spread Lo use in
law enforcement as well as among bounty hunters.

Applying a sleeppack to an aware and unwilling target
requires the wielder to make a Hard (4p 4p 4p) Brawl
or Melee combat check against the Largel. nstead of
inflicting damage, if the attacker succeeds, the target
must immediately resist the effects of the medications
that flood the system as a poison (with a Resilience
check, as described on page 172 of the EDGE OF THE
Empire Core Rulebook). Any sized dose has a Hard

{"‘] difficulty, and failure inflicts 10 strain,
SULFUR INHALER

Sulfur is a very common element, broadly available
across the palaxy. Devaronians have a unigue res
lo the material. While most species find its presence
noxious or even poisonous, it stimulates Devaronian
physiology. Many Devaronians exploit this by adding
purified sulfur into a small, pressurized air cylinder.
When inhaled, the sulfur moves into the bloodstream
quickly and travels throughout the body.

A Devaronian with an inhaler can use a mancuvel
lo inhale a dose of the drug from it. The character
suffers 2 strain and adds [] to any Brawn or Agility
checks he makes until the end of the encounter. Addi-
tional doses inflict more strain but do not give any
additional bonuses. A dose is ineffective and unpleas
ant for most non-Devaronians.

ILLEGAL EQUIPMENT

hile Bounty Hunters are technically affili-

ated with law enforcement, they often
have a flexible code of ethics when it comes
to obeying all of the laws. When it suits their
purposes, they are often willing to use equip-
ment that is of questionable legality or even
outright illegal. Care must be taken to conceal
or explain away such gear when working with
allies within the official power structures.

Of course, some less than scrupulous organi-
zations that post bounties—such as the Hutt
kajidics, the Black Sun, and the Galactic Empire—
are frequently willing to overlook certain illicit
items used by bounty hunters, so long as their
wielders deliver results. The Rebel Alliance, |
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NEW VEHICLES

ounty hunters are best known for their fast ships
Banr_[ their planet-hopping Careers, but not every
pounty is collected in space. When the need arises
and a hunter must g0 planetside to track a mark
through the teeming throngs of an ccumenopolis or
through the shadowy paths of a primordial forest,
good, reliable vehicle is worth its weight in credits

SPEEDERS

While they lack the raw flexibility of spacecraft,
speeders are extremely useful in an atmosphere, ¢yt
ting a lower profile than starships and Operating at 4
fraction of the cost. In an overland pUrsuit, some high-
performance speeders can even outpace starships,

XL-3C GUARDSMAN PATROL AIRSPEEDER

The XL-3¢ Guardsman, produced by Tion Mil/Se
Industries, is the civilian version of TMSI's XL-5 Guarg.
ian force reconnaissance ship us

ed by the Imperial
Army and the ISB. A blocky, ungainly ship, the Guards

man bears a striking resemblance o Mobquet's
MB-CI Medium Cargo Hauler. A horizontal, cylingyi.
cal flight deck similar to that of the CR9n holds a crew
of three in a tight but well laid-out cockpit, along with
the ship’s primary weapons and flight controls Hie
flight deck is connected by g narrow spar Lo g long,
rectangular fuselage that holds the ship's drives ang
the bulk of its sensor suite. A secure, airlocked pas-
sage allows the crew to move between the flight deck
and main fuselage,

Designed for police and search and-rescye Work,
the Guardsman is a slow, Ilmlhr_zring vesse| opti
mized for high altitude observation and patrol. | jke
its milspec cousin, the Guardsman s packed tq the
gunwales with a number of Powerful automateq
5ensor systems—life form detectors, chemical and
radiation sniffers, motion SENSOrs, multi-optic se
suites, high-powered cameras, encry
comms, and more—that allow it to
resolution view of a broad

nsor
pted, long-range
assemble g high.
swath of grounq. '
For patrol and law enforc
vides a prisoner-handling suite that can he equipped
at the factory or by an aftermarket specialist. This
provides the Guardsman with Six
mentally sealed holding cells, each tapable of fo(g.
ing two human-sized beings—or one WOUkifﬂ:-".ii;{()r_j
individual—for transport, along with varioys security
and restraint systems to help keep prisoners i lin
The cells and associated systems make the
man attractive Lo hoth planetary police for
to bounty hunters, and the ships are i hig
among both groups,

ement use, TMg pro-

SeCcure, Environ-

e,
Guards.
Ces ang
h demang

GUNS BLAZING
NO DISINTEGRATIONS

Vehicle Type/Model: Airspeeder/XL-3¢ Guardsman.

Manufacturer; Tiop, Mil/Sci Industries.

Maximum Altitude: |50 kilometers,

Sensor Range: [ong. g

Crew: One pilot. rﬁ]e co-pilot, one SUHSU”CQ_m.rg?

operator, one security tech (if equipped with prison

handling system).

Encumbrance Capacity: 30).

Passenger Capacity: |2 (usually prisoners).

PricefRarity: 59,000 credits/7.

Customization Hard Points: | anon
€apons: Forward-mounted heavy blaster cann

(Fire Arc Forward: Damage 5: Critical 4; Range [Closel
Linked 1),

MODEL 90 RANGER
Cryospac Repulsorlift Corporation is a ”‘f'a?'ve_ ,BL;vn
€omer 1o the galactic landspeeder market. Base 10N
Seikosha, the fourth planet of the Breago Systemce
the Outer Rim's Borderlands Regions, they p-mdud‘
a small handfy of rugged, surprisingly well-built Ia?he
SPECAers for export, OF their six current models, a-
MO0 Ranger s the most popular, and with goo,d rt\;i-
50N, Built for Exploration and travel in hazardous en‘th
fonments, the Ranger was designed primarily l'erﬂS
surveyors ang back Country search and rescue lef{ 5
in mind. Due to its tough build and SDUCia“KCd ‘]Zu
tems, howeyer, the Ranger has slowly gained pop’U( 5
ity in other market segments, including the galaxy
bounty hunter Community.,
Long ang slee

t T |'1d€'
; K. the Ranger has a sturdy, blad
shaped huil ity

4 thin nose and a broad, flat “"a".gm
Ng It a silhoyerie similar to that of a fast and pomirjme
watercraft, The passenger compartment, shaped ,Irh
4 Pointed ova| apq running almost the entire “:1{’
of the vehicle, j equipped with three rows of 5(""1'57”(1
PiloL and one bassenger sit far forward, while Dehlgs—
them are two hench JSL‘?}[T; that can hold three pé
Sengers each

A reinforce Lr
Passenge
Cauipped
the 5

« the
ansparisteel canopy i 'LJ?
r r:.r.}rnuar!.1nf-;|'11,, and is both p:_)lai"zc(,j -;ges
A with a pilot controlled system that Cw ent
urface from Opaque to completely 1.rar15na[ :
to anywhere iy between depending on the :1{:(-:(!30r_
the Passengers, This convenience might seem |-n|"1 1 |
but it can dramatically improve the performance di\.fi-
Quality of life g the operator in extremely bright efl1

mrlmonl,s, Such ag deserts, snowy wastes, thcﬁ‘lr E;
and other FEgIons with terrain that reflects light. Fudi' -
bounty hunter having clear vision might mean H?F:o it
erence betweer -5;'3(_jr,1_inp a key detail and missifie ﬂ'
prolorrging a pursuit o faFlirlg behind the r_‘f);q-]['.)[—,‘llilf) .




A heavy-duty CRC-X80 r'ebuléor generator feeds six

'?szerful coils spread .throughout the vehicle’s hull. -
mo high-output LX-990 Whirlwind .turbine engines.
ounted on triangular outriggers provide the Ranger

‘t"r’::: copieus amounts of thrust, and a simple vectored
3 il‘st system gives the speeder better than average
frga n'ﬁ?. The Ranger’s real worth, however, is'in its stout
b ee and rugged internal systems. The cabin can
fofmﬁV'YQn mentally sealed and is shielded from most
¥an Sjl-_?xfﬁ_hEmIcal, biological, and radiation contamina-
i e internal systems are'hard:ened‘and designed
doira away as to reduce shock, vibration, and other
foi é‘%rlgg effects from heavy use In dangerous envi-
o 5. All of this makes for a vehicle that can take
rdinate-amounts of abuse and keep working.

good bounty hunter, no matter - his specialty,
5 always needs a good way to get around Like
any - of the criminals he pUrsues—smuggWS»

ElratQS,_ and other assorted, spaceborne scum—a
ounty hunter's ship is both a home an

STARFIGHTERS AND
PATROL BOATS

,mgls starfighters are rarely used by b _

o o their lack of interior space and intense main-

e ance needs, patrol boats are perfectly suited to
e needs of a freelance law enforcement agent.

y bounty hunters

AGGRESSOR ASSAULT FIGH

;F}rliion Incorporated’s Aggressor Assault Fighter
st:"s_ the line between patrol boat and
rfighter. A relatively new entry

d a key tool. |

TER

Vehicle Type/Model: Landspeeder/M90 Ranger.
Manufacturer: Cryospac Repulsorlift Corporation.
Maximum Altitude: 10.meters. R
sensor Range: Close. :

Crew: One pilot. :

) -Encumbrance Capacity: 20.
Passenger Capacity: 6.

Price/Rarity: 19,500 credits/4.
Customization-Hard Points: 4.
Weapons:.None.

into the market, and the first purpose-built combat
vessel designed by T, the Aggressor is a fast, potent
ship optimized for patrol and medium combat -
duties. It has a narrow, lightly-armored, V-shaped
hull with articulated S-foils mounted port and star-
board that act as precision control surfaces. The
two-position tandem cockpit is located between the
forward-facing arms of the V, and a single, powerful,
KDY Sol-Mk. VI ion engine is mounted at the point.

Because of the Aggressor’s incredible acceleration,
the craft's designers found it necessary to add numer-
ous limiters and safety features to thie craft, stacking
inertial dampeners and similar devices to keep the
pilot conscious and alive while performing high-speed
maneuvers. These features worsen the craft's handling,

put also prevent pilots from incapacitating themselves

while flying it.

o

: %




Hull TypefModeI: Patrol Boat/Aggressor:

R R R T N, - " -

Manufacturer: Trilon Inc.

* Hyperdrive: Primary: Class 2, Backup: Class g

Navicomputer: Yes.
Sensor Range: Short,

" Ship’s Complement: One pilot, one co-pilot,

Encumbrance Capacity: 20.
Passenger Capacity: 8. .
Consumables: Three months,. -
Price/Rarity: 160,000 credits/6,

- Customization Hard Points: 3 Karer :
ed twin mediym laser

Weapons: Forward-mount
cannons (Fire Arc Forward; Damage 6;"Critical 3

" Range [Close]; Linked 1),

. Forward-mounted twin
Arc Forward: Damage 6:;
lon, Linked 1),

‘Forward-mounted light tractor beam projector
(Fire Arc Forward: Damage —; Critica) = Range
[Close]; Tractor 2),

medium ion_canno (Fire
Critical 4. Range [Short):

' ADDITIONAL RULES

Safety Limiters: As a Maneuver, the
Aggressor Starfighter can shut off the
safety limiters and additional inertial
changes the craft's Handling to + 3, but Whenever
the pilot performs a piloting maneuver, each charac-
ter aboard suffers 3 strain: Droids and, at the G\vr’s
discretion, characters with 4 of more cybernetic
enhancements suffer only 1 strain e

automatic
dampers, This

ach time instead, .

MANDALORIAN PROTECTORAT
. STARFIGHTER
The -designers. of the Mandalorian
starfighter, or Fang fighter, consier |
nacle of space fighters, building on
the much larges Gauntlet fighter, |
as a heavy fighter and transport |

ling, however. the Fan
fighter, is 2 pre.
cision  strfka

Protectorate

" Mounted

the fusela 2
- c8ine and the majority of the ship's weapon S

pilot of an

not widely k

Ike its older gy,

Syndicate h

: tectc:-rs, tho
down ang. th

fighter used by the Concord Dawn Protectors,-a mili-

. tia are known ang feared throughout the Mandalo-

rian sector. Fiown by some of the best pilots in tgg
sector, the Fang fighter is a common sight both in t

- Concord Dawn system and throughout the sector.

An elegant, broad-sho‘uldere“d starfighter with an

aggressive look, the Fang fighter is unlike anything . -

else inits class, With its thin, angular silhouette and

cranked-delta Planform, there is no mistaking a Fang. - -

fighter as it speeds through space. The fuselage IS

+ 2 small, elongated hexagon with a single, massive:

high-output. ion engine dominating the aft section,
and -a low-profile canopy covering the midships
cockpit. Two massive, articulated S-f‘i‘“sto
as long as the fuselage—are mounted -
$€, each one mounting a single huge 10

half again

tems, The S-fojls ¢an rotate,and be raised and_l?‘“;'
ered through an impressive range of motion WhICh
combined with, the engines’ sophisticated Vecwred
thrust system, advanceq flight control systems, ar}le-
clever use of.automated vernier thrusters, ma
these big fighters shockingly agile. I
The Fa

3 : i r
first glance, relatively light. A pair of medium {gie
cannons mounted in the S-foils: makes up the

; $ [+
. Of the fighter's weanon systems. Mounted in t

_ﬁghter's belly however; just forward-of the Corfkplté
'S @ retractable proto torpedo Tauncher Ca”_y’ngi
Single torpedo, The torpedo launcher, although

8Ives the fighter much needed tactical flexibility 2"

the ability to pyncy well above its weight, is US€’

i is
SParingly by Protectorate pilots and its presence .

( nown. While'they carry no shields: :Ze
Fang fighters have a sturdily built fuselage, cove ot
In heavy armor designed to absorb or deflect mfhe
NComing ordnance or energy blasts. In addition. 8
Ship's blistering speed ang rémarkable agility, ;?oan-
Bined with its narrop silhouttte, make the'shiP
neredibly hard target o it '

. Most of these impressive fighters wére sold tO Ehe
Protectorate, but-a small handful have made it toswi
oPen market in one' way or another. The Black ave
as resold some of these ships that I

; o
frade their way away from the Concord Dawn F"

: ike.
mercenary pilots gl

; ! T
ng fighter's standard weapons loadout is, @

; ck,
ugh these craft, remain- difficult £ traan
Us in demand among collectors a1°,
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a‘g:‘gla)e:Model: Starfighter/Fang fighter

Myssrd C ure)r:_ Mant lr’j“\.-’]{_)|_1’.J| 5.

Nl rive: Primary: Class 2, Backup: None.

S mputer: Yes.

SE!"S'OI' Range: Close.

Eﬂg;gomplement: One pilot.

Passen rance Ca|_)ac1ty: g8

Cories ger Capacity: None.

Pri mai_ales: One day.

Cul‘;:l?fR?rlt}_!: 120,000 credits/9.

Weaomtzatton Hard Points: |.

W’irn?\?{nf: |'f-il".-\":m| mounted twin light 125

Linked orward; Damage 5; Critical 3; Rané
red ),

ll'_]:“’]’(’_:':’:;ll'fi _mf;l_mlf_'.{i retractable proton “?'1-”""-.‘__”

I'\‘E.IH{.J“(' jl--“'”r‘ Arc Forward; Damage 8 ,(".m.r'-;'” j:

A-nee [Short]; Blast 6, Breach ©. Guided 2, Limited
nmo 1, Slow-Firing 1),

ggr'::LTIONAL RULES

range :‘:I_‘:t\t??k _Prof'ile: When an €

s T Starfighter.

M“_ml_'{”._ uelieas | lower (to @ |.l||||||'.n||ni.;| 1) for ¢
ses of determining the difficulty of the attack.

er cannons
e [Closel;

pemy ship at close
it counts this
for the

ARFI

G-1A HEAVY 5

{ily DHuilt
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FREIGHTERS AND
TRANSPORTS
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ight and medium freighters, even more SO than’
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han(:||eg r‘fade‘ They have the size and versatility to
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elance law enforcer.

LANCER-CLASS PURSUIT CRAFT

sg;irg):llng liberally from Corellian Engineering's
rides th a:’}guage and philosophy, the Lancer-class
The Iat: ine between civilian freighter and warship.
Pl st release from MandalMotors, created on
is moreCOm_mlsspn for the Black Sun, the Lancer
5 Workagn interdiction and patrol vessel than it 1s
fleeing ¢ ay cargo hauler. Designed to chase down
theSeg\, cargo vessels or outrun other patr.ql ships,
Kaitt u‘35531§ are fast, tough, and able to withstand
designesc? with n_'regular maintenance. They were
o to-fly, fight, and survive in the most dan-
5t0ckédand remote parts of the galaxy from under-
have o often improvised facilities. To that end, they
easy te”mf{rous redundant systems and are quite
e sl maintain. In addition, they are h‘lghly‘modw
it 'thEOng for a broad array of modifications to
eXtremnFEds of qearly any user. This makes them
and m ely attractive to smugglers, pounty hunters,
ing fo any backwater planetary governments look-
for a fast, cheap, and well-armed patrol ship-

haioautgr?ly the size of a YT-1300, the Lancer-class
of CEC’ in, saucer-like main hull reminiscent of many
tandems more popular ships. A narrow, two-position
leadin cockpit protrudes from the sa_uce'r’s forward
but ngEdge, and seats a pilotand co-pilotin cramped
subli ﬁl Ia'd_'out surroundings. A bank of powerful
thru-i t engines mounted aft provi
005 pale gt TIEE perfo
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and inimal and its armor is light, the Lancers speed
tra knarrow silhouette make it a difficult target to
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Iasmament is relatively light—a pair of fire-linked light
er cannons, a triple light laser turret, and a trac
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s m,idshipsfmounted-

MK.IV FIRE CONTROL SYSTEM

ll'he heart of the Lancer-class’ weapons sys-
tem is the sophisticated Mk.IV fire control
system, which links all of the Lancer's weap-
ons and allows the pilot to fire all of them with
a s_mgle pull of the trigger. Firing the Lancer's
weapons requires very little input from the
pr_lot, who can focus on flying the ship while
the fire control system does most of the heavy
lifting of targeting each weapon. The major
drawback of this system is that all of the ship’s
weapon control systems are routed through
the FCS, and if the system is knocked offline
from damage or ion attacks, all weapon sys-
tems also immediately go offline.

As a maneuver, the pilot may activate or
deactivate the Mk.IV FCS. While the system is
active, the ship’s forward-mounted twin light
laser cannon’s Linked guality increases to 4
and it gains the Tractor 2 quality, but only this',
weapon system can be fired..

Hull TypeIModeI: Light Freighter/Lancer-class.

Manufacturer: MandalMotors.
Hyperdrive: Primary: Class 2, Backup: Class 12.

Navicomputer: Yes.

sensor Range: Short..

Ship’s Complement: One pilot, one co-pilot.

Encumbrance Capacity: 60.

Passenger Capacity: 4.

Consumables: Three months.

Price/Rarity: 120,000 credits/8.

Customization Hard Points: 3. :

Weapons: Dorsal turret mounted triple light laser

cannon (Fire Arc Al Dorsal; Damage 5; Critical 3;

Range [Closel; Linked 2), : !
Forward-mounted twin light laser cannon (Fire

Arc Forward; Damage 5; Critical'3; Range [Close];

Linked 1),
Ventralﬁmounted

light tractor beam
projector (Fire Arc
All Ventral; Dam-
age = Critical —;
Range [Closel;
Tractor 2).

”




YV-666 LIGHT FREIGHTER

Siab-sid'ed and irhpo’,sing, Corellian Engineering

Corporation’s YV-666 light freighter is a radical

departure from the company’s traditional styling
principles. Introduced decades ago, these large,
square-shouldered ships have steadily gained a
reputation as fast, durable, easy to fly freighters

that withstand incredible amounts of hard usage. .

Designed initially as long-range haulers, the YV-666

carries a surprising amount of cargo in its modular,

environmentally sealed cargo holds. Thanks to their
considerable fuel tanks and capacious holds, these
ships are often the best, most efficient way to ship
goods to the far reaches of the galaxy.

Roughly twice the size of CEC’s popular YT-series
freighters, the YV-666 pushes the boundaries of
what is normally considered a light freighter. It has
a tall, narrow, vaguely trapezoidal hull with three
interior decks and no visible viewports. A long, rein-
forced fantail extends the keel from the lowest deck,
and is home to the ship’s Quadex SuperNova. ||
power core, a pair of high-output CEC Evader-GT ion
drives, repulsorlift systems, and two broad, variable-
pitch, swept wings with downward-cranked tips. The
ship’s small flight deck is located in the far-forward
. compartment of the top deck, and features a unique
windowless cockpit that uses high-resolution holo-
- projectors to give the pilot a 180-degree view of his
surroundings. While they are not designed for front
line combat, these ships do mount a pair of light
lasers in a forward mount and a retractable quad
laser turret for defensive purposes,

Like other CEC offerings, the YV-666 is a reliable
and versatile ship designed with an eye toward end-
user customization. The ship’s three-decked hull,
an excess of redundant systems connections, and
a robust aftermarket make it quite popular with
medium and heavy haulers throughout the galaxy.

In addition, these ships have'garnered a small but
dedicated following among the galaxy's bounty hunt-
ers, who find the YV-666's modular design, roomy
compartments, and rugged hull a' perfect fit for their
dangerous line of work. Perhaps the most famous is
the Hound's Tooth, a highly modified YV-666 owned
by the Trandoshan bounty hunter Bossk.
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Hull Type/Model: Light Freighter/YV-666. )

Manufacturer: Corellian Engineering Corporation.

Hyperdrive: Primary: Class 3, Backup: Class 14.

Navicomputer: Yes, :

Sensor Range: Short.

Ship’s Complement: One pilot, one co-pilot.

Encumbrance Capacity: 200.

Passenger Capacity: 6.

Consumables: Three months.

Price/Rarity: 132,000 credits/6.

Customization Hard Points: 6. :

Weapons: Dorsal retractable quad laser turret [Fil’?

Arc All Dorsal; Damage 5; Critical 3; Range [Closel:

Accurate 1, Linked 3), . ;
Forward mounted light laser cannons .(Fire ArC

Forward; Damage 5; Critical 3; Range [Closel:
Linked 1). : ;

CAPITAL SHIPS

Capital ships are a rare sight among bounty hunters.
Their size and complexity are more than an individual
operative needs, and the sheer cost of keeping even
the smallest frigate at space is prohibitive. There are a
handful of major bounty hunting operations that usé
second hand frigates or cruisers as mobile bases for
their contractors, but these are few and far between.

.C-ROC GOZANTI-CLASS LIGHT CRUISER

" The C-ROC is 3 shipyard custom configuration for

Corellian Engineering’s Gozanti-class cruiser. Bulkier
than the original Gozanti-class ships, the C-ROC

+ Was designed more for transport and cargo dUti_eSI‘
than for combat. Offereqd initially to the Imperia

‘Navy—and rejected as inappropriate in the Impe-
rial Navy's order of battle—as an armed, long-
range transport, the C-ROC has become
v, Popular among both legitimate
W Cargo operations and criminal

e organizations. These ships aré

especially papular in the Quter Rim, where the com-

bination of hauling capacity, rugged construction,

- and respectable fighting capabilities have gained

the class many admirers,




ions. hoth cosmelic and

There are many modificat
; prede-

mechanical, that separate the C-ROC from it
Cessor. Unlike the bold, SE]!_IaI"F_‘—S|'lOl.l|di.!r'0d lines of the
original Gozanti-class ships, the C-ROC has a softer,
more rounded hull design. The forward two-thirds of
the ship has a sloping, bell-shaped cross-section thal
is narrow at the dorsal side and flaring out below the
midships line. This new hull shape gives the ship a bit
of extra protection as the slope of the hull deflects
Incoming blasts and ordnance more efficiently than
s slab-sided predecessor. The cranked delta wings
of the old ship are gone, replaced by outrigger cargo
trays designed to carry modular shipping containers
similar to those used by the venerable GR-75 medium
transport, The outriggers, and a complete redesign of
the ship's interior, give the C ROC an impressive haul

ing capabilily at the expense of the ship's noted com
bat and fleet support utility.

The two original Girodyne Ter58 ion engines Were
replaced by five newer, more efficient JV-80 ion drives
by Novaldex—two each mounted port and starboard
and one mounted on a dorsal spar. While the ship's
armor and shielding remain largely unchanged from
the original design, the weapons loadout has been
drastically reduced. Two quad laser turrets—one ven
tral and one dorsal—provide good defense against
small ships, such as starfighters and patrol boats.
Each of the ship's broad flanks mounts a pair of
heavy laser cannons, just enough Lo keep determined
pirates and other undesirables at bay. While it carries
nowhere near the firepower of the original desien. the
C-ROC is quite capable of handling most foreseeable
threats without trouble.

While it hasn't been a wildly
sales of the C-ROC are steady and CEC continue
produce updates and replacements for the
ship’s various systems, With the
rise of the Empire and the
Increasing lawlessness in

successful product,
s to

the Outer Rim, many of these ships have hbeen
pressed into duty by various rebel cells as ersatz capi
tal ships. While unsuited to serving as front line war
ships, C-ROCs are capable enough—especially when
manned by a cunning and motivated crew—to deal
with most of the old vessels the Imperial Navy uses Lo
mairtain law and order oul on sociely’s fringes.

Hull Type/Model: Light Cruiser/Gozanti-class/C-ROC
Type.

Manufacturer: Corellian Engineering Corporal ion.
Hyperdrive: Primary: Class 3, Backup: Class 12.
Navicomputer: Yes.

Sensor Range: Medium.

Ship’s Complement: One pilot,
engineer, one comms/sensor operator, two 10

one co-pilot, one
admas-

ters, six guUnners.
Encumbrance Capacity: 1,800
passenger Capacity: 20.
Consumables: Two month.
Price/Rarity: 190,000 credits/8.
Customization Hard Points: 6.
Weapons: One dorsl and one ventral retractable
quad laser turrets (Fire Arc All; Range Close; Damage
5: Critical Hit 3; Accurate |; Linked 3),

Two port and tWo starboard retractable twin heavy
laser cannons (Fire Arc Port and Starboard; Range

Short; Damage 6; Critical Hit 3; Linked 1].




NEW STARSHIP AND ENHANCED PRISONER LOCKUP
VEHICLE ATTACHMENTS

Modular ships are in high demand among bounty
hunters. Every bounty hunter has a unique style
developed over the years, and the ability to tailor a
crall to these needs is of paramount importance.

A prisoner lockup is an aftermarket modification that

provides a ship with a comprehensive prisoner han-

dling and transporting system. It includes two cells [I.i'lEIT,

hold one human-sized individual each, with sufficient

life support and basic necessities. The kit also includes

numerous security systems for the lockup itself and the

ship at large. Cameras and motion sensors are installed,

CONTAINMENT FIELD  ang powerful electronic locks are fitted to hatches and

i : . - . doors throughout the ship. This attachment can be

chagned for permanent installation, a containment installed on any vessel capable of carrying prisoners.

field generator consists of two flat, cylindrical genera-

tors—one holted to the floor, the other to the ceiling—  Models Include: Various models. I

that hold a single individual captive in a powerful stasis  Base Modlifiers: Full incarceration and security suite

field. Individuals held in a containment field wear mag-  for up to 2 prisoners. o

netic binders and are suspended in mid-air completely ~ Modification Options: 4 Add support for one addi-

isolated from the world around them. When held in a  tional prisoner Mods,

containment field, individuals are usually fitted with Hardpoints Required: 2.

bio-signs monitors due to the field's distressing habit ~ Cost: 3,500 credits.

of causing heart attacks, brain damage, or death if it is

not tuned correctly. This attachment can be installed MINELAYER

on any vessel of silhouette 4 or higher.

Minelayers, and their accompanying ordnance, a(t‘
Models Include: Gordarl Weaponsmiths A1 Contain anti-ship weapons sold by numerous major galactic
ment Field, arms manufacturers. Mines are typically deployed in
Base Modifiers: A containment field can hold one defensive positions, used to deny areas to vehicle traf
silhouette 1 creature. An individual held within a con- fic or to create fire lanes for weapon emplacements,
tainment field is completely unable to move, although ;. they can also be used offensively in a manner
he can still hear, see, and speak. Escape under these  gimilar to missile or torpedo launchers. They come in
circumstances is incredibly difficult, and thus can only 4 variety of styles—from simple concussion mines Lo
D be attempted at the GM's discretion. sophisticated gravity mines—and grant a small vessel,
As an action, a character operating the field can use it such as a starfighter or patrol boat, a damage capacity
toinflict harm on the prisoner; the characterimprisoned el out of proportion to its size. This attachment can
nside must make a Hard (¢ 4p 4) Resilience check, be installed on any starship
and suffers 1 damage per Y on the check The opera- '
Lor may spend {8} to inflict 1 strain on the prisoner,
Modification Options: Norne.
Hardpoints Required: 2.
Cost: (R) 7,500 credits,

TABLE 2-7: STARSHIP AND VEHICLE ATTACHMENTS
Price HP Required Rarity

R) 7,500 2 9

Containment Field

Enhanced Prisoner Lockup 4,500

N
-

Minelayer

TABLE 2-8: SPACE MINES

Mine Skill | Range | Damage | Crit | Price Rarity | Special

Concussion Mine Mechanics Short 12

(R} 4,000

4 (R) 500 5 Blast 8, Breach 4. Limited Ammo |
Connor Net Mechanmics  Short 20 4 0 (R) 1,200 I lon, Limited Ammo 1
Firecracker Mine  Mechanics ~ Short I NA (R) 400 4 Blast 8, Limited Ammo 1
Gravity Mine Mechanics — Short 2 5 | (R)1.000 7 | Limited Ammo 1
lon Mine Mechanics  Short 12 4 (R] 600 5  Blast 8, lon, Limited Ammo 1
Seeker Mine Mechanics | Shart 16 400 (R 1,300 Blast 4, Breach 2, Vicious 2,

Limited Ammo |

GUNS BLAZING
NO DISINTEGRATIONS
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Models Include: GSI' M-L4 Seeker.:‘ Czerk
Arms MK. IX Proton Mine.
Base Modifiers: Allows the vehicle.
to ‘carry a number of mines equal 1361
its silhouette.

As an action, a character .
piloting or operating the weap- " P oo
ons on a ship equipped with a
minelayer may make an Ave
age () ) Mechanics
deploy one mine anyw
close range. See Space
more information.
Modification Options: .'T Inc
deployable range to medium range Mod,
3 Increase mine capacity by 1 Mods.
- Hardpoints Required: 2.

" Cost: (R)-4,000 credits.
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INTEGRATING BOUNTY HUNTERS

ounty hunters have a reputation in the Star Wars
universe for being lone wolves, loyal to no o
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nature of
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ler the risk of a bounty
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OFF THE HUNT
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A Bounty Hunter character brings a lot to a 5—?‘ U;l]irig
PCs. Inaddition Lo the various skills and talents O! {.‘\vo_f
by the career and its specializations, the 5_)(056.?1%'.?:3;1[_
a Bounty Hunter PC brings a major intangible .”U ﬂlw
to the group’s work, one that few other Careels rill_].[lﬂ.c
fringes of galactic society provide so {EX!"”'.{_‘IH}'}[;) écl.
benefit of legitimacy. A Colonist might be abls.§ tyDi-
the group into offices in the Core Worlds, but in _T \ter
Cal EpGE oF THE EMPIRE campaign, a H”L_”-'w } L:l m‘g
PC's license to Operate carries even """ri_{'jc‘:."?rr-?e in
authority. This is as true if the license is a __IiLf;:_ f.“ ::L as
the form of an Imperial Peace-Keeping 'TJ“'"“]_EC."E_\'I,59|'
itis for an independent hunter who has prad. []IEE fig-
able to operate without it. For many underwor as
to

ures, it’s simply safer to assume that anyone «11‘3;
survived |rme as a i'_],f_)|__||"|]_\rlr hunter is not s0mMeo thin
€ross. What's more, other bounty hunters may) en if
'.l.-".fi'.'.'f} I."_Jf]f:[_'ll"f_‘ |_?}I]E1H[']P with one of their own, ev e
they don't share the same affiliations or i'latﬁ(.gr.qil not
The benefit of 4 Bounty Hunter PC's r'i-li'ﬂ-”-"‘]""o,”-l-able
foolproof protection, but it is both broadly appic
and instantly recognizable in dangerous locales.
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While a Bounty Hunter primarily benefits fro .
Profession’s reputation in ways that help chasé nt
leads and targets, other characters working Wit
hunter also can find benefits from the
shadow that the reputation casts.
A Bounty Hunter may be their
ticket to recognition by figures
of :}l_n._i"lr)r':l,y -even actual legal




authorities, with an IPKC—as well as a way to keep
trouble off of their backs. A clever Smuggler might be
able to embroider the details of a hunter companion’s
exploits to discourage pursuit, or claim that the con-
traband cargo is necessary as part of a bounty hunt-
ing operation. A Hired Gun could collect two paydays
on a mercenary job by turning in defeated opponents
for reward money, and a Technician might be able to
keep a newly developed prototype by threatening Lo
place a bounty on the would-be thieves. When not
actively on the hunt, a Bounly Hunter character still
provides a professional edge working as security,
muscle, or an investigator.

While a Bounty Hunter PC offers the benefits of her
reputation to her compatriots, the other PCs can help
a Bounty Hunter deal with the negative aspects of |L
A soothing word from a Colonist can calm anxious citi-
zens and trigger-happy guards concerned al;uoul._r.he
hunter's presence, while a far-ranging Explorer might
be able to circumvent terrain or social impediments
standing between the Bounty Hunter and her goals.

Given that a Bounty Hunter is obligated to act in
certain ways to maintain her reputation and its value,
covert action by a fellow PC might offer her a deni-
able way out of sticky situations without compro-
mising this crucial asset. A hunter who lets a targel
escape s rarely intimidating or worth hiring, no mat-
ter the bribes offered or moral conflicts that led to
the escape, but if a Technician whips up a brand-new
identity for the target wanted dead, then who's {0 5ay
that the job failed after all? Similarly. acting against
the interests of a client is a sure way to lose work, but
a Smuggler might be able to obscure such behavior if
it becomes necessary.

EXTERNAL AFFILIATIONS

For many on the fringes of galactic society, trust IS
hard to come by and outsiders ar¢ to be feared. B.)’
remaining closest to those that they can rely upor,
these fringers gain the advantage of numbers without
the vulnerability of relying on an extended network
of disparate individuals. This dynamic is 2 common
one for Epce of THE EmPIRE PC £roups a5 well, with the
trusted associates in question Deing the other Pla)'tfr_
Characters. However, Bounty Hunter characters dOJ'l t
have the luxury of this option. BY its very nature. the
work they do requires dealing with all sorts of‘_ figures
outside the group, from their clients to their infor-
mants to their targets.

Although these concerns arc common (o al_l Bf)L_lﬂLy
Hunter PCs, how a given character deals with lilu’cm
can vary, Some characters might view the potentially
divided loyalties their work entails as 2 tesll<)1 1Jl0'
fessional conduct, while others might lean in favor
of self-advancement, or loyalty t0 their fellows. _rm:
important thing for Bounty Hunter characters is 1o

consider how their work informs their views on, and
interactions with, the other PCs, and to find a way to
make their unique challenges and opportunities a fun
experience for the whole group.

One of the most significant outside ties a bounty
hunter can have is the Imperial Peace-Keeping Cer-
tificate, which grants legal authority and carries some
restrictions. Not all Bounty Hunter characters have an
IPKC. but as noted on page 57 of the EDGE OF THE
Emeire Core Rulebook, it is always an option for a
starting character Lo possess one, and it is this docu-
mentation that allows the character to operate on civ-
ilized worlds. The Empire’s law-enforcement appara-
tus does nol yet stretch across the entire galaxy, but
even many frontier militias respect the IPKC—at least,
more than they respect a hounty hunter operating
purely on her own authority. Bounty hunters without
3 license are limited to operating in the shadows and
seedy underbellies of society, or on a limited number
of worlds all but openly ruled by crime lords. Most
unlicensed hunters operate out of Hutt Space, as the
cartels respect results far more than laws.

In theory, a hunter who collects unauthorized boun-
lies Or CAUSES EXCESS collateral damage risks losing
her license. However, the Empire’s general disregard
for civilian welfare means that they rarely revoke
IPKCs. In the eyes of many Imperial governors, hav-
ing hunters striking fear into the local rabble is worth
a little extra trouble. Of course, a hunter who col
lects a bounty on an Imperial authority or works for
an enemy of the Empire does not receive anything
resembling such leniency.

What all this means for the GM s that if a Bounty
Hunter character opts io have an IPKC al character
creation, the GM should respect the choice during
play. The choice to operate with a license is as much
4 statement of interest in the style of the game's nar
rative as anything else, and the player who selected
it may be heavily invested in the idea. This is not to
say that a licensed hunter should never see the con
sequUences of their aclions, but those consequences
should be local and specific Lo their misdeeds. Some-
thing as career-shaping as losing the authorily of the
[PKC should be limited to similarly campaign-defining
actions, such as joining the Rebel Alliance or some
thing of similar sCOpe.

GUILDED BOUNTY HUNTERS

The choice to operate under the auspices of a guild of
hunters is, in many ways, just as significant as whether
4 hunter possesses an IPKC. Although no guild or
organization POSSESSES anywhere near the
power and authority of the Empire, guilds take a laf
more personal and direct interest in the activities of
their members, and tend to intervene more directly in
a wide range of situations. Bounty hunter guilds take
their reputation very seriously, and expect all of their

similar
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members to abide by certain rules or codes of conduct.
A Bounty Hunter character who chooses to belong to a
guild should do so knowing that the guild has rules and
regulations, that the guild likely requires membership
dues or percentages of all bounties claimed, and that
she may be given assignments instead of being able
to pursue her own goals at all times. In game terms,
this can be easily represented by an Obligation to the
guild. Even a character with different Obligations at the
start of the campaign may end up owing an Obligation
to the guild if they neglect their duties.

On the other hand, a bounty hunter guild offers a
wealth of resources to those who serve it well. One
of the most obvious of these is that guilded bounty
hunters rarely lack for work, given the number of con-
tracts coming in, and that they can request additional
assignments from their guild when not working toward
an existing bounty. The GM should consider keeping
a list of possible bounties in the guild’s logs during
a campaign to represent this abundance of clients
and offers. In addition, just as the guild may demand
work from those with Obligations to it, it also pro-
vides access to all sorts of resources to those who ful-
fill their duties. Many guilds maintain armories, or at
least contracts with arms manufacturers, which allow
a member to acquire rare and expensive gear more
easily than an outsider. A hunter in good standing
with the guild may be given discounts on purchases
or find the rarity of certain items lowered, or might
be presented with the option to increase her owed
Obligation to acquire some new gear.

A Bounty Hunter PC's standing in her guild can
shape much of that character's personal arc within
the narrative. Going from an indebted apprentice,
untested rising star, or shamed washout Lo a promi-
nent and renowned contractor—or some version of
the reverse—can be a powerful story within an Epce of
THE EMPIRE campaign. However, the GM should make
sure that the Bounty Hunter character's arc does not
occur inisolation from the rest of the group. The rela-
Lionship of the other characters to the guild is just as
important, and at the least, should contain enough
substance to keep the other players interested in it
Perhaps the guild's leaders view the other characters
as unwanted hangers-on who drag their rising star
down, and work to separate them, presenting a chal-
lenge the party must delicately navigate in order to
keep their main source of income intact. Alternately,
the guild might develop a grudging respect for these
non-hunters, and offer them some sort of informal
membership in exchange for their continued assis-
tance. Either way, a bounty hunter guild is a signifi-
cant patron for hunters and non-hunters alike, and it
should have a correspondingly noticeable impact on
the campaign.
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FREELANCE AND UNLICENSED HUNTERS

Hunters who operate without outside support have a
great deal of freedom in how they work, bul this free-
dom comes at the price of isolation. Operating as a
freelance hunter means that any bounty is open, and
the money becomes pure profit, but it also means
that the only resources available are those thal the
hunter brings along. A freelance hunter has fewer
allies, and they may be little more than a far-flung
network of individuals with little influence on galactic
events. This assortment of sympathetic connections
may well be the other PCs, which has narrative weight
for the campaign, but it may place complex, high-risk
bounties out of the hunter's reach initially. Similarly,
while not working for a guild or patron means that
the hunter can keep her earnings largely o herself
and immediate allies, it also means expenses are also
entirely her own.

In general, the tone of a freelance hunter's work and
overall life is thal of high risk and high reward. The
freelance hunter goes it alone, or nearly so, against
daunting obstacles and networks in order to claim the
riches that only sheer determination can earn, The
most successful freelance hunters become forces in
their own right, whose names are renowned alongside
the guilds, cartels, and law enforcement agencies of
the galaxy, but getting to that point can be the work
of an entire campaign.

In addition to the risk of facing danger without a
supporl network, freelance hunters face a few addi-
tional issues unique Lo their situation, The first is that
ol competition. Hunters within a guild are generally
bound to avoid poaching one another's targets, and
even rival guilds try to maintain professional rela-
tionships with each other. However, guilded hunt
ers sometimes view freelancers as unworthy of their
respect, and other freelancers may be desperate
enough to try horning in on existing contracts. This
style of competition is rare, as no hunter wanls to
weaken the reputation of their profession with failed
hunts and internecine fighting, but it is not unheard of
for a minor freelance hunter to receive some pointed
suggestions about changing targets to a less lucrative
bounty. Sometimes, other hunters plan such bullying
tactics to provoke the freelance hunter into making
the first move against a rival, weakening that foe's
reputation further.

Hunters without an IPKC face decidedly more pro-
nounced dangers. Technically, collecting bounties
without a license is a crime, and it may well lead to
additional charges, such as assaull, murder, or kid
napping. There are absolutely clients in the galaxy
who hire these hunters anyway, but working for such
unscrupulous figures is risky. Unlicensed hunters who
fail at their jobs tend to find that they become the
next bounty posting placed.



INVESTIGATIONS

P layers who make Bounty Hunter PCs are likely to
: want to do some investigation. Structuring inves-
tigations can be a challenge for the GM, but can also
be an extremely worthwhile storytelling exercise. The
following sections detail how to include investigations
in your games of Epce oF THE Empire. This includes
both mechanical and narrative details to support run-
ning investigation-focused sessions, GM advice, and
inspiration for possible narrative dice results.

The rules in this section include a simple system
for using questions to streamline running an inves-
tl_gative game. It is possible to run an investigation
without these rules, but they can help smooth over
rough spots in the narrative and keep the story flow-
ing. The rules may be particularly useful to GMs new
to this sort of story, or for use when the investiga-

tion has stalled. On the other hand, some play-

ers may prefer to piece together the entire
investigation by their own efforts, and
may see the additional opportuni-

GATHERING
INFORMATION

At the start of the investigation, or at any point in
which the PCs are stuck without leads, the GM can
prompt the players to open their search for informa-
tion with a question. If the player's formulation is
especially broad—such as, “How do we find Savas
the Dreaded when all we know is that he sold glitter-
stim on Arbooine?”—then the GM may wish to break
it down into several smaller questions. These could
include how to get to Arbooine, who else has infor-
mation on Savas, and how to get that person to talk.

Once the question or questions that make up the
investigation have been determined, an investigat-
ing PC can make a Knowledge or Streetwise check to
determine where to find an answer. The PC may sub-
stitute other skills for Knowledge or Streetwise with
a reasonable explanation of how they apply to the
investigation, with Charm, Deception, Coercion, and

t'esu%is;r;ﬂﬁfsagxﬁias = Perception all being particularly appropriate alterna- v
tives. The GM sets the difficulty of the check based on
the obscurity of the information involved in the ques- o __,":—
tion itself, rather than the obscurity of the answer. - /

Table 3-1: Information Obscurity on pa. 2
may be useful here, although the difficulties

_» sented there are for Bounty Hunter:
~ " _totheir guild, affiliation, orcontac
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TABLE 3-1: INFORMATION OBSCURITY

Difficulty | Result Options

Basic information that is required to operate within the field in question.

Knowledge (Core Worlds) example: The major hyperlane routes leading to the Corellian system.

Information that requires basic research or is common only to specialists within the field.

Knowledge (Lore) example: The list of worlds conquered by the Mandalorians in the distant past.

Streetwise example: The likelinood that a criminal could slip through the security in a particular place.

Streetwise example: The potential consequences of asking aboul a bounty in a given location,

Knowledge (Outer Rim) example: The last known planetary location of a petty criminal with a posted bounty.

Streetwise example: The presence or absence of other bounty hunters pursuing a targel,

Rare information, which requires special permission to access of is kept secret by those who know it In

Simple (-)
Streetwise example: The part of a town in which one should ask about fugitives,
Standard information that is widely known in the figld in question.
Easy (§) Knowledee (Underworld) example: The source of the spice called glitterstim.
Strectwise example: The specific cantina in which one should ask about fugitives.
Average (@ §)
Moderately obscure information, requiring research or a dedicated specialist to discover,
Hard (@ ¢ ¢) Knowledge (Xenology) example: The physiological vulnerabilities of a gundark
Obscure information, requiring significant research, even from a specialist.
Dauntin
(2222
3 sxlreme cases, information ¢ is rari feht involve 3 ore worade
Formidable extreme cases, information of this rarity might involve one or more ’ upgraded to @

(222 2)

Knowledge (Education) example: The source of a rare weapon produced only on a single world,

Streetwise example: The objectives of a crime boss based solely on observing the behavior of various underlings,

Success on the check provides a lead to where 1o
find an answer, but does not provide an answer directly,
This could be directions to a knowledgeable NPC, or it
could mean the character chances across some evidence
to support her theories. For example, if the question
was, "How do we convince Mahon the Hutt to give us
Savas the Dreaded's next destination after he sold him
bearsloth venom he got on Arbooine?” then a successful
check might direct the PCs towards another interest of
Mahon's that they can threaten to coerce the Hutt into
cooperating. Studying Mahon's criminal empire, or gath-
ering information from any other source, to yield up the
information the PCs need works just as any other similar
encounter. Failing a check in the investigation leads the
character into a hazard or trap. This could be an ambush
by parties interested in keeping the character away from
their secrets, or following a lead into a dangerous envi-
ronment such as an ancient, decaying space station.

The dangers faced by investigators should always
bear a link to the investigation at hand, as should the
checks that the characters make. Each time a character
deals with the dangers sprung from a failed check, the
character should find a lead, such as a secret passage
o a treasure chamber on the space station, or a mis-
placed crate of spice suggesting a larger operation, that
leads her to further clues. The character can then reat-
tempt the check for investigation, but she now upgrades
the ability of the check once. If the character fails again
and persists through further hazards, she upgrades the
ability once for each failure that she overcomes,
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RUNNING AN
INVESTIGATION

Whether running an investigation with the rules pre-
sented here, or going through the full process of
detailing every lead and clue, there are certain factors
that all investigations in a game of EDGE oF THE EMPIRE
hold in common. Being mindful of these elements is
important to keep an investigation interesting and the
narrative in motion, while ignoring them can lead to a
stalled investigation in which the players are aimlessly
spinning their wheels in frustration,

KEEP THINGS MOVING

The first, and arguably most important, element of any
investigative game is to keep the investigation mov-
ing forward. This is not the same thing as leading the
players to where they need to go, although that is one
method of doing so. Instead, keeping the investigation
moving forward means supplying the players with leads
to follow, and minimizing or removing any dead ends.

The first of the two seems simple but, in practice,
is often the more complicated. Not everything that
the GM, with full knowledge of the mysteries at hand,
thinks is a clear clue is going to seem the same way
to the players. In the same vein, what the GM consid-
ers inconsequential information may catch the intey
est and imagination of the players and cause them
to believe they have found a crucial lead, The easiest



TABLE 3-2: SPENDING €2, @, %5, AND 7 IN BOUNTY INVESTIGATIONS

Cost | Result Dptions

£ or

What's This?: In the course of investigation, the character turns up leads on other useful information. Add Cto
the next check the character makes to pursue information for the investigation.

Valuable Insight: In the course of investigation, the character discovers a crucial detail that can serve them later,

Lo P

the check to add [ to the check.

When making any one check later in the investigation, the character can explain how this detail assists her with

That's Convenient!: The character finds a source that provides information more easily than expected. If the
source is an NPC, add [ to all Charm and Deception checks made to seek information. If the source is not

a character, such as if the character encounters an object that serves as evidence, its nature is more readily
apparent, adding ] to all Perception and Knowledge skill checks to determine how it fits in to the investigation,

or Cases Converge: The character stumbles upon a source for additional information, which serves 1o answer

questions beyond what she was immediately seeking. The character finds a source for one other question involved

in the investigation. If the character is not currently investigating multiple questions, the GM should provide a source
who can shed light on some hidden aspect of the situation at hand. If this option is selected on a successiul check,
the character may discover two different sources, or the lead may provide information on both questions at once.

Cold Trail: As the character pursues some of her leads, she must sacrifice the opportunity to follow others, Add il
1o the next check the characler makes to pursue information for the investigation.

8 or

Minor Interference: The character runs afoul of small-time troublemagers who have an interest in keeping her
away from the information she seeks, She must deal with this opposition before continuing the investigation,

through whatever means she finds appropriate. The opposition should consist of no more than a single minion

group or rival NPC

Distracted: The characler misses an important elerment of the investigation, a misstep that could cost her later
on, When the character is making any one check later in the investigation, the GM can explain how this detail
interferes with the check to add [ll to the character's dice pool.

Hostile Source: The PC finds 4 source that does not readily give up its secrets. If the source is an WPC, add Il
to all Charm and Deception checks made to gather information from that source, If the source is not a character,
but rather evidence, its nature is not readily apparent: add [l Jll to all Perception and Knowledge checks 1o
determine how it fits into the investigation, This option is best used with a successiul check.

[T
i
LI

Q

Payback Looms: The character runs aloul of poweriul foes who have their own interests in the investigation, They
may be alter the same information for their own ends, or they might be out Lo silence the source the character

is after, As such, the character must stop the opposition before continuing the investigation, through wha
means she finds appropriate. The opposition could consist of several minion groups led by a rival, a neme

or a group of rival NPCs. These foes could also be representatives of a greater power, one which might continue 1o
keep an eye on the investigation after its agents are defeated.

ways to deal with these problems are a mix of clear
communication and a willingness to adapt. Some-
times the GM needs to state outright that something
is oul of place or completely ordinary, as appropri-
ate, and if the players still do not follow the expected
path, the GM needs to regroup and rethink the plan.
Waiting for players to investigate strange foolprints
only leads the players to frustration if they are more
interested in a shattered window the GM mentioned
in passing, but linking the two by adding another sel
of prints might put them back on track.

An especially important factor to keep in mind is that
if a clue is essential to moving forward with the inves-
tigation, then there should be no risk of the players
failing to find it. If the strange footprints are the only
way to follow the suspected murderer in an investiga-
tion, then the narrative stops as dead as the victim
should the players fail to notice them. Therefore, the
GM needs to either provide clues at this level of rel-
evance withoul checks, or to avoid making any single

clue crucial to completing the investigation. In fact, it
can be a good idea Lo provide all relevant clues without
requiring checks to find them, and instead only require
work to determine their meanings and interrelations,

Finally, if the players become stuck even after pro-
viding a solid set of leads, don't be alraid to give out
more information. Simply feeding players answers (o
their questions can be unsatisfying, but new leads can
come up in all sorts of ways. The PCs may be able to
draw on their bounty hunting guild or affiliation, or
might even receive a message from an old partner or
past associate without asking. Leads can also come
from hostile figures overextending themselves. For
example, if the villain of the piece believes the PCs
are too close for comfort, this character might send
out enforcers to deter them, not realizing that these
enforcers know enough to provide the PCs with fur-
ther evidence. Having a sudden attack or action scene
result in an unexpected lead is a staple of investiga-
tive narratives, in Star Wars and beyond.
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LET THE DICE HELP

Investigation in EDGE oF THE EMPIRE i5 uniquely assisted
by the possibilities the narrative dice offer. The addj
Lif)l’lalC‘JI’TI[JH(.'ai_iOﬂ’SOfferé,‘dbyu_@,{§}Ianr_‘]@rcgu|]_53
are well-suited towards the complications of investiga-
tive games, and can greatly assist both the CM and
the players. Dice results of Lordcanbea great way
to add new leads in to an investigation, allowin
PCs to stumble across additional clues or informants
as they go about their work. Similarly, negative results
of 38 and ¥ allow the GM to represent the obstacles of
investigative work, from time constraints or lost leads
to interference from criminals, villains, or even over-
zealous law enforcement agents,

g the

As detailed in the section above, failure on a crucial
check is very damaging to an investigative game, How-
ever, with the narrative dice, failure might not Mean
that the investigation stalls, hut only that it doesn't
proceed as expected. Consider a check to find an
important clue. If the PCs succeed, they find the clye,
and the investigation moves forward. But il it fails, the
PCs might still have a chance of finding some
ful if they receive £}, or even . With £ e
failure, the PCs might notice a different
more details about something they h
dismissed. The PCs could even suggest a clue of thejj
own devising, at the GM's discretion. 4 results are
less straightforwardly beneficial but they might result
in someone coming to drive the PCs away from their
investigation or an attempted cover up, either one of
which could become a clue in its own right if dealt with
appropriately. Of course, the narrative dice are st
dice, generators of random results, so the G should
be careful about relying on them too heavily. Neverthe.
less, the dice can redirect the PCs past obstacles, or
inspire the GM to introduce new ideas,

thing use-
sults on a

clue, or spot
ad previously

LET THE PLAYERS HELP

The basic framework of an investigation re
players having less information than the GM, but that
doesn’t mean they can't contribute ideas, Ailf‘Jwin{g the
players to take part in sha ping the investigation engages
the entire group and provides unexpected Opporti-
nities, even if the narrative never diverges from the
expected course in broader strokes, Players can offer
suggestions on how to spend narrative dice results, take
unconventional routes to gather information,

inspire new plot twists in the mind of the GM.

One of the biggest ways Lo involye players is i jo
them assist in interpreting the narrative dice. A player
can spend her own PC's §3 and @ results by defayy
but consider allowing the players to offer suggestions
on how they could be spent for NPCs or even other
PCs—with permission from the other players in the lat-
ter case, of course,. The GM can even allow players I_'};
offer up ideas for how to yse © and § on their r)wﬁ

lies on the

or even

tions
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and others' PCs. This approach to group P?rt'c_"_kfﬁr;
noL only helps to involve the players further, but |L'La (,S
some of the load off of the GM's shoulders and ,JIIIO“{;
her to spend her energy on other aspects of the game.

Player creativity and suggestions t:aﬂ‘|1|i-:1_|bef*'-;llé
things moving in other ways, as well. Investigations da|
a great place to allow players to use l_|r1cr)n\f0f‘F'UOS_
approaches to their skills and talents. During an ”.N?,
tigation, a GM should rarely say "no” to a new 'q&,d'
but should instead consider how the idea brings ;?Vi
elements into the story. It might seem that - il
Informant talent or several ranks of the Streetwise ?{ r
could make an investigation too easy, but from e theo
point of view, these powers provide an excellent i*w (-
emphasize clues to the PCs that they might o Umlﬁc
wise discover. Similarly, a PC with several ranks |r1voil_on
In the Charm skill might be just as happy Lo quies ! S
d databank droidbrain as a flesh-and-blood th-’?wﬂ);
but dealing with counter-slicing efforts, encryption. 3
other security measyres can be just as interactive a5
more archetypal round of questioning.

Finally, it is important to remember thet 1o ;lgs
ment of the narrative needs to be set until the ke
encounter it—and even then, a later reveal can ma
previous encounters turn out to be more l.hall" thz
seemed. As such, some aspects of an i”""fsugai:n1
tan stay mutable until the PCs are ready for th«']'
This doesn't mean the GM shouldn't plan some Orf;
of the answers from the start, of course. A comp leLtnyt’
mutable investigation is liable to become incohere
and fail to stick together under scr utiny.

Nevertheless. the GM should not he afraid [0 E‘dpr
her plans if she sees a hetter idea arise oul O[-riv?gi
For example, if the players repeatedly butt heads fan
a local law enforcement agent over the course r_J ally
investigation_ they may relish the chance R l‘CE'M
throw down with the obstructive character. If the ©

. aning an
Intended the characler to he a well-meaning
benevolent f iplre

, : e e wn BOSTAY
Just doing a difficult job, the E(:’r gel
not he happy when they have to share r..icdll’ Jm”}”
along with someone who has been as much of @t

In their sides g the actual villain.

However the GM ¢

cicoolanned-for
. an capitalize on this unplanne
rvalry by n 1aking the

agent a henchman or dupe [qulP;
villain in some way, p,ivin}g the players an u|‘)1.1r_)r|.L_|rnl.3f he
salisfying resolution to that aspect of the narrative. l_[.]-me
right circumstances, even grealer swilches are POE’blm-nn‘;
1P 10 and including the answers to the central “’!C[n("lln:.
under investigation. Perhaps the agent has been the i 10
derer g along! However, while it can be a gUU.d.'_d??[.\w
adapt the investigation in this way sometimes, it 1S !(.]-(;}15
a good idea to do it al| the time. If the players suspict the
always turn out to be right, they may lose irﬂ;erf_;rlsl, ||j c.ell'i
entire Investigative process. Playing to ‘—‘X!""’Cl'_m'(?r.]s “-'Li-
be satisfying, but so can surprises. When GMIng ”»]\.K-}:n'-
gations, rememper 1o match the style to the game s 1
rative, ard keep the players guessing.
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RUNNING INVE
ENCOUNTERS

)

HE" investigative encounter in EpGe’ OF THE EMPIRE
is not substantially different from any other type

of encounter, except in one Key area—the purpose

of the scene is always to get néw information in t}’le

Ra’}ds of the players and show them what to do with

tér hat constraint aside, nearly any type of encoun-
can also be investigative in nature:

When preparing for the session, the GM should
take a little bit of extra time t0 establish a few _key
e}ements that are crucial to making an investiga-
tive encounter go smoothly: the clue, the obstaf_:!e,
and the transition. The clue is the nformation being
sought, the obstacle is what gets I the way of find-
ing the clue, and the transition is Where things 80
after the PCs get the clue. Even @ quick note about
each of these elements just before the SCene starts
makes a huge difference in the flow of play:

The GM should also keep in mind that there might
bg multiple solutions to many problems, and a few
Might not even involve rolling dice: If the players are
roleplaying a particular investigativeé scene such that
the GM thinks they should succeed pbased on their
Narrative actions aione, the GM should certainly not
feel bound to make them roll just for the sake of it.

the central and most important compo-
yestigative scene, serving one of two pur-
swers @ guestion posed by the player who
investigation, or it provides information
leads to answering that guestion. It's important
to provide a clue even in scenes where the PC fails
the initial check 10 gather information—it may not be
the information the character was looking for, but it
should still be relevant to the investigation at hand.
le, if a PC fails to gather information about

For example, :
5 smuggler she’s tracking, and runs into a combat
encounter with some gang members, the clue might

be that the smuggler owes @ debt to the gang.

Making good clues is more of an art than a sci-
ence, but there aré a few reliable guidelines.

. Be Specific: A clue is a concrete piece of infor-
mation, and the more specific the information
is, the better the clue is. “Evidence of an Impe-
rial Moff's corrupt practices” is not as strong as
“financial records showing that Moff Grandia
raised shipping tariffs and pocketed the differ-
ence into her personal accounts.”
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¢ Say What It Is, Not What It Means: One of
the chief sources of enjoyment in an investigative
game is liguring out what to do with the clues, or
puzzling out how the clues interrelate. As much
as possible, the GM should leave that work to the
players, and create a chain of clues to lead them to
the correct conclusion rather than spelling things
out directly. For example, if the GM knows that a
local crime lord is blackmailing Moff Grandia, she
might create a chain of clues as follows: the finan-
cial records from the example above, a second
clue that reveals mysterious cash withdrawals from
one of the Moff's personal accounts, a third clue
that reveals a runner from her office leaving with a
black suitcase at a particular time of day and drop-
ping it off at a cantina, and a fourth clue revealing
the cantina to be a front for the crime lord.

* Suggest a Course of Action: The best clues imply
at least one, if not several, avenues that the PCs can
use to follow up on what they have just learned.,
While the GM shouldn’t spell out the meaning of the
clues, it's important that PCs don't spend too much
time spinning their wheels trying to decide where to
go next. “The plans for an illegal prototype blaster
that fools weapons scanners” is not a strong clue
by itself. “The plans for an illegal prototype blaster
that fools weapons scanners, bearing the mark of
Sevrin Tain, a local tech with a grim reputation,” is
much stronger. The PCs might respond to this clue
in a number of ways—they might confront Tain, or
do a deeper dig into his reputation, or report these
backhanded dealings to the authorities. Whatever
they choose, it moves the story forward.

CREATING OBSTACLES

The obstacle is whatever stands in the way of the
PCs” acquiring the clue, or whatever complicates the
acquisition of the clue. An informant wants to part
with information, but has to deal with an ISB agent's
attention. A Black Sun gangster knows where the PCs’
quarry is hiding, but doesn't like outsiders muscling
in on Black Sun territory and has goons to provide
aggressive discouragement, A data cache the PCs
need hides in an asteroid field that is full of mines.

The obstacle is where the more traditional part of
a GM's prep work comes into play. The process is the
same as preparing any other kind of encounter, and
the only significant difference is the need for some
connection between the encounter material and the
clue, some plausible explanation for why the obstacle
exists at all. This does not need to be connected to
the clue itself, and the NPCs involved in the obstacle
do not need to be aware of the clue or specifically
committed to hiding it. All that matters is that the
presence of the obstacle makes the process of obtain-
ing the clue sufficiently dramatic and interesting,

THRILL OF THE CHASE
NO DISINTEGRATIONS

Fortunately, the investigation rules provide a source
of great aid to a GM looking for inspiration for obsta-
cles. Table 3-2: Spending 2, @, &, and ¥ in
Bounty Investigations on page 73 contains a
number of suggestions to use as a jump-off point for
such matters during a search for a bounty or other
fugitive. If the PC runs into a Cold Trail, the GM might
decide that someone sabotaged the investigation and
is lying in wait to see who the investigators are. If the
PC finds a lead who's very useful (That's Convenient!).
that lead might also embroil the PCs in local trouble.

If the PC’s check result doesn't include significant
narrative dice results, the clue itself should provide
suggestions for a good obstacle. Finding Moff Gran-
dia’s financial records means dealing with the security
at her office. Confronting the technician Sevrin Tain
about his illegal blaster schematic might mean running
afoul of the original clients who hired him to build it.

Also, it should rarely be the case that failing to deal
with the obstacle also means failing to obtain the clue.
The GM should always look to move things forward—if
it really doesn't make sense for the PCs to pick up the
clue, invent a different, backup clue to hand out even in
the event of failure. This doesn't mean that their failure
doesn’t have consequences—the PCs might waste time,
suffer harm, or create future problems for themselves—
but it shouldn’t cause the story to hit a dead end.

CREATING TRANSITIONS

The transition is the jumping off point for the next
scene. As stated above, a strong clue should suggest a
number of actions the PCs might take in order to follow
up on it. When the GM is preparing encounters, she
should take note of a number of possible transitions
that could take place after the PCs have the informa-
tion in hand. If the clue in this scene is part of a chain,
how do the PCs get to the next link in the chain? Does
the GM need to prep that scene as its own encoun-
ter? Did the PCs garner any consequences from how
they chose to deal with the obstacle? Of course, play-
ers sometimes choose to do completely unexpected
things, but reflecting on possible options helps the GM
come up with material for the next scene, which she
can then adapt to the PCs' actions.

If the players end a scene with no idea where to go
next, the GM should be generous with suggestions, or
allow the PCs to make checks as appropriate to feed
them information until they make a decision. Some
players are burdened by the desire to want to make the
best decision possible in such cases and therefore may
hesitate, so the GM may need to encourage them to
avoid being too clever and to do the simplest next step
that advances the story. Star Wars has its roots in pulp
adventure and space opera—the GM should stress that
the object of including mysteries is to promote exciting,
dramatic action, not to bog the pame down.



STRUCTURING INVESTIGATIVE

CAMPAIGNS

ﬂ n investigative campaign is more than just a series
of investigative encounters strung together. As
with a more traditional campaign, the GM needs to
pay attention to larger elements of structure in order
to create a satisfying story arc that focuses on mys-
tery, and there are some challenges unigque to the
format. Chief among them is that in an investigative
campaign, there is usually one correct explanation to
the mystery, and the CM must know precisely what
happened to keep the storyline consistent. It privi-
leges dedicated preparation time, though a GM who
has less time or prefers improvisation can also use
some of the techniques herein on the fly.

Most of the best practices for structuring such a
campaign involve knowing as much as possible about
the situation that created the mystery in the first
place. Ideally, the GM should:

¢ Create the big question, the big answer, and the
identity of the culprit.

s [Establish means, motive, and opportunity for the
culprit and any potential suspects.

* [ist the key clues.
s Create leads, secondary clues, and encounters.

CREATING THE BIG
QUESTION, THE BIG
ANSWER, AND THE
CULPRIT

One of the besl pieces of advice given to storytellers
of all stripes during the planning phase is, “Start at
the end.” In a mystery story, it's especially apropos,
and it's just as crucial for GMs who want o run an
investigative campaign.

The investigation rules say thal the process begins
with the GM prompting the players to ask a question
they want to answer, which starts the investigation.
The campaign is no different, but the question which
starts the campaign is larger in scope than what a PC
usually asks for, large enough that a single investiga-
tion action won't be enough to resolve it. For Bounty
Hunter PCs, that question is usually some variant of,
“Where is my quarry hiding?” However, sometimes
even those characters get involved in a more nuanced
investigation, requiring big questions like, “Who really
killed Moll Grandia?” or “What was the final fate of
the art piece known as the Corellian Reptile?”

The answer to the big question is the climactic
event of the campaign, and the last piece of informa-
tion the PCs receive before they decide how Lo resolve
the story. Here, the GM should seek to answer the
big question as succinctly as possible—the work of
fleshing out the details comes in later steps. Answers
to the example questions might include: "My quarry
is hiding on the Outer Rim mining colony on Serenia
IV." “Moff Grandia was killed by a conspiracy of rebel
agents, but only one of them actually pulled the trig-
ger.” “The Corellian Reptile is a hoax perpetrated by
an eccentric art dealer to pit rivals against each other,
It doesn’t actually exist.”

Finally, if there are NPCs responsible for the crimes
implied by the big question, the GM should name
them here, or as early in the preparation as possible.

ESTABLISHING
MEANS, MOTIVE, AND
OPPORTUNITY

These bits of terminology from real-world criminal law
are extremely helpful for constructing the material
necessary for a satisfying investigative campaign. After
creating the foundations above, the GM's next job is to
flesh out the culprit and create the essential details:
how the culprit was able to enact the crime or create
the mystery (means), why the culprit did so (motive],
and when and where the criminal did so (opportunity).

Al this stage, the GM should create no more than a
short paragraph on each detail, just enough to fine-
tune the situation and gain some confidence about
the information the PCs need to have, in summary
form, to resolve the campaign. It's tempting, espe-
cially if the GM is envisioning a complex crime with a
web of participants, to map out everything now, but
don't get too attached Lo any one way things can play
out. Complexity is inevitable once the mystery comes
into contact with the players, and it is much easier to
keep the story consistent with a manageable number
of initial details.

Also, though it may seem counter-intuitive, GMs
should refrain from trying to be too clever when
establishing this information. Most of the reasons that
people commit crimes are very simple and elemental,
involving basic instincts or passions—simply put, they
cannot get what they want by legal means, and they
want it badly enough to get it by illegal means. Mas-
termind criminals as depicted in detective stories are
rare in the kinds of adventure fiction that inspired Star

THRILL OF THE CHASE
NO DISINTEGRATIONS



Wars, and some of the best villains in the setting are
those whose motives are apparent or easily under-
stood by others.

Likewise, means and opportunity are often aboyt
convenience or safety more than anythi

ng else—if
someone wants to do something illegal or immoral
badly enough, and getting away with it 15 something

they perceive as easy or safe, they're more likely to
do It. Truly determined culprits spend a great deal of
time and energy acquiring the means Or creating the
opportunity, but if they do, their motive must he gyf-
ficient to explain why they went the trouble.

LISTING THE KEY CLUES

Once the GM has created the OVErview, it is time to drill
down to the fine details—the chain of clyes that are
vital to answering the big question, which the pcs will
spend most of their time uncovering during the game,
The most important “set piece” Encounters of the cam.
paign revolve around finding these clues and sg these
encounters comprise the spine of the story,

needs js highly var
ed the big question
1 content came out of

Pportunity breakdown Three
Lo five key clues should create enough material for fyq

or three sessions of play. A Campaign consisting of mul-
tiple scenarios might have fifteen or more key clues,
Coming up with a chain of good ke

ple as looking at the me
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of information the
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Leads, Secondary Clues, and Encounters, below
for more information and 50N how g 56t u[;
and assign clues, o

CREATING L

EADS,
SECONDARY CLUES,
AND ENCOUNTERS

The remainder of the G
actual meat of the scen
ple, places, and things
while they pursue

example

M's work involye
ario or camp
that the pcg
the Investigation.
The first, and Perhaps most IMportant of these
leads. These are the Npcg or objects (sych e o
records or computer databases) that rrzv_eal- one of
the key clues or point the Way toward another “Lr.oj
ger lead. When the P ask a question to 5I3Fr |-'“;
investigation process, these leads Shoule ‘br-_\ Jmo;;

VES Creating the
Agn—all the Peo-
might Encounter

dre
alapad

THRILL OF THE CHasg
NO DISINTEGRATIONS

MULTIPLE CULPRITS DR SUSPELCTS
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FINISHING TOUCHES

After all this, the GM should be nearly rearJy‘ to go,
needing only to prepare profiles for any NPC alh.c:a.
adversaries, or other potential threals. Of course,
Chapter XII: Adversaries in EDGE OF THE FMP&RE Cr.)_rr-:
Rulebook (see page 389) provides a numper of pro-
files that the GM can use and adapt.

INVESTIGATIONS IN PLAY

Once the group is off and running, the players’ dr_'-r.,:i
sions are very likely to alter the shape of the scenario
from the GM's original plan. Here are some common
challenges that may arise when playing an investiga-
tive scenario, and what to do about them.

ASKING THE WRONG QUESTIONS

Because the investigation rules start with the players
asking a question to seek out a lead, hey may a|55k a
question that does not lead them to any of the (JM 5
key or secondary clues, or they may ask a question
the GM simply doesn't have the answer for. When this
happens, the GM should answer their question with-
out calling for a check, allowing the PCs to pick up
some flavor or color details, and then prompt them
for another question. If they're way, way off, the GM
might suggest a more appropriate guestion along
with the answer. For example, if the clue involves dis-

RED HERRINGS AND FALSE LEADS

n ne common

lead, or pursu
leads to a dead :
GM should id delibe

en
might
enjoy watching a ist struggle with feel-
ings of hely /
as

f making
itimate

ations where they invest resources
thing to show for it, s0 ave

PC's competence.

crepancies in Moff Grandia’s financial records, and
the PCs are asking a bunch of questions about hej
social calendar, the GM might deflect and say, “She's
not really the cantina type, but she does spend an
inordinate amount of time with her financial advisos
in the Banking Districtl, which is odd.”

RIGHT CLUE, WRONG LEAD
(OR VICE VERSA)

Sometimes, the PCs try Lo pursue a clue or make con
tact with a lead in a locale or situation the GM doesn't
expect, or during a section of the scenario that's much
earlier than the GM intended. Most of the time, this
shouldn't be a huge problem—the object of the sce-
nario is to reveal all the key clues anyway, so the GM
should be flexible with what a particular lead might
know, or shiflt the revelation of clues around to At
whatever the players are most interested in pursuing.

If it really does not make sense to reveal a particu-
lar clue via a particular lead or at a particular time,
the best option is to invent a secondary clue pointing
the way to a key clue that's more appropriate to the
circumstances. As long as the encounter doesn't leave
the PCs empty-handed, it can contribute to the story.

SOLVING THE MYSTERY EARLY

Players are notoriously clever, and it may turn out
that they intuit or guess the answer to the big ques
tion before gathering all the key clues. The PCs must
often still gather evidence, but doing so is far easier if
they know the "who" but not the "how” The best thing
to do here is concede their victory and celebrate their
ingenuity, giving them the opportunity to take the cul-
prits by surprise or otherwise pursue whatever advan
tages might crop up from figuring things out ahead of
time. During a break in the session, the GM can think
on ways to expand the linale of the scenario by add-
ing some more adversaries or an extra challenge.

INSISTING ON THE WRONG SOLUTION

Sometimes, players can also be a little too clever for
their own good, and come to a brilliant, internally
consistent conclusion that is very different from what
the GM originally created. Ultimately, this is a good
sign, and shows a high level of investment in the cam
paign. As suggested in the investigation rules, be
ready to make small adjusiments to prepared plans
during the game Lo incorporate player feedback and
suggestions. Any time the GM can make the players
look good while maintaining the scenario’s overall
structure, doing so is a good idea. If making a player’s
theory true would wreck half the scenario, the best
option is to reward this person's enthusiasm by imme-
diately revealing the key clue that disproves that par-
ticular theory, but allows the PCs to move forward




EXAMPLE:
A BOUNTY HUNT

This is an example of the thought process that goes
into preparing an investigative scenario. GMs can
use this as a guide for preparing their own scenarios,
along with the full example campaigns provided on
pages 85-89.

THE BIG QUESTION,
THE BIG ANSWER, AND THE CULPRIT

Lantra Tan, a Twi'lek freighter pilot, has a bounty
on her head for swindling thousands of credits from
Moghra the Hutt, a Nar Shaddaa crime lord. The PCs
have the contract to track her down and bring her in,
or to bring in conclusive evidence of her demise.

The big question is, "Where is Lantra Tan hiding
out?” The answer is, “On the shipyards at Chardaan, a
planetary system on the Hydian Way, under the pro-
tection of the Rebel Alliance cell there.” The culprit is
already known, 5o no additional work is needed here.

MEANS, MOTIVE, AND OPPORTUNITY

For simplicity’s sake, there are no twists as far as Lan-
tra's deeds are concerned—she did take Moghra’s
credits, and the bounty is as legitimate as is pos-
sible for a Hutt crime lord. The means, motive, and
opportunity should reveal how, why, when, and where
Lantra set up this particular hiding place. There is no
point in dissecting her original heist of the credits,
because that's not relevant to the big question. Know-
ing that she did it is sufficient.

Starting with motive, the obvious is easiest: Lan-
tra is an ally of the Rebel Alliance, and probably has
been for years. She intends to fund their efforts in the
area with the stolen credits. But why steal from a Hutt
pangster instead of the Empire? Perhaps Lantra also
has a personal issue with Moghra, and it makes sense
to tie it to family—so she has a cousin, Jonal, who
has been forced to pay off these significant debts by
dancing in Moghra's palace. He's essentially living in
indentured servitude, and Lantra has wanted (o stick
it to the old Hutt for a long time.

It makes no sense for her to commit an action that
would put Jonal at further risk with Moghra, however,
so there must be yet another wrinkle here. Perhaps
Jonal sold her out to Moghra in the first place, in
order to protect himself. This complicates their rela-
tionship and provides a lot of possibilities for encoun-
ters involving Jonal if he becomes a lead for the PCs.

Figuring out means and opportunity are simpler.
Lantra is already a freighter captain, so she presum-
ably just blasted off in her ship after committing the
heist, and evaded Moghra's goons until she arrived at

the Chardaan shipyards, She then disappeared with
the help of the rebel cell. She would not have had
the resources to pull off the heist and get off-world
without some additional help as well, so a portion of
the money she stole must have gone to pay her team
of accomplices: a slicer, a mercenary, and a thief, The
three of them are now enjoying their riches, and are
also good potentials for leads.

KEY CLUES

The key clues that emerge from this initial brainstorm-
ing and planning are:

e lantra has a cousin, Jonal, who is in the employ
of Moghra the Hutt.

e Jonal owes Moghra an incredible amount of
money, and is paying it off al a painfully slow rate
through labor—namely, by dancing in Moghra's
palace retinue.

e Jonal's relationship with Lantra soured when he
learned about the heist, and out of fear of retali-
ation, he ratted her out to Moghra.

e Lantra’s accomplices in the heist helped her hide
long enough to get off-planet, and thus, she is no
longer on Nar Shaddaa at all. The accomplices
only know the first part of her jump, and volun-
teered to stay ignorant of Lantra’s final destina-
tion on purpose.

o After fleeing the planet, Lantra made contact with
a rebel cell to ask for assistance.

e The rebels smuggled Lantra and her ship, the
Head Tail, to the shipyard in Chardaan, where
she's currently hiding out.

LEADS, SECONDARY CLUES,
AND ENCOUNTERS

Each key clue needs a good lead that provides an
opportunity for an encounter Lo acquire that clue:

o For the first key clue aboul Lantra’s cousin, any
information broker with knowledge of Moghra's
criminal cartel would be sufficient as a lead. The
PCs would probably encounter such a person
when trying to do an initial background check
on Lantra, and to ensure thal happens, the PCs
find that Lantra’s official Imperial paperwork is
squeaky clean and has almost no information on
it—s0 clean that it was probably altered at some
point. The information broker, of course, does not
want to part with the information freely, which
provides good fodder for an encounter. The PCs
must offer up something in exchange to garner
the information, be it credits, valuable informa-
tion of their own, or some other favor.

THRILL OF THE CHASE
NO DISINTEGRATIONS
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n Lh]r 7 " . )
I s campaign, the PCs pursue a dangerous killer

and ship thie 1 ) .
ralm‘g“p thief on the run from the SoroSuub Corpo-
U‘Chno(l nd get tangled in a web of corporate intrigue.

ogical mischief, and battles for survival.

BIG QUESTION
ANSWER, AND CULPRIT

-
ffilr?ngﬁaé:‘)rf)kgljriL is a Sullustan pgmed Dai Danu. A
to murder -‘t ”\'—'b. freighter technician, Dal was r_jrwen
SEciise himm:f 1{@ n he uncovered a conspiracy to 1al3_ciy
of hyperdri = negligence over a safety recall for @ line
He é’«‘?f'ape(ljvz ﬂ'lf)(lll\fi-l‘tors and have him terminated.
Vessel‘to' escs orosuub SC(IZLIr'ILY and hij
) scape. He remains at large.
al.]l,fli rb[*f-i fleLu'—:'s tion is, "Wt'yle re i_s Dai Danu hi(‘jing? "The
in local |':" J R asteroid field in the Outer Rim, known
a sm,-],'“‘”.d as the Caltrop Belt. He has (:stabhsheq
debris (.'.E]/l Brid of fearsome power—mined .asterou.ls.
aste"()id}s -Irmb_ with i)]asmr cannons on Lﬂcm, f'and
s0rs 5,-‘,['l_oe[?'-“lplﬂt‘d with thrusters and motion .sen-.
someane i Y into path of oncoming ships. He knows
is coming for him, and he Is ready.

MEANS, MOTIVE
AND OPPORTUNITY

:\:Ii“l\: I()Irh?u.l,d drive most of the r(_)lleplaying encoun-
ost%%fb CaIRAEn, because Dal’s ultimate Egoal 15
long ém + 8 noble one. He wishes tO stay In '.,“d”.]‘%
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him in F\' iy em to forget about the bounty and help
Is quest.

acked a cargo
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him rjog W'Ol.lld make a serious ||'1veSL",”e”I' m.l'c:}f;
Coming ” and he needed a place t0 mdehir_“flfj‘ ]t
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few r\;r:r;_'ll-_\f nest, Dai knew he needed E.V\*f).(l_m“-g;[l}' :
QXD%“- |II.3 and a lot of parts. Fort ur'lal':ely, hl:JCH%_-, W‘
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SAMPLE CAMPAIGN: COMPANY MAN

he needed (0 embark on a career as a professional
shipjacker, and he asked a less-than-reputable client
of his to put him in touch with people who could find
him contracts. Offers lined up quickly, thanks to his
unusual rerms—salvaged equipment from the stolen
iority of the asking price, and very little

ships as a mdj
hard cash compared to others working in the same

"sg:uer;iaiizcd" field.

of jobs, he had all the parts he
credits than he knew what to do
with. He loaded everything into his cargo ship and
took off for the Caltrop Belt. A month later, he had
all his defenses set up, and has been using his [._1.-.dg
to contract for occasional shipments of food, potable
water, and other key survival supplies.

EPISODE BREAKDOWN

gestlion for organizing the revelation of
structuring encounters for The Com-

After six months
needed and more

Here's a sug
key clues and
pany Man.

EPISODE I: THE MISSING SHIP

pursuing the only real lead that
them, which is the registry for
the stolen cargo vessel, a GR-75 medium transport
dubbed the Gundark’s Back. It was in service at the
goroSuub shipyards on Sullust at the time of the theft.

{ encounters
ic profile on file with SoroSuub,
which includes the falsified evidence that ties
him to the safety recall. The report concludes
that he chose to flee rather than face the conse-
quences of his negligence. Be sure to note that
this one incident is a single black mark on whal
is ptherwise 2 stellar employment record. PCs
who attempt to investigate this further only find a
number of Dai's former coworkers, all who vouch
for his character and are utterly puzzled by his
sudden descent into criminality.

icial channels or reports from the
and Services (BoSS) reveals the
initial flight path of the Gundark’s Back, including
| major points in the Rimma Trade
Route. According Lo the reports, the last known
sighting of the vessel was in the Elrood sector,
making a sef f small runs between planets in
the sector. pepending on how the PCs go aboul
getling this information, they may have L0 bribe
an informant, dlice into BoSS archives, or some-
adventurous.

The PCs begin by
goroSuub has for

Key clues anc for this episode include:

o Dai Danu’s publ

e Looking into off
gureau of Ships

slops at severa

ies 0

thing else

THRILL OF THE CHASE
NO DISINTEGRATIONS
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EPISODE j: THE SHIPJACKER'S LIFE
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§ l"{)“?‘“ on the stolen ships or interviews with the
?:“H:;{'I"Uj"-’ should reveal the details of the
|'),'ji;_1 ;‘, I:"'_'H _‘f“”lh Dai: _Im" f:e.'_-c_':h ‘l.i'mll, the client
- |'1F'|\;¢\ f] :-’:r iir_rlr..nfrll. of credits, r:_n% also agreed
e certain amount of the ship's armaments
il:lfllur];:n” [:T‘Jllii')n'u)m_ f)_ﬂ-lr_iadad to a cargo ship
|_'ﬁo "|>1'-1. al a modestly sized starportin Dinbar on

» planet Elrood.

EPISODE IlI: LEDGERS OF BLOOD
I thies et
hin”{’ campaign finale, the PCs find Dai and deal with
1, one way or another.

Kév cliiac-and
¥ clues and encounters include:

* The PCs ; .
Ihe PCs must find a way Lo access the docking

:-]i']llf.l’l\:ll;[;ir.‘..l'_m the Dinbar starport. Once they do,
P”;'T)(”_:‘—Wf.l_l j.rj:.al a GR-75 transport called the
i or has made several regular stops OVel the
past six months, always L0 pick up a shipment of
|_T1I3f:e||:-.1nt_rm|:-; starship parts,” with no specific
manifest given. It never logged a departure flight-
;:‘:_'--j:r;-:xflllllll the starport authorities, which is ireg

and likely the result of bribing the officials.

SAMPLE CAM

N Ehis eamna; e

Ide|_1|.,_f..dm1.J,-u.g|1. the PCs attempt (O solve the mur

hoiy r"" a I_Quhcrl Alliance operative, and discover Just
-omplicated the life of a rebel can be.

BIG QUESTION
ANSWER_ AND CULPRIT

]I::-:_{_\:._I:;;E!];F’f-'iki” cenlers around solving the |:u|rrl.r_'-t {_?1.
Some enn, an entertainer and HoloNet celebrity r:,‘i‘
;‘Hf!rﬁ ll)'fl-l’l_lu||1r:||r_'a:. Freema was also a Ret‘u:l_ /\lls(p‘lr_.:..
des| -“']'f"l "_'”‘1_‘_'“' busy touring sehedule to uullsz.n (1.‘.}1:._
m:q,.l;_J,,;\.”'_f""-"-"v'.l?,r.?s on hehall ol |l|r;3_ rclne?'_s. 1|t'.un_|;?_r?
|,Q(:;i'|ff_[‘_' .{.”“'I producer, Leila geyerine, hires the PCS
With L‘h‘f-‘ _:.»f.lr: d”“’-‘”" trust law enforcement Lo deal
HR-Isuein @ satisfactory manner.
"V\z!'rh]r[?,l-}‘;i fl'_lf."._;l.i:m”m (he campaign 1s. of course
0 Killed Freema Tenn?”
(.ri;-_J]:";r.m'i_‘*"\“tfl'lir; our main culprit, P}_‘.-‘.’E-lﬂ!l'UUO FL-I:fT'im}]
Order )L!r I_“T” show, named Bastio SilVUS. }'l{’"_""'“,\"f'{']!1_1)
a [,!i”.lr}'],.‘ll_\f{'} the campaign some meat, there |:1 fll.»'-..
der—ar rl_l Fpect who didn't actually n:rm:uml_ the JJ:U_]
who l]}l li-m)““;” Intelligence agent |;;|.n|e_3t_l. _][)IIH!).‘ 1.|'1]<",.
r'erm”[r\; een undercover as d .H'lUIIH'_)[-}I nj .“."f;”" 5
ue for some time, investigating her activities-

o If they look for corrupl officials and interrogate
them, they find Dai's local accomplice, Annin
Gora, a minor bureaucral who reveals the loca-

tion of Dai's base, and also reveals that there are
gceasional shipments of supplies out there

e The PCs may ¢hoose the direct approach al
this point, or they may attempt guile, pretend-
ing to deliver one ol Dai's supply shipments,
for instance. If anything goes wrong, series of

combat encounters againsl Dai’s layered delense

network should follow. Dai himsell usually stays
iich is docked on one of the

o midst of the defense gl id.

in the cargo ship, wi

larger asteroids in th
o |fthe PCsend up talking with Dai, he reveals what

information he fias aboul the falsified accusations
and the cover-up, and implores the PCs 1o help
him find the fruth. If they side with him, they must
find a way Lo break into SoroSuub’s compulers Lo
learn that Hila was behind the alteration of the
records, and then either confront her or break
into some Secure [ocation under her control Lo

uncover evidence of the truth.

pAIGN: DOUBLE LIVES

MEANS, MOTIVE,
AND OPPORTUNITY
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when she passed him up for promotion Lo creative
directol ol het HoloNet show, in favor of someone he

felt was less deserving.
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ned for U

Now.
director, much

THRILL OF THE CHASE
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Freema’s death, he had already uncovered her secret
and was still in the process of gathering evidence.
Given enough time, he would probably have assassi-
nated her himself, but Bastio beat him to it, and so
much the better, from his perspective.

EPISODE BREAKDOWN

Double Lives is a more traditional campaign, in that
only a small portion of it deals directly with investiga-
tion. Freema’s death leaves a lot of unfinished busi-
ness that the PCs are bound to get tangled up in,

EPISODE I: THE FALLEN STAR

In this episode, the PCs witness the death of Freema
Tenn, and begin the investigation into her death.

Key clues and encounters include:

¢ The murder itself, which takes place during the
rehearsal for one of her HoloNet broadcasts. Let
the players do some brainstorming and figure out
why the PCs have been invited to the rehearsal, or
connect it to an Obligation. The key clue here is to
establish that the cause of death was murder and
not an accident. If the PCs don't jump to investigate,
Leila asks them if they can look at the scene with
fresh eyes, and any PC who is tech-savvy can trace
the cause to a modified subroutine in the computer
program that regulates the pyrotechnic effects.

* Once they're on the case, the first order of busi-
ness is to investigate all the staff involved with
the HoloNet production. Depending on the GM's
desired pacing, this can be fairly straightforward
and montage-style, or there can be a section of
the adventure where the PCs uncover a network of
petty rivalries, debts, and romances among the staff
of Freema’s show. The mutual animosity between
Bastio and Jonn should be at the forefront, but their
ire should be directed entirely at one another: con-
necting it to Freema could tip the players off early.

* Looking into Bastio or Jonn directly only unearths
superficial information at this point. There are no
good leads to allow a deeper look into their back-
grounds, and Bastio has no underworld connec-
tions of note. While looking for them, the PCs might
encounter an NPC who directs them (perhaps by
accident) to Freema'’s personal belongings.

* The PCs should eventually piece together the
chain of events: someone broke into the building
the night before, planted the computer program,
and left. The board operator wouldn't even have
known he'd switched on the murder weapon. This
is a dead end, but it tells them one important
thing: security didn’t see anything but shows no
signs of being hacked, so whoever committed the
crime knew the placement of the cameras.

THRILL OF THE CHASE
NO DISINTEGRATIONS

* Going through Freema’s personal belongings
should offer the opportunity to find a coded
message for the Alliance hidden in an otherwise
innocuous looking datapad. The message indi-
catesits intended recipient, and the delivery date,
which takes place a week from when the PCs find
it. The production’s travel schedule shows that
Freema is supposed (o be touring on Kuat dur-
ing that time. None of the other staff know about
Freema's rebel ties, and are genuinely surprised if
confronted with this information.

¢ The entire time they're investigaling, the PCs are
under Jonn's surveillance as well, followed by a
team of Imperial Intelligence agents he's called in
as backup. Give them plenty of opportunities to
notice they're being watched by some disguised
figures, skulking about in the shadows. If Jonn
finds out they have the rebel message, he sends
goons to ambush the PCs and attempt to steal it.
If the PCs try to catch their observers in the act, it
might lead to a chase scene. Either way, the epi-
sode ends when Jonn's cover is blown, whether
he ends up with the message or not. Leila pre-
sumes the most straightforward explanation,
which is that Jonn had Freema killed because of
her rebel connections, and demand the PCs go
get him for the bounty.

EPISODE Ii: THE KUAT GAMBIT

In this episode, the PCs become embroiled in a battle
between a rebel cell and a team of Imperial agents
intent on rooting them out.

Key clues and encounters include:

* Depending on how the last episode ended, the
PCs might have a number of different goals here.
IT Jonn has the message, the object is Lo intercept
him before he can track down the rebel agent.
If the PCs have the message, they may want to
deliver it in Freema's stead, or at least draw the
rebel agent out of hiding for their own ends.

* Regardless of what their goal is, Jonn's goal
remains the same—get the message and use it to
dismantle the rebel cell. If the PCs have the mes-
sage, this becomes a cat and mouse game, with
Jonn setting up multiple ambush points through
lackeys. He also informs the Imperial authorities
at Kuat that the PCs are to be arrested on sight,
putting them at odds with local law enforcement.

* The rebel agent is a fast-talking Rodian grifter
named Jeela. The coded message contains details
of a shipment of weapons and other supplies that
the rebels are smuggling to their forces in the
ared, due to come into the spaceport soon. Jeela
attempts to convince the PCs to help her with the
shipment, or at least to get Jonn out of the way.



* The episode ends when Jonn is dead or other-
wise incapacitated. Personal datalogs on his ship
reveal the only key clue for this session, which
is that he did not kill Freema. It also includes
expanded background information on Bastio’s
past, revealing his personal relationship with
Freema—Jonn suspects thal Bastio is the killer.

EPISODE Ili: CURTAIN CALL

n this episode, the PCs confront Bastio, whose rage
and jealousy has spiraled into more murderous intent.

Key clues and encounters include:

* Raising Leila over the HoloNet proves fruitless, and
a quick browse of the newsfeeds show that the
production company has canceled the show in the
wake of Freema’s death. Her office is on Chandrila.

e When they arrive, they discover that Leila has gone
missing, and her coworkers are on the verge of filing
a missing persons report. Interviews with the staff
at the production company reveal that Bastio had
a meeting with her and other executives a few days
prior, pitching a new HoloNet program with himself

as the star. They rejected it, and he stormed out
of the building. One of Leila’s coworkers, a close
friend, offers the PCs a substantial reward (10,000
credits, or more) for her sale retum.

e |f the PCs search Leila's apartment, they find
signs of a struggle and clear evidence that she
was kidnapped,

e Finding Baslio isn't too hard. Searching his
residence reveals anything not revealed in the
backstory, as well as a possible location—an old
theatre that he and Freema used to perform in
during their younger days, now long abandoned.

¢ Depending on pacing needs, a team of Imperi-
als looking to avenge Jonn might come snooping
around for the PCs, and Bastio may have paid off
a mercenary group to intimidate anyone from
gelting too deep into his business.

e Bastio has rigged up a grisly death trap for Leila,
a combination of moving platforms and pyrotech-
nics on the theatre's stage, designed to smash her
to death or blow her up. The PCs must figure out
how Lo overcome this death trap and save her
and catch Bastio before he gets away!

SAMPLE CAMPAIGN:
HERO OF THE PEOPLE

In this campaign, the PCs must uncover the identity
of a masked avenger on Coruscant who is engaging
in a targeted campaign of terror against corrupt cor-
porate leaders, and decide to either join her or bring
her down.

BIG QUESTION,
ANSWER, AND CULPRIT

The big question for this campaign is, “Who is the
criminal known as the ‘Mynock’ terrorizing corporate
moguls on Coruscant?”

The answer is Morena Mylls, a human executive for
Sienar Fleel Systems.

MEANS, MOTIVE,
AND OPPORTUNITY

Morena Mylls realized that something needed to be
done about injustice in the Empire after bearing wit-
ness to a forced relocation carried out by Sienar's
engineers, displacing a colony full of Kubaz so that
Sienar could set up a mining facility on the same

world, She is old enough to remember the chaos of the
Clone Wars, and believes the system can be changed
without being toppled, but needs to be prodded to
move in the right direction. She doesn't agree with the
insurgency tactics of the Rebel Alliance, nor its open
intent to cast the galaxy into open war. Given that,
she felt her only option was Lo take matters into her
own hands, and the labyrinthine nature of Coruscant’s
political and business climate provides a fertile back-
drop for her vigilante efforts,

For several months, she has used her personal ath
leticism, political sway, and acecess Lo advanced tech-
nology to orchestrate and execute a number of strikes
against key targets. These include members of Sienar
Fleet Systems and other corporations notorious for
abusing the power granted to them by the Empire
to harm the weak, exploit alien species, or generally
commit wicked acts. While she has not yet killed any
of her targets, she has stolen ill-gotten fortunes and
distributed them to the needy, publicly destroyed
dangerous or illegal technologies, and delivered
prutal beatings 1o several executives and Imperial
bureaucrats known for their cruelty, on Coruscant ol
otherwise, She has also eluded and outfought several
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bounty hunters and even an ISB Agent sent Lo find
her, without yet having to resort to lethal force.

Local news holos have dubbed her the "Mynock”
because of her suit's ability to absorb and redirect
various Ltypes of energies—it is resistant to scan-
ners, has a stealth mode that reflects light, and can
release blinding charged ion bursts alter the suit has
absorbed enough energy. A jet pack, mag-seal boots,
and high-strength grappling lines round out the pack-
age, as well as an array of weaponry, both lethal and
non-lethal.

A few members of her personal staff help keep her
secret, giving her the opportunity to perform her sur-
gical strikes to punish the worst of Coruscant’s corpo
rate elite.

EPISODE BREAKDOWN

The structure of this campaign is simple and straight-
forward. The PCs and the Mynock circle each other
until they figure out how to deal with each other, and
thien the campaign resolves.

EPISODE I: MEETING THE MYNOCIK

In this episode, the PCs first encounter the Mynock
and see her in action.

Key clues and encounters include:

* This campaign works besL if one or more of the PCs
has an Obligation associated with an NPC who can
hook them in. This should be a character who has
genuine criminal interests, such as a smuggler or
a crime boss, which have been recently disrupted
by the Mynock. Alternately, the NPC can lie and
claim the Mynock is disrupting legitimate busi
ness, which provides a mystery for the early part
of the episode. If there's no likely NPC candidate,
then a seemingly innocent but wealthy merchant
from Coruscant does the hiring, one who is deli
nitely using a legitimate shipping business as a
cover for smuggling contraband.

* The PCs might pursue several avenues of inquiry
to determine basic information about the Myn
ock. Key clues here include contradictory tes

timony about the Mynock's
nature. Some people think she is a
biological experiment or has mys
tical abilit while others believe
she's a normal person using high
tech equipment. Any leads garnered
with Streetwise reveal some of the
Mynock’s load-out, especially he
ability to fly and move between build
ings with ease. The media and general
public are torn about the presence of
a vigilante and, of course, the Imperial
press office roundly denounces any
such activities.

frue

®  Characters with Streetwise should
be able to put their ear to the ground
and drum up some activities the Mynock
islikely to disrupt. If the NPC who hooked
the PCs is engaging in secret shadi
ness, the first clues about that should be
dropped here as well,

° Alternatively, tech-savy PCs might
use Computers to track down the Mynock's
electronic foolprint, as she has accessed
various secure systems in her time as
a yigilante, sometimes taking advan
tage of her position to get into other
Wise protected computers. While she
B'has attempted Lo cover her trail, she
might have left a clue behind that PCs
could trace to her corporate identity.




* Al some dramatically appropriate point, the Myn-
ock makes a personal appearance. Play this scene
out depending on the PCs” intentions—if they just
want Lo observe, then the Mynock gets in a little
over her head and is forced to kill someone, then
flee. If they help her out, she also flees, but asks
for a meeting later. If they confront her directly,
she prefers to talk things out, and explains that
she's bringing criminals to justice, putting together
whatever pieces of secret shadiness the PCs
haven't uncovered yet, and asks for help. If the
PCs insist on engaging her, she does not stay and | this episode, the PCs either join forces with crimi-
fight. If she flees, she leaves behind some piece of  pals in a battle royale against the Mynock, or join the
evidence that allows the PCs to start figuring out  Mynock in a battle royale against criminals.
where she got her gear. The episode ends when
the first encounter with the Mynock is over.

Morena's trying to resolve, especially if it involves
double-crossing an NPC they know. The GM should
feel free to sprinkle in ambushes and the like.

¢ The episode ends when the PCs make a concrete
decision as to how they want to proceed—either
they make an enemy of the Mynock and she
turns her considerable resources against them,
or they join her against the criminal conspiracy.

EPISODE I1l: RISE OF THE MYNOCK

Key clues and encounters include:

e [f the PCs have made an enemy of the Mynock,
she engages in a campaign of making their lives
miserable, with the intent of forcing them off-
world. She knows better than to try direclt com-
bat, so she's more likely to put them on the radar
of the Imperial authorities. If they have dirt on
them, she finds it. If they have a ship, she breaks
into it and plants something illegal on it. If they
have contacts in town, she intimidates those con-

EPISODE II: ON THE MYNOCK'S TRAIL

In this episode, the PCs uncover the truth behind the
Mynock's secret identity, and either oppose her goals
or support them.

Key clues and encounters include:
¢ Several clues could lead to the Mynock's true

identity. Any evidence left behind at the scene
of last episode’s encounter provides a lead to all
of Morena's recent technology purchases, which
she brokered through a number of Sienar defense
contractors. Active surveillance reveals her com-
ing and going from a seldom-used, practically
abandoned Sienar storage facility that she's using
as a safehouse. If the PCs are working with More-
na's adversaries, one of them might drop a hint
about the Sienar connection and prompt the PCs
to investigate further.

If they investigate Sienar's offices directly, they
encounter members of Morena's stail, who try to
subtly lead them off. They're not very good at it,
and the PCs should be able to corner one of them
after work and learn that Morena has at least
some connection with the Mynock. Otherwise,
continuing to follow the money of equipment pur-
chases and Sienar facility use eventually reveals
her, at the risk of triggering the wrath of Sienar’s
corporate security.

If they're working with Morena, she asks them to
deliberately not investigate her true identity, and
gives a partial reveal herself—she's rich and con-
nected, and she's using her privilege to protect
people who can't protect themselves. The PCs also
become the target of whatever criminal conspiracy

tacts into blacklisting the PCs.

If the PCs take the fight to the Mynock, she con-
fronts them in a location of her choosing, prepared
specifically for the conflict and taking advantage
of everything she’s learned about them so [ar.
Think about some of the more precarious loca-
tions from various Star Wars movies—a location
with lots of platforms, nooks and crannies, and
places where the Mynock can use her stealth and
surprise attacks to the biggest advantage.

If the PCs are allied with the Mynock, then the NPCs
who consider her the biggest pain mobilize their
forces and resources to come after her and the PCs.
They do some of the same legwork the PCs did in
the previous episode, which may force the PCs 1o
defend Morena's staff against an attack or survive
an attempt to install booby-traps at her safehouse.
The NPCs may also use some of the same tactics as
an adversarial Mynock, as discussed above,

The episode is over when the dust has settled and
a side has emerged victorious, either because
they have destroyed their opponents or their
opponents have sued for peace, If something
tragic happens to Morena, and one of the PCs
is looking for an Obligation, consider having her
pass the mantle of the Mynock to them, along
with the armor.
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BOUNTY HUNTER REWARDS

ost bounty hunters aren't in their line of work for

honor, glory, or justice. Some are, and many more
find these things to be desirable secondary consider-
ations, but most bounty hunters are in it to be paid.
For Bounty Hunter characters, payment can be a
motivation or a secondary consideration, but the GM
should also put some thought into what happens once
the character turns in a bounty. Rewards for Bounty
Hunter characters frequently take the form of credits,
but can also be new weapons, or gear, or intangibles
in the form of patronage and increased notoriety. Of
course, to collect these rewards, bounty hunters must
not just capture their targets, but also complete the
deliveries successfully.

COLLECTING BOUNTIES

The basic concept of bounty hunting might seem
simple, but any veteran of the trade knows that there
are many considerations beyond simply finding and
overcoming a target. In order to get the credits a cli-
ent offers, a bounty hunter needs to meet their speci-
fications, which can be anything from a simple gene-
scan of a dead fugitive to the careful transport of a
runaway noble heir without harming a hair on that
individual's delicate head.

TYPES OF CONTRACTS

While there are all sorts of bounties posted for a
wide variety of targets, there are three broad catego-
ries of contracts (capture, kill, or no preference) that
get placed, based on the client's preference on the
two ways a target can be brought in: dead or alive,
Although two bounties within the same category may
be radically different in many ways, there tend to be
many common traits within the groupings. Similari-
ties include common client types, payments, and the
level and type of danger involved for the hunter. The
descriptions of the various types of bounties below are
intended to illustrate how the system of bounty place-
ment works within the Star Wars universe, so that the
GM can create a more cohesive narrative for Bounty
Hunter characters by considering the motivations and
complications involved in each sort of bounty.

CAPTURE BOUNTIES

Clients generally place capture bounties upon minor
offenders, from petty scofflaws to those on the very
fringes of the galactic underworld. The target is often
too inconsequential to warrant the potential complica-
tions of serious violence. In some cases, clients might
place capture bounties on targets who have some-
thing Lo offer that would be lost in the event of their
death, such as knowledge or the potential to pay off
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an outstanding debt. Governments and law enforce-
ment agents are the most common source of the first
type of capture bounty, while crime syndicates and
off-the-books corporate interests frequently offer up
the second.

In many cases, capture bounties contain clauses
limiting the force that hunters can use to appre-
hend the targets. This is especially true for govern-
ment bounties, which place restrictions on hunters
in accordance with their local laws, bul bounties for
valuable figures often want the target returned mostly
or even completely unharmed. Such clauses mandate
a reduction in or even cancellation of payment if the
targets arrive suffering from injuries obtained in the
hunt. As an additional complication, the legal protec-
tions of an IPKC do not apply to hunters who kil tar-
gets with capture bounties on their heads,

KILL BOUNTIES

Bounties that call for the death of the target are actu-
ally somewhat rare, but a bounty hunter is likely to
see one from time to time. Those outside the profes-
sion frequently assume that criminals place most kill
bounties but, in actuality, the reason for offering such
bounties more frequently has to do with the targets
than the clients. Almost without exception, kill boun-
ties are offered because their targets are considered
extremely dangerous—lethal enough to make death
the safest option for dealing with them.

Kill bounty targets may be hardened killers, dan-
gerous alien beasts, or rogue wielders of the Force,
and most hunters gear up for a kill bounty with these
sorts of dangers in mind. However, sometimes cli-
ents place kill bounties not for targets that pose a
general or widespread danger, but to prevent a very
specific danger to them or their interests. Kill boun-
ties on exposed spies, known informants, and other
figures who threaten to reveal secrets or otherwise
make clients vulnerable are nearly as common as the
other sort and, in such cases, the clients may portray
their targets as dangerous in other ways to disguise
matters. Veteran hunters keep an eye out for such
deceptions, as poor information complicates a hunt
considerably.

WANTED: DEAD OR ALIVE

Bounties that allow for either kill or capture are flex-
ible, but not necessarily indifferent. Sometimes a
bounty pays different amounts depending on the
state of the delivered target. A debtor to a crime lord
might be worth more alive—assuming that individual
can still make good on the debt. On the other hand,
the crime lord might still pay a hunter who makes an
example of the targel. However, a dangerous crimi-



nal might be worth more dead if the hunter's fee is
cheaper than the cost of sentencing and executing
that criminal properly.

When the payment is equal in both cases. veteran
hunters often expect trouble. Very few individuals
care enough about their targets to be willing to have
them killed without having any preference on the mat-
ter. Such bounties might come from the most ruthless
spymasters and crime lords—figures who are danger-
ous to deal with in their own right, even without con-
sidering the target. Sometimes, the clients might even
have a preference they cannot state openly for one
reason or another, and bounty hunters risk disfavor
with the client if they guess wrongly.

TRANSPORT AND HANDOFF

Finding and overcoming the target is the most impor-
tant part of a hunt, but it isn't where it ends. Getting
the client whatever is required to complete the job is a
source of problems and difficulty all its own and, at the
least, involves a number of easily-overlooked consider-
ations that need to be dealt with. This section details
a number of obstacles to closing out a contract that
the GM can use to make things more interesting, or to
create an additional adventure out of the job. However,
the process of bringing in a target should generally not
overshadow taking the target down in the first place, so
these details should primarily be used to add further
depth to your Epce of THE EMPIRE campaign.

PRISONER TRANSPORT

There are certain basic needs a bounty hunter must
be able to meet in order Lo transport a prisoner for a
bounty. Without the ability to meet these needs, all
sorts of problems arise, from harm (o the prisoner
or hunter to inability to close out the contract of the
hounty. The most basic of these needs is the ability to
contain the prisoner, whether this takes the form of a
simple pair of binders or an advanced holding cell. The
ability to move the prisoner securely is close behind—
unless the client comes to meet the hunter in the

fleld. transportation is a must. These two needs often
|r1lert_u-\rF1'1e. requiring a solution that allows for both at
once. The locked backseat of a spce(zir:r.l:rl.lck might
.do In some cases, but many bounty hunters ilwrrfsf.:in
no_lr_hng cells or other facilities aboard their personal
ships to cover a broader range of eventualities.

. A more complicated part of secure transport
mvolv_es seeing to the prisoners’ needs over the jour-
ney. If the prisoner is injured, this might mean medical
care to prevent a premature death. If the journey is
1(_mg, this means the prisoner needs food and sanita-
tion. These needs complicate matters if they interfere
with the security measures the bounty hunter has
chosen to use. For example, being able to keep a pris-
oner contained within a cell does little good if food
alnd water can'l be passed through the door to keep
the prisoner alive,

The last basic obstacle inherent to transporting pris-
oners is the risk of external interference. This most
c_on'ln'ujnly involves placating or avoiding the authori
ties, who are likely to view private transport of a captive
with a degree of suspicion. A ready IPKC and bounty
notice might be enough sometimes, but stealth and
subterfuge are necessary in other cases. In addition,
the hunter must be sure that the containment mea-
sures are secure, in case of a protracted argument with
customs officials or some other lengthy distraction.

Even with these basic needs met, transporting a live
prisoner can get complicated quickly. Interference can
come from many quarters, including possible rescue
attempts by the target’s associates, Escape attempls
by the target that test the limits of the hunter's secu-
rity measures are also likely. Some prisoners might
try to bargain with their captors rather than force an
escape directly. While this last tactic can be easier
Lo deal with, the possibility that a prisoner might be
able to offer a good enough deal can make things
very messy indeed, as the hunter needs to assess the
risks, including what the client might do if the hunter
breaches the contract.
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TABLE 3-3: TYPICAL BOUNTIES AND MODIFIERS

Bounty Target

Base Bounty Value

Minor Target: A typical galactic citizen.

Moderate Target: A mid-level functionary in a crime
syndicate, corporation, or other powerful organization,

Major Target: A crime lord, corporate executive, a
suspected rebel agent or a mid-level Imperial functionary.

Legendary Target: A high-ranking lmperial official, 2
suspected Force-user, a known rebel agent, or a major
syndicate leader,

Target's History

Committed a personal wrong against the bounty poster,

larget has a history of frequent violent acts.

300-750 credits.

2.000-10.000 credits,

15,000-20,000 credits.

25,000-100,000 credits. May also grant the Bounty Hunter an
exploit (see Exploits on page 94)

Bounty Value Modifier

Add 5%-20% of base hounty value, depending on the client’s anger

Add 10% of base bounty value.

Dificuty of Hunt | Bounty Value Modifer

Target is nearby and easy to locate,

] Finding the target requires travelling across or searciing
multiple star systems,

Bounty Conditions

_—

larget’s condition is irrelevant, only proof of capture or kil
i5 required,

Job must be completed in secret: the

. C bounty hunter cannot
tell others of it afterward.

No lasting harm can be done to the target,

The target must be apprehended without the use of
significantly harmful violence,

Inr.-__nlull_v'n_ must avoid collateral damage or maintain a low
profile during the hunt.

The bounty involves

a secondary goal, such as retrieving
stolen goods or mak

Ing an example during apprehension.

[he target is an inanimate object, such as a ship or artifact,

Hunter's Credentials and Exploits

The hunter is not part of
accreditation the clien

a guild and has no IPKC or other
acknowledges,

The hunter possesses one or more exploits.

Subtract 40% of base bounty value.

Add 20% of base bounty value,

Bounty Value Modifier

Subtract 10% of base bounty value

Add 50% of base bounty value, The bounty hunter cannot claim this
bonus and also receive a new exploit (see Exploits on page 94)

Add 10% of base bounty value, If the target arrives while suffering
from any wounds or Critical Injuries, the bounty payment should be
greatly reduced, if provided at all

Add 25% of base bounty value. If the target arrives while suffering
from any wounds or Critical Injuries, the bounty payment is greatly
reduced, if provided at all,

Add 20% of base bounty value,

Add up to 25% of base bounty value, depending on the nature of
the additional goal.

Subtract 20% of base bounty value,

Bounty Value Modifier

Subtract 10% of base bounty value

Various modifiers (see Exploits on page 94),

ALTERNATIVE PAYMENT FORMS

and
able to

IS

d in a form other

lealer can't afford to

t the time the bounty

is posted, but can offer a ¢ reo hold full of stock.

be a crime lord to whom the ¢
an Ob

Oblig

racter owes

igation won't offer a single credit until that
tion is d off by completing a
ies. By mixing in alternat

the GM can seed

gn or provide

<eeping the players interested in further jobs,



BRINGING THEM IN COLD

Just as with a capture bounty, there are some basic
logistical needs involved in turning in a bounty on a
dead target. However, once the hunter completes the
messy business of Killing the target, claiming such a
bounty is simpler than the corresponding capture
bounty in many ways. The primary thing a kil bounty
requires is proof of the target’s demise, which can take
many forms. Some hunters invest in bioscans (see page
53%) or similar equipment to provide proofl of identity
and ceased vital signs. IT a client accepts the dala, the
bounty can be turned in with a minimum of fuss,

Withoul such equipment, or occasionally on the
specific request of the client, a hunter usually resorts
to bringing the body in as proof of completion.
Unlike with bioscan data, hauling dead bodies tends
to attract trouble. Law enforcement often gets even
more suspicious of a hunter carrying a corpse than
a prisoner, presenting risks of entanglement similar
to those described above. Furthermore, if the body
must be transported a long distance, some manner
of cryo-freeze or other preservation is necessary in
order to keep decomposition from limiting its value
as an identifier. However, attempts by associates of
the target to interfere after the hunt's conclusion are
rare compared to those of capture bounties, and are
usually motivated by revenge, not rescue.

MEETING THE CLIENT

Any bounty hunter would say that the last step of
the job is getting paid, pure and simple. Of course,
in most cases, getting paid involves meeting with or
atl least contacting the client, which is where any final
complications with the job might spring up. In most
cases, the final meeting is simple. with the prool of
completion handed in to the client, and payment
handed back to the hunter. However, sometimes
things don't go 50 smoothly.

If there is any sort of issue with the hunter's ability
to prove that the job was completed, or if the result
ended up outside the client's specifications, the cli-
ent might withhold payment until the hunter can
demonstrate success or make amends, Somelimes
a client might deal duplicitously with the hunter, and
be unable or unwilling to pay the bounty. Particularly
treacherous or ruthless clients might even try to deal
with the bounty hunter once the hunter has deall with
Lhe target, in order to clear up loose ends.

All of these options are viable tools for the GM
to add in complication or spice to their EbGE OF THE
Empire campaign. However, if these oplions are over
used, they risk diminishing drastically in value, espe
cially if it undermines the appeal of bounty hunting
work in the first place. In general, most NPC clients
should deal squarely and reasonably with bounty
hiunters. This not only helps keep the game running

smoolily, but also reflects the healthy respect that
mosl characters in the Star Wars universe hold for
hounty hunters, and the general lengths they take to
avoid orovoking them unnecessarily.

Ol course, clients aren't the only parties to a bounly
who can try to alter the terms of an agreement. If a
Bounty Hunter character or her companions feel that
they have gotten a raw deal, such as being misin-
formed about a target’s capabilities or underpaid for
the dznger they face, they have the option to turn the
tables on the client in a manner of their own choos-
ing. Te GM should be aware of this possibility and
be ready to make things interesting if such a scene
should break out. More details on how such a nego-
tiatior could go can be found in Hazards and Spot
Negoziations, below.

TYPICAL BOUNTY POSTINGS

Whilethere is little in the way of galactic regulation on
the piices that can be placed upon someone’s head,
basic principles of competition between hunters and
the linits of whal clients can afford have created a
standard range of payments over time. Not all boun-
ties 4 within these ranges, and clients are as likely to
be miserly and unwilling to pay standard rates as they
are lobe desperate enough to offer outrageous sums.
If the GM has a particular bounty value in mind based
on the group or the NPCs in the campaign, there is
nothirg wrong with that approach. However, if the GM
wantsto keep bounties standardized, either for a par-
ticular job or across the campaign, average payments
for a variety of bounties are listed on Table 3-3:
Typical Bounties and Modifiers (sce page 92).

The base value for a targel of a given status or noto-
riety i detailed under "Base Bounty Value,” while cir-
cumstances that might modify that value are listed
under “Bounty Value Modifier.” When calculating the
final hounty, first pick a base value within the range
listed under “Base Bounty Value,” based upon how
diffictlt the target would be to take down compared
Lo simvilar figures in that category, then apply the per-
centage based modifiers Lo that value. Note that it
should be extremely unusual for the totaled modifiers
to a bounty to change the bounty value by more than
50° n either direction. If the bounty modifiers would
change the amount by more than 50%, the GM should
strangly consider capping it at plus or minus 50% Lo
keep he values from growing Loo unwieldy.

HAZARDS AND SPOT NEGOTIATIONS

Not al bounty value modifiers need to be assigned up
front. Sometimes a client might offer up a bounty for
less 1an the situation warrants, perhaps even with-
holding information about how difficult the bounty
may be. A bounty might also become more compli-
catedin the course of pursuit, as additional forces or
mterested parties become involved.,
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If a Bounty Hunter character or her cr?mp‘ar;l;aknst;eeel
they are not being pais SH Fonal payment for
ave the option to ne 7 ol
[];\;iticipatFed expenses or hazar’ds. Fofre?|§g;?tcijonc;1
just greedy—hunters could even drguet([)he . o

payment in advance if they bchleve .tha. |

is more complicated than the client indicates.

who feels that the target was
vertised might make a t_hre;?t
for leverage [to release _Lhe targetl'ontoht:hi ?rlmtrr]]t;
property, for instance) with a Coeru.on c c,c. a %
than the usual Negotiation check). If the hunter makes
their case successfully, the GM could have the client
increase payment by 20%, as the target tqrnled out
to be unusually dangerous. However, I_argg increases
in payment should correspond to dJUICUIL ch_enllis to
persuade the client, or be the resuIIL of multiple ¥¢,
€2, or @ results, rather than something offered freely.
Similarly, Y, &, or ¥ results could result in the cllgrit
not only leaving the payment unchanged, but s‘me.dr-
ing the hunter’s reputation or attempting Lo claim the
target without payment. Certain exploits (see below)
make particular appeals easier, but genera!ly make
another angle harder for a bounty hunter to argue.

EXPLOITS

Simply being a bounty hunter is often enough to make
the dregs of the galactic underworld take notice, given
the reputation the profession in general possesses.
However, each of the best bounty hunters in the galaxy
has a unique tale made up of various deeds, ar)d marks
and employers alike treat individual hunters differently
based on the exploits for which they are feared and
respected. Names like Cad Bane, Boba Fett, Latts Razzi,
Bossk, Aurra Sing, Dengar, and more are Iegendary for
their famous captures, capers, and deeds of ill repute.

A Bounty Hunter Player Character in EDGE OF THE
Empire can build up her own set of exploits 1o rival the
notoriety of the best in the business. With a series gr
exploits built over time, hunters can strike reqr into their
targets, or be offered further lucrative bounties, assum-
ing they survive the increased risks. After an especially
successful job, the GM may choose to have the Bounty
Hunter gain a new exploit as whispers of her deed rever-
berate throughout the depths of the galactic underworld.

Each time a Bounty Hunter PC brings in a Major or
Legendary Target (as described in Table 3—3: Typical
Bounties and Modifiers on page 92) or achieves
another equally noteworthy feat and the GM decides
Lo award an exploit for this capture, the GM chooses
two or more of the exploits listed below for which the
Bounty Hunter met the requirements during the hunt.

Then, the Bounty Hunter chooses one of these
exploits that the GM selected and gains the effects
listed. The Bounty Hunter should record all of her

For example, a hunter
more dangerous than ad
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exploits. A Bounty Hunter can gain the same exploit
multiple times, in which case, the effects stack addi-
tively. For example, a bonus of 10% additional pay for
certain jobs applied twice would become a bonus of
+20% additional pay for those jobs.

DOGGED

Requirements: The Bounty Hunter spent more than
three days (excluding hyperspace travel time) hunting
for the target.

Effects: Add 10% of base bounty value for Minor and
Moderate Targets (sec Table 3—3: Typical Bounties
and Modifiers on page 92).

HEEDLESS

Requirements: During the hunt, the Bounty Hunter
inflicted collateral damage with a value that equals or
exceeds the credit value of the bounty.

Effects: The Bounty Hunter adds [J to her Coercion
checks against her clients. The Bounty Hunter adds il to
her Negotiation checks to increase the price of a bounty.

HONORABLE

Requirements: The Bounty Hunter's final confronta-
tion with the target was a one-on-one battle.

Effects: The Bounty Hunter adds [ to her Coercion,
Deception, and Negotiation checks against any rival
or nemesis NPC if the two are alone.

HUMANE

Requirements: The target was delivered alive.
Effects: The Bounty Hunter adds [ to her Nego-
tiation checks against bounties she is targeting. The
Bounty Hunter adds [l to her Coercion checks that
hinge upon the threat of physical violence.

IMMORTAL

Requirements: The Bounty Hunter suffered a Critical
Injury during the course of the hunt.

Effects: Add 20% of base bounty value for Leg-
endary Targets (see Table 3—3: Typical Bounties
and Modifiers on page 92). The Bounty Hunter
receives no hazard pay on bounties due to her per-
ceived invincibility.

INDISCRIMINATE

Requirements: The Bounty Hunter killed three or
more people during the course of the hunt,

Effects: The Bounty Hunter adds [] to her Coercion
checks against minion NPCs. The Bounty Hunter adds
M to her Charm and Deception checks to convince oth-
ers that she has non-violent intentions (even when she
actually does).



LAWBRINGER

Requirements: The largel was a member of a crime
syndicate, was a notorious outlaw, or otherwise part
ol the galactic underworld at large.

Effects: Add 10% of base bounty value for bounties
posted by law enforcement groups. Add [l to the
Bounty Hunter's Negotiation checks with members of
criminal organizations and any citizens with outstand-
ing debts to such organizations,

MERCILESS

Requirements: The target was delivered dead.
Effects: The Bounty Hunter adds [] to her Coercion
checks against rival and nemesis NPCs. The Bounty
Hunter adds [l to her Charm and Deception checks
to convince others that she has non-violent intentions
(even when she actually does),

OPPRESSOR

Requirements: The target was a member of the
Rebel Alliance or an affiliated organization.

Effects: Add 10% of base bounty value for jobs
posted by the Galactic Empire. Upgrade the difficulty
of the Bounty Hunter's social checks with members of
the Rebel Alliance once.

PRECISE

Requirements: During the
hunt, the Bounty Hunter caused
no collateral damage and did not Kill
anyone (other than the specific target, in the
case of a kill bounty).

Effects: Add 10% of base bounty value for jobs that
stipulate additional conditions (secrecy, bringing in
the target alive, fulfilling extra objectives, etc.).

PROFESSIONAL

Requirements: The targel was deliv
ered within  three days [(excluding
hyperspace Lravel lime).

Effects: The Bounty Hunter may ask for
up to 10% of the base bounly value as
an advance. If she does so, she generally
receives it, barring extreme circumstances,

RENEGADE

Requirements: The larget was a member of the
Calactic Empire or an Empire-backed local regime.
Effects: Add 10% of base bounty value for jobs
posted by the Rebel Alliance. Upgrade the difficulty
of the Bounty Hunter's social checks with members of
the Galactic Empire once,

THE REAL DEAL?Y

here do the facts of an exploit end and the

fiction of its retelling begin? While some
Bounty Hunters achieved every deed they are
known for, others cultivate a reputation that
doesn't exactly line up with reality.

While it is often an easy enough matter to find
out whether a Bounty Hunter actually claimed
a given bounty, the specifics of what happened
during the pursuit are harder to pin down.
When awarding an exploit, the CM may offer
a Bounty Hunter an exploit that she didn't, per
se, actually perform during the hunt in ques-
tion, so long as she (or somebody else) con-
vinced enough people that it happened. She
must still actually have received the payment
for turning in the bounty.

For better or for worse, once established, a
false exploit sticks with the character like a real
one. It remains even if it is later disproved or
the character wishes to dispel it, as shaking the
myth proves nearly impossible.




The Fate of the Galaxy Hangs in the Balance...

Enter the Star War You'll find two comp
games within J’mpr-m:‘ Assault. In the campaign game
up to four players hecome heroes of the Re Iwilum
battling a player who commands the limitless forces
of the Galactic Empire. The skirmish game, on the
other hand, allows two players to muster unique
teams and compete head-to-head over conflicting
obj (0 matter which game you play, you'll
erience the classic Star Wars saga firsthand.

* 36 highly-detailed plastic figures
® Over 50 modular map tiles
* Over 200 cards
® Six playable heroes
* Two ways to play, either
in a campaign or in a
head-to-head skirmish
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i‘\\\. A long time ago in a galaxy far, far away.... El?

® ; Even in galaxy thick with legends, bounty hunters stand out as some of the most
E notorious, admired. and feared individuals. In the Quter Rim, these freefancers
& often enforce the will of the Empire and criminal cartels, but they are also the only
b » N means many common Citizens can use to see justice served. Whether they hunt
their targets out of a desire to clean up the galaxy, for the thrill of the chase, or fora
@ simple love of money, bounty hunters fulfill a unique role on the edge of civilization...
\ e '\ No DISINTEGRATIONS expands orl the Epce of THE EMPIRE ROLEPLAYING GAME,

adding new content for Bounty Hunter characters as well as for any other i

® characters interested in pursuing bounties. Track your guarry through any
) environment, conduct detailed investigations into the galactic underworld,
% and devastate your foes with peerless precision.

M ’ This supplemental rulebook includes:
. | ieaihins Expanded character options including Motivations, Obligations, species,

ctauzations

at allow Bounty Hunters to chase down any prey
nals into their enemies..
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