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Start Here: This 2-page spread contains the
information you need to begin your adventure.

CHARACTER SHEET

Your Character Sheet provides all the information you need tb'play i1

the game. It also provides a place to write down your current status,
weapons, armor, and equipment.
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CHARACTERISTICS & SKILLS

1 _Your characteristics are used to calculate many game values but
are rarely used directly. Whenever you attempt a task that might
fail, you make a skill check. The dice you roll for this check are
called your dice pool, and are based on your rank in that skKill
and your characteristic. If you roll more 3¢ than Y, you succeed.

Please reference these skills and descriptions of what they do on
the back of the Rulebook.

SYMBOLS & DICE
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Ability  Proficiency Diffculty = Challenge  Boost

Die @

Success ¥¢ symbols are canceled by Failure Y sym-
bols; if there are any Success 3¢ symbols left, the check
succeeds.

Triumph @ symbols count as Success 3¢ symbols and may
also be spent to trigger a powerful positive consequence.

Advantage ) symbols indicate a positive side effect or
consequence, even on a failed check. They cancel and
are canceled by Threat 4 symbols.

Failure 'Y symbols cancel Success 3¢ symbols. If there
are enough Failure 'Y symbols to cancel all the Success
Y& symbols, the check is a failure.

Despair @ symbols count as Failure 'Y symbols (they
cancel Success ¥ symbols) and may also be $pent to
trigger a powerful negative consequence.

Threat {8 symbols indicate a negative side effect or con-
sequence, even on a successful check. They cancel and

are canceled by Advantage {3} symbols.
s
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Setback Force

Die @ DIE<> Die O Diel Die Die @

CHARACTER SHEET

CHARACTER NAME : KAVER!(

SPECIES TOGRUTA
CAREER SEEKER

 CUNNING
2

SKILLS
Astrogation (Int)

Athletics (Br)
! Charm (Pr)
' Coercion [WHI]
| Cumputer*s. [int]
' Cool (Pr)
| Coordination (Ag)
| Deception (Cun)
Discipline (Will)
| Knowledge (Int)
Leadership (Pr)
Mechanics (Int)
= Medicine (Int)
' Negotiation (Pr)

__F’Er_ce_ptmn (Cun)
F’llntmg [Ag]
_RESMEHGE[BP

Skulduggery (Cun)

Stealth (Ag)
St;reetwise (Cun)

Suruwal (Cun]

Vigilance [Wlil]

2 CHARACTERISTICS 2
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DICE POOL

00
0%
00
00
00
00
0966
000
00
00
00
00
00
00
006
0006
00
000
0000
000
094
09

COMBAT SKILLS

BPE]TJ! [13 r)

' Gunnery (Ag)
Lightsaber (Ag)
Melee (Br)
Ranged [nghtJ [ﬂkg]
' Ranged (Heavy) (Ag)

A 4
00090
0009

LA 2
0000
C9o0




3 Soak value reduces incoming damage and can prevent wounds.
Your soak value is equal to the sum of your Brawn and the soak
value of your armor. -

WOUNDS

4 Wounds represent physical damage to your body.'lf your
wounds exceed your Wound Threshold, you are knocked out

2, and suffer a Critical Injury. Wounds can be recovered through the
6 rmcaLnRES ) a Medicine skill and stimpacks.

THRESHOLD CURRENT

5 Strain represents exhaustion, mental trauma, and being stunned.
You may voluntarily suffer 2 strain to perform an extra maneuver
on your turn. Strain comes and goes more quickly than wounds.
If your strain ever exceeds your Strain Threshold, you pass out.

6 You might suffer Critical Injuries during your adventures, either
when you're knocked out by exceeding your wound threshold or
as the result of an attack. Keep track of the number of Critical

| Injuries here. For a description of the éffects of your Critical Inju-
WEAPON | SKILL | 1% ries, refer to the back cover of the Adventure Book.

|

Blaster Rifle | Ranged (Heawy) | Lon Bl
L | ot . : r ¥ | 7 When you use the Force, you choose a Force Power you know

* You deal 9 damage on a hit + 1 damage per Success 3% symbol rolled. and then roll 1 Force die @ (for your Force Rating 1). You may
* Inflict a Critical Injury on a hit for £24242 spend light side results @ as Force points @ to activate your

| Force power. You cannot spend dark side results O unless you
Fists | B E e | 2 | | draw upon the dark side of the Force by spending 1 Destiny and

| | | suffering strain equal to the dark side results O you use.
* You deal 2 damage on a hit + 1 damage per Success 3¥ symbol rolled. ' .

* |nflict a Critical Injury on a hit for 222242

" D GEEFP® e G CBF.» VS o aETmen
GEAR, EQUIPMENT & OTHER ITEMS | - - .

2 Stimpacks Use as a maneuver to heal 4 wounds on a living creature. Consumed on use

Comlink Allows communication between other characters with comlinks

Heawy E.!u_thes | Soak 1; already lr'u:lude_cl m_sn_ak:fah_re ) ~ - ', .; | ; | THE PLAYER'S TU_RN

Electrobinoculars | Use to see things far away or in the dark On each turn, you can perform 1 Action and 1 Maneuver, in any

order.

i S e — - "l
MONEY 14 An Action may include: | A Maneuver may include:
" %' Perform an attack " | e Move

e Use a skill e AiM

|
\I . :
s e Use the Force e [ake cover

LOCKED - YOU CANNOT USE YOUR FORCE POWERS UNTIL THE
GIM INSTRUCTS YOU OTHERWISE I|

:

5y
=% e Exchange your 1 action for | e Ready or stow a weapon or
= an additional maneuver item

e [nteract with your environment
e Engage or disengage

You can sense the Force interacting with the world around you. | e Stand up
Spend 1 Force point (P to sense all living things within short range.
Spend 1 Force point (B to sense current emotional state of 1 engaged being.

You can suffer 2 strain to perform a second maneuver.
You cannot perform more than 2 maneuvers on your turn.
You can also perform any number of incidental actions.

. e o RN T ey S (S + ClD iU ) D

otop Here: Don’t turn the page until
instructed to by the GIM.




Start Here: This 2-page spread contains new
information to help you continue your adventure.

ADVANCEMENT!

You have just gained 10 experience points (XP). You can spend those
10 experience points to purchase any of the following upgrades,
worth up to a total of 10 XP. |

s . . X &y @ COEED G AED' e

UPGRADE MENU
=
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Athletics Skill

You train your Athletics skill. You gain one skill rank in Athletics.
Your dice pool changes from € ¢ to @ €.

Put a mark in the circle next to the XP cost to remind you that
you have taken it. Whether or not you choose this upgrade,
circle the correct rank (O or 1) and dice pool on the skill list to

the right. -

= = 4 —_—
10
i I

Ranged (Heavy) Skill

You train your Ranged (Heavy) skill. You gain one skill rank in Ranged
(Heavy)..Your dice pool changes from @ <)< ¢ to @ @ .

Put a mark in the circle next to the XP cost to remind you that
you have taken it. Whether or not you choose this upgrade,
circle the correct rank (O or 1) and dice pool on the skill list to
~ the right. - |

Dodge Talent

You gain the Dodge talent. Put a mark in the circle-next to the XP
cost to remind you that you have taken it.

Dodge: When you are attacked, before dice are rolled, you may
choose to suffer 1 strain and force the attacker to upgrade the
difficulty of the attack once (upgrade one Difficulty die ¢ to a
Challenge die ). You can do this only once per attack.

[XPlcosT
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Grit Talent

You gain the Grit talent. Put a mark in the circle next to the XP
cost to remind you that you have taken it. Whether or not you
choose this upgrade, circle the correct value (12 or 13) on your
~strain threshold. |

Grit: Your strain threshold is increased by 1 (from 12 to 13).
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CHARACTER SHEET

CHARACTER NAME : KAVERI

SPECIES TDGEUTA
CAREER SEEKER

SKILLS

Astrogation (Int)
Athletics (Br)
' Charm (Pr)
| Coercion (Will)
| Computers (Int)
' Cool (Pr)
" Coordination (Ag)
' Deception (Cun)
Discipline (Wil
Knowledge (Int)
| Leadership (Pr)
| Mechanics (Int]
Medicine (Int)
| Negotiation (Pr)
| Perception (Cun)
| Piloting (Ag)
| Resilience (Br)
| Skulduggery (Cun]
Stealth (Ag)
| Streetwise (Cun)

Survival (Cun)
Vigilance (Will)

= | =100 =100|0|=]O00|0|0O000 =100 |0

OQ

| Brawl (Br)
Gunnery (Ag)

Lightsaber (Ag)
Melee (Br) |

| (Ag)

Ranged (Light)
Hanged (Heavy) (Ag) [ :




SYMBOLS & DICE

Success 3¢ symbols.are canceled by Failure Y sym-
bols; if there are any Success ¥ symbols left, the check
succeeds.

3 I ,-. ) Triumph @ symbols count as Success 3¥ symbols and may

N——

also be spent to trigger a powerful positive consequence.

Advantage ) symbols-indicate a positive side effect or
consequence, even on a failed check. They cancel and
are canceléd by Threat 48 symbols.

THRESHOLD CURRENT

Failure 'Y symbols cancel Success ¢ symbols. If there
I are enough Failure 'Y symbols to cancel all the Success
e AWEADONS & EQUIPMENT S | o D i symbols, the check is a failure.

m SKILL |  RANGE DAMAGE DICE POOL

| | OGO/ " ey Despair & symbols count as Failure 'Y symbols (they
Blaster Rifle | Ranged (Heaw) Long | 9 oleY Y| ) cancel Success ¥ symbols) and may also be spent to

z ! ' | | trigger a powerful negative consequence.
* You deal 9 damage on a hit + 1 damage per Success ¥ symbol rolled.

* |nflict a Critical Injury on a hit for 24242

: . | | Threat 48} symbols indicate a negative side effect or con-
Hsts | Brewl | Engaged | 2 | sequence, even on a successful check. They cancel and
* You deal 2 damage on a hit + 1 damage per Success 3§ symbal rolled. . = are canceled by Advantage 3} symbols.

* |nflict a Critical Injury on a hit for 2224242

; ‘@ -« -@
GEAR, EQUIPMENT & OTHER ITEMS | N vk &
v % Y :

e LN/
2 Stimpacks Use as a maneuver to heal 4 wounds on a living creature. Consumed on use ¥ f
Comlink | Allows communication between other characters with comlinks | ;I : Ability Proficiency Difficulty Challenge Roost  Setback o
Heauy Clothes | Soak 1; already included in soak value B | Die Die @ Die O Die O Die 0 Die |__ Die @
Electrobinoculars | Use to see things far away or in the dark | | | -
®. GED TS Gl CEBF.» WSS s -m_ P S

THE PLAYER'S TURN

On each turn, you can perform 1 Action and 1 Maneuver, in any
order.

e
An Action may include: A Maneuver may include:

D s vt il o —a ey R Sl i o e .
FORCE POWERS K e Perform an attack e Move

| e Use a skill o Aim
You can sense the Force interacting with the world around you. e Use the Force | e Take cover
Spend 1 Force point (P to sense all living things within short range.

. _ | e Exchange your 1 action for | e Ready or stow a weapon or
Spend 1 Force point (Jto sense current emotional state of 1 engaged being.

an additional maneuver . item

o Interact with your environment
e Engage or disengage

e Stand up

You can suffer 2 strain to perform a second maneuver.
You cannot perform more than 2 maneuvers on your turn.
You can also perform any number of incidental actions.

5 o GERNE e T LRAR T D Sl Y TS

otop Here: Don’t turn the page until
instructed to by the GI.



CHARACTER SHEET

§ CHARACTER NAME : KAVERI

SPECIES TOGRUTA
 CAREER SEEKEE

SKILLS

Astrogation (Int)
' Athletics (Br)
-Dharm (Pr)

' Coercion (Will)

‘ Computers (Int)
' Cool (Pr) |
‘ ‘ Coordination (Ag) |

i Deception (Cun) | .
| Discipline (Will)
| Knowledge (Int)
' Leadership (Pr)
: Mechanics (Int)

Medicine (Int)

| Negotiation (Pr)
Perception (Cun)
Piloting (Ag)

]
' Resilience (Br) . —
| Skulduggery (Cun) |
| Stealth (Ag) | :

Streetwrse (Cun)

'Survwal (Cun) ] . l i
' Vigilance (Will) | &
COMBAT SKILLS

Braw! (Br) | |
I Gunnery (Ag) | |

|ightsaber (Ag]
f Melee (Br)

| qaﬂged [nghl;] (Ag) |
Hanged (Heavy) (Ag) |

RANGE |  DAMAGE DICE PODL

SENSE !

You can sense the Force interacting with the world around you.
Spend 1 Force point () to sense all living things within short range.
Spend 1 Force point () to sense current emotional state of 1 engaged being.




SEEKER: CAREERTREE @

Career Skills: Coordination, Knowledge, Piloting, Ranged (Heavy), Stealth, Survival, Vigilance

Bl SLEIGHT N\
OF MIND

W oo 3

When healing strain at the
end ol an encounter. heal 1|
additional strain

COST 10

Bl NATURAL HUNTER N

Once per session,

oll any 1 Perception ol

VOLL TTidy

COST 15

INVESTING EXPERIENCE POINTS

B SENSE - CONTROL \

Your Sense power gains the
ollowing aoniy

yYou may commut | Forc
dic O Once Der TourK
while It remains comimil
led, upgrade the difficulty

I TOUGHENED

I-..]

ain + .2 wound threshold

COST 10

equal to Lunning to one nil

B SOFT SPOT N
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ollowing ability

attack, may spend 1 Desti

Foint to add damage \

ol TTiay ol

COST 15

As you continue to play, you will occasionally receive experience points from the GM that you can spend to improve your character. You may spend
this XP to increase your skills or to advance along your career tree. See page 11 of the Becinner GAME Rulebook for more detailed information.

SKILL TRAINING @1

The cost for training skills falls into one of two categories: career skills
and non-career skills. Each skill has five ranks of training available.

Iraining a career skill costs five times the value of the next highest
rank. For example, training a career skill from rank O (untrained) to
rank 1 requires 5 experience points. Improving a rank 1 career skill to
rank 2 requires 10 experience points. Each rank must be purchased
separately. This means that training a career skill from rank O to rank
2 costs 15 experience points (5 for raising it from rank O to rank 1,
then 10 more for raising it from rank 1 to rank 2).

You can also purchase ranks in your non-career skills. Each rank of
a non-career skill costs 5 additional experience points. For example,
training a non-career skill from rank O (untrained) to rank 1 requires
10 experience points. Improving a rank 1 non-career skill to rank 2
requires 15 experience points, and so on.

Threat

Failure

Success

Triumph  Advantage

Despair

2

ACQUIRING TALENTS & FORCE POWER UPGRADES

Talents and Force power upgrades are acquired from your career tree.
This career tree provides a unique format for purchasing talents and
upgrades that comes with several special rules and restrictions.

Your career tree has four columns and three rows. The cost of each
talent or upgrade depends on the row it occupies. The topmost row
of talents and upgrades are the cheapest, costing 5 experience points
each. The next row’s choices cost 10 experience points each, and the
third and final row’s choices cost 15 experience each.

Note that the choices on the tree are connected by a series of lines
that link some talent or upgrade choices with others. When purchasing
talents and upgrades, you may only purchase talents or upgrades you
are eligible for: You are eligible to select any talents or upgrades in the
first, topmost row, plus any talents or upgrades that are connected via
one of the aforementioned links to one you have already acquired.
Each entry on the career tree may only be acquired once. Some trees
have multiple entries for a single talent. This is because several of the
talents may be learned repeatedly. When you learn a talent for the
second—or later—time, you gain an additional rank of the ability.
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KAVERI'S STORY

Having lived @
lanet to planet, she
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ed from her family at a young age.
hat time, moving constantly from p

frer her parents vanished.

nd hunter throughout the Outer

| She had been servin
Rim for most of her n Romund on an expedition o
q ruin on an otherwis . e of that expedition,
ouble before

- Romund was curious a
it happened and understanding the loca

visited the planet before.

Kaveri Ra was separat

nomadic lifestyle until ©
~ continued in that vein a

;
Ultimately, Romund revealed the truth: Kaveri
and her unusual abilities were only the least O
Romund insisted rhat she was capa

herself could not teach her.
prised tO discover that

- \When the expedition rea
it was not ruined in the slightest, but was in fact a fully functioning (but
. quite remote) monastery inhabited by 8 peaceful group of Zabraks who had
he outside world. After a few weeks
ng their ancient monastery.

f and went their separate ways. It was only after
that Kaverl discovered a stowaway

Dao. Far from being

delighted to have &
ave some knowledge

spent learnin
Romund and Kaveri |e

upset that D
new traveling compan
of this so-called “Force.’

rraveled the galaxy together, exploring

f the Force. Recently, @ message reached
her to the Outer Rim world of

Kaveri and Dao have

nd the mysteries 0
d friend Romund, calling

Since that day,
strange worlds @
Kaveri from her 0
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