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HEJGUARDIAN

he Guardian's six career skills are Brawl, Cool,
Discipline, Melee, Resilience, and Vigilance
A character who chooses this career automatically
gains a rank in three of these skills without spending
experience and gains a discount on increasing them
with future experience points. The Guardian be-

W gins with a Force ratlng of 1.

Adherents of the Guardian career are
driven by a strong sense of responsi-
pility and compassion. They recognize
thelr affiinity for the Force gives them
the power—and responsibility—to help
the helpless and aid the oppressed.
Guardians tend to be blunt and forth-
right, using their prodigious combat
prowess and natural leadership skills
to directly intercede where they are
needed most.

Most Guardians have a swag-
ger about them, a cool confidence
coupled with an air of nobility and
authority. This poise is often well
deserved. Guardians are capable
of surviving and winning battles
against  overwhelmin .rg; odds.
Their martial training tends
to focus almost exclusively
on defense and resilience,
leaving a Guardian as hard
as granite. Hordes of op-

ponents break upon a
\ Guardian like waves upon

shoreline rocks, leaving
themselves exhausted
and open to devastat:
INg counterattacks.

Alone, this com-
bat prowess would
be Impressive,
but a Guardian
couples his abili-
ties with his con-
nection to the




Force. This combination makes the Guardian far more
than a mere thug, inspiring compassion and concern
for those he protects. A Guardian's defensive com-
pbat style matches this concern for life. Rather than
make aggressive moves, he gives his opposition every
chance to relent and choose a peaceful resolution.
However, if they attack, the Guardian quickly demon-
strates why their choice was the wrong one.

In many cases, a Guardian becomes established with-
In a particular geographic region. This might be as large
as a group of planets within a sector or as small as a
neighborhood in a large city. A Guardian who focuses
on a region In this way can choose to take stewardship
of it. Notably, such stewardship comes out of a sense of
responsibility and duty rather than any actual authority.
Guardians seldom assume political power. Instead, they
act in accordance with their internal moral compass, as
guided by the Force, to ensure that everyone under their
protection receives the justice they deserve.

Other Guardians follow the calling of the Force to
travel and aid beings in need wherever they might find
them. Many such Guardians wander in a seemingly
aimless fashion, apparently letting random chance
direct them where they might need to go. Almost in-
variably, their voyages soon lead them to people who
desperately need help.

GUARDIAN
SPECIALIZATIONS

Each of the specializations within the Guardian career
focuses on using the Force to aid others. Each pursues
a different path, though they are complementary, so
that an accomplished Guardian may rely on lessons
from each specialization.

PEACEKEEPER

Across the galaxy, there are always tyrants, and those
unlucky enough to suffer under their rule. Some
Guardians take direct action through military force to
attempt to overthrow such despots. Other Guardians
see wars ravaging planets and harming the weak and
defenseless. They step in to defend those innocents,
and enforce peace at the tip of a lightsaber. These
Guardians are often known as Peacekeepers.

Peacekeepers acquire Discipline, Leadership, Per-
ception, and Piloting (Planetary) as additional career
skills, and if this is the PC’s starting specialization, the
PC gains one rank in each of two of these skills. This
combination ensures that they can recognize threats
and respond to them in an effective and timely manner.
Skilled Peacekeepers must be able to effectively dele-
gate assignments to allies while reserving themselves to
confront the challenges for which they are most adept.

Many Peacekeepers only assume this specializa-
tion after they have been thrust into a position of

authority—sometimes repeatedly. Because of their
naturally protective personalities, these Guardians
want to do everything in their power to protect their
friends. Often, they decide the best choice is to be-
come the best leader they can, out of a sense of
responsibility rather than a desire for power.

Characters who pursue the Peacekeeper's path sel-
dom limit their activities to a single region. Often once
one region has been pacified or a tyrant overthrown,
a Peacekeeper sets his sight on the next challenge
and leads his friends and fellow freedom fighters to
overcome it. Under the shadow of the Empire, Peace-
keepers are always needed.

PROTECTOR

Guardians are often driven by their compassion for the
plights of those who cannot protect themselves. Pro-
tectors ensure these innocents never come to harm.
Few are tougher than a Protector, and even fewer can
get through his guard to attack those he defends. Even
iIf his charges do suffer harm, the Protector possesses
basic medical knowledge to heal their wounds.

Protectors gain the additional career skills of Ath-
letics, Medicine, Ranged (Light), and Resilience. If
this is the character's starting specialization, he may
choose two of these skills and gain one free rank in
each, without spending starting experience. This com-
bination enables the character to assist those who are
In need during a crisis. These skills complement many
of the talent selections, so that the Protector remains
capable of effectively shielding others from suffering
harm without sacrificing his own capabilities.

Protectors could be considered bodyguards, but
their efforts are seldom limited to protecting a single
individual. Instead, Protectors are more likely to de-
fend the needy on a larger scale. Often, they function
as rescue workers, using their medical knowledge to
stabilize injuries in the field and then providing ad-
ditional protection. In other cases, Protectors may
shelter refugees or other victims fleeing terrible situa-
tions, holding the line until the innocents can escape
to safety. When a Protector does defend a single in-
dividual, it is likely because a great threat—even an-
other Force user—pursues the person.

Some Protectors might come to master their abili-
ties while working in a military or law enforcement
role. Some Force techniques might manifest sponta-
neously as they instinctively act to keep companions
safe. This could be particularly relevant for individu-
als who have not recognized their connection to the
Force. Its presence might enable them to save an ally
from danger in a seemingly inexplicable fashion. How-
ever, once these individuals realize the power they
have, they must decide whether to continue their
career and keep it a secret, or leave the life they've
known and explore their new abilities.

CHARACTER CREATION
FORCE AND DESTINY
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FORM 11l LIGHTSABER COMBAT: SORESU

Iso known as the Resilience Form, Soresu
IS a style of lightsaber combat focused on
defensive maneuvers. Jedi who train in the
Soresu form spend much of their time in deep
meditation. Those who master this combat
style consider themselves to be the calm eye

¢ Of the attacking storm. From this position,

they can easily deflect any incoming attacks.

Soresu is adept at intercepting blaster fire as
well as the lightsabers of multiple opponents.
When practicing this technique at the high-
est level of competence, the Jedi enter into a
precognitive state, knowing the precise move
required to deflect each attack. However, in
order to prepare him to defend, Soresu limits
the combatant’s ability to counterattack.

SORESU DEFENDER

Guardians frequently and deliberately put themselves
In harm’s way in order to aid others. However, just as
the Protector is unmatched at keeping others safe,
the Soresu Defender has mastered the art of self
defense. With lightsaber in hand, Soresu Defenders
can fend off hordes of enemies or stand firm against
hails of blaster fire, surviving the worst the enemy can
throw at them.

A Soresu Defender earns additional career skill ac-
cess o Discipline, Knowledge (Lore), Lightsaber,
and Vigilance. If this is the character's starting spe-
cialization, he may choose two of these skills and gain
one free rank in each, without spending starting expe-
rience. With this combination of skills, the character
can maintain constant vigilance, recognize threats,
and remain resolute in the face of danger.

Soresu Defenders depend on the Force to guide
them through dangers. Their techniques rest almost
entirely on knowing how best to use their weapons
for defensive purposes. In many ways, this style ap-
proaches the level of precognition, as the Force guides
ItS practitioners to use their weapons to deflect an in-
coming attack or to move out of the way of an assault.
Individuals who are unaware of their Force potential
can become accomplished martial artists using these
techniques, but true Soresu Defenders must be sensi-
tive to the Force.

CHARACTER CREATION
FORCE AND DESTINY

GUARDIAN STORIES

Guardians can emerge from nearly any environment.
These characters act out of a strong compulsion to
see justice and fairness throughout the galaxy. While
they are often physically strong, Guardians use their
strength as a tool to help those in need, rather than as
a means to force their beliefs on others.

* Justice: Guardians often emerge from cultures
or communities where there is a clear case of in-
equality. The character may draw upon the Force
Instinctively to see to it that a tyrant is overthrown
or conditions are improved for the needy victims.
Such individuals may live out their lives fighting
crusade after crusade against injustice, always
striving to offer assistance to those who cannot
help themselves.

* Selflessness: Most Guardians are extremely self-
assured, but they are also willing to act without
fear of personal consequence. Throughout their
lives, they have shown that they can overcome
the most dramatic of challenges. Because of their
past successes—as well as their connection to
the Force—they are often comfortable with the
idea of taking extreme personal risks in ways that
others find unacceptable. They know that they're
the only ones who can help in dire situations, and
they throw themselves into those situations self-
lessly. All of their training and study becomes fo-
cused on helping others.

e Zeal: Enthusiasm can be a driving factor in a
Guardian’'s life and career choices. Characters
who experience success when they take risks can
come to love the thrill of danger and sweet rush of
victory. A commitment to travel across the galaxy
righting wrongs and saving people from misfor-
tune can be extremely tempting to an individual
who laughs in the face of danger. Guardians who
embark upon their career due to such a drive
must sometimes depend on their companions
and allies to steer them toward more moderate
solutions to their challenges. Otherwise, even be-
iIngs with the advantages they possess may find
themselves overwhelmed.

* Wanderlust: Rarely, those who pursue a Guard-
lan career also have a tremendous desire to travel
the galaxy. This can be a fortunate combination,
as their travels may be punctuated by opportuni-
ties to use their abilities to ease suffering. Count-
less planets are littered with oppressors and peo-
ple living under persecution. For many Guardians,
their travels may never actually come to an end,
as they meditate on the Force and depend on
It to draw them to the places and peoples who
need help.



GUARDIAN: Peacekeeper

Career Skills: Brawl, Cool, Discipline, Melee, Resilience, Vigilance
Additional Career Skills: Discipline, Leadership, Perception, Piloting (Planetary)

Add ner rank of Com

mand when making Lead
ership checks. Alfected tar
gets add to Discipline
checks for next 24 hours

I COMMANDING
PRESENCE

Remove I per rank ol
Commanding Presence
from Leadership and
Cool checks

B TOUGHENED

Cain + 2 wound threshold

COST 15

B STEELY NERVES

Spend 1 Destiny Point o
ignore effects of Critical In
juries on Willpower or Pres
ence checks until the end ol
tne encounter

B CONFIDENCE

May decrease difficulty

of Discipline checks o
avoid fear by 1 per rank
of Confidence

B PASSIVE

B ACTIVE

FORCE TALENT

I SECOND WIND \\

Once per encounter, may
use Second Wind incidental
[0 recover strain .equal [0
ranks in Second Wind

B TOUGHENED

Gain + 2 wound threshold

COST 10

B COMMANDING
PRESENCE

Remove | per rank ol
Commanding Presence
irom Leadership and

Cool checks

B SECOND WIND

Once per encounter, may
use Second Wind incidental
to recover strain equal o
ranks in Second Wind

COST 10

May decrease difhculty
of Discipline checks 1o
avold lear by | per rank

of Confidence

COST 10

when making a Leader
ship check, add O no

Spend (P to add 3% or

Lo the resull

B COMMAND

Add per rank of Com
mand when making Lead
ership checks. Alfected tar
gets add to Discipline
checks for next 24 hours.

COST 15

COST 20

If @ missed combat check
generates @ or £} O} ).
may spend to perform
Force power targeting allies
as a maneuver

Once per encounter, may
use Second Wind incidental
L0 recover strain equal to
ranks in Second Wind

COST 20

I DEDICATION

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

COST 25

lake the Feld Commander
action; make an Average
(@ @) Leadership check
A number of allies equal Lo
Presence may immediately
suffer 1 strain to pertorm |
free maneuvel

COST 15

B TOUGHENED

Gain + 2 wound threshold

COST 20

B IMPROVED FIELD

COMMANDER

Field Commander aclion
aflects allies equal o dou
ble Presence, and may
spend @ to allow allies 1o
sulfer 1 strain and perform
| Iree action instead

LOST 20

B FORCE RATING

Gain + 1 Force rating.

CHARACTER CREATION
FORCE AND DESTINY
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I NATURAL LEADER

Oonce per session, may re
roll any 1 Cool or Leader

ship check

COST 25




GUARDIAN: Protector

Career Skills: Brawl, Cool, Discipline, Melee, Resilience, Vigilance
Additional Career Skills: Athletics, Medicine, Ranged (Light), Resilience

B TOUGHENED

Gain + 2 wound threshold

When hit by a melee al
tack, suffer 5 strain to re
duce damage by .2 plus
ranks in Parry

COST 10

When hit by a raneed at
lack, sufler 5 strain to re
duce damage by .2 plus
ranks in Reflect.

When an eneaged ally sul
fers a hit, may use Farry ol
Rellect incidental againsl
Lhe hil

Bl CENTER OF BEING

lake a Center of Being ma
neuver. Untl the beginning
ol nex! turn, attacks againsl
the character increase their
critical rating by 1 per rank
of Center of Being

B BODY GUARD

Once per round, perform
the Body Guard maneuver
to guard an engaged charac
ter. Suffer a number of strain
no greater than ranks of
Body Guard, then until the
beginning of the next tum
upgrade the difficulty of
combat checks targeting the
character by that number.

Cain + 1 strain threshold

B PHYSICIAN

When making a Medicine
check to help a character
neal wounds, Lthe target
heals 1 additional strain
per rank of Physician

COST 10

B STIMPACK
SPECIALIZATION

Stimpacks heal 1 addition
al wound per rank of Stim
pack Specialization

LOST 10

B STIMPACK
SPECIALIZATION

Stimpacks heal 1 addition
al wound per rank of Stim-
pack Specialization

COST 15

B HEIGHTENED
AWARENESS

Allies within short range
add to Perception or
Vigilance checks. Engaged
allies add

COST 15

Perform the Force Protec-
tion maneuver; suffer 1
strain and commit {2 up to
ranks ol Force Protection
Increase soak by number of
O committed until begin
ning of next turn. Suffer |
strain every turn < remains
committed

B GRIT

Gain + 1 strain threshold

COST 20

B FORCE RATING

Gain + 1 Force rating.

CHARACTER CREATION
FORCE AND DESTINY

B DEDICATION

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

COST 25
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B ACTIVE
B PASSIVE

FORCE TALENT

B TOUGHENED

Gain + 2 wound threshold

B FORCE PROTECTION

Perform the Force Protec
tion maneuver: suffer |
strain and commit O up to
ranks ol Force Protection
Increase soak by number ol
() committed until pegin
ning of next turn. Suffer |
strain every turn ) remains
committed

Il CENTER OF BEING

Take a Center of Being ma
neuver. Untll the beginning
of next turn, attacks against
Lhe character increase thelr
critical rating by 1 per rank

o i
of Center of Being

N

B BODY GUARD

Once per round, perform
the Body Guard maneuver
LO BLidl can el 2 aEE( | Charat
ter. Suffer a number of strain
Nno greater Lthan ranks ol
Body Guard, then until the
beginning of the next tum
upgrade the difhculty ol
combal checks largeling Lhe
character by that number

COST 20

B IMPROVED
BODY GUARD

Once per session, when an
ally protected by the Body
Guard manecuver suffers a
hit, sufter the hit instead

LOST 25




GUARDIAN: Soresu Defender

Career Skills: Brawl, Cool, Discipline, Melee, Resilience, Vigilance
Additional Career Skills: Discipline, Knowledge (Lore), Lightsaber, Uigilance

When hit by a melee al
tack. suffer 5 strain to re
duce damage by /2 plus

ranks in Parry

B SORESU
TECHNIQUE

When making a check using
the Lightsaber skill, the
character may use Intellecl
instead ol Brawn

When hit by a melee al
tack. suffer 3 strain to re
duce damage by 2 plus

B CONFIDENCE

Mavy decrease dilficulty
of Discipline checks Lo
avold lear by | per rank

ranks in Parry

When hit by a ranged at
tack, suffer 5 strain to re-
duce damage by 2 plus
ranks in Reflect

of Confidence

COST 15

When hit by a melee al
tack, sulfer 5 strain to re
duce damage by /2 plus
ranks in Parry

LOST 20

B SUPREME PARRY

If the user did nol make a
combal check during his
previous turm, may sulfer 1
strain 1o use Parry

B 'MPROVED PARRY

When parrying a hit that
generated §2 or {0} {8} {6},
may hit attacker once
with Lightsaber, Brawl, or
Melee weapon (dealing
base damage) after origi
nal attack resoives.

COST 15

When hit by a ranged al
tack, suffer 3 strain to re
duce damage by 2 plus

ranks in Reflect

Gain + | to a single charac-
Leristic. This cannot bring a

B TOUGHENED

Gain + 2 wound threshold

B DEDICATION j ,

characteristic above 6

COST 25
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B GRIT

Gain + 1 strain threshold

LOST 10

May take the Defensive
Circle action, making a
Hard (@ ¢ @) Lightsaber
(Intellect) check. The char
acter, plus one ally within
short range per 3%, gains X
defense until the beginning
of next turn. X equals 1,

plus 1 per £} p

When hit by a ranged al
tack, suffer 35 strain to re
duce damage by 2 plus
ranks in Reflect

B IMPROVED
REFLECT

When reflecting a hit thal
generated ¥ or & © @},
may nit one target in meai
um range with the same
damage as the initial hit, al-
ter onginal attack resolves.

B ACTIVE

FORCE TALENT

Il DEFENSIVE STANCE

Once per round, may per

lorm Defensive Stance ma
neuver and suffer a number
Of strain to upgrade dilli
culty ol all iInCcoming melee
attacks by an equal nun

ber for the next round
Strain suffered Lhis way
cannol exceed ranks in De
fensive Stance

Cain + | strain threshold

COST 10

B DEFENSIVE STANCE \\

When hit by a melee al
tack, suffer 5 strain to re
duce damage by 2 plus
ranks in Parry

COST 15

Once per round, may pet
form Defensive Stance ma
neuver and suflter a numaber
or strain to upgrade dill
culty ol all mcoming melee
attacks by an equal num
ber [or the next round
Strain suffered this way
cannot exceed ranks in De
fensive Stance

LOST 20

May take the Strategic Form
action, making a Hard [’
& ¢ Lightsaber (Intel-
lect) check, rolling < no
greater than Force rating. i
successful, 1 target within
short range may only attack
character for | round
Spend (P to extend ellects
for | targel lor | round
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