| N he Seeker's six career skills are Knowledge (Xenolo-

gy), Piloting (Planetary), Piloting (Space), Ranged
(Heavy), Survival, and Vigilance. Characters with this
career automatically gain a rank in three of these skills
without spending experience and gain a discount on in
creasing them with future experience points. Seekers
begin the game with a Force rating of 1.

It IS not uncommon for
some Force adepts
to feel compelled to
travel throughout the
galaxy to aid those in
need and to oppose
those who use the

dark side. While some

might focus their atten-
tions in cities and urban
centers, the need can
be just as great far

THIE SEEGER

from the heart of galactic civilization. A Force adept
who Is willing and able to travel and work in these
environments can help ease crushing poverty or crip-
pling plagues of hunger and disease. He can also dis-
cover new Force techniques, find sensitives in need
of training, and at times halt dangerous threats that
could otherwise fester in isolation. A Seeker must be
capable of doing all of these things, while traveling far
from any meaningful support network.

Seekers generally take a very pragmatic view toward
the Force. Operating independently, they consider it
to be one of the tools in their arsenal, but not the only
one. For a Seeker, preparedness and adaptability are
paramount. They cannot count on finding the right
tools for the job in the isolated areas in which they
travel. As such, they learn to be flexible and adapt
quickly to find the best equipment from what is avail-
able. In some environments, this may mean discover-
Ing information about flora and fauna that is previously
undocumented. In such situations, the Force can be
the most reliable asset, and its flexibility can aid them
In selecting and using whatever else is at hand.

This flexibility is vital for a Seeker. Some of these
characters travel at the direction of the Force,
allowing fortune and chance to select their
destinations and their traveling companions.
Others work within the confines of larger
groups. They may be troubleshoot-
ers, bounty hunters, envoys, or
even traveling merchants. The
variety of work means the
Seeker must be prepared
to quickly adapt to
these changing situa-
tions and to make the
most effective use
possible of the tools
that are at hand.
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SEEKER SPECIALIZATIONS

Each of the Seeker’s specializations focuses on the abil-
ity to survive within savage and hostile environments.
In many ways, these specializations center around the
necessity for this character to be the apex predator at
all times. However, they also reflect the character's in-
trinsic competence when operating in isolation.

ATARU STRIKER

When working alone in a hostile environment, every
physical conflict must be resolved quickly and deci-
sively. Frequently, an uncivilized planet completely
lacks any sort of medical facilities. In fact, at times, an
isolated explorer could be the only sentient being on
the world. In such a situation, a minor injury can be
deadly. If a conflict is necessary, it is better to resolve
it quickly, taking whatever risks are involved, than to
fight more conservatively and prolong the risk of inju-
ry. The Ataru Striker embraces this approach, throw-
iIng himself into combat with every fiber of his being.

Ataru Strikers acquire Athletics, Coordination,
Lightsaber, and Perception as additional career
skills. 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
fighting style is highly dependent on the combatant’s
ability to quickly assess a situation and use natural
athleticism to exploit the environment. In this way, the
combatant is able to gain every possible advantage
over an opponent. The combination of these edges
and the rapid attacks that characterize Ataru martial
arts can force a combat to a very quick resolution.

Practitioners of the Ataru fighting style must be su-
premely confident in their abilities. They must also be
exceptionally athletic and capable of committing all
their energy into a very brief conflict. When engaged
in a physical conflict, Ataru Strikers fight without re-
morse but also with little concern for their own safety:.
Every motion is designed to inflict a flurry of rapid and
overpowering attacks against their opponents from
myriad angles. Their vicious and unrelenting offense
IS their best (and sometimes only) defense—most op-
ponents are so busy defending themselves that they
have no time to attack in turn.

However, this style of unrelenting attack can have
its disadvantages. An Ataru Striker needs to see his
opponent defeated quickly, before he exhausts him-
self. An individual who can outlast an Ataru Striker
can prove to be his deadliest enemy.

HUNTER

Far from the civilized parts of the galaxy, there are many
predators that can endanger sentient life. Some of these
are animals that prey upon anything digestible. Others

are malicious and twisted individuals who enjoy a sav-
age and bloodthirsty existence. Hunters are Force ad-
epts who are uniquely capable of tracking, confronting,
and slaying these creatures, particularly those who hide
In the wilds, far from civilization.

Hunters acquire Coordination, Ranged (Heavy),
Stealth, and Vigilance as additional career sKkills. If
this is the PC's starting specialization, he chooses two
of these skills and gains one free rank in each. These
ranks do not cost experience. Hunters need to be able
to sneak up on their targets, move through difficult
terrain, and be constantly alert to their surroundings.
Many hunters train with ranged weapons so that they
can strike their targets from far away:.

Most Hunters initially embark upon their careers
focused on animal prey. Few, however, engage in this
practice out of a desire to prove their mettle or a thirst
for blood. Rather, their connection to the Force often
ets them differentiate between predators that hunt
out of necessity from those that are actively mali-
cious. A Hunter does not normally interfere in the nat-
ural cycle of life, but he's more than willing to restore
balance by eliminating a predator that kills needlessly
and destroys natural habitats. Sadly, these foul and
twisted animalistic intelligences also have their par-
allels within sentient beings. All too often, a Hunter
finds himself hunting intelligent quarry: this can prove
to be the most dangerous game of all.

PATHFINDER

Few are as capable of exploring a planet and discov-
ering its secrets as a Pathfinder. The combination of
Pathfinders Force talents and their training enables
them to quickly and precisely complete a search, even
under the most adverse conditions. A Pathfinder can
survive in a hostile wilderness for weeks or months,
iving off the land with minimal supplies and possibly
a faithful companion animal. In fact, some Pathfinders
are said to be able to bond with their companions
through the Force, communicating with them men-

tally, seeing through their senses, and even directing
their actions.

Pathfinders acquire Medicine, Ranged (Light),
Resilience, and Survival as additional career skills. 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. These
skills are focused on complementing the Seeker's ca-
reer skills, so that the character becomes even more
capable of operating independently. The addition of
Medicine is primarily for personal benefit but can also
be useful in aiding the character's companions.

Some Pathfinders follow this career because they
discover they have a knack for independent survival.
This is most commonly true for Force-sensitive individ-
uals who matured on primitive and uncivilized planets.
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FORM IV LIGHTSABER COMBAT: ATARU

Iso known as the Aggression Form, Ataru

appears to the uninitiated as a blur of leaps
and lunges. This style of lightsaber combat is
exhausting, even for those who can enhance
their speed and stamina through the Force.
Consequently, it is most effective when the
combat is expected to be brief, and a practi-
tioner can swiftly overwhelm a foe’s defenses.

In spite of its appearances, Ataru is a highly
regimented form built upon a number of care-
fully refined techniques. By combining these
different moves, a Jedi moves through all
three axes of motion, striking at an opponent
from unexpected angles. However, because of
an Ataru attack’s unrelenting aggression, the

practitioner is much less capable of defend-
Ing against multiple foes.

If his small community was surrounded by hostile wil-
derness, a character is certain to have spent his youth
exploring that environment—likely making friends with
many of the wild animals present there. Pathfinders’
natural abilities likely led them to a position of some
responsibility within their tribe. Their roles might have
Included securing the safety of the surrounding wilder-
ness and maintaining any trails leading to agricultural
resources or other necessities needed by the commu-
nity’s residents.

Others who follow the Pathfinder career do so out
of a preference for the company of animals over that
of sentient beings. Through their Force abilities, some
learn to establish effective communications with the
relatively primitive minds. In these interactions, they
find that they enjoy the sincerity and straightforward
nature of wild creatures.

SEEKER STORIES

Seekers are best characterized by their preference for
working in isolation, as well as by their knack for surviv-
INg in hostile and isolated situations. While there are
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exceptions to this rule, their origins tend to begin with
situations that strongly depend on self-sufficiency:.

* Exploration: The desire to be the first to visit a
new place, to see something that has never been
seen before, can be a powerful draw. Some enter
Into this field with hopes of achieving fame and
fortune. Others, however, are simply drawn by the
iIdea of a completely novel experience. Jaded by
life within more civilized environments, they wish
to see the portions of the galaxy that remain wild
and untamed, far from places they consider dull
and traditional.

* Sole Survivor: Perhaps, during childhood, the
Seeker's escape pod crashed on an isolated world.
Maybe his colony met with disaster. Or he could
have become lost and separated during a tribal mi-
gration. In any case, the character learned to live
apart from civilization at an early age. Through his
Force sensitivity, he not only survived, but thrived in
the isolation. Soon, he became as capable of living
In the environment as any native animal. Even after
reestablishing contact with the civilized world, the
Seeker enjoys spending time outside of it.

* The Natural World: While cities have myriad
conveniences as well as social connections, there
IS a different splendor that can be found in the
untamed hinterlands. These environments are a
powerful draw to some individuals, whether they
grew up in a city or a wilderness. Some charac-
ters aiscover that these places complement their
Force talents, and they attempt to spend as much
time as possible working and thriving within them.
A simple appreciation for natural beauty and the
joy of isolation from the pressures of civilized life
can be transformative for some.

* Escape: Throughout the galaxy, there are slave
owners and tyrants who make life miserable for
their victims. Many children dwelling in abject
terror prefer to flee and attempt to survive apart
from society rather than continue to fall prey to
cruelty. A Force-sensitive individual who escapes
from such a place could develop talents that en-
apble him not only to survive, but to thrive within
the wilderness. With animals as his allies and
the wilderness as his pantry, the character could
eventually become a virtual lord in his isolation.
even after reestablishing contact with civilization,
such a character might prefer to dwell apart in
the wilds whenever possible.
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SEEKER: Ataru Striker

Career Skills: Knowledge (Xenology), Piloting (Planetary), Piloting (Space), Ranged (Heawy), Survival, Vigilance

vl
Additional Career Skills: Athletics, Coordination, Lightsaber, Perception FORCE TALENT
I CONDITIONED I PARRY B JuMP UP B QuICK DRAW
Remove [ per rank of Con When hit by a melee at Once per round, may stand Once per round, draw of
ditioned from Athletics and tack, suffer 3 strain to re from seated or prone as an holster a weapon or acces
Coordination checks. Re- duce damage by 2 plus Incidental sible item as an incidental
duce the damage and strain ranks in Parry
suffered from falling by 1 N
\;}{3." rank of Conditioned \
When targeted by combalt When hit by a ranged at When making a check using Add per rank of Quick
check, may perform a tack, suffer 3 strain to re- the Lightsaper sKill, the Strike to combat checks
Dodge incidental to suffer a duce damage by 2 plus character may use Agility against targets that have nol
number of strain no greater ranks in Reflect. Instead of Brawn. acted yet this encounter
than ranks of Dodge, then \
uperade the difficulty of the COST 10
check by that number
COST 10
B QUICK STRIKE \ I PARRY B IMPROVED PARRY Q)
|
Add per rank of Quick When hit by a ranged at When hit by a melee at When parrying a hit thal
Strike to combat checks tack, suffer 3 strain to re- tack, suffer 3 strain to re- generated ¥ or {0} {6} {0},
against targets that have not duce damage by 2 plus duce damage by 2 plus may hit attacker once
acted yet this encounter ranks in Reflect ranks in Parry with Lightsaber, Brawl, or
Melee weapon (dealing
COST 15 COST 15 base damage) after origl
nal attack resolves
COST 15
"_'u, .

m Bl HAWK BAT SWOOP Qb Il CONDITIONED N

Remove [} per rank of Con
ditioned from Athletics and
Coordination checks. Re
duce the damage and strain
suffered from falline by |
per rank of Conditioned

Perform the Saber Swarm
maneuver; suffer 1 strain,
to make next Lightsaber
(Agility) combat check this
turn gain the Linked item
quality equal to Force rat
Ing during check.

Take the Hawk Bat Swoop
action. Perform a Lightsaber
(Agility) combat  check
against target within short
range, adding O no greater
than Force rating. Spend (P
o engage target and spend

(Pto add {3 to check

When targeted by combat
check, may perform a
Dodge incidental to sulfer a
number of strain no ereater
than ranks of Dodge, then
upgrade the difficulty of the
check by that number

COST 20
COST 20

s

When hit by a melee at
tack, suffer 3 strain to re
duce damage by .2 plus
ranks in Parry

When the character recov
ers strain at the end of the
encounter, he may add O
per Force rating. He recov
ers additional strain equal
to (P eenerated

Perform Saber Throw ac
tion: make Lightsaber com-
bat check as ranged attack
at target within medium
COST 25 range, adding O no greater
COST 25 than Force rating. Must
spend(Pand succeed to hit
target; spend (P to have
weapon return to hand

Gain + | to a single charac
teristic. This cannot bring a
characteristic above 6
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SEEKER: Hunter

Career Skills: Knowledge (Kenology), Piloting (Planetary), Piloting (Space), Ranged (Heawy), Survival, Vigilance

Additional Career Skills: Coordination, Ranged (Heauy), Stealth, Vigilance

B RAPID RECOVERY

When healing strain after
an encounter, heal 1 addi
lonal strain per rank ol
Rapid Recoveny

B TOUGHENED

Gain + 2 wound threshold

COST 10

B SIDE STEP

nce per round, may per
form Side Step maneuver
and suller a number ol
strain 1o upgrade dilthcully
ol all incoming ranged al
tacks by an equal numbel
for this round. Strain sul
lered this way cannol ex
ceed ranks in Side Step

\ COST 15

When healing strain after
an encounter, heal 1 addi
lional strain per rank ol
Rapid Recoven

COST 20

Once per round, may per
form Side Step maneuver
and sulffer a number ol
strain to upgrade difficulty
of all incoming ranged at
lacks by an equal number
lor this round. Strain suf
fered this way cannot ex

Add [_] per rank of Hunter
to all checks when interacl-
INg with beasts or animals
iIncluding combat checks)
Add + 10 to Critical Injury
results against beasts or
animals per rank of Hunter.

B EXPERT TRACKER \\

Remove [ per rank of Ex
pert Tracker from checks Lo
hind tracks or track targets.
Decrease time to track a
larget by hal,

COST 10

N\

B KEEN EYED
i

Remove per rank ol
Keen Eved from Perception
and Vigillance checks. De
crease time to search a spe
cifc area by hall

COST 15

B RAPID RECOVERY ‘|

B SOFT SPOT \

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

COST 20

ceed ranks in Side Step

N\

COST 25

B ACTIVE

B PASSIVE

FORCE TALENT

Remove [} per rank of Ex
pert Tracker from checks Lo
lind tracks or track largets.
Decrease time to track a
target by half.

B HUNTER

Add per rank of Hunter
1o all checks when interacl
INg with beasts or animals
[Including combat checks)
Add + 10 to Critical Injury
results against beasts or
animals per rank of Hunter

COST 10

Once per session, may re
roll any 1 Perception or

Vigilance check.

COST 15

B TOUGHENED

Gam + 2 wound threshold

Add]_]per rank of Uncanny
Senses to all Perception
checks

B UNCANNY
REACTIONS

Addl Iper rank of Uncanny
Reactions to all Viglance
Checks

B SIXTH SENSE

Gain + 1 ranged defense

COST 20

\ COST 20

B DEDICATION ) r

Gain + 1 to a single charac-
teristic. This cannot bring a
characteristic above 0.

LOST 25

When making a Ranged
(Heavy] or Ranged (Light)
combat check, add < no
greater than Force rating to
the check. May spend (pto

add 3% or £J

\ COST 25
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When healing strain aller
an encounter, heal 1 addi
tional strain per rank of
Rapid Recovery

Gain + 1 Force rating.

COST 25




SEEKER: Pathfinder

Career Skills: Knowledge (Kenology), Piloting (Planetary), Piloting (Space), Ranged (Heavy), Survival, Vigilance
Additional Career Skills: Medicine, Ranged (Light), Resilience, Survival

Gain + 1 sirain threshold

B KEEN EYED

Remove IR per
Keen Eyed from Perception
and Vigillance checks. De
crease Lime Lo search a spe

CINc area by hall

rank ol

When making checks (o
handle or tame animals
Add (:} no greater Lhan
Force rating to the check
(“')[J:'Iuilf’!f;- add 3 or £}

to the check

May perform the Mental
Bond action. Commit O
While committed, may
communicate with bond

ed animal at long range
and see and hear through

Its senses

May perform the Share
Pain incidental when bond
ed animal sullers wounds
Reduce wounds suffered to
hall, then character sufters
wounds equal 1o numbel
reduced

B KEEN EYED

Remove | pel
Keen Eved lrom Perception
and Vigllance checks. De
crease tin
cific area by hall

rANnK OI

e [0 searchn a spe

I OUTDOORSMAN

Remove [ per rank of Out
doorsman from checks to
move through terrain ol
manage environmental el
Decrease overland
travel Limes by hall

ects

COST 10

Develop long-term  bond
with single animal of silhou
ette no greater than nhall

Force rating roungded down

Gain 4+ 1 Force rating.

Gain + | soak value

COST 25
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Remove up o |} IR fron
skill checks to find food, wa
ter, or shelter. Surviva
checks 0 forage take hall

the time

B TOUGHENED

Gain

+ 2 wound threshold

COST 10

Gain + 1 strain threshold

COST 15

Suffer 2 strain to perform
the Quick Movement Inci
dental: add O no grealer
than Force rating to nexl
check. May spend (p (P to
perform one additional
Wove maneuver alter action

I NATURAL
OUTDDORSMAN

Once per session, may re
roll any 1 Resilience or Sur
vival check

COST 25
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[

Does not suller usual pen
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dilfhicult terrain

B OUTDOORSMAN \N

Remove [ per rank of Oul
doorsman trom checks 1o
move Lhrough terrain ol
manage environmental el

lhh1'!LIIh1

fects. Decrease

fravel limes by hall

LOST 10

Add[]to all Stealth checks
unless the opposilion IS Im

mune to Force DOWETS

B TOUGHENED
Gamn + 2 wound thresholdd
\ COST 20

B DEDICATION \N

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

COST 25
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