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g - on turrets and sen-
s onabh 5% e e m-lashed’

sor blisters, the starship broke though the stor

ain
clouds descended sullen red glow of its ma
R mm:hr;qtm tiny village huddling

Captaih Arra nodded reluctantly, gnd Tione. sighed. So

far, all according to plan.

| m—————

Below, on mori ' : e i
between the frozen plains and i g Kharmoth, the Talz elder. s';?ﬁgr Z'iZéﬁZg S:‘: n?e"lz:.eg
hissed in fear. “They've arrived. Talz, blue- ~ growled at the pirates on thehe i orae inesh i

Some of the ather vilagers, & mNES LT U "ard  hall, All four eyes narroed as i
skinned Pantorans, and “whmm implementsand _haft of his hunting spear. i d to her feet
shrank away. Others gripped their .. Captain Arra's Zabrak first mate jumped to her feet,

hunting weapons tighter.
age.” Urma Athantras said, her low voice still car
‘ rying over the hissing of the ice and wind. The Arkanian

mmummém»w:mdnwmtelyln.

Mdmmmﬁmm. - 2 m e
“indeed, 1 wouldn't be concerned, Mis! |
Tione br]aid. m:lhu'an\s mellow words contrasted

sharply with her cadaverous, lined face and pointed teeth. -

Urma, “and myself at your side, your village is
:wn hnr:‘h a fight. Not,” she added quickly, see-

ing the expression on the Pantoran woman'’s face, “that we,
~ expectafight” . : - ;

- Thissa didnt seem particularly reasé:ured,‘so Tione
ted away from her and over to Velai. Her voice rose
\more anxious pitch as she muttered quietly to him,

he didn't seem to mind the cold as he sat crosslegged in
the snow. “We shall make do. All is,as the Force wills it.”

~ The ship set down on the snowy plain, its main drive. -

flickering and reluctantly dying. For a long moment, noth-
ing happened. Then, the ramp dropped down. A motley
assortment of pirates and marauders stalked toward the
villagers. In the lead was another Pantoran woman, twin
blasters at her hip. She approached the group with a sneer
on her face, “What's this?” she shouted when she was close
enough. “A welcome party? Have the goods and the money’
all ready for us, do you?” : ; SR

"No, and they never will again” Urma wasn't speaking
any louder, but everyone could hear her as clearly as if she-
were standing by their side. “It is time for you to cease youir
predations, Captain Arra.” s

The Captain ‘aughed harsh‘  # 2 i 2
stop me?” . ‘Or what? You'll try and

Urma didn’t move, but suddenly a glowing blade of en-

ergy ignited from the top of her staff bathi i
" ¢ n
cold, blue light, “s will not try,” glaborial

ground. Tione could See's
to go for their blasters, Any moment now

”': f*:(x; \ZISL ;fo::el :p. The old Cosian walked between
] + NOlding up his hands “The ;

o 4 ' 5 re, now,” he

('::m:’ :ijml‘{j 1Y(~)g see, Captain Arra, that the situation has

©0, Just as we see the strength at your disposal as

well. Perhaps instead
ell. Perhaps, of most of us dyin i
could talk? you really have nothing to Is:)seg "tO i b

just had another hour, | could have finished my-
But without that information, I'm just’ not sure"

“Don’t worry, Tione.” Velai's eyes remained closed, and

 tinued more quietly. “You see, I found your full name;

- resemblance unmistakable,

drawing a pair of vibroknives. "Try”it, furball, and I'll gut-
you all the way up to your eyeballs! -
The pirates and the villagers all reached for their weap-

r ; hour, Urma strode
, and for the third time in the past ’ le
g::ween them. “Enough!” she shouted, glaring at both

sides until they backed down.. o |
Captain Arra remained seated, but her hand touched

‘her blaster pistol lightly. “l can’t blame you for being frus-

trated, Elkan. An hour of gab, and all this lot keeps saying

is ‘go away, and ‘leave us alone.”

The pirateé captain stood, and gestured grandly around
the hall. “But why should we leave? An hour, apd_you lot
still haven't told me why.it beneﬁts us to stop taking this
town's money.” . = . i

~ “I think,” Tione spoke up from the back of the meeting

- hall, “that I'm finally in a position to do just that.” She

stepped forward, holding her datapad in one hand. “it
has to do with the real reasons you became pirates in

.. the first place.”

Tione’s voice fell into the rich timbre of a university lec-
turer. “The debts your crew owes to the Hutts will take you
years to repay with the amount you can take from this town
each season. But did you know that these villagers are also
plagued by packs of narglatches, and narglatch hides are

in high démand in these nearby systems?” A holomap ap-

peared, hovering above the datapad. “Narglatch hunting
3 dangerous, but I'm guessing your crew would enjoy the
Fhrlll. And if you protect the village from a vicious predator,

»
od

“But that doesn't address the other reason,” Tione:

taiq ‘Arra Somori. The rift between a mother and a d:
ter is not something we can patch with logical argum

Captain Arra’s sneer vanished in an instant. She gl
at her crew, and then at Thissa, who stood behind th
In that moment, the grief in their faces made the fa



THE CONSULAR IN STAR WARS

T y say the rorce i1s a living thing. Few are more con
N 1an those who call themselves ( onsulars
the IICe USEIS may pursue it for strength, or
on, Or even as a way to amplify their
TS SeEeK a stronger connection to the
riend and trusted ally. To Consul
t

ust as any other creature in the
v seek to make the Living Force part

ed to the Force in this way are formi
deed on the field of battle. However, their
y from the fighting. Encounter them in
ge, and you will discover beings fully ca-
he tide of war on a galactic scale. Even in
e Consulars remain a force to be reckoned
ever igniting their lightsabers.

ot only listen to the will of the Force in the
<o connect to its long past. They explore the
«v and delve into its secrets, searching for
oht other Force users might choose to
f more immediate benefits. The tale of a
dead may have bearing on the present and
higue insight. The past may enlighten the

ns required not only of Consulars themselves
Jose who would survive under the Empire’s
ce may provide subtle clues and hints
facts that might aid the cause of the

‘ :~ 4—or, if eliminated, prevent the Emperor's
srowing even greater.

=

consulars do not concerr
The future looms laree in their the Col irs bear the
responsibility of finding and
Jedi. Without Their knowlede:
younglings, the traditions of
there would be no one to ca
for naught, and the Force
if there were none to carry
would be of any consequer

be passed on to those wt

Throughout the galaxy, (
past, protect the present, ar
while connecting with the Force ¢
who can doubt it is their ally







‘a dangerous prospect in a galaxy ruled by the

Empire. Few feel this more keenly than the
. Across countless star systems, the Consular fol-
ill of the Force in an effort to bring harmony to

Consul

of the Empire, still they strive to bring light and peace to
all they encounter in their travels. Whether healing the sick
or wounded, bringing enlightenment to the ignorant, or
serving as a voice of reason to those buried in their own
struggles, Consulars seek peace in all things.

This seemingly impossible task is made all the more dif- -

ficult by Consulars’ deep connection to the Force, making
their magnificent and terrible struggle intrinsically per-
sonal. War, bloodshed, intolerance, and strife all spring
from the dark side of the Force, and the pain felt by Con-
sulars as they seek to stanch the wounds of the entire
galaxy can lead to bitterness and despair if they stray too
far from the light. To combat this, Consulars always seek
to achieve a deeper connection to the Force through the
- discovery of secrets. and knowledge that have been lost
to time or destroyed by Emperor Palpatine and his re-
. @ime. By strengthening their bonds to the Force through

‘torn apart by warfare and strife. Though it pains '
s to see life ripped asunder by the machinations -

an understanding of what has come before, Consulars
can find a greater. peace through the knowledge that the
Force is, has always been, and shall always be a part-of
the galaxy. o e ;

"To be a Consular in-a galaxy that knows only endless
conflict is a dangerous and difficult path. The Galactic
Empire, with the aid of Darth Vader and his Inquisitors, .
has done everything in its power to-exterminate nearly

all knowledge of the Jedi Order and mire any remaining

information in lies, Imperial propaganda, and misinforma- -
tion. Few beings still carry secrets from the halcyon days
of the now-fallen Jedi Order, and discovering such knowl-
edge often comes at a terrible price. .

A small number of artifacts, such as holocrons and other
ancient tomes of lore, may have escaped Imperial notice,
but they are rare and difficult to find. Consulars who.r}'\ap-
age to track down information on the way of the Jedi will
have the unenviable task .of deciphering these lost secrets
without the aid of those wiser than themselves. In fact, it is
ulars to whom others often look to as sources of wis-
rden of discerning light from darkness
|ders of those who seek to follow

Cons
dom—putting the bu
squarely upon the shou

this path.

bt e R R L



Pain and suffering cloud the mind. Few understand
this more deeply than a Healer. By helping others to
see the truth of both sides in a struggle, Healers seek to
bring closure and peace to everyone wounded in a con-
flict. This can lead them in a surprisingly investigative
direction as they search for the spark that ignited the
fires of war. By applying what they have learned in their
studies 1o the reality before them, they hope to find a
greater peace for everyone,

The art of the lightsaber has been lost with the destruc-
tion of the Jedi Order. Niman Disciples study what few
fragmentary texts remain or searches for hidden practi-
tioners who might have been masters of the iconic Jedi
‘weapon. The practice of wielding a lightsaber is a study
unto itself. Niman Disciples echo duelists of the past,
rediscover lost techniques, and carry on the legacy of this
forbidden weapon so they might find a brighter tomor-
row. Because the Niman style focuses heavily on inner
peace and serenity, these rogue scholars seek to become
@ simple stiliness in a galaxy torn apart by conflict. Each
secret they discover can be felt in the gentle hum of this
ancient weapon,

Sages are, by their very nature, scholars.
MKBMM,NM
it comes understanding. But both are
dangerous during these dark times,
and Sages who dig deeply into the
secrets hidden by the Empire often
mm‘wmdmwmnm
£row in wisdom, they are drawn into
more danger; to protect themselves,
they must become ever more silent and
subtie. Secrets become hoarded treasures
and rationed commodities to be doled out after
much deliberation and
caught between letting

the most brazen of rogue scholars. It is in
m "f.y"m. to share what they know with any
who are willing to learn. This makes it difficult for them
to remain hidden and continue pursuing their search for
mw.mmmm.mwmb,.
mamwmmmvn.mmvomm
their iik discover these things, the lives and knowledge of
these Teachers can be erased in a single, brutal instant.

mmmm.mmummmmm

witness it have become one with the Force. Whether holo.

crons, ancient lightsabers, or personal journals, refics of

the past are some of the galaxy’s strongest connections to

its once-thriving Force-using traditions, which are now al

but annihilated. Some Consulars recognize these refics as
tangible and vital links to a bygone era and actively seek

these treasures of insight in forgotten and abandoned
places. More dangerous than finding them is keeping them
however. Those who are caught carrying a Jedi holocron,
Sith artifact, or other trinket are instantly branded traitors
by the Empire. They are hunted to the farthest reaches of
does not stop the seekers of relics. Consulars know that i
balance and peace are to return to the galaxy and those
strong in the Force are to have a place in it, a connection
to the past must be maintained—even strengthened—with
the recovery of these lost artifacts. Relic seekers who dis-
covers a dark side artifact may unknowingly be carrying
the very thing that will undo them, in the hope that it can
be protected from the prying eyes and machinations of
greater evil.

Arbiters in search of lost objects are tasked with decid-
ing how to keep them safe for future generations. These
decisions include how these things should be preserved
and, in some cases, whether or not they should remain hid-
den or be destroyed. Often, Arbiters work to acquire rel-
ics from the hands of individuals who do not realize what
they are carrying. Through negotiation and bartering Arbi-
ters are able to acquire such relics. What
is then done with them is the true
test of whether or not Arbiters
can maintain their balance and
trust in the Force.




Ascetic relic seekers might seem contr
heir detachment from the physical world
this is true. Ascetics do not search for re '

for themselves. Instead, Ascetics hoy

ques for future generations, keepin

adictory, given
rid. In some sense
lics in order to horde
€ 10 preserve these

8 them safe from -

" | m
s until such a time comes when their use can be of lI]”
N C e

benefit. Once discovered, such objects ire hid
vay yet again in a location shrouded in (\\/;‘|1( {’I("l]lli“
y As( @‘;H;\, an artifact that is revealed to a’s(/\(lo?':
& \1@\‘,‘ :\> NO one can be preserved until 511(‘th’va

S neeaeaq
wzrmsu-\:allb\‘ tied to all living things. Across
ditions of those who wield the Force. it is<sa\id
pieces of lost technology that could aig in the

N f

1 of life and ease the pain of the wounded
Healers seek out these treasures in order to helb
countless }\rOlewds across the galaxy:. Many Heal-
jiscover artifacts outside their purview wil| see that

set in the hands that will best use them to protect
and defend the innocent.

Niman Disciples who scour the galaxy for rel-

s their investigation on lost lightsaber technology.

s beyond the obvious search for crystals and con-

nethods; many Niman Disciples seek out instruc-

s and holocrons, as well as any remaining records

ss the philosophy behind the art of the lightsaber.

edi, and especially Niman Disciples, wielding the

of the lost order is as much a spiritual exercise as a
one—if not more so.

Sage knows that wisdom can be found in the words
from the past—but few such mentors remain. Many
stead search for records left behind by lost masters

Force. But their truths were hidden (or even destroyed)

npire for a reason: the truth is the most dangerous

1 the battle against the Empire. Those who search

are the most wanted beings in the galaxy, which forces
‘0 conduct their searches with a level of awareness

borders on paranoia.

e Force is a nebulous, intangible thing. It cannot b_e

ned in any physical sense, so sometimes a Teacher will

out objects from the past and use them to convey oth-

se difficult concepts to those who wish to learn the ways

the Force. These instructors recognize that such relics

bring their lessons to life and must be preserved. Holocrons

and tomes of lore kept by ancient Force users aré especially

alued, as they are founts of knowledge whereby the Teacher
may sometimes become the student.

WANDERING DIPLOMAT

Inner peace and tranquility are hallmarks of those adetpttér;
the ways of the Force, but they are by no e easyds.i all
to reach. Consulars recognize that peace can be fo?;‘anloth-
moments, by all people—some just negd Ly i e to help
€rs. Wandering diplomats use their skills in the FO;(.: cussion
beings they encounter resolve conflict through dis '

:)(lw‘;\':.?ls’smn, and Patience. Whether
Clary official 5 negotiator for
lmvvln‘uz Peacekeeper :1 wand ]
other beings fing I|.n|‘n P8 e
the tide of the violence

Arbiters
ance to underlying conflicts and
/\l’bll(‘.r‘s are well-suited to the '
v‘vhnch allows them to stay one stey
Empire. l,Jnf<’>rmn;m~|v, they are
er their attempts to bring peace are eff
often vanish as quickly r:y', tl

Ltney appeared

both themselves and those they s¢

EeK

acting as an advisor to a
1 trade guild, or simply a

liplomat strives to help
ony in the midst haos and stem

and bloodshed in the galaxy

are, by nature, dipl

poe ¢ g -
Nomat YEEK O Dring na

‘Ascetics are surprisingly effective in the
diplomats. They are able to see past ti
SO often blind everyone else involved By f
their connection to the Force and its conn:
they seek to aid, Ascetics are able to get t e hea
struggles in which they are interceding. The trutt
easily to them, unfettered by interruptions

Healers are natural peacekeepers, often < z
off a wound before it can be inflicted. They must remair
servant, relying on both their own physical se
awareness granted to them through their con )
the Force in hopes that they can prevent turmoil before

side of war.

Though much of their training focuse
Niman Disciples make excellent neg
They recognize that a weapon shoul
wielder is willing to use it. As such, when the)
lightsabers, it is done as an act of protection—t
lence before there is no turning back. By sta
violence with lesser methods, they can sue for pe
the dust settles and cooler heads can prevall

Y )

vil 4

The Sage uses lessons and parables to enfighten those
caught up in their own struggles so tmt two factions might
see that they are not so different after all. In the em,
beings are of the Force, and in that, mg m;x i»@p@s\ :o :mq
a universality common to everyone involved. The wisdom of
shared experiences, collective values, and stmple‘ common
sense can win the day if only a moment can be taken to stop

and reflect on the situation at hand.

Teachers who travel from star to star In hopes of bringing
peace act almost as investigators. After obgewnng both sides
in a conflict and listening to what ea;h has to sa)y, these wdam-
dering diplomats can provide techmque; they've Iearneth|ant
their travels and insight from their exotic experiences f .
can help achieve an accord. New methods.and a new V]Sl?

sometimes all that is necessary to bring about resolu-
?i:)en—that vision simply needs to be revealed.



CONSULAR MORALITY
B

es comes a sense

e to believe their knowl
 less-educated beings who
sometimes seek grea
is can develc
den inform

knowledge simply because they decide only they
are worthy to possess it.

Even those who are able to remain humble can face cor-

ruption from their discoveries. Consulars search endless
for 2 deeper understanding of the Force; before long, it
likely that they will discover holocrons, lost tomes, or ancie
secrets that detail one of the many paths leading to the
side of the Force. While Consulars seeking to follow the p
of the Jedi are wary of Sith teachings, the corrupting in
ence of the dark side can be found in other traditions. B
the Sorcerers of Tund and the Nightsisters of Datho n
their power from fear, hate, and anger. What can appe
be unigue and insightful exploration of exotic Force tech-
nigues can lead Consulars unknowingly down the path of
the dark side if they are not vigilant. There are even some
fare organizations, such as the Jensaarai, who claim to walk
0 perfect balance with the Force, able to call upon both
compassion and anger for their power. Whether there is any
Uth 1o these claims is not known, but reckless Consulars
drawn in by a promise of new understanding of the Force
n easily find themselves unknowingly walking in shadow.
elong, such Consulars are surrounded by murk, where
 and wisdom become mingled and the darkness is too
them fo separate peace from passion.

S must constantly examine both themselves
ound them in order to best utilize the knowl-
acquired. The burden of understanding
upon their shoulders, and the applica-
dge is a delicate task. Consulars must

the balance of insight, recognizing that

: a‘deeper understanding of a given

' beings, they have by no
ding and absolute wisdo

Table 2—1:

described or

seek knowledge

have acquired. It

I act when they

s ‘ Players may replace
Morallty : ; the FORCE AND Destiny
h Table 1—1: Consular Moralities. Play-
ndoml ct a Morality baseq
e ‘ sophy, or desired charse
Each character starts play with a Morality valiea
page 49 of the FORCE AND i

- %

e[

[
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TABLE 1-1: CONSULAR MORALITIES
Emotional Strength

Patience: The character faces delay and

Ambition: The character is undaunted in his

Reason: The ch able to look
: 00k

objectively, and
Y observe
without being influen?el*%the ok

aracter |s
at situations

al state of things
ity e ings
by strong emotiong

Love: The ¢ haracter has

g 1 gentle
affection for someone a gentle and Kindly

unwavering dedic munm SOMe group. This
J ‘ IS ¢
around the character N Inspiration to those

|
i
\
|
1
Caution: By

: ix}lf;‘?n\ %‘\, b_(}mg wary and observing all the

]\” );“ \L. ofa sttgnatlc)lw, the character is able to me

= - ;;; Lmd decision. By considering his aciion;T]Ellk()
character can make the most effective choice, s

Clev : By i i

¢ \melr“r:ssts'. 81} Qbsemng beings and situations |
y orthodox manner, the character gains }
a ne \‘\ and unique understanding. This allows

the character to approach problems from ah
unexpected angle and produce original solutions

Compassion: All beings are important in the Force
and the character never hesitates to offer aid to '
those_who are in need. The desire to alleviate
suffering is paramount to the character.

Mercy: All creatures deserve a second chance
so that they might learn from their mistakes The
character is willing to lay down his weapon and
offer that chance to former enemies who seek
peace and enlightenment.

Emotional Weakness

Apathy: The ¢

oftan I(y!;)(J |1(() character's skills at detached observation can

COSt of chojc & cold pragmatism in which the emotional
€518 nol taken into ¢ onsideration

Jea :

car IOUSY. Al times, the haracter s so devoted that he
]‘ not stand to see the subject of his I
his can lead to envy |

Ve Lurr

y Or a lack of appreciatior

| .

13:;18?[(5'0:". The character can sometimes spend far too
ne(g '),nmdarmg a matter, unable to find the confidence
e “essary to mak(: a hard choice, Faced with a ¢
hat demands immediate re

to make any choice at all

Situatior
action, the character is unable

Sophism: The charac ter's unique perspec!
Ulq assumption that those who do not share the charac
IHSlghL are somehow less enlightened and should t e
reminded of that ' e

¢
v

Hatred: Those who have no capacity for compassion
dese(ve none for themselves. The character is quick to
mergllessly dispatch beings who breed suffering, not
considering whether such beings can be saved ther

Naivete: The character only sees the good in all beir
and can easily be influenced by a cunning fo  Ca
lead to bitterness, betrayal, and terrible consequenc
a seemingly noble act.

Curiosity: The search for knowledge never ends,
and the character is driven to discover all that the
galaxy has to offer. Understanding all things and
all beings drives the character to seek out wisdom
wherever it may be found.

Obsession: The character can become fixated on a
particular area of knowledge and cast aside prudence
and patience in a self-serving desire to achieve ultimate
enlightenment.

Pride: The character takes strength from bringing
peace and enlightenment to the galaxy and
recognizing that those efforts are not in vain. Such
characters see themselves as valuable in their role
as peacekeepers during these dark times.

Arrogance: The character’s role and accomplishments are
something he feels must be recognized by t nd
him. Such characters often fail to acknowledge
who came before them and belittle those who
of their quest.

obstruction with a calm mind, recognizing that in
time all things will reveal themselves as the Force
wills it. The character keeps a steady mind in even
the most frustrating circumstances.

endeavors, always seeking to bring peace to the
galaxy. Such characters recognize ﬁhat even though
their lofty goals are all but impossible, they must
ceaselessly continue their efforts.

Charity: The character gives endlessly, both in
counsel and of his own possessions, without any
thought of reward. By providing Lo those who are
less fortunate than herself, she is able to bring
harmony and ease the burdens of others.
Discipline: Self-m
the character. EmO

astery is key in all things for
tions and desires must be "
recognized and controlled, preventing rash an

Condescension: The character often treats less patient
beings like children and dismisses their concerms. Asa
result, the character may overlook valuable insight from
friends and allies.

Impatience: In their zeal, these characters often do not
recognize that the results of their efforts can take years
or even decades to come to fruition When results are not
forthcoming, they can become bitter or disillusioned with
their own ideals.

Martyrdom:
not recognize t
see those they
unworthy of the

The character gets frustrated when others do
he sacrifices she has made Such characters
have aided as ungrateful, or Worse,

hings they have been given

B S

ter has little respect for those who
i 3 ain a t the difficulties they face
dulgent or complain about the diff s they
?';lee?; s I?Ltle place in the character's heart for those who
constantly dwell upon their own difficulties.

Intolerance: The charac

reckless acts that might inadvertently endanger
those she is trying to help.
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COSIAN

Soft-spoken and genial, the reptilian Cosians are seen as

harmless or even befuddled by most who encounter them
Their shuffling gait and hunched posture combine with a soft
voice and gentle demeanor to create the image of an elderly,
even helpless or senile species—but nothing could be further
are shrewd thinkers with sharp minds

observation

from the truth. Cosians

and keen powers of Those seeking wisdom of
though

a central virtue to them,

ten turn to a Cosian for advice, which is kindly given

\ asked for; patience IS

ind they often keep their judgments to themselves. When
Cosians do make their way into the larger galaxy, it is often
as curious observers and eager students. Their eyes brighten
and their step quickens when encountering new beings ot

exploring unknown places. This can create a paradoxical
sense of both childlike wonder and aged wisdom. To Cosians,
any beings foolish enough to believe they have learned all
the galaxy has to offer are doing themselves a great disser-
vice. Cosians take each day as it comes, ready to appreciate
all the subtle originality it has to offer.

Physiology: Though they walk with a bent posture upon
two clawed feet, when Cosians rise to their full height, they
typically stand at around 1.8 meters tall due to the long
neck that rises from their broad-shouldered back. Scales
ranging from dusky gray-green to bright emerald cover
their body, often fading with age. Both their head and long
tail are crowned with tufts of hair, which can vary in color
from midnight blue to silvery white. Their long faces end in
a beaked mouth capped with a broad nose. Their large eyes
are orange or yellow, ringed in bony ridges; they have the
unique trait of blinking with eyelids that rise up from the
bottom of their sockets. As they age, many Cosians grow a
great beard of long white down from their beaked chin. The
Nu-Cosian sub-species does not have the more common
beaked mouth and walks in an almost completely hunched
manner, but is capable of carrying great loads of weight
upon its strong back. It is otherwise similar to its more com-
mon cousin.

Longer-lived than most other sentient species of the gal-
axy, Cosians are capable of reaching up to two hundred
years of age. As they age, the color fades from their hair and
scales and they begin to move more slowly, though they are
still capable of great speeds in times of need. Because of
their reptilian nature, Cosians adapt well to many environ-
ments. This makes them eager and hardy travelers capable
of enduring extreme temperatures, though the cold does
tend to bother them if exposure is prolonged.

Society: Curiosity is of supreme importance to Cosians.
They value learning for its own sake, and most are expected
to choose an area of focused study early in their lifetime.
This love of education is cultivated by Cosian elders, who
encourage the young to seek wisdom in the experiences of
others. By asking others about their experiences, Cosians
gain both a sense of the galaxy at large and a respect for the
wisdom of their elders. Older Cosians are held in the highest
esteem by their communities, and each village is ruled by a
council of the eldest living villagers. These elders are con-
sulted when disputes arise. Although their word is often con-
sidered the final say in such matters, most elders encourage

young Cosians to resolve their own conflicts through insj h
introspection, and patient contemplation. b

Children are 1*r1H,lH\/’ valued by Cosians for an insight un-
fettered by experience. A child’s unique view on a Situation
is seen as a gift to all Cosian people, and while elders are
respected, it is the young who are cherished. When a clutch
of Cosian eggs hatch, the village usually holds a great cele
ebration as new life and wisdom are brought into the world
Homeworld: The verdant world of Cosia is found in the

Deep Core. The only inhabited f

lanet in the systensgy
the same name, Cosia orbits a single star. It plays hosg o
twin moons, Tebu and Tabu, which can be clearly seen in
the night sky. The surface of Cosia is filled with massive
trees set upon fields of seemingly endless rolling hills, THe
branches of the cosa tree produces palm leaves over one
hundred meters in length. Cosia teems with wildlife rang.
ing from insects with bright carapaces and wings to vicious
predators that stalk the forest floor. Cosians are the only
native sentient life. They make their home in villages buile
into the sides of the great cosa trees, rising high into the
sky. These homes and halls are connected by winding stairs
made of finely carved wood and walkways made of etched
planks and cultivated vines.

Each village operates independently, so Cosia has nofos
mal capital. The largest settlement, Nu-Cosa, is homesg
several thousand Cosians. Technology is integrated Seaii= .
lessly with each village's natural beauty, providing Cosia-=iu

ns with many of the trappings available on most moden

planets across the galaxy. However, Cosians have no formal s
starport of their own. Instead, several small starportsiand
landing strips established by outsiders dot the landscapes =
The largest rises like a great industrial scar from the Woos
lands a few miles from Nu-Cosa and hosts the planetsims
perial occupiers.

Language: Cosians speak a trilling, chirping language aptly
called Cosian. It mingles easily with the wild sounds of their
homeworld and is often mistaken for the vocalizations Ot
planet’s native avians. Cosians are natural lInguists, easily
and eagerly learning Basic and other languages. ThiS allows
them to communicate with and explore the galaxy mofe
readily. Many Cosians believe that when one understands

LIVING IN ISOLATION:

cOSians were early members of the Repufiiic
believing its diversity and desire to resolve
matters diplomatically aligned with their own val
ues. In spite of this, their villages remained nearl
untouched by galactic technology. Instead, the)
allowed for the construction of a few Republic st
ports well outside the bounds of their settlements
s0 they could both maintain their society and ben
efit from the new ideas brought by the Republic

Under the Galactic Empire, the Cosian people have
become quite isolationist, hoping to avoid m_»,
influence of Imperial dogma by clinging o thell
traditions and hoping for the day when respect L
diversity will return to the galaxy.
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: 1( 3rawn : o few Pau’ans whe have lived over a thousand years

in Threshold: 11 + Willpower
ting Experience: 95 XP

al Abilities: Cosians begin the game Wlt;;I ol
ige (Lore). They still cannot train Knowl
yve rank 2 during character creation.

ng Backed: All Cosians have an encumbrance
+ Brawn.

| towering over most other sentient
vy, Pau'ans are easily recognizable
ne presence. Their ferocious features,

remote location of their homeworld

' mean that few Pau'ans were found a5

However. after the Clone Wars, EHEE™

tapau for itself. Most Pautans left the

a1l corners of the galaxy. Now, decades

ans of Pau’ans wander the hyperlanes,

olace to call home. Unfortunateliiin‘a galis
i by war. few worlds arewilling-to takg :

efugees: the Pau'ans rarely stay in 0

Those who do interact with Pau'ans directl
them to be surprisingly friendly for @ species
has been so badly wronged at the hand
Empire. Beyond their frightening appe :

Pau'ans tend to be soft-spoken, diploma

an inherent trait of the specié
conscious effort on the part:
Pau'ans is unknown, but thell
SIre to treat those they ence
With dignity and respe
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re unsure what hap
hit ifter the Imperial occupa
Utapal scant at best
citizens of Alderaan, Pau'ans
their ancient culture in
e of influences from the rest of the gal
ed with their already conservative nature,
/ the wandering clans have grown increasingly
over the years. To enter a clan encampment or board
a . ship is to step into a small, carefully preserved slice
f Utapau. Many Pau’ans go so far as to dim the lights and

cover the walls in gray and tan hangings to simulate the feel-
ing of being below the surface of a planet. Unfortunately, this
self-imposed isolation has only made it harder for clans to
gain acceptance on a world for any length of time.

Homeworld: The planet of Utapau is located in the far
réaches of the Outer Rim Territories, in the Tarabba sector.
The planet’s rocky, arid surface is constantly buffeted by
ceaseless winds of prodigious strength. Nine moons orbit
Utapau and are likely the cause of these great windstormes.
Deep fissures and sinkholes dot the planet’s surface like
Pockmarks; many reach to the very heart of Utapau, touch-
Ing the planet's metallic core. It was in these sinkholes that
both the Pau’ans and Utai made their homes, carving end-

passages into the rocky walls, where they mined veins
ore and drew water from great underground seas.

“Now, Imperial fortifications dot the surface of the planet

‘guard the entrances to the sinkholes. What goes on
is unknown,

ige: The Pau'an language (simply called “Pau’an”)
r enforces the species’ predatory appearance. It is
in a low, whispering hiss not commonly encoun-
ffworlders. It can seem muted to other species
S across as gentle and pleasing to the sensitive
organs of the Pau’ans. To outsiders, it sounds like
ling of some serpentine beast, rising and fall.

t what seem to be random intervals, Unlike

are not broken by moments of silence.

“omplex idea in a single prolonged sound

WHISPERS AND RUMO

he Pau'an clans of the diaspora have tried to
remain in contact with one anqther whe—nev(jl,
possible. Fortunately, even in a period of C'lV|| war,
the galaxy maintains a web of commgn@atmm
through the HoloNet and fleets of private ang

corporate courier vessels. Clans often arrange to
be on the same world at the same time in order
to‘ swap stories, trade, and reunite with long-lost
friends and family members.

This makes the Pau’an clans a valuable source of
clandestine information. Though Pau’ans’ insular
nature means they are unwilling to talk with outsid
ers, those who gain their trust can learn interesr_mg
secrets that have been passed from clan to clan,

Perception of the Force: It was once believed that the firsg
Jedi Temple was built on Utapau, though neither the Pau‘ans
nor the Utai have found any evidence in support of this i
the days of the Republic, the Je

casional Pau'an into service
diplomacy and understanding means who are
strong in the Force often recognize it as evidence of a core
truth that connects all beings. Pau’an Force users Lypically
sense the deeper connections in the present moment, cons
cerning themselves less with the past or the future. As such,
they often seem to have a kind of serene detachment. This,
combined with their frightening appearance, can unnerve
some—but these Pau’'ans are simply drawing upon the Force
to find the great truth that unites all beings. Because of this,
Pau’ans make excellent Consulars and Mystics, though it is
said that in the days of the Republic some Pau’ans became
Sentinels and even Temple Guards who fought with a discons
certing serenity.

di Order did take the oc-

ver. The Pau’an desire for
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SPECIES ABILITIES

00606

CUNNING WILLPOWER

0 00

BRAWN AGILITY INTELLECT

® Wound Threshold: 12 - Brawn
® Strain Threshold: 8 -+ Willpower
Starting Experience: 95 XP

® Special Abilities: Pay’ans begin the game with one
rank in Negotiation or Coercion. They still cannof®

train Negotiation or Coercion above rank 2 during
character creation.

Sensitive Hearing: Pau'ans

and Vigilance checks they make as long as they a _
Wearing their protective earpieces. If they are nol
wearing these earpieces, they do not gain the bonl

and they add & (o Perception and Vigilance chec
they make instead.

add [ to all Perception



ach career in the_ Fonce AND DEstiny Core R
cludes three specializations, offeri ulebook -

options during character creationhgbrn)sliﬁz 8 Wideirsgs
roduces three new specializations for p]aYers?A';hHARMONY
- Consular career: Arbiter, Ascetic, anq Thache: g choose
ecialization includes an original talent tree reflecti ach new
,pment and unigue abilities of t ecting the de-

hese new character types
hree new specializations are availgb|

chooses the Consular career: the p;;grar?; i

the character’s first specialization or purchasgosmect

s additional specializations later on (following a?let}?r

< for purchasing additional specializations detailed oe

»f the FORCE AND DEsTINY Core Rulebook). As witg
scializations in the FORCE AND DesTin '

NEW SPECIALIZATIQNG

However |
or if time o |lf Players do not wish to explore this route,

l;}gllnauorj pushes the group down a different
izations car, Y sessions, the acquisition of new special-

interludes 5 €asily be assumed to have happened during

handle Obta?rmeen sessions. Even if the players decide to
Still ill in some gfnﬁw Specializations this way, they should
character ol the details of the training. Knowing how a
rather than just the temperament and skills of an Arbiter,
record sheet. ; Writing the new statistics on the character
[ etiey h,Elemforce_s the depth and realism of the cam-
S inpysof)o bring the galaxy to life. Knowing that
Knek o & i I party learned to be a Teacher at the

ysterious, mystical figure on a distant world iso-
AL v Core Rulebook, ~ ated from the Empire might : ;
cters in other careers can spend experience points t opportunities for f Fii (V-2 Softs ofiparrative
e any of these specializations during the campaign ac; e

specializations, following the rules found on page

1 Force AND DEesTiNY Core Rulebook. Character pro- B o oo
1 in Force and Destiny is dynamic and swift enough

‘ ey . The Arbiter is an excellent choice for a Player Character who
se new spe;tallzatlong can be easily and cleanly in- wishes to take direct action in the galaxy while making every
1to an ongoing campaign. effort o avoid violence and threats. Arbiters keenly feel the
bl.te of injustice and seek to bring peace and understanding to
friends and foes alike, knowing that only through fairness and

;ﬁl N I NG N Ew harmony can a true balance be achieved. The Arbiter talent
& IALI ZATI ONS tree provides Arbiters with all the tools they need to take an

active, constructive role in the galaxy. Any group seeking o
> a new specialization can be a great opportunity work in a conflict zone will find an Arbiter’s skill at discern-
-ving as a player’'s character develops and grows ing the root causes of local trouble and developing a path of

‘he course of a campaign. Rather than being simply. peace through negotiation and compromise to be an asset.
)i collecting and spending XP, attaining a new spe- The Ascetic specialization suits characters who have
should reflect the character’s evolving situation,  decided to turn their back on the chaos and noise of the
i motivations. Sometimes, rising to a new challenge  galaxy, trying to find peace and harmony by eschewing
e rewarding than consciously tailoring a charac-  worldly goods and practicing quiet contemplation. Ascetics
lopment to an existing plan.

seek to quiet their inner demons, or the clashing demands of
; i ily li i from their peers and
snce, players may find their characters attempting daily life, by setting themselves apart fro p

: i ; denying themselves many of the comforts of civilized living.
‘Q ( h t e a . . . . . -
)',J,‘de el CUlTERS hmlttartlgzs,healta?éetnt};c;ugf chir Through this exercise in discipline and hardship, Ascetics

i <.?mpa|gn : na(ratlve -or . ia en, such players may gain a great store of insight and inner strength. When

s of N I.ft.hls conLing C.) . il d reflect venturing into the wild, inhospitable corners pf the galaxy,

ide that obtaining @ NEW SR eciAlZabolE e hal.  an Ascetic has several innate advantages, having learned to

wth of their character in the face pf_the_se n‘tehv:3 Cl'a " make do with less while gaining the strength and versatility
By spencifif The X.P onfa ne‘cvsfzsgtacl:ﬁ;gr]'char;cteyr to deal with almost any difficulties that might arise.

malize the exploration of a ne <16 ‘ ] o i ok the

( .;‘,usl‘ltion of aﬁ additional specialization can be seen as Having achieved a de_arep atr:;i rzbrllc;:/rég ftér[ltdzrsgfse ts e

ng point in a character's life, whether the character is  galaxy around them, deiarrcl B e ard-vion wisdom an d

“oracine some new role, expanding focus and commicment St galaxy at larg:han eneﬂ)'ation of gifted, enlightened stu-

vitin 14r'w‘ebcampaign or consciously deciding (0 s1ep DEYORS anWIegf‘%z t'?e;?:ere;p%cialization is the perfect choice for

e character's comGE e devslor AT :eg R hing to support the group; its tal;r\]t treig;eervsv

Lese new skills 3L A isting skills and learni
While a character could attempt to learm these ne il S fo:r‘bGOSUng e;\( coﬁrse of their life, proven

1 any number of ways, from reading datapads to “have, overe:seThey o often see advantage

training holovids, a far more interesting and dyna e fast learers

10 find a suitably experienced teacher Within

T . hibited by others.
e skills and talents exnibis .
the on. Th rch for such @ T, opportunity to pick up a wide variety of
campaign. The sea ch b

8 bility to pass along these skills to the
ing that teacher can provide, can €asiiys : gmua accumulated wisdom and
ing and engaging part of the ONge ;

a character's trials and tribulations
bring together the story of the €
aspects of character deve
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on.

r knowledge is priceless
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- an Attt S Knowledge
Negotiation, and Perception.
irting specializagig

; ithout spengs

Consular ig 3

15 those of

has chosen the

ng an innate

heated atmo-

L0 stang

Fli r,z;‘//een
situation’

(Xenology) Lightsaber

of thejg

F ; mse z’ﬂtJW*
opposition ing the career paths of diplomats and mediators, seckig
to bring peace to the galaxy. S > Consulars work with the
Rebel Alliance, findi ke-rr led eties and bringing
them into the Rebel fold © rcome Impes
rial pressure. However, many do work in se labor-
ing with a wide variety of corporations, organizations g
other groups to help bring harmony and tranquility to o e

torn galaxy. Arbiters see the e
struggles and instinctively se
and belief that perpetuat > violence and conflict be
by miscommunication and misunderstanding. Arbites
seek to bring balance to the galaxy through negotia-
tion and reconciliation

essures and

es of thoughg

The Arbiter understands the
ness, respect, and tact while de
ray of possible allies and potential enem
when confronted with injustice or int

5

ugh many,
It negativityes
might reach for their lightsaber, an Arbiter’s first recourse
will always be discussion and ne When the locals
Situation looks completely hopeless, when ancient grudges

Otlall

O
L=

or new transgressions threaten to tear a system down int&
violence and chaos, an Arbiter will be able to find a path
through the bedlam, to see a course of action that will'res
store peace and create an environment conducive to the%n
prosperity and contentment of all

An Arbiter is skilled in acting as the face of a grou
viding an interface between the group and the au
controlling its current area of operation. An Arbite
assis_t her group with social Interactions, negotiations, @
acquisitions, opening doors that less diplomatic characté
may lﬁnd indelibly closed. The Arbiter must at all times Kee
In-mind the greater scope of her duties. Peace is alwa
the ultimate goal, but there is often a bigger picture £
MUSt be considered. And when the time for negotiatio
at an end, even Consulars must be ready to use more diré
means, no matter how regretful they may be.

s

.
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ONSULAR: Arbiter

career skills: Cool, Discipline, Knowledge (Education), Knowledge (Lore), Leadershi N
! P, Negotiation

Negotiation, Perception

pdditional Career Skills: Knowledge (Kenology), Lightsaber.

B savvy
NEGOTIATOR

Gain + 2 ind |
r Negotiatior N /
( gotiatio ——— COST 10

hecks or upgrade difficulty
when targeted by Charm or
Negotiation checks, by an
equal number. Strain suf
fered this way cannot ex

ceed ranks in Congenial

N
Ny COST 10

| @ noBoDY'sFooL 3

May upgrade difficulty of
incoming Charm, Coercion,
and Deception checks once
per rank of Nobody’s Fool.

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

COsST 15

I CRUCIAL POINT | Il sAvvY &
NEGOTIATOR — »

Once per session, the char- ; , %
acter may introduce to ne- Remove per r,m&i
bee gotiations one potential Sawy Negotm‘mr fro ,x"
) concession that an Oppo- Negupapun and Street
- COST 20 nent will do nearly anything wise checks s
to obtain COST 20
: ‘(_.

: TION I AGGRESSIVE
- IMPROVED SAVVY - DEDICA NEGOTIATIONS

NEGOTIATOR Gain + 1 to a single charac

teristic. This cannot bring a .

Nakeﬂa t:io?lrd c(h’ect ’l(! characteristic above 6 ;a:g:dcée’ckﬂoﬁecl#g:té

COST 25 egotia S

convince one bystander COST 25 the difficulty of all Negotia-

per rank of Sawy Negotia- sy o ol Meg
or to see one of an oppo- don checks fr the

;ent's points as malicious-

ly unreasonable.

(

5ain +1 Force rating, Once per session, perform

COST 25

e
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ve Athletics, Discipline, Resilience, and Vigi-
| career skills. Characters who select this
their startine specialization may choose two of these skills
ree rank in each without spending starting ex-
perience. While most Consulars focus on the acquisition of
helpful skills and abilities, Ascetics concentrate on honing
their own mind to a razor focus. As a result, they are likely
0 have a higher strain threshold than any other Consular
Specialization, and they have the versatility to work their
Way through almost any difficulty. An Ascetic has spent a

CETIE

= N VT

TALENTS WITH CONFLICT COSTS

ertain talents give the Player Charactgr who pos-
c sesses them Conflict at the beginning of each
session. The knowledge associated with these tal-
ents is dark enough that simply understanding it
can tempt a PC to the dark side. These talents are
delineated with the following symbol in their header:

B TALENT NAME {3

apparent functionality or crude construction. Ascetics may
be out of practice in social interactions and interpersongl
communication, but the awareness and resilience they have
gained through their trials, as well as the physical strengti
their chosen path has earned them, can be invaluable to'g
group when more refined, civilized plans have failed.

An Ascetic may be found almost anywhere, from the ug
ban wastelands and undercities of the Core Worlds to the
most inhospitable and isolated corners of the Outer Rim:
The distractions and demands of the outside world can jag
even the most focused, powerful minds from the spiritual
path. Those who retreat from the noise and the chaes falF
low the path of the Ascetic. There are times when even the
greatest must set themselves apart, focusing on the spheres
of the spirit and the mind to the exclusion of all else: By em-
bracing isolation and hardship, many Consulars are able t@
rgalize levels of potential that more mundane training tech®
niques could never unleash.

Many Ascetics have chosen their lonely path of deprF
vation and meditation to plumb the depths of a specifié
mystery, a troubling event in the balance of the galaxy, OF
a great personal failing. The growth made possible through
this introspection and self-denial means that when Asceties
choosg to emerge from their self-imposed exile, they are ides
ally suited to confront any situation, with the adaptability:o8
hard-won experience. Often Consulars will surface from such
lsolatlon to take up a particular cause or purpose, drivel
from quiet contemplation of the galaxy by a troubling imba
ance sensed from the depths of their ser‘énity.

The Ascetic can well prove to be one of the most Vers

Sgt@le characters in his group. Between his high straifi§
Lg]rfeejflﬁlrd demanding physical training, and versatill
ten prov(i)cl;g)r;]vo-““][a_ry deprivation, an Ascetic can Of§
Although CA exible, '”S'ghtful leadership to his grou
social sgkillpupapS lacking in some of the more subk
mEditationS ol other Consulars, an Ascetic knows )
knowledge on the Force can only take one so far. 1
tion my S €arned through such rigorous contem

St eventually be puyt to use in the galax

large, either thy.
i ough teaching or di :
bring balance to the Force,  or cirect



CONSU LAR: AsCetic

career Skills: Cool, Discipline, Knowledge
pdditional Career Skills: Athletics, Disciplj

\

(Education), Kkng
ne, Resilience,

Wledge (Lo,
Vigilance

PHYSICAL
TRAINING

ar rarle eniEE | Ma e
[ pe k of Physical Bl \‘ 'liun ase difficulty of
SCipline ke
pline checks 1o avoid

fear by |
e
dence PEI rank of Confy

Athletics and Re

3

CosT 5

=
threshold

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

COST 10

e), Leadership,

E If under the effects of a
ating (see Force § Force power, perform the
Destiny Core Rulebook, Slippery Minded action;
the character | makeaHard [‘QQ) De-
each round il ception check to immedi-
W exposed i ately end effects of power.
the character N\

-

COST 15

ind each round

COST 15 /

When attacked, the char-
acter may choose to suffer
<train no greater than the
number of wounds suf-
fered from the attack. If he
does so, the attacker then
suffers a number of
wounds equal to the strain
suffered by the character.

| jecrease difficulty of §
ne checks to avoid §
1 per rank of Confi- ,

COST 20

COST 20

I oeoicaTiON
Gain + 1 to a single charac-

teristic. This cannot bring @
\ Characteristic above 6.

Gain + 1 strain threshold.

COST 25

COST 25

Gain + 1 strain throche il . rain fhieso .\”';}xf'

— A

p F IR g

iy
(I
t FORCE TALENT

Negotiation

B 5o wiTHoUT

S COST 10

Il INTENSE FOCUS

Perform a@ Intense Focus
maneuver; suffer 1 strain
and upgrade the ability of
the next skill check once

I PHYSICAL \
TRAINING

COST 15

[ FORCE PROTECTION

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

COST 20

CoST20 4 %

A

Cain + | Force rating.

If the character IS carrying
items that total 2 encur

brance or less, add O@w
Force power checks

COST 25

COST 25

DISCIPLES OF |



ent they have

5 Teachers their al

sts than they

nd seek to Dass
e of

this

I students,

ce and
A Teacher's additional career skills v ‘(
A Teacher’s addit . s i
are  Knowledge (Education),
Knowledge (Lore), Leader- In the se of a
ship and Perception. Charac- can turn into a
fers who select this as their villing Teacher o
BSiarting specialization may and an apt pupil on the other. Whetht
pose two of these skills er in a dry, dusty hut in the middielgt
3 gainhone e dr,ank 1tn i a desert, the sodden ex f a humid
without spending start- N e o
2 ) i ’ swamp, or the cramped ¢ of a trai
xperience. Given their selection freighter, Teachers will do wh needed to

deachers will be far better at
the potential of their group
ither Consular. In addition to
luable assistance to their
leachers are more than
ding their own in almost
They can pursue a wide
lities with an eye

Knowledge along to

el the presence of
heir life and will

any paths through

h this process, they |
vast store of knowl- |
ice. Many reach a
Ve to push on is

ire to pass on
TS, 10 better

J
ar

see that their students
tasks that lie before them

)

Often the path of the Teacher is not one that
is selected, but one that is thrust upon one'tg
circumstance. In the pursuit of expansive goals,
it may be hard to realize that it is best left
to others to achieve them, the responsibif
ity of the Teacher being to assist them and
shepherd them along. Hav ng a Teacher i
a group can be a great boon no matier
the goal, given the versatility of Teachers
abilities and their Capacity to assist othes
members of their group in any effols
they may make. When the need is great- =
est and a new generation must fise foN
confront the darkness, there can be g
greater ally in the Force than knowk
edge passed down from the vantage
of experience and understanding

rus




CONSULAR: Teache,

ills: Cool, Disciplin
gareer Skills 1scipline, Knowleg i
pdditional Career Skills: Knowledge (g 9e (Educatigp)

ducation), Kpgye 240

Pt

: - RESEARCHER

! ve [l per rank of Re
I f rom all Knowl

Researching a
f 1t

May dow
of checkg
INStitutesg of

one leye| per
SPected Scho)

Ngrade diffic ulty
to Nteract with
Immlng: by

fank of Re
ar

e time

COSTS

J WELL TRAVELED

Worlds)
Outer Rim)
COST 10

DUGHENED | I SKILLED TEACHER

ind threshold. I Ifan ally at short range has
§ lower ranks in a skill than the
COST 15 character, the character may
perform a Skilled Teacher in-
cidental to suffer a number
of strain no greater than
ranks of Skilled Teacher, then
add an equal number of 3¢
to ally’s next check.

COST 15

When making a combat

check, may perform thle

i jor incidental;

dental, one all Wise Warrior inci :

inge J Lse mé l I spend 1 Destiny Point and

sracteristic for the use any characteristic for
bat check the ally | the check.

‘ the end of § CoST 20
jcter’s next turn. 1

rming the Wise

COST 20

Gain + 1 to a single charac-
teristic. This cannot bring @ CosT 25
Characteristic above 6.

Gain + 1 strain threshold.

COST 25

e (Lore) 2
oledge (Lore), laad;::;i':la"hm'

. . remove
\ .Ilum,m/ 1 che

per rank of Nobody's Fool

B mproveo wise B | I WISE WARRIOR |
WARRIOR i

Negotiation

Ferneplinn

Once Per gamc

1k

W NoBoDY's FooL.

May upgrade difficulty of
Incoming Charm, Coercion,
or Deception checks once

COST 10

Il MASTER

INSTRUCTOR

Once per round as an out
of turn incidental, may suf-
fer 2 strain to allow ally to
use character’s ranks in Dis-
cipline for next Discipline
check the ally makes.

.. [0ST15

[ SKILLED TEACHER

ally at short range has
‘l;\?vgr ra%ks in a skill than the
character, the character may
erform a Skilled Teacher in-
cidental to suffer a pumber
of strain NO greater than
ranks of Skilled Teacher, then
add an equal number of ¥
to ally’s next check.

COST 25

I ENCOURAGING Y
WORDS ,

FORCE TALENT

B WELL ROUNDED

Choose any 2 skills They

permanently become ca

After an

COST 10

and let one ally v

range increase

Force rating by an

G\W.,\l 0 the' € N
Force rating until the ena of
the round

COST 25

¥ DISCIPLES OF
i AD




NEW TALENTS

elow is a description for each of the new talents added in

DiscipLes of Harmony. Each entry in ludes the informa
tion required for gameplay (see page 1 536 of the FORCE AND
Destiny Core Rulebook)

AGGRESSIVE NEGOTIATIONS
Activation: Active (Action)

Ranked: No
Trees: Arbiter

rce talent. session, the character may perform

Hons action: making a Hard (¢ ¢ @)

er de

nece per
the Aggressive Nego

Lightsaber check If 'n character succeeds, the charact
ficulty of all Negotiation checks he m: kes for the

L G Ses H\ L

remainder of the encounter by two to a minimum of O
CONGENIAL

Activation: Active (Incidental, Out of Turn)
Ranked: Yes

Trees: Arbiter

When attempting a Charm or Negotiation check, the character
may suffer a number of strain to downgrade the difficulty of the
check a number of times equal to the strain suffered. This num-
ber cannot exceed his ranks in Congenial. When the character
S5 the target of a Charm or Negotiation check, the character
W suffer 2 number of strain to upgrade the difficulty of the
2 number of times equal to the strain suffered. This num-
not exceed his ranks in Congenial.

POINT
Active (Incidental)

n during ongoing negotiations, the character
Crucial Point incidental to introduce one po-
tan opponent will do nearly anything to
e place during an encounter featuring
-encounters can range from a high-
nce to the negotiation of payment
clude social interactions featuring
, Coercion, or Deception.

d be up to the player and
ne party is willing to give
omething concrete (such
used speeder to get a

EMPTY SOUL
Activation: Passive
Ranked: NoO
Trees: Asceli 3
Force lalent. If a character is carrying items that total 2 epss
cumbrance or less (after factoring in reductions such as for
armor being worn), whenever he makes a Force power check,
he adds O @ to the results

If a character normally carries items that total more thag 5
9 encumbrance but discards or otherwise loses those items
temporarily, the GM can rule that the character still does not

gain the benefits of Empty Soul

ENCOURAGING WORDS
Activation: Active (Incidental, Ou
Ranked: No

Trees: Teacher
When an ally engaged with the character fails a check, th

character may suffer 1 strain. If so, the character may assists
the next check that ally makes this encounter as an out ofs
turn incidental (rather than as a maneuver, as described
page 34 of the Force AND DesTiNY Core Rulebook].

t of Turn)

GO WITHOUT

Activation: Active (Incidental)

Ranked: No

Trees: Ascetic

Once per session, the character may perform the Go Wit
out incidental. If he does, he counts as having the right &
for the job (see the Force AND DEesTiNY Core Rulebook, p
181) when performing the next skill check this turn.

INTENSE FOCUS
Activation: Active (Maneuver)
Ranked: No

Trees: Ascetic

Before making a skill check, the character may perform the
Intense Focus maneuver. The character suffers 1 strain to up
grade the ability of the skill check once. 1

IRON SOUL

Activation: Passive

Ranked: No

Trees: Ascetic

If a character is carrying items that total 2 encumbra
less (after factoring in reductions such as for armor
worn), at the end of the encounter he heals all strain th
Is currently suffering.

If a character normally carries items that total more t
2 encumbrance but discards or otherwise loses those
temporarily, the GM can rule that the character still d
gain the benefits of Iron Soul.



WASTER INSTRUCTOR

zctivation \ctive (Incidental, Oy Of Turn)
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1€ Char

1 Strain NOW THE MASTER
€A 10 vacuum, the Activation: A
Ranked: n

Trees: Toac

Once per sess

1Ch round instead of 2

POSSesst
he counts a
upgrades t

ONCE A LEARNER
Activation: Act A
Ranked: No

Trees: Teacher

\ Force talent. T
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increases the F

range by an amount equ
Force rating until tf
turpetEnescharacter
Power checks until aftes




PHYSICAL TRAINING
Activation
Ranked

Trees

SAVVY NEGOTIATOR

SAVVY NEGOTIAT OR (lh”"ﬂ()\/F D)
Activat
Ranke

‘.‘;‘; Negotiation check

alt

WOWIG NOT 11K

REeds 1o be del

gases, the GM car ‘
gment that would be mor

Hard

SUNDER (IMI'H()\/F D)

Activation

WELL TRAVELED
Activation
Ranked

frees

WISE WARRIOR
Activation

Ranked

Trees

WISE WARRIOR (IMPROVED)
Activation: A
Ranked: N
Trees:

the charge

lled Teachap
1dd an "(Iual

noer of
NKS in
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cONSULAR MDTIVATIDNS

\ ation IS one of the major det.ermining facs
ﬂ he Consular behaves ang defines that char-
als in life. When deciding thei ct
s should consider sSpecie

>Clalization, and Motivati

TABLE 1-2: RANDOM CONSULAR MOTIVATION
\aracter's d10 Result

S, background.

on. S\/nthesmng i Ambition
e <honl ~res - N | {
s should L.t(‘al(‘. a character who comes { L
ons of all the players, \ i
> 2 ks I
2 . PC actions through the lens of Motivation | ° 6_ | Faith
enables_ players to build long-term go "i‘ ey | Croficn
. for their PC to work toward. Consul : i
b ten focus on spreadihg peace an \ 10 i Roll once on each of any two categorie
ing conflict, or acquiring a

knowledge and wisdorr
galaxy. Most Consul
tions should be craft

spread these ide:

others, if someti

indirectly.

=i

tGROWTH

e Force anp Destiny Core Rulebook presents /
iffierent Motivations suitable for aspiring Jedi, ncluding
bition, Cause, and Faith. While these can ‘x..or“« o
Consular, Disciples of Harmony introduces a‘ f:r
otivations designed for the Consular career and =
| ions. These new Motivations are grouped Into the
y of Growth.

dingo
b
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Much to Learn

Consular Signature Ability Tree:

|l MUCH TO LEARN BASE ABILITY

-ati then choose one talent that
edge Education) check, 4
1 9 Destiny Points and m ke a Hard (“’] K:T?’V,“"’ H%V‘(’ Hunts as having that talent If that talent is ranked
v SDHEN ( VI ! Ang

vithin mec
e tor one allied character | s
rent encoun (“ the character with this signature ibility do
talent as the cil

COST 30

REDUCE
DIFFI[ULTY Much to Learn costs

tiny Point instead of 2

Increase the number of &
lies affected by 2 per'
crease Number upgrade:

Reduce the difficulty of the
Wil check to activate Much

COST 10
10 Learm to Average (@ 4)

Il IMPROVE TALENT

If the character possesses
the improved version of the
chosen talent, allies affect-
ed count as possessing it
too for the duration of the
encounter.

If the character posse
the supreme version of
chosen talent, allies @
ed count as possessing
too for the duration of
encounter.

May make any Knowledge

[ May make a Leadershif .
skill check instead of a

ok instead of a Kn wi
ge (Education) check to
f@te Much to Leamn

Knowledge (Education)
check to activate Much to
Learn.

COST 15

« RE AB“_ITY. the ally. The ally does not have the Scathing Tirade talent
L ®

and thus cannot perform the Scathing Tirade action to begin
D LEARN

talent, he would be able to benefit from Supreme Scathing

I are all but extinct, passing on the  Tirade once given access to it)

heir teachings has become a vital task.
0 teach must also expect to be on RAD
rces that would snuff out the light b
these dedicated individuals see
0 a classroom. They adopt
on instruction even as
e the fight for survival. For ! :
sson waiting to be taugh, Change Skill (Leadership): When activating Much to Learm
the character may make a Leadership skill check instead of#
BASE ABILITY Knowledge (Education) check.

Destiny: To activate Much to Learn. the character on

needs to spend 1 Destiny Point instead of the normal 2
Hard (¢ ¢ ¢) '

then chooses Improve Talent: If the character possesses the impro
r of the cur- \li:;srlr?r;)of thi'fhosen talent, allies affected by the Much tQ
m range ase ability also count as havin i sion
8 of the talent. g the improfs :

Change Skill (Knowledge): When activating Much to Lea

the character may make any Knowledge skill check inste
of a Knowledge (Education) check.

Increase Number-:

the base ability by t

; R@uce Difficulty: The difficulty to activate Much t
Average (¢ @) instead of Hard (X X)

'_l;lent; If the character possesses th

the chosen talent, allies affected by

. _%150- count as having the sup

Increase the number of allies affe




0 qsular Signature Ability Tree:

in incidental, the character ma

O Y spend 2 Desti i
K, the character downer: Mot e
. Lk . For th
grades the difficulty of the L th;gﬁzﬁ&irtfg; {?und, whenever that character make
Limes needed to re

Unmatched Negotiation

s a Charm, Coercion,
move all @ from the pool

Engaged allied characters
making Charm, Coercion
Deception, or Negotiatioﬁ
checks while this power is

active downgrade their diffi-
culty once.

COST 10

[,____.\,.“,7 B —
‘1 Il DURATION

Unmatched Negotiation
lasts for 1 additional round.

COST 15

TURE ABILITY:
\TCHED
)TIATION

otiators do not just see any conflict as a potential
ettlement waiting to be resolved; they also have
) anticipate any potential pitfalls, mistakes,
contention before the negotiations even begin.
it down at the bargaining table, these negotiators
t whether the negotiations succeed or fail,.every—
d (especially the negotiator!) avoids any unintend-
nsults, or unfortunate verbal mistakes.

BASE ABILITY

per game session as an incidental, the character may
i 2 i;:f(l;st-m' Points. For the rest of the round, whenever
it character makes a Charm, Coercion, Deception.' arde:
ition check, the character downgrades the difficulty al
heck the number of times needed to remove all @ from

€ pool, before rolling the dice.

DESTINY

I Unmatched Negotiation
costs 1 Destiny Point in
k stead of 2

! Unmatched  Negotiation
{ 'asts for 1 additional round.

COST 10

——\

| I INCREASE RANGE

Increase the range at which
this ability affects allied PCs
to medium range.

Whenever the character
fails a Charm, Coercion, De-
ception, or Negotiation
check while this power is
active, the character adds
automatic @ fo the results

COST 15

CO0ST 15

UPGRADES

Add Triumph: Whenever the character fails a Charm, Co-
ercion, Deception, or Negotiation check while Unmatched
Negotiation is active, the character adds automatic @ to the
results of the check (this does not add an additional 3% to
the check, however).

Destiny: To activate Unmatched Negotiation, the character
only needs to spend 1 Destiny Point instead of the normal 2.

Duration: Unmatched Negotiation lasts for | additional

round per Duration upgrade.

Increase Effect: While Unmatched Negotiation is active,
allied characters engaged with the character who make Ne-
gotiation, Charm, Deception, or Coercion checks may down-
grade the difficulty of those checks once.

Increase Range: Increases the maximum range at which al-
lies can be affected to medium range.

Remove Setback: When making a skill check affected by
Unmatched Negotiation, the character removes Il




mw
10 imibue their afiies in turn. They Can vest their hand on
« friends shoulder or arm, o even just stand beside an iy

the characteristics of ome mearby aity. The Bask: power by

. Twe user may pend @@ 10 Increase one of Mot

~~!m. LT T

mum of 6) wntil the end of the Force user's mext s,

This can only be used ONCe PeT Larget Per en curte.

¥ the user the target e go..

2 second characteristic Dy | (%0 & masimmum of 6}

the end of the user's next turn. but both the For
wser and the target suffer 3 strain.

The upgrades Tor Imbue tend 1o increase the mumber ¢
targets who can be affected with one use of the power o
.u";ﬁh”mmdnm
 wave waed 1o gevevate @ 145 : e

Comtrot The Forte weer may spend @ to allow the L
10 count 2% having ranks in & ungle skill equal to the raon
e Force waey Ban @ TRt shill while the target i3 affecro

y s power The shill must be inked to the character
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Force Power Tree: imbye

ces Force Rating 2 &

B FORCE ABILITY

ers next turm
|

1 Maximum

Spend (D to allow the tar

get to count

€r's ranks in the skill

Spend (D to increase power’s range by a number of range bands
equal to Range upgrades purchased

I MASTERY \

1

! Increase  characteristics
| boosted by this power by 2
(to @ maximum of 7) instead
of 1 (to a maximum of 6).

| I ouraTION 3
{ :

Commit O O to sustain

—=de niirchaced IF L £e £
ade purchased. If noQwere ! the effects of this power as
\

Critical Injuries suffered and inflicted by 10

long as the target remains
in range

COST 25

. = I \

If no @ were used to generate (. decrease all Critical Injuries suf-
fered and inflicted by the target by 10 per Strength upgrade pur-
chased. If no O were used to generate (. increase all Critical Inju-
ries suffered and inflicted by 10 per Strength upgrade purchased.

Commit O to sustain the ef-
| fects of this power as long as
| the target remains in range

COST 20

the Force user may com-  Range: The Force user may spend (B @ to increase the
f th < power as long as the  range of this power by a number of range bands equal to the
i number of Range upgrades purchased. The Force user may

activate this multiple times.
%0 | oo '"e FOfce USE’IF ma);scotrr?e Strength: If no @ were used to generate q) [h? Force usel
e p?-'e( g decreases all Critical Injuries that the target suffers and the
e (instead of OO0 target inflicts by 10 per Strength upgrade purchased. If noQ
“arﬁﬁ} e user et characteristics boosted were used to generate(), the Force user illcrea§e§ all Critical
2 (to a maximum of 1) instead of 1 {to 3 Injuries that the target suffers and the target inflicts by 10
per Strength upgrade purchased

s DISCIPLES OF LAW
DISCIPLES OF HARMONY




FORCE POWER: EBB/FLOW

Control: This Control upgrac

rs have compared the Force to an ocean Like
ind Flow

ome rorce us
as its tides and currents, It

an ocean, th y, the Force ha
s. When Force users truly let the Force flo Ebb: When making a combined Ebb power chegk the
» U

3 their actions, they feel the Force In ey Force w‘r"!HM:“[M'lﬂf(l'h),’](‘jdYtoal!checksmadEb
s and empowers them, even as |t engaged opponents until the end of the Force usol ney
S o llents S Ty & turn. The Force user may not activate this multiple time);t

t: the Force simply does what they need it
the will of the Force in turn Flow: When making a ¢ v‘m\mwji Flow power check the
A Force user may spend (J to add 3% to any Checks’ s
Force user makes that use the same skill before the en(ej
of the user’s next turn. The Force user may not activate

this multiple times.

BASIC POWER

r can be used either to empower the user or
om the user’s foes. The basic power has tWo  control: : e power gains the following efGls 4
orce Points per encoun end D P D to ask a single “yes-'or-ng?
estion pertaining to the current events of the game Th
GM must answer truthfully (although depending on how t

question is phrased, the answer still may be misleadingl)

Ebb: When the Force user makes a skill check, he may
roll an Ebb power check as part of the roll. The user
may spend (P to suffer 1 strain, then inflict 1 strain on
all other engaged characters. The Force user may not Control: The Force power gains the ongoing effect: ¢
ctivate thic inle times v 5 - Lom
activate this multiple times. O until the end of the current encounter. For the remaing

® Flow: When the Force user makes a skill check, he may of the current enc
roll a Flow power check as part of the roll. The user
may spend (P to heal 1 strain. The Force user may
not activate this multiple times.

UPGRADES

he upgrades for Ebb/Flow

end to focus on enhancing the
lects when characters make
power checks as part
other actions, as well as




corce Power Tree: Ebb/Flow

P erequisites: force Rating 1 +
e

[l FORCE ABILITY

ictions empower himself or Sap stren
3 Force user makes a skill check.
X i characters HH‘IUI((‘\I\(‘I

gth from his foes
he may roll an Ebb
may not activate
a skill check, he may roll

ltple times

Power check as

y part of roll ST ; 5 8 ; :
rce user makes i IlusmuIHpI(.‘lmms Il The user may spend (Pto suffer 1 strain, then inflict 1 strain
a Flow power
P check a5 part of the roll, The user may pend (Pto heal 1 strair

The Force user

il [l STRENGTH

I ce per en- ; 0 : ; | |
UG : L ‘ LGT\% ’a E_)t\Jlt)(-)\;Vhenhmakmga combined Ebb power check, may spend(Bto add | |  The Force user may spend ()
question. ¥ 1o any checks made by engaged opponents until the end of next turn. | to increase the 48 or £} add
Flow:.When making a combined Flow power check, may spend (B to edby 1
COST 10 add 2 to any checks using the same skill until the end of next turn.

, — COST 10
I

COST 10

m Ml conTROL | W stRencGTH

b ide number Ebb: When making a combined Ebb power check, may spend (Bto add |  The Force user may spend @
to Magni- 'Y to any checks made by engaged opponents until the end of next turn. | toincrease the Y or % add
. purchased Flow: When making a combined Flow power check, may spend (B AL A
ected to add 3% to any checks using the same skill until the end of next turn. R COST 10
~ [OSTS COST 10
) until the end of the current encounter. For the remainder Ebb: Once per session, if a target suffered at least 5 strain fro

power, add ¥ to the target's next check.

Flow: Once per session, if the user healed at least 5 strain from th
power, add @ to user's next check

nt encounter, add O to all skill checks. Each O and @
r 3¢ or £} to the check; each @ causes the user to suffer
I ain 1 Conflict.

COST 10

r must add O to a-ll <kill checks he makes. Each  or increase the 'Y added to engaged characters before the

¥

@ result rolled adds either 3¢ or £} to the check (the  end of his next turn by 1. The Force user may activate this

esult rolie S € £ 3

ce). However, for each @ result rolled, the user multiple times. 7 \ :
n and gains 1 Conflict. Magnitude: The Force user may spend (P to exclude a nun

ber of engaged characters equal to the number of Magni
tude upgrades purchased from being affected by this power
The Force user may activate this multiple times

Mastery: The Mastery upgrade has different effects for Ebb
and Flow.

Range: The Force user may spend (P to affect all other
faracters at short range with this power, instead of affecting
r engaged characters.
Strength: The Force user may spend ( to inc}:reaseuif:r
-J'{;“, heala X a0 Fh i he Orce - ~ f Y A
may ¢ e - mfhcted by thle bendl M / e Ebb: Once per session, if a character suneuq at least
@y activate this multiple times. d & strain from a single use of this POwer. the Force user
Strength: The Force user may spendOtO increase the £ add- may ¢choose to add automatic § to that character's

€4 1o s checks before the end of his nexttum by 1, orincreass next skill check.

he & added to engaged characters before the end of his next

ion. if the Force user healed at least
i ' ‘ imes. w: Once per session, 1
tum by I The Force user may activaté this multiple times ~ ;‘:Uam e et user sl st

[ 7 mati [ t skill check.
strength: The Force user may spend Qo '”Crte ﬁfntg(:, 1 choose 1o add automatic @ to his nex
added to his che d of his nex oy :

cks-before the en :

sl it N
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\

s embrace the notion that every sentient life is
5. The Force connects all things, including be-
'maintain very different viewpoints. Consequently,
of the Consular path believe it vital to earnestly
ints of conflict with an opponent. While they are
7 adverse to resolving matters through physical
( on, they feel strongly that this must be a last resort.
urther, Consulars are typically reluctant to snuff out a
sentient life. They would much prefer to leave open the
possibility for future discussion, rather than make a grave
decision that cannot be undone.

“ou call this a diplomatic solut

—Anakin S

Because negotiation is such a priority, Consulars require
specialized equipment that complements their intentions.
Force practitioners on this path often prefer to carry weap-
ons designed to subdue foes in a non-lethal fashion. Armor
that can preserve a character in unusual environments is
also critical, since some beings dwell in conditions that are
dangerous to more common species. Gear that can aid in
a discussion, heal a victim, or assist with education is vital
to Consulars’ work. Equipment that focuses on non-lethal
solutions is usually harder to obtain, as it requires more

complex engineering and d 5ien

- >




[though Consulars tend to prefer |

yeacelul methods ol
nmnllul resolution sometimes negotiations

hecome more
srotecting the

aggressive When facing or | (
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with a variety of weapons

RANGED WEAPONS

a largel can be far more
secrels Lo [he

down an adversary

o be ready for any oventuality

a Consulat needs |

y valu
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A \1(‘,“1 foe l\l|\("‘
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ome a mal

that
those that Kill
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able that
a living one can be q

ssible to educate

grave butl
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remains po

Jlive, while a fallen opponent could bet

tvr for the enemy cause

MERR-SONN AJ-23 CONCUSSIVE RIFLE

Crowd-control situations pose a significant and recurring
issue for law enforcement Security personnel nevel want
to use an inappropriate level of defensive force. Innocent
deaths must be avoided at all costs. However, inadequate
solutions dramatically limit an officer's options.

The Merr-Sonn AJ-23 is a highly regarded solution for
crowd-control situations. Its boxy shape and carbine size
make it both distinctive and easy to wield. It also confers an
timidating appearance that screams force, ensuring that tar-
cog! ize the wielder is armed and ready to take action.

| the AJ-23 releases a directed, but compara-
of concussive force. The force is sufficiently
‘down adults of most species but remains

erious injury. The fire pattern makes the
ealing with crowds but a poor solu-
e perpetrator in a crowd.

Crit | Range

I

Ecum HP | Price

LORONAR CRYOB/

[ools capable of penerating Intense cold are crm\
dealing with preser sation but can also be usefulin's
Ajrefighting, and even some types of man
same Lools are weaponized, they
hal weapons. This is particy
g that are portable, including liquids
0lutions

ondeavors
ing. When these
|Hl|(‘l||‘ Lyplc ally non et
avant for desi

and energy phased ¢

When fired, the Loronar CryoBan rifle’s beam dis
the free energy of Its target, effectively triggering an
drop In temperature This makes inorganic substance
more brittle, leaving them more susceptible to damage!
a physical strike. For living beings, the sudden drop'
perature causes a shock to the system that can be'e
to Incapacitate some targets ;

When used to attack a target wearing armor that
one or more [l due to extreme cold, the weapon’g
quality counts as 0. Characters who make a mele
against a target struck by the Loronar CryoBan in the
round add [ to the check.

TENLOSS IDX-9 ION

An ion stunner disrupts living beings’ neural pa
well as the electronic components of droids 3
technological devices. This offers an effective ane
lethal solution for security personnel dealing with

from living beings as well as droids. However, beéi au
stunners can affect electronic sensors, criminals @
these weapons to disable security measures.
governmental agencies take different legal views
devices because of their alternative uses. All i0
incorporate a distinctive dish on the barrel, requiredH
cus the ionic flash on a target. 1

Rarity ' Special

‘Medium

Ensnare
Stun Da

450




AJ-23 Concussive Rifle

oss IDX-9 integrates a collapsible focusing dish

ation enables the sidearm to be worn in g normal

ster. However, when drawn and jts safety disabled

xpands, assuming the weapon’s characteristic pro-’

version between\holstered and active mode IS in-

" most weapon jams with the Tenloss mode] are
ties with this specialized focusing dish.

SPEIZOC SPORE STUN GRENADE

>ct weapon capable of stunning a group of op-

be a vital tool in a crowd-control Situation.
person who places a high value on sentient life
to use weapons that can overcome opponents
g them. When an individual is significantly out-

i stun grenade can turn the tide of battle in an
ceptable way.

Arms spore stun grenades deploy a cloud of ac-
ores when detonated. Harvested from a carnivo-
these spores are a powerful soporific for most
An environmentally sealed suit provides complete
against the spores, but any unsealed armor is of
against the spore cloud. The spores act extremely.
feninhaled, but they can also take effect after con-
the target’s skin.

TENLOSS SPRAY FOAM GRENADE

Uss's spray foam grenades are ten-centimeter plas-
bheres sealed with a low-powered energy field ang
“Uipped with a timer activator, When the timer finishes

B/Spore Stun Grenade

74

lon: The liquid inside expands, forming a
This can expand to fill a volume of up to
ters, entombing anything that happens to
space. The polymer is unstable, however.
0 break down after only a few minutes of
atmospheric exposure. Until that breakdown completes, it

Is quite rig?d, Presenting an effective means to temporar-
ily incapacitate an opponent.

chemical react
foam polymer
three cubic me
be within that
and it begins t

A spray foam grenade’s Ensnare quality triggers automati-
cally on any target the weapon hits, with no need to spend £3.

LORONAR SPRAY RIFLE

The Loronar spray rifle fires a highly pressurized stream
of fluid. The fluid affects its targets by carrying a powerful
sedative suspended in an organic solvent. That substance
is easily absorbed through the skin, carrying the seda-
tive directly into the target's bloodstream. In addition to
penetrating the skin of almost all known species, the fluid
is capable of penetrating many types of armor, including
ones designed to be environmentally sealed. This makes
the spray rifle a useful weapon against targets wearing
equipment that could stop an airborne sedative. However,
because the stream must be carefully targeted, it is less ef-
fective against crowds than a non-lethal gas attack.

The spray rifle’s ammunition is stored in a transparent
metallic canister, which attaches as a clip. The weapon
also has a one-liter cylindrical tank that stores the com-
pressed air used to propel its payload. This is normally
refilled from a pressure canister after firing three to four

canisters of ammunition.

7 ot

“bunting down, the field deactivates, exposing the chemi-
-~ feagents within it to each other. This triggers a sudden

TABLE 2-2: MELEE WEAPONS 4 , _
Name Skill Dam Crit Range Encum HP Price

Borste|
| Neuronic Lash

Special

Ensnare 1, Stun 3,
Stun Damage

Melee

Limited Ammo 3,
Pierce 1, Stun

‘: Fear Stick Damage

Melee

P

—

| osis, Disorient 2,
| Z6Riot =

| Contro] Bagon




Z6 Riot Control Baton (Deployed)

E WEAPONS

best way to incapacitate someone is from
IS isn't always an option. The following are
-lethal weapons designed to be used in

IRSTEL NEURONIC LASH

d a reputation as the preferred
ronic lash attempts to miti-
th through its appearance

ing a metallic cable, the
and, which is only emit-

attacks against
lains Average

ons offer a vital opportunity to a defender who is @
unarmed.

The fear stick is only the size of a stylus or a
mic injector. Because it is not powered, weapon S
calibrated for energy weapons do not detect it. Fur
payload is similar to many common pharmaceu C
is unlikely to trigger a reaction to chemical scan
weapon injects a potent neurologic compound. Thi
a powerful fear response, sometimes leaving foes i
of coherent thought or even incapacitating them e

Add Il M to Perception checks to find a fear S
wearer's body. On a successful hit with a fear stic
tacker may spend @ to force a living target to make

dable (¢ ¢ ¢ @ @) fear check Fear sticks have
on droids or nonliving organisms.

Z6 RIOT CONTROL

activated, the sa
that stabilizes th




TABLE 2-3: ARMOR

Biogel Suit
Formal éouncil Armor
| \IndividuaTField Disruptor
‘NReﬂect Body Clove

&aScape Diving Suit

ARMOR

ce adepts who seek out knowleq
F ;earch wherever it may be conce
e peace, they also recognize
m to dangerous places with
< Fortunately, there are many
in such situations.

€€ must be Prepareg

types of armor 1o pro-

BIOGEL syt

arts training, both Student
at risk as they work throu
\ wayward strike can cause
vhen a participant is practicin
h weapons. Steps must be ta
hat safety can be increased duri ini
e some argue that this dec:er;r;isthti(ter:g‘rl]rs]g
juring u-ammg, the effective counterargumeni
ot every simulation has to be life threa
e earliest ones.

S and teachers
gh the process
8rievous injury,
g€ at full speeq
ken to mitigate

tening,

s are semitranslucent, organic body gloves
tely encase the wearer. They provide protec-
ittacks such that while the defender can stil|
ct, the risk of injury is substantially reduced

e suits are bulky, which can limit wearers’ flex;
as their ability to dodge an attack or strike at

gains + 1 soak when the wearer suffers damage
eapons or bludgeoning Melee weapons. A char-

B o any Brawn- or Agility-based checks while
armor.

FORMAL COUNCIL ARMOR

imstances, Jedi were called in to treat with societ-

1 status and associated symbols played a signifi-

n negotiations. Some cultures maintain intricate

f etiquette or strictly enforce caste systems. Other

engage in ostentatious demonstrations of wealth

their ruling classes. These societies expected any ne-

rom the Republic to conform to their standards. In

‘cumstances, a Jedi might don a suit of formal Coun-
r t0 aid in the critical first impression.

Never ¢q

m ]
Most unkp mion, these ornate suits

OWN. While the

;s of armor are now al-
more Yy were comparable in function to
riety of lnﬁg;rsm;?\g ?rmf)f(lrl robes, they incorporated a va
Semlprecbus metaldrlen(: flourishes—as well as a range of
crafted, Integratin S and gemstones, Each suit was custom
g different designs

- A character v

eari ;
9 to N8got, Ing formal Council armor adds automatic

als who holg Jeda't'lon Fhecks when interacting with individu
character Miay ald”c]j high rega_rd. At the GM'’s discretion, the
when int automatic €} € to Coercion checks

era ith indivi
1K o e Cting Wlt‘h individuals who hate or fear the Jedi
presentatives of the Galactic Empire)

INDIVIDUAL FIELD DISRUPTOR

g;é:'riigils;liﬁtorlls normally used to disable the shields and
i ﬁelg Z.ectromc system; on a vehicle or starship. An
s Isruptor takes ‘th|s functionality and brings it
i smaller scale, en_ablmg it to be used against a foe

rlng a personal energy field, as well as offering some pro-
tection to the wearer. Because of its small size—the device is
less than ten centimeters in diameter and is typically clipped
to a belt—the individual field disruptor is relatively discreet.
When not activated, a casual observer might mistake it for a
SENsor or even a simple piece of ornamentation.

In"use, the field disruptor creates a shimmering field
around the wearer, forming a two-meter in diameter sphere
around the device and individual while obscuring visibility
of the wearer. Whenever this field comes in contact with an
energy shield, it immediately deactivates it.

If the field of a disruptor contacts another energy field,
the other field ceases to offer any defense as long as the two
fields intersect. If a character wearing an active field enters
engaged range with a droid, the droid suffers 5 Stun dam-
age. If the field enters engaged range with any other elec-
tronic device, the device shorts out and becomes inactive for
the remainder of the encounter. If the wearer makes a melee
attack while the field is active, the wearer counts as being
armed with a Melee weapon with +2 damage and the Stun
Damage item quality.




REFLECT BODY GLOVE

ood armot certainly

5 CC ¢ G
C / dy armor IS conspIc uous
Effective body armc e i

S @ f )
p \*4(16. an ”H!llHdJ“UH factor n Jd(’l{]k‘” 1 o =
[’iSi\q setting the wrong tone for a tenuous nego latlc

D S 4

¢ as security,

those times \\’hmJ;\lvmr.mumA)|<u|w|mm|l‘ml 1 I
S ‘ 2 WEe S I18Ss )OLEC
armor that 1S muc h less notic eable—even if it is less |

tive—is a necessary compromise

| 3 sht S an be worn
A reflect body glove IS a skintight suil that cal i
Jorates a reflective

nderneath traditional garments |t incorf

] s capable of dispersing the blasts from an ent rgy
weave L pabdl | e ‘ i

eapon. The thin layer of tight weave IS fragile, however, pal

for a suit of armor

Add |l M to Vigilance and Perception checks to noiiqf
t the wearer is wearing a reflect body glove. After a suc
combat check has been resolved against the wearer,
the reflect body glov e's soak IS reduced by one, to a mini-
1 of zero. The reflect body glove’s soak may be restored

o a successful Average (X))

nu
to its original value by makin
Mechanics check.

SEASCAPE DIVING SUIT

A surprising number of sentients dwell in aguatic environ-
ments, far from an oxygen-enriched atmosphere. When air
breathers must work closely with aquatic species—or travel
beneath an ocean's surface for any other reason—a self-
tained diving suit is required. A good suit must be flex-
nd comfortable, but it must also provide for the user’s
er multiple hours of use.

ape diving suit can provide six hours of atmo-
) an air breather. During this time, the wearer also
fresh water, nutrition supplements, and other
: ties. While wearing a SeaScape diving suit,
not suffer movement penalties for traveling

for the Consular
v characters will
ed for surviving
eological finds

species,

Biogel Suit




s own climate-control system. This enables it t
o

e temperature for a single perso APP
od with an filter that removes the wo?ﬁggfetﬁzcggn e R 10 MiCRo-mA
r_

" tter in the atmosphere.

Mi ;

artacgz:tr%a?;;mosé mineral structures, and forensic samples

examine in ext iy th‘_”gs that.a researcher might nee_d‘to

of objects on| feémely fine detail. Key visual characteristics

information ney a few micrometers in size can provide the

sis. However f Cessary to solve a mystery or resolve a cr-
» few species have the inherent ability to visually

discern such detaj : 1
KAMPERDIN ima etails without an appropriate tool. A micro-
E CLOTHING SET Solves this challenge by magnifying an object up to

SPECIALIST 100,000 times its ori

S BODY GLOVE o (')(f)(c)i(i)ffgmes Its original size, using visual light and a vari-
; : rent sensors. The magnified object jected in

negotiation requires the comple . ah i agnified object is proje
o part. The slightest distrapcti(t; act;entt)lon ki rOtglzgraphlc B e
£ speaker’'s words or body | e engugh can e oo

a spe y language—either PErceive any necessary details.

have disastrous results. Any suggestion of ner-
cluding a sweaty brow—can have implications
tion of the discussion. These factors dictate that
nfort must be a critical concern for anyone in-
h-stakes meetings. /

glove is a tight-fitting layer of clothing that in-
yd sensors with localized heating and cooling
design, a body glove is utterly undetectable:
silent, producing no visual or auditory cues to

provides the wearer with a level of physical
1elps overcome inconveniences from both cli-
ss requirements.

on reduces the difficulty of Resilience ch

resist effects of extreme cold or heat by thr i
es up to [l added to checks due to ext?e' .
| for as long as the user remains within it o

[L(f; micro-imager adds [T [ to any Perception, Knowledge
= €), or Knowledge (Education), checks for which magnifi-
ation of fine details can contribute to the research at hand.

e may be worn under other clothing or armor.
[ from any checks due to temperatures outside
earer’s preferred environment.

'RMIN ENVIRONMENTAL WPR-60

known species depends upon a steady sup-

free from contaminants for basic survival. Wa-

bulky, and expensive to transport around the

ever, purifying water can be a time-consuming

ve process, particularly when the types of con-

re not readily known. Every inhabited world has

tentially deadly microorganisms, but nonliving

oanic. and even radioactive threats may also be

Removing all of these requires a reliable and low-

ce water purifier, particularly for those times

aveler needs to make a protracted visit far from

)1 Better models are capable of extracting water
he atmosphere.

vater purifier allows the user to purify enough water for
ne person to drink per day.

SCANNING AND
SURVEILLANCE
EQUIPMENT

For Consulars, scanning and surveillance equipment 8
ally used for research and analysis, rather than sl
gulﬂgsyiduals. As such, this e<?|uii3m_§f‘l is mi
forcne N a research or teaching ins!
ment organization. :
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BIOSCAN
yenize any anomalies In ) pa
& VMH‘\‘ ‘[‘!nlw!\ cure an injury
? St \'" !11\ yn individu 1 n;vr“‘ ulu
G v““ .n a given set ol p srameters
¢ e “ to the anatomy from
oty .“:x\“'\'my‘;‘!“unl\m.ahnrzuxm\\
g ben s an ) \““ ¢ modifications
i b ! N ‘x”!'t‘\«‘-- from any
di he the ter make
PLICATOR

PLASMA PROTEIN RE

I bodily fluids from an ex
| recovery time from particu
; relevant for Iinjuri€s

e 5 Most »
|1 -35eS Of
s loss. but it can also be he Ipful in cases

> i have been contaminated. 1
a1 <ource enables the patient's body
ealing tissues. A plasma protein

sies to healing

onsulars, in general, tend to be defensive fighters. When
& iorced to draw their lightsaber in combat, they often do so
protection of others and with an eye toward neutralizing the
t situation as quickly as possible.

s not to say that they fear combat, merely that their
gombat are different from those of their more aggres-
ombat-oriented peers. Often, they will modify and
lightsabers to reflect the hope that, no matter
uation appears, peace can still be attained.

ttachments listed here reflect those ide-
ficant benefit to the defensive fighter,
Force user of any other career track
life. The listings on lightsaber crys-
 special situations in which a Consular
have particular interest. Several of
ds of stories the GM may wish to
Crystal Availability, on page

eMs can be used in conjunc-
nd later in this book.

BLADE DRAIN

ating a small power
Itsaber blade, Once
the power supply,
from the power
ergy blade ang
de contact

WEAPON ATTACHMENTS

.ates synthetic bodily fluids as approp
“‘mu(llt =1

“\;v\ y
Speél =)

3t
a targ cter uses a plasma protein rephcgtort : (¢
When a chara the character adds automatic g
Critic , i
heal a Crl Ae to heal the injury. iy
L(|H1mw"“" k made to 4

SPRAY PLASTO-C

| Injury

4 limb injury after it happens Ca:,
«tremity from becoming more seriously da
i dental misuse. Prompt action reducesHing
e \ealing time, even though further treg
' be required l»r‘ff’/m proper healing can begin, A
J5de I' . easily portable tool that can be used {ii
i M‘:‘ Iv)\/'|1(‘ll a patient suffers a serious injury, thé
m.mlmzi»j "mp Mnm(im‘l limb from the outside, preventin
;r(;:m)l|>((‘,1’wk:'hn¢{ and exacerbating the tissue damage.

A character can make an Easy (4) Medicine check tg
ply a spray plasto-cast to .a limb that has been (;r.lpp[
disabled due to a Critical Injury. If successful,_the crltlcal nj
heals automatically after one week of narrative time.

Quickly immobilizing

vent the €
throu
tient's overall |

There is, however, a risk that the drawn power could
load the power supply of the wielder's own lightsabes
excess power is stored, causing a catastrophic failure
device. Users of this modification consider it a smal
to pay for reducing the combat effectiveness of their
tradeoff that could save lives. This attachment can onl
applied to lightsabers. :
Models Include: Custom variants
Base Modifiers: When making a combat check ta
opponent with a lightsaber, the character may spe
reduce the opponent’s lightsaber’s base damage by
the remainder of the encounter. If the combat cheek
ates & 4@ &, the blade collapses as the power SUpE
and may not be reignited until the character's next
Modification Options: 2 Item Quality (Defensive +
Hard Points Required: 2.
Price: 4,000 credits (R)/9

HILT-MASKI

Often, openly carrying a lightsaber causes undue
and notice. Owners of such a weapon may have
Sons to want a subtler presence, yet still keep &
saber by their side. Perhaps they must enter an ar
;(; boebL\J/?Oder heavy Imperial scrutiny, or the mere pi
E Us Weapon may sour delicate negotia
\ € reason, Force users may make use of a
kit to disguise their Weapon.
Just as each |j
€ach hilt-maskin
of the moment,
dictate what for
be disguiseq

gh_tsaber IS unique to its u
g Kit; there is no “universal”
or the personal tastes of
M each kit takes Sometir
a; a cane; at other times it



art of a more mundane weapon |
as ite" rifle; it may even appear to
l)ld1etl1i'1g much more ordinary, like a
5o of macrobinoculars. The cost, rar-
P‘man 4 encumbrance of a hilt-masking
it) '_re the same as that of the item it
kit eant to look like. Whatever form
is M " asking takes, it provides two
the ortant qualities: it looks as little
Inl? , lightsaber as possible, and it
,“k;\:des quick and easy access to
1"R ull weapon when needed.
Models Include: Custom variants.
gase Modifiers: When attached
. 2 lightsaber, this attachment
\;\dds v Y to any attempts to
d or identify the lightsaber as a
lightsaber
Modification Options: 2 Increase
e number of ¥ added by one Mods.
Hard Points Required: 1.
price: Varies based on item used to

:.QJIE kit.
POMMEL CAP

Force users, especially those walking a path closely
sttuned to the light side of the Force, often seek non-le-
thal means for incapacitating their opponents. The pom-
mel cap provides just such a solution. The pommel cap is
2 small, weighted knob or other similar piece attached to
the base of a lightsaber’s hilt. The increased weight and
einforcement provided by the pommel cap make pommel
strikes with the lightsaber more effective, and less likely to
damage the lightsaber itself, than a strike with a bare hilt.
The pommel cap not only enhances the ability of a Force
user to provide a stunning blow, but it can also be used
1o store small items of necessity—most often an addition-
il backup power cell, though any number of small items
can prove useful to a Force user in need. The pommel cap
screws into the base of a lightsaber, and competent wield-

ers often incorporate its use into their fighting style as a

itter of course. This attachment can be applied to light-
bers or any Melee weapon with a hilt.

Models Include: Custom variants.

Base Modifiers: When attached to a lightsaber hilt, the
capon gains the Stun 2 item guality. In addition, a sin-
¢ small item with an encumbrance value of zero may be
‘Oredin the pommel cap, with GM approval.

Modification Options: 2 Item Quality (Stun + 1) Mods.

Hard Points Required: 1.

Price: 3,000 credits/2.

STUN BLASTER ATTACHMENT

Ve sensitives trained or experienced in other fields prior
' embarking on their current path may feel more com-
‘.»T,jl)le using a ranged weapon pefore resorting to gheir
"®Nlsabers, Others may have reason to disguise their light-
“Abers, vet retain immediate access to them. Still gtherg
’v'-,ls«m that if the threat of an opponent can be elnrqmate -
~ 'aNge, 50 much the better for all concerned. While car

rying an obvious blaster pistol is one solution, some prefer
a melding of blaster and lightsaber, perhaps believing that
a personal weapon best reflects the Force user when it
represents all aspects of the user’s life, both present and
past. Still, the tenets of the Jedi Order apply, and life is to
be preserved if at all possible. The stun blaster attachment
is seen as an acceptable compromise in these situations.

By stripping down an otherwise functional stun blaster,
wiring it into the power supply of a lightsaber hilt, and
bolting the resulting device to that hilt, a Force user can
make use of the blaster without relinquishing immediate
access to the lightsaber. This cannibalized stun blaster has
a shorter range and a more limited stun effect than a full
the energy draw on the lightsaber's

hy 7 ‘:‘sih‘g:m’ e
ation Options: mage + ;
x:m‘l:':ll:;ﬂ rating by one to a minimum of 1 Mod, 2 Item
Quality (Disorient + 1) Mods.

Hard Points Required: 2.
Price: 750 credits/5.




CORRU PTED CRYSTALS

< the
The Empire scou th
= - 28 > ro enfold In the
L ey o ar far from the lght
: 4 : Many ol

ol

e n f ‘
oS dark

chtsabers
.'f nd. in the
e «wmm\lrml
f the Force hey
‘ o their will

\pers \
“\-‘H;\iml‘x!\‘vl‘l\“
smed, they leave
15SOCI ted with
1< must be purged
sther hands and
nay take on the

yrce usel

k\ A corrupted crystal is a

e: N f :

MOGE{'SM“‘;'I:ZI‘S 1S his crystal changes a light-

: B jamag > and its critical rating to 2, and
‘ bt Rreach 1. Sunder, and Vicious )

» a character wielding this lightsaber
\;"c;« add @ to the check. When
racter’'s Morality rises to 70 or more,
this cr\SH:a f 1 reclaimed; it no \onggr proyides @
and it loses the Vicious item quality, though it contmlues to
‘“[uncu‘on ¢ above in all other respects. If the crystal is ever
moved, the lightsaber loses these qualities and reverts to
' ious base damage and critical rating.
jcation Options: 2 Damage + 1 Mods, 1 Decrease
Bs tritical rating by one to a minimum of 1 Mod, 1
Vicious + 1) Mod.
Required: 2.
be purchased. Must be found (R)/9.

CRACKED CRYSTALS

ion of the Jedi, the Empire has begun
ystals for itself, capturing and control-
2es of the crystals in order to develop
1s. Force users must look for non-
ightsaber crystals wherever they may
f their condition. For example, with
th Star, a new, if difficult to ac-
s been revealed. At the heart of
giant kyber crystal powering
@an. When the Alliance de-
stal shattered in the resylt-
f across the open space of

HMENTS

EnEUmhran[E

RECLAIMING A CORRUPTEI

hen a Force user agqgires a corrupted ¢
w the process of l’?clannmg the crystal and p,
ing it of its dark side influence should be more th,
ot 5 mechanical process. Such crystals represent
iy unity for characters to begin a powerfy|
OppoIrtsltj‘onv/ as its effects test their resolve, devotiq
Zigadedicétion to their chosen Moru‘IinA Character
raw stats matter less than the choices they mg|
during the story. After all, these crystals became ¢,
rupted after significant use by a Force user '|{,«,¢ i
dark side. The story requwemgnts to reclaim syc|
crystal should reflect the choices that made it
way in the first place.

A corrupted crystal is a particularly usefy|
ment in testing a user considered to be, or abg
to become, a light side paragon. It is

to become a paragon of virtue if no si
challenge is ever made to one’s beli

rality. Characters whose Morality

meet the requirements to reclaim th

but doing so should be treated as a majo
moment. In addition, GMs may wish to rec
Hard () > Q) Discipline check with

ate modifiers as a final challenge to fully p
the crystal in order to represent the crystal’s fi
resistance to being reclaimed.

|8

the Yavin system. Most of the shards are unusable;e
too small or too damaged to function, and many
succumbed to the gravity wells of the planets of
system. However, some few remain, quietly circling
the remaining debris fields, cracked and unstable; bl
tional. Special lightsaber modifications are neede
such crystals properly, but to the willing Force ust
can be made into distinctive blades. A cracked ery
lightsaber crystal.

Models Include: None.

Base Modifiers: Installing this crystal changes
saber’s base damage to 7 and its critical rating
the lightsaber gains the Breach 2, Sunder, and
weapon qualities. If a combat check made with't
saber results in ¥, the GM may cause the cryst
ter, after which the lightsaber loses these qua
reverts to its previous base damage and Crities
If the crystal is ever removed, the lightsaber |

QQalities and reverts to its previous base da
critical rating.

HP Required Rarity
0 ‘
e
S D
: e
T

Mod

Har«
Pric




yn Options

s Required

VIUST Be found (R)/10

SEEKER CRYSTAL

these crystals come from or

> hands of their users, Ry-

ark that none but a handful of
! r rumors suggest that these
erent purpose and only inci-
ightsaber crystals with un-
TS say they come from the deep-
stars yet unknown. Whatever

ose few that are known to exist have
owing them to avoid ambush and

se crystals seem to instinctively

> being secretly observed or when their

CRYSTAL AVAILABILITY

and players will note that some crystals
iled here are listed with no price and the
Cannot be purchased. Must be found.”

Btent is that these crystals are so rare and

jid to come by that they are not available for

Bral purchase by just anyone. They may repre-

§a pivotal or significant moment in the career

gany Force user who comes across them. Alter-

Satively, they may occur only in special, very rare

Gircumstances. Whether they form an entire ad-

venture themselves or merely a portion of a larger

adventure is up to the discretion of the GM and

players, depending on the needs of the story they
are telling.

Given that a lightsaber is a very personal choice
and represents a significant milestone in the Force
user’s career, any crystal available to one is likely best
handled by creating specific and special moments for

that wielder. The importance of creating one's oW

lightsaber rings somewhat hollow if characters can
just go out to the local markets and purchase a ¢ e
tal without expending effort and time L0 do so. Allow
these special moments to shine and impress Upol the
Characters the significance of the events they
Periencing. Crafting one’s own lightsaber 15 Onc" e
Most important things a prospective Jedi will evel

are ¢

|
ao

blades produc
connect usere tr ¢

to detert
) detect those

luxlnf,ny the w 3y
Oout a doubt tt
d "5.{‘”’»‘1%“7 crysta

Models Include: None

Base Modifiers: |-

saber's base damage ind
the lightsaber gains Y“r e Breact
Force-sensitive characters mak
check may add 3 3 to the che
whether a hidden being is pres
crystal is ever removed, the
and reverts to its previous t
Modification Options: |
check range to medium Mod
Hard Points Required: 2.
Price: 16,000 credits (R)/9.

i1t a ¢
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SOLARI CRYSTALS

As rare as this type of kyber crystal is, sor

into the hands of Force sensitives highly attL o
side of the Force. Tales of solari kyber cryste
ancient past, and they have long been t
myths. However, they do exist, and
who can find one and make use of It

will of the Force that those most in tu
should happen upon them. They are no
though, for they demand much of their wie
they provide unparalleled protection against
solari crystal causes a lightsaber's blade |
making it much more effective at aefiecting
solari crystal is a lightsaber crysta
Models Include: None

Base Modifiers: Installing this crysta
saber's base damage (o 7 and its critica
the lightsaber gains the Breach 1, Sundet
item qualities. In addition, a Force-sensitive (
reduce the amount of strain suffered when ¢
incidental by one Should a Force-sensitive User s Morality
ever fall below 50, the lightsaber loses these qu

reverts to Its previous base damage ana critic \ rating. If the
the lightsaber loses these qualities

axKking tne e

111ties ana

crystal is ever removed, ‘
and reverts to its previous base damage and critical rating

Modification Options: | Damage + 1 Mod, 1 Item Quality

(Defensive + 1) Mod, 1 Reduce cost of Improved Reflect by

@ Mod. : :
Hard Points Required: é
Price: 16,000 credits (R)/9.
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NEW DROID

'n pursuit of their duties, Consulars are required to travel to
a wide array of different systems, each offering its own chal-
lenges and trials. Depending upon their own predispositions
and the requirements of their missions, Consulars may have
entire staffs working under them, or they might be venturing
alone into a forsaken Outer Rim system. In many cases, a va-
rietv of droids may accompany them to help them fulfill any
wcluding negotiation, instruction, and more.

s

far from established bases and safe havens,
nsulars make extensive use of droids in the pursuit
sir duties. There are many times when Arbiters, dedi-

aking the difference between war and peace, may
mselves alone in their efforts aside from a loyal droid
thfully by their side.

/
a
aJa

BD10-SERIES ASSAY
SUPPORT DROID [RIVAL]

The galaxy is filled with small, out- of-the-way systems and
polities that may stand in the way of prosperity and progress
population. The Outer Rim, in particular, is
d of minor, insular communities and cultures that
n |a3 way claim to resources, trade routes, or information es-
sential to the success of larger, more Core-oriented entities.
Responding to this situation, Industrial Automatons first cre-
ated the BD10-series droid, specifically intended to assist
negotiating parties in dealing with the myriad cultures and
systems of the less civilized parts of the galaxy.

L
18]
reater

Programmed with the languages, traditions, taboos, and
morays of over a million Rimward civilizations and corpora-
tions, the BD 10 series is still seen as one of the best choices
of companion for anyone seeking to do business in the Outer
Rim. With the help of these innocuous droids, any negotia-
tion with a less advanced society will be infinitely easier.

Droid (does not need to breathe, eat, or drink and
N sunvive in vacuum or underwater; immune to poisons and
s), Outland Etiquette and Protocol (BD10-series droids
allies to add [ to any Negotiation checks or other
Cks made to negotiate or mediate in the Outer Rim).

nent: None.

BLO-SERIES NON-LETHAL
COMBAT DROID [RIVAL]

ISing need for crowd suppression and non-lethal
2nt techniques on the Core Worlds, Arakyd Indus-

flirted with a droid designed to fill this admitted-
The BLO-series combat droid was designed

important witnesses for later interrogation. Due g
combat effectiveness, however, most BLOs were repurpg
as security droids soon after their initial release.

This droid—scuttling forward on three squat, sturdy:
and with its robust hyperarticulated arms, an array of
lethal countermeasures, and two long stun whips eme
from its shoulders—made for a terrifying sight to those
iar with its operation. There are still those who prefer the
of the BLOs to more conventional security or combat d
for a wide variety of reasons; especially in the more ph
hardscrabble negotiating environment of the Outer Rim.

‘@pﬁ

BRAWN AGILITY INTELLECT
Skills: Brawl 3, Cool 2, Coordination 1, Ranged (Light)-»
Resilience 2. :
Talents: None.
Abilities: Droid (does not need to breathe, eat, or drink
can survive in vacuum or underwater; immune o pois
and toxins).
Equipment: 2 stun grenades (Ranged [Light]; Damage
Critical —; Range [Short]; Blast 8, Disorient 3, Limited A
1, Stun Damage), 2 built-in stun whips (Melee; Dama

Critical —; Range [Short]; Stun 3), built-in armor plating
defense, + 1 soak).

ED-V8-SERIES ENVOY DROID

Seeing a weakness in the general run of protocol d
namely the almost universal humanoid appearance
models, the Rseikharh! Droid Group began the deve
of a droid who would specialize in assisting negotla
diplomats working specifically with non-humanaid
Built around the ancient chassis of a Krath war @
ED-V8 uses variable-configuration cybernetics [0 4
appearance of its body, while two interface modu
ply the foundations for communication with an array ol
humanoid cultures.

The ED-V8-series is programmed to be completetyitt
sive and nonthreatening as it assists its owner in €s
contact with local leaders. Programmed with an @
high level of autonomy, most droids in this SEres |
the first point of contact with non-humanoid s
ing the foundation from which more experience
diplomats can build.

Skills: Knowledge (Education) 2, Know
Negotiation 4, Perception 1.

=
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 breathe, eat, or drink and
; ter; immune to poisons
Etiquette and Protoco! (ED-V8
$ 10 add [l to any Negotiation checks

P2F HOSTILE ENVIRONMENT
REMOTE [MINION]

m in a wide array of functions for diplomats
3cross the galaxy, but sometimes, no mat
e environment, only direct contact with a

narts will do. Haor Chall Engineering was
yst this need when it designed the P2F

an extensive suite of sensors, recording de
on eguipment, the P2Fs can bring a diplo
any client, no matter how inaccessible their

{

) the P_

can be piloted remotely, kept unaer the
f its operator, the units also possess sul
and awareness to deliver themselves to thelr
{ Blga 0! operation to Utilizing
bnation of repulsorlift technology and multiple articu

initiate direct contact

B the P2F can g anywhere, proviaing a

pIoprojector link between the negotiating parties

aimost

IMNK alik

id (dUES not need to breathe, eat, or «

Vacuum or underwater; immune O poLES

A

llitin long range comlink, built-in NOIOPT

SBD SERIES ASSISTANCE AND
RESCUE DROID [RIVAL]

Surveyors, explorers
MUst venture tar fron
ways felt the need for
POTL in their eftoet« The Kart
farﬂung mining interesr ‘
"ﬁ(@!ﬁ%my fole

ploneet
™
| {

A rugged design ke
this droid to the Qreate
The SBDS have prover
V()Vng‘!‘*q into dange
and regions torn by na
m hp(w’ may g0 a
and rapport. Anyone
durabilit y and

ence in a crisis wou

assistance and res

IMELENCE

Skills:
Percept

Talents: Keer

ess time tha

Abilities: Dr

Can survive

iNd LOXI!

Equipment: B

pacs, t t-ir
TRD-2 SPARRING DROID [RIVAL)
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es Q% Vidity
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ES DIALECTIC DROID [RIVE

of the galaxy, there have been man
o education. While the inevita

1T520-SERI

Throughoul the history

approac hes

g has seen a veritable raft of education
1| wu:'jt“.‘. 1dS5 5 e a
BRAWN m.m“‘\‘ ‘E( tor droids flood the Core Worlds through ¢
i ny cultures continue to advocate the anCien'
) ¢ ITle y ! , ent
ulla H‘H\ LM lecturing. Oné manufacturer sought to COmbln%,
: 2 S ’ v
y Rrawl 3, Coordination |, Lightsaber 5, ;i\,xrlul‘];})w ches in a single laminanium shell. |ndusmal
o \ nge : y : LI s ; corip ~ ~ At PEas
‘SN”‘& e (oae) £ Automaton’s popular TTS15-series education and tutorial
\‘\\“\\ e | ‘l ; ) 1 H y Al Vel [ v
. | irink  droid was modified with further dialectic and commuURjEa.
3? Bt e not peed 10 breathe, eat, Or ( I'l ,\ ; Lules to create the TTS20, one of the most success:
Abilities: o1d (GOX > ~Aerwater: immune to pol tions modulé: ( e
| Sl R e (TRt 5 ing | orator droids in the galaxy. ‘
nba ng (TRD-2-series sparring  ful or E
sons and toxins), LOMYe who \ spent at least one hour Programmed in over a million sf:yle@ anQ disciplinesiel ol
- increase their melee g;mi/od argument and debate, this droid is the best foil'fog *
. vo for the remainder c;ny being training to be a solicitor, diplomat, or negotiator
Often the pressures of its contentious programing will cause
bladed training saber individual units to develop a particularly quarrelsome per-
(Lights: Damage 6; Critical —; Range sonality if their buffers are not cleared regularly. Strange[y
e D enough, however, SOmMe OWNers of the TTSQQ series see this
wieldy 3), stun cannon (Ranged [Heavyl; as an added feature and will encourage their droids to'des
B e ol velop even greater heights of insolent confrontation.

Damage 5; Critical 5; Range [En-
gaged]; Cortosis, Disorient 2,
Stun Damage).

S o G

Skills: Charm 2, Cool 1, Deception 2, Knowledge (Cor
Worlds) 1, Knowledge (Education) 1, Negotiation 3,
ception 2, Streetwise 1.
Talents: None.
Abilities: Droid (does not need to breathe, eat, or dril
anq can survive in vacuum or underwater: immune
Poisons and toxins), Master of Rhetoric (TTS20-Sefit
droids allow allies to add [T [ to any opposed Pre
ence- or Willpower-based checks or other ched

made. Lo negotiate or mediate in the Quter Rim).
Equipment: None.
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VEHICLES

Consular may be called upon to visit all manner of hostile
n ironments. Conflict, misunderstanding, ang mrsdi~roc‘»
o plague the galaxy, and often the most important \pol(\n
\llies or endangered innocents are those whose th
s leave them beyond the undcrsmndmg or umpallw‘o[
Many teachers seeking to drive home the imporla‘n(‘e
xy's diversity mlgm seek to expose their students

> variety of exotic and isolated locales.

hese aistant outposts, a Consular will often re-
s specialized forms of transportation. Whereas
1 speeder or flyer might be more than sufficient
rposes, there are places, cultures, and circum-
equire something more, Although some modifi-
> needed to standard makes and models, most
es used in the pursuit of g Consular's aims can
somewhere on the open market in most systemes.

PEEDERS

ers are some of the most common forms of trans-
any civilized world, but they often prove most
ss developed systems that lack any form of public
n or established transportation networks. Most
ers are limited to atmospheric flight, utilizing re-
r maneuvering, takeoffs, and landings. On Core
speeders are used for everything from personal
Lo cargo transport, also seeing service with vari-

ty agencies and military units.

wn

peeders are more versatile than others, and it
oe these that Consulars find most useful in the

r duties. Combining the abilities of limited
other modes of transport such as submarine and
skimming, these vehicles make it much easier to
Olated outposts or the command and control hubs
orts of military, corporate, and cultural efforts far off

en path.

ASCENDANT PERSONAL STEALTH FLYER

L produced by Sienar Design Systems as a proof of con-
nodel, the Ascendant personal flyer was the prede-
rto an experimental starship designed to defy block-

€S during the Clone Wars. The project was eventually

‘rapped when the prototype of the corvette-sized full ver-

*I0n was destroyed over the planet Christophsis. However,
alimited number of the smaller flyers still exist, for those
ICKy enough to find one.

Equipped with an advanced cloaking device that ren-
Gers the craft nearly invisible, the Ascendant model is per-
'ect for espionage and infiltration but has also seen use in
‘arious theaters of operation when an important ambas-
sador or trade envoy needed to be inserted into a vola-
tile situation without drawing undue attention from other
Parties, Many a negotiation owes its successful conclusion
1o the timely use of an Ascendant flyer in a moment of
Extreme tensjon.

Vehicle Type/Model: Airspeeder/Ascendant
Man.ufacturer: Sienar Design Systems
Maximum Altitude: 6,000 meters
Sensor Range: Long.

Crew: One pilot, one observer.
Encumbrance Capacity: 20,

Passenger Capacity: Nore.

Price/Rarity: 55,000 credits/9
Customization Hard Points: 2.
Weapons: Nore.

ADDITIONAL RULES

Stealth Systems: The personal stealth flyer benefits from
state-of-the-art stealth systems that render it almost
ible to passive and active scanners, This ship will not reg
ter on passive scanners that are short range or farther away

from it (only passive scanners at close range can pick it up}

3y
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In addition, increase the difficulty of any checks made tc
detect the vessel by two.

FLASHERFISH PERSONAL WATERCRAFT

Based upon the popular Undicur-class jumpspee:
Flasherfish was designed specifically to fill the
transportation niche on water planets where t
meteorological conditions precluded standard flyers
swoops. Using both hydrojet and repulsorlift technologies,
the Flasherfish provides ideal personal transportation under
the most extreme weather conditions, as well as among the
coral caves of many ocean-world archipelagoes. Capa
brief periods of actual flight before the generators require a
recharge, the Flasherfish is in its element slicing through the
water under nearly any conditions.
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The Flasherfish lacks the ability to travel beneath the su
face, but its enclosed cabin means that harsh weather w
not affect its ability to skim the surface of any ocean. In pa
ticularly rough seas, or when seeking an ideal perch for rest
and refit, the Flasherfish is capable of short flights, giving it
the appearance of a glittering fish skipping across the waves

When one must travel alone to a water planet or visit a
culture that lives within a fluid medium, these swift craft are
ideal. In the pilot's seat of a Flasherfish, one can reach eqp;g
worlds that would otherwise be ing;cessnble Thg Flasherfish
is perfect for the adventurous spirit veering grr [herbedtenn
path, or for students of the_ galaxy seeking to learn more
about the aquatic cultures of the Quter Rim

TOOLS OF JUDGEMENT h



) SILHOUETTE

SPREED:" -

Vehicle Type/Model: Airspeeder-watercraft/Flasher fish.
Manufacturer: Kuat Vehicles.

Maximum Altitude: 20 meters

Sensor Range: Medium

Crew: One pilot.

Encumbrance Capacity: 5.

Passenger Capacity: |.

Price/Rarity: 5,000 credits/5.

Customization Hard Points: 2.

Weapons: None.

IML-2C AQUATIC SCOUT SHIP

Initially designed and produced to work in conjunction with
larger base ships, the aquatic scout ships were designed to
scout out possible mining locations. Their durability and
endurance resulted in their being sold in small quantities
throughout the Core Worlds and beyond. The IML-2c is ca-
pable of limited low-altitude flight as well as surface and sub-
marine operations, making it an ideal transport for a wide
variety of tasks on water worlds and when dealing with pri-
marily aquatic polities.

Much more expensive than less versatile watercraft, the
IML-2c is one of the most adaptable watercraft available in
the galaxy. A pressurized passenger compartment means
that passengers and crew are completely protected from the
depths as well as from inclement weather and atmospheres.
Most often brought into service as a submarine vessel, the
IML-2c outshines its airspeeder and landspeeder competi-
tion as it transitions from the depths, to the waves, to short
flights with ease.

Diplomats, envoys, and other emissaries whose duties call
them to a planet appreciably covered with water often utilize
the IML-2c to reach their counterparts beneath the waves.
- This craft, capable of traveling both along the surface and
deep beneath, is ideal for facilitating face-to-face communi-
cation and negotiation. When remote communication with
the powers who live beneath the waves of a Rim World is dip-
lomatically impractical, the IML-2c offers an alternative that
could well mean the difference between success and failure.

8 80 oananew
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\ ype/Model: Naval Surface-Submarine/IML-2c.
ar wrer: Imperial Mining, Ltd.
or Range: Medium.
 pilot, one co-pilot, one comms technician.
Capacity: 20.
pacity: 2.
000 credits/5,

LANDSPEEDERS

Landspeeders are by far the mo;t common fory
portation in the galaxy. Available in a nearly unlj

of shapes and sizes from countless manufacturey
from the Core Worlds into the Outer Rim and be
speeders can be found on nearly every planet in :
Using robust repulsorlift engines, these vehicles

ally easy to maintain and serve as the backbon
transportation systems. Ranging from small, single
swoops to massive cargo carriers, landspeeders are
of traveling at a height from a meter or less off the
an operational ceiling that can sometimes reach 10

Landspeeders ignore hazards and other effects
that are lower than their operating altitudes.

A-A5M EMERGENCY RESPONSE

Developed based on the highly successful A-AS
truck, the A-A5m is a purpose-built emergency respe
hicle specifically designed to operate in harsh, inhe
scenarios, whether unforgiving inclement weather
disasters. Equipped with all the latest medical
and available with a fully compatible medical d
nominally increased price, the A-AS5m is the mo:
vehicle available when time is of the essence a
on the line.

Medical and rescue personnel, as well as reli
around the galaxy, have made the A-A5m syno
salvation for years. Its expanded sensor suite mea
A-A5m is able to find those in need despite the
situation while delivering the lifesaving aid it req
a limited cargo capacity and the option for fu
nal cargo modules, this workhorse of the Trast s
capable of saving lives and salvaging entire settle
matter the harrowing circumstances.

SILHOUETTE L SPEED L HANLING ' T T

Vehicle Type/Model: Speeder Truck/A-A5m.
Manufacturer: Trast Heavy Transports.
Sensor Range: Long. }
Crew: One pilot, one medic and/or one medical @
liaison officer. '
Encumbrance Capacity: 100.
Passenger Capacity: 6.
Price/Rarity: 10,000 credits/5.
Customization Hard Points: 4
Weapons: None.



LANDSPEEDER

: for its cargo skiffs
s essful line of luxury

ical spacer and
MQDEd for explora
IS as luxurious as

BIepresent a compromise between the inexpensive,
Bintained, but restrictive aspects of tracked and
;t’ansportatxon and the more versatile but equally
BPensive and finicky repulsorlift technologies essen-
Péeders and landspeeders. Although slower than
BBlRdcars and crawlers under ideal circumstances,
BIE capable of traversing almost any terrain, reach-
10 Wheeled or tracked vehicle could ever hope to.
MOst walkers are military in origin and purpose,
Many civilian variations and models as well

B ignore penalties from light terrain and from any
than half the vehicle’s height

WHELIK ALL-TERRAIN EXPLORER

8nd produced by Corellian Mining Corpora»gonrue)
dfor a civilian vehicle capable of penetra?'/“i't ;1
&€, inhospitable terrain, the Whe“k_has 2 Igtte
; bﬁs that give the vehicle its distinctive SllhOUeed
M€ Same time making it ideal for accessing r?gngetsj
P0Ssible-to-reach locations ON remote. P'2

The Whelik has
seen duty chiefly as a
relief and rescue vehicle,
although there have been
instances when its durable
construction and ability to
deal with any type of terrain
have seen it used as a transport
for high-value personnel under try-
ing circumstances.

Unlike most military walker variants
the Whelik lacks a powerful droid brain
co-pilot for safe operation. Although t
as a standard feature, some Whelil
retrofitted to utilize military-style
them to deploy nearly anywhere
There is almost no terrain the W
of traversing. Whether transp
important cargo, or searcf
civilized locales in the galax
suited than the Whelik

Vehicle Type/Model: W i el
Manufacturer: COTela!
Gensor Range: ! ong

. One pilot, one co-pliot
Crew: One p! co-pilo
Encumbrance Capacity: )

pPassenger Capacity: 2
Consumables: 1 month [
i v 50 000 credits/o
Price/Rarity: 0. gt
Customization Hard Points:
Weapons: NOME:



Passenger Capacity: 4, de-
pending on berthing arrangements.
Consumables: Three months.

57,000 credits/7.

Hard Points: 5.

MWo forward turret-mounted light laser cannons
c Forward: Damage 5; Critical 3; Range [Close]).

ITAL SHIPS

i capital ship is a catchall phrase used to describe
~ most large, neavily armed warships. Capital ships are often
-~ wused to confront other, similarly sized ships as well as for
independent patrols in force and diplomatic force projec-
tion. Common design elements of capital ships are robust,

fedundant systems; heavy armor: and powerful sensors and
Weapon systems.

Although most Consulars avoid armed confrontation and
conflict as much as possible, especially encounters as de-
structive as those resulting from capital ship combat, the
power, durability, and versatility allowed by these larger ships
often mean they are employed on the most vital missions.

CONSULAR-cLASS LIGHT CRUISER

Designed specificall
the GCalactic Re
been central to
and parleys in
vive all but the
€rs, and faciliti
Operation, it jg
the annals of g

Y 1o ferry diplomats and Consulars for
public, the Consy/qr class light cruiser has
somg of the most Important negotiations
galactic history. With sufficient armor to sur
Most concerted attzck and sensors, comput
es sufficient 1o conduct a major system-wide

€asy to see how this ship earned its place
plomatic history, S place in

The long, thin hull of the Consular-clasS EruISer SWellSinthe
tai 0 a comiortable 18 drea an

middle, containing a comfortable 7 -
for important envoys and diplomats as w s qua

The pow

small, often elite crew

apparent in the three massive ngines *”e m
famous profile of the Consular clas > jowly
pod that hangs beneath the ship’s to

The Consular-class cruiser has perial
Fleet today. Those few remaining example e class can
be found in the Outer Rim. Used prima by system govern:
ments, corporate councils, and trading fe S ship
continues to serve across the galaxy. A paint
of the Consular-class cruiser is a s e that
can act as a completely secure setting ons as

well as a fully functional esc

ANe NN
LapC |

i cabin space
rters forthe ™
he ship are

Hull Type/Class: | Iight Cruise
Manufacturer: Corellian Engin
Hyperdrive: Primary: Class 2

Navicomputer: Ve

Sensor Range: Extreme
Ship’s Complement: One
pilot, one navigat

ShID'S ¢ aptain, or
Oor, one comms
Encumbrance Cap
figuration

Passenger Capacity: |
Consumables: On
Price/Rarity: 1!
Customization H
Weapons: None.

acity: Up to 4.000.

Ip to 24 depending or
€ year
00,000 credits/t

o 1
ard Points: ¢

1SS 2, Backup: Class 14

e pilot, one e
operator, fout

depending on Colis

engineers.

| configurations
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CONSULAR-CLASS CRUISER’S SALON POD

reentry, should that prove necessary. Due primarily to
its dual role, the salon pod is considered by many to
be the most comfortable escape craft in the galaxy.

;;- directly beneath the bridge of the standard-
4 at Consular-class cruiser, the salon pod is a
ISe module that can serve as a lounge for the

; 0r passengers, a conference room for conducting
gélicate negotiations, or an escape pod. The salon is
completely shielded to defeat any attempts at surveil-
lance or recording and is heavily armored against any
form of attack. Once the salon pod has been released
frou? the cruiser, it has limited autonomous flight ca-
,pab‘"ty and should be able to reach any planet within
Its current system in a matter of days. The Salon pod’s
P"Qting station is hidden within one of the couches
“fllng the circumference of the chamber, allowing a
Pilot to access rudimentary sensor, communications,
and flight operation systems. A holoprojector, confer
ence table, and other paraphernalia usually occupy
ing the center of the space are stowed beneath the
degk plating after ejection, while the couches and
hairs are easily transformed into crash couc

»I“l( S [(ll

SIL_HDUETTE

SPEED HANDLING

Manufacturer: Corellian Engineering Corporation.

Hyperdrive: None.
Navicomputer: None.

Sensor Range: Medium.
Ship’s Complement: One pilot.
Encumbrance Capacity: 5.
Passenger Capacity: 10.
Consumables: One week. .
Cost/Rarity: Comes with ship.
Customization Hard Points: 0.

Weapons: None.




The Crucible was a legendary ship that served the Jedi
Order as a mobile training center and classroom for near-

ly a millennium. Little js known for certain about the ship,

€xcept that it was used to carry Jedi younglings to and

the standard curriculum of

JEDI TRAINING CRUISER CRUCIBLE

lat p file niscent of t
lian YT-1300 light freighter. Five massive io
housed in independent armatures extended ba

The Crucible appears to have been initially designed

to provide the Jedj With a forward command and control
base from which to |eaq military operations in the galactic
hinterlands, As Such, it would have possessed almost al



USING THE CRUCIBLE IN YOUR GAME

he Crucible’s final fate is yet unknown. Even if it was

salvaged from the surface of Florrum during thé

L Clone Wars, there is no guarantee that it survivea the

§ remainder of the Clone Wars, or that the PCs could

Lever find it. Of course, if GMs wish to have this happen

n their own game, their group can find the long-lost

Crucible and have a campaign set around restoring it
Land turning it into a base of operations,

Ke It an excellent traveling class
lany records wer: lost in the de

| Coruscant, and thus it cannot

er retrontted cor ‘ettes serving a

er at the time of the Crucible’'s de
unreasonable, however to as

ne galaxy such a ship continues

e consider lost in time. In fact,

1 SNIp, still cruising beyond the
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Class: )| Cruiser/Unknown Class
turer ed to have been the Rendili Vehicle
ve ary: Class 3, Backup: None,

mputer:
Range: Extreme
Complement: One pilot, one engineer.
mbrance Capacity: 300
enger Capacity: 10 students and instructors.
sumables: One year
Price/Rarity: 000 (R)/10
Customization Hard Points: 6
Weapons:

ADDITIONAL RULES

: .
erkshops: he interior of the Crucible was said to have

extensive workshops. Younglings spent

kshops contructing and repairing thelr

earning other lessons involving main

ntion. When making Mechanics checks

[ e PCs always count as having the right

2 ee page 181 of the Force AND DESTINY

" €Dook), In addition, once per session each character

W0ard the ship may make a Hard (4 4 4) Perception

Check if successful, they find one part for constructing a

"ehtsaber WOTLY 000 credits or less (the description of the

pa Ip to the CM, but it should be exotic, antigue, Of
Olher

IWISe distin tive)

A,ncie"t Databanks: The databanks aboard the Crucible

Ve accumulated a great deal of esoteric information over

:-I(!)”'lu s Characters aboard the ship add aul,unmr,u: * O
iy waluju(s (Lore) or Astrogation checks they make

years

Alternatively, GMs can use the Crucible’s profile to
represent another training and instruction ship of
their own invention. The GM will need to invent a
ynique backstory for the ship and explain how it got
Into the hands of the PCs. In return, such a vessel
canl prove to be a centerpiece for a memorable and
exciting campaign.

KAMINOAN OBSERVATION SHIP

First developed by the cloners on Kaminc
arce hine Wors. mi ira e
’)":' ;\‘r)...{, f, I/J/./// €

from which deta ed, scientif

J

under a variety of circ

of following the operations of their

field, assuring that the latest and most detailed data
be brought to bear in future training and clo

With a state-of-the-art sensor suite, 3 r avicomg

full repulsorlift array beneath its r
ments, the Kaminoan observation ship was
taining a watch over any sort of landscape

tions or in peacetime

After the rise of the Galactic Empire
cial Training Corps assumed the
and training, and the Kaminoan observat
fell out of use. However, such assets
and soon explorers, academies
galaxy were clamoring for these m
The observation ships are idea
nomena, observing flora and fa
tracking the actions and m
any terrain. The observat
suspended beneath the
of the most sought-after ¢
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Hull Type/Class: 5
Manufacturer: Karn
Hyperdrive: Primary
Navicomputer: Y

Sensor Range: Extrem

Ship’s Complement:
Encumbrance Capacity:
Passenger Capacity: 20
Consumables: Three montr
Price/Rarity: 750,000 credits//
Customization Hard Points: 6
Weapons: None
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“My own counsel | will keep on who Is to be trained.”

~Yoda

nd using mentors in a campaign to aid and influ-
/ throughout its journey.

Lalers, . Niman D'SC ;es ' so contains guidance on incorporating
nto traditional campaigns, which the
to violence can complicate. GMs will find
ntegratmg ‘Consulars within a party so they
d. Consular-focused adventure seeds
sive Consulars moments to shine and

paign can present challenges

a group of more combat-

ipter explores multiple ways-
ditional campaign and®
jesign Consular-centric:
dditional tools that can help
mes in greater depth.

erest of running scenes at the table in which

ke center stage, ;,mg chapter also presents
The Jedi believed the Force was e use of Knowledge

ana defense, and it is knowledge ‘ﬁ

main of the Consular. This Knok  Ci nd pr uidan sure g0 B
Uidance of a menton : ! : at encounter.
4th of discovery: ‘



MENTORS

I Force Anp Destiny, most characters are emergii Force

something

NSt connectior LO

; DEelng hunted Dy Lh \‘\")’HHA‘\‘
rced to learn what they
idance in ancient, forbid
ckv few enjoy the guidance ol
how to control the mystical

<lv surrendering to its will
extensive guidance for using mentors In FORCE
AND DESTINY { explc how the mentor archetype
sused in S Vars to enhance a story. A sugge lulm )CESS
S [ jed for creating m¢ r NPCs with rich histories and

nentor’s stat

anEe 101 Clite IH\\;‘,‘I
S SR conic moments petween students
S is explorea, with sug \‘L‘\\IUH\ on how to re alize
S 101e
s a classic literary archetype common to heroic

ughout the ages. The primary role of mentors is
Jowledge and wisdom with less experienced

| many such characters throughout
most iconic of whom is Jedi Master Yoda.

e mentor does have a darker counterpart, who
es the hero toward a less noble path. Often
ckster, another classic archetype, this char-

s secret knowledge and experience.
s the trickster’s ultimate expression
ne, who turned Anakin Skywalker to evil.

1g€
rs has

literary mentors can be helpful in

Foacs anp Destiny mentor figures, and GMs with

nd well-played mentors can elevate a good
|

a great one. Mentors can have their own story arcs
relationships with their students to grow

over the course of a campaign. They can also
ories, which the GM can reveal in bits and
¢ e course of These elements can com

satisfying subplot that helps provide con
while providing the party with

ICONIC MENTORS

The Jedi Order brimmed with iconic mentor figure
to craft their own,
"!’1(!":‘\,’)", ‘)""J" Inent neroes SU( " {)I)\ \A\ 10 |\( !H»')\
T&H()_ and Luke Sk ywalker owed their
gratitude triumphed
wisdom and knowledge of their teachers Many
g0 on to become mentors to other young heroes, passing on

what they had learned.

S from
vhich CA< ran 2 AR

which GMs ca dKeE PIratior unique
’\M'mlw
a debt of

without the

mentors
and wouldn't likely have

would |ater

Those capable of mentoring a student in the ways of the
Force fall into three basic types: the trainer the consultant
and the challenger. The trainer is part coach and part team-
mate, constantly at the student’s side. The consultant stavs

PLAYER CHARACTERS AS MENTQ;

w ithin the context of a campaign, Np( sy
tors can be problematic in that PCs . ‘H"
to abuse their power by too often asking fo ‘l“ :
with social and combat encounters. While lin \
ing such overuse is discussed later in this chap,

another potential solution is to designate one “

as the mentor to another.

The PC mentor might narratively have had me,
training or simply be older, creating a naty,
mentor-student dynamic despite similar power |,
els. Like Kanan Jarrus, a mentor might have |
hiding Force powers for some time and might o
recently have resumed training.

PC mentors may wish to utilize some of the op

in the Creating a Mentor section, page 7
their characters. This can guide them in think
about what their style of teaching and relationshi
with their apprentices might be like. The Using a
Mentor section, page 74, can provide PCs
ideas for brief training activities they can initia
during downtime, such as while in hyperspace

behind but provides vital insight and information o every
heroic journey. The challenger is a spiritual mentor foeused
on pushing students toward spiritual enlightenments

Any type of mentor can bring a fresh element o a cams
paign, and a mentor isn't stuck within the confineSOFESIEs
gle type. A mentor can take on some aspect of any typeas
needed or evolve from one type to another as the heroes
needs change. The PCs might even encounter multipie mens
tors of different types over the course of a campaigRsil
varying approaches and conflicting advice

THE TRAINER

The trainer is the most common type of mentor fgure IS
Wars, best embodied by the Jedi Padawan-Masterrelation
ship. This trainer provides students with basic FOICE skills
1d the philosophy surrounding when and how tO-USE them.
The Jedi tended to administer this type of trainifigas the
field, where students could learn in real conQitions: 4

nobi during

Master Qui-Gon Jinn teaching Obi-Wan K¢
their mission to Naboo is a perfect exampie OFtiis remm ;
ship, as are the many other iconic Master-Padawai palﬁw

throughout Star Wars. Obi-Wan Kenobi and LUKE S

Kanan Jarrus and Ezra Bridger, and even Anaxif SKijl
and Ahsoka Tano are all examples of trainers workin
equip younger heroes with the skills and experienes ne

walk the Jedi path on their own

PCs might outgrow the need [Of
supervision the trainer provides. AS students
y of doing things, the mentof might
sultant or a challenger, giving NErOS
to use skills honed under the trainer's tutelageses
through experience.

sometimes,
Stant
find their own wa

Into either a cons
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MENTORS

I“ Force AND DEesTINY, moOst characte

overing their connection to something

: s hunted by the tyrannical

ysreed to learn what they

or euidance in ancient forbid

uckyv few enjoy the guidance ol

Jjents how to control the mystical
sously surrendering to its will

5 in FORCE

for using mento

S extensive ;‘;_.‘."'\(‘ (

AND DESTINY ( ons. exploring how the mentor archetypt
S use S Wars to enhance a story \uu\}wmllwlpmuw,
or NPCs with rich histories and

ance for creating a mentor's stat

3 series of iconic moments lwl\\/wn students

ors is explored, with suggestions on how to realize

s a classic literary archetype common to heroic
e ages. The primary role of mentors is
eir knowledge and wisdom with less experienced
Star Wars has many such characters throughout
st iconic of whom is Jedi Master Yoda.
ntor does have a darker counterpart, who
ures the hero toward a less noble path. Often
trickster, another classic archetype, this char-
s secret knowledge and experience.
aps the trickster’s ultimate expression

vho turned Anakin Skywalker to evil.

)
)

Researching classic literary mentors can be helpful in
FORCE AND DESTINY mentor figures, and GMs with

: nd well-played mentors can elevate a good

ne !‘r%wo»s can have their own story arcs
heir relationships with their students to grow

> over the course of a campaign. They can also
ried histories, which the GM can reveal in bits and
er the course of play. These elements can com
satisfying subplot that helps provide con
petween adventures while providing the party with

ICONIC MENTORS

The Jedi Order brimmed with iconic mentor figures fron
! an take Inspiration to craft their own, unique
mentors. Prominent heroes such as Obi-Wan Kenobi Ahsoka
Tano, and Luke Skywalker owed their mentors a debt of
gratitude and wouldn’t likely have triumphed without the
wisdom and knowledge of their teachers. Many would later
g0 on to become mentors to other young heroes
what they had learned.

passing on

Those capable of mentoring a student in the ways of the
Force fall into three basic types: the trainer the consultant
and the challenger. The trainer is part coach and part Leam‘
mate, constantly at the student’s side. The consultant stays

PLAYER CHARACTERS AS MENTD

w ithin the context of a campaign, NPC .
tors can be problematic in that PCs ‘”"
to abuse their power by too often asking fo h
with social and combat encounters. While i
ing such overuse is discussed later in this chap,

another potential solution is to designate one |.

as the mentor to another.

@l

(

The PC mentor might narratively have had me,
training or simply be older, creating a natyes
mentor-student dynamic despite similar power |,
els. Like Kanan Jarrus, a mentor might have by
hiding Force powers for some time and might .
recently have resumed training.

PC mentors may wish to utilize some of the option
in the Creating a Mentor section, page 70 ¢
their characters. This can guide them in thin
about what their style of teaching and relationshjj
with their apprentices might be like. The Ug“u, a
Mentor section, page 74, can provide PCs \
ideas for brief training activities they can initiaf
during downtime, such as while in hyperspace

behind but provides vital insight and information for every
heroic journey. The challenger is a spiritual mentor, focused
on pushing students toward spiritual enlightenment

Any type of mentor can bring a fresh element o a cams
paign, and a mentor isn't stuck within the confines OfF e SiE
gle type. A mentor can take on some aspect of any typeas
needed or evolve from one type to another as the heroes
needs change. The PCs might even encounter multipie mens
tors of different types over the course of a campaignssi
varying approaches and conflicting advice

THE TRAINER

The trainer is the most con non type of mentor figure INSIEs
Wars, best en 1Lmdlod e Jedi Padawan-Master relations
ship. This trainer pm\\d\\ students with basic FOrceSKilSS
and the ph mwpm surrounding when and how tO-USE them.
The Jedi tended to administer this type of trainiig in tm‘;"
field, where students could learn in real conaitions

Master Qui-Gon Jinn teaching Obi-Wan Ke \0b| demE"
their mission to Naboo is a perfect exam P" of tnis relati&
ship, as are the many other iconic Master-Padawan pairll
throughout Star Wars. Obi-Wan Kenobi and LUKESESS
Kanan Jarrus and Ezra Bridger, and even Anakis Skywa
and Ahsoka Tano are \IH examples of trainers work
equip younger heroes with the skills and experients need
to walk the Jedi path on their own "

sometimes, PCs lm;‘l uulnm\\‘ ho net‘d for

find their own way ot dom mmox the momorm'gm |
Into either a consultant or a challenger, giving herog
to use skills honed under the trainer's tutelagess
through experience.



CREATING A MENTOR

. Mentors are pivotal figures in any Force n‘,f‘r ’ ,l,‘lh-.”,: F';I,:E
- ng their creation an important step m'[ufkyiin ,,t,v,”,y o
AND DesTiny campaign. This section helps G ¢ 5 ( sl
tors with colorful histories, ric h personalitit ~)”"|m ‘.HWH
statistics. While this section .;Ih\yw', quick lm‘ i ;”' bl
tion. it is wise to carefully my';xunv« :u\’\x ,’:,,Ij,ll(;j‘,( il
sn. GMs might further enrich 5 W
gaiigﬂim‘ Motivation, and Morality systems in the FORCE
AND DESTINV Core Rulebook
While most mentors are powerful Force users un:r;'z"tn’t::‘:‘»’l
not use the Force at all Perhaps the mentor IS .I‘IIL |‘ Vm;,
training droid like Huyang or an artificial intelligence ,H( i
face for a holocron Mentors might have worked ('(h y
' ree users. as Dexter Jettster or Captain Rex did,
B e | ; : ho has studied
as they learned key concepts. A st holar wh ‘ :
Force-related history of the time before the Empire Is alsp
a suitable mentor. Mentors who are not Force users can still
benefit substantially from the creation process that follows.

MENTOR HISTORY

Mentors aren't born as such; they’re former students with
a history of their own filled with adventures, mistakes, and
lessons learned. During Imperial rule, GMs can quickly
summarize a mentor’s pertinent history by answering three
key guestions. First, how did the mentor learn about the
Force? Second, what did the mentor do during the Clone
Wars? Finally, how has the mentor avoided the attention of
the Empire?

Even the most broad and basic answers to these open-
ended questions should provide GMs with a framework of
the mentor’s prior experiences. After each question, poten-
tial answers are explored to guide and inspire GMs to create
unigue histories. Even if the mentor has little interest in remi-
niscing with the PCs, considering these questions provides
something to latch onto when playing the character.

THE MENTOR’S TRAINING

How mentors learn about the Force is vital to informing who
they are. Who trained the mentor? What was the trainer
like? Did the trainer have the same understanding of the
Force that the PCs possess, or was the trainer from a differ-
ent Force tradition? Did the mentor receive proper instruc-
tion, or is the mentor self-taught from ancient manuscripts,
holocrons, and HoloNet footage? Did the mentor complete
training or leave it unfinished, or is it still ongoing?

¢ Trained by the Jedi: Before the Clone Wars, the Jedi
Order was ten thousand strong, with thousands more
washed-out Padawans working in the Jedi Service
Corps. While a mentor with Jedi training conjures imag-
ery of an aged Jedi Knight or Master, perhaps some
only received partial training before the Order was
destroyed. Others, like Ahsoka Tano, left the Order. dis-

: ,‘gontinuing any training. GMs might develop the former
:mgsters of such mentors, and consider why their train-
~ ing ended prematurely. The mentor's former master
- might even appear later as a new mentor or adversary!

k.

s L v

Trained Elsewhere: Despite the Jedi d¢
previous era, countless Force sects exist
galaxy. Some come from wprlds n

u‘m» the Republic, like the wizards of
ers developed in parallel even after joj {
lic. such as the Baran Do Sages, Dagoyani
c:and Findsmen. Other sects utilize teeh
ored unnatural, such as the Sith Lords'g
Most Force traditions are limited to a i
species, making it difficult for outsiders
of their teachings
e Self-Taught: Many Force sensitives go 'y
by either failing the test for Force sensitivi
be tested. However, their connection to
less real or full of potential. Some use the
tively, unaware that their luck is a produet
Others recognize their connection and ap
means of training available. While such
be unable to translate their experiences
effectively, they may have a hoard of dg
recordings gathered over decades that

THE CLONE WARS

By the end of the Clone Wars, the conflict
largest of its kind in at least a millennium. As
axy-wide violence impacted most beings in
a mentor was involved in the Clone Wars can
elements of the mentor's backstory before {
of the Empire. Having the party visit the peg
impacted by their mentor’s actions during the €
allows the PCs’ relationship with the mentor to ey
ers of the mentor’s history become exposed.

GMs can use the following questions to define
experience during the Clone Wars. Did the me
Clone Wars? If so, for which side and at which
mentor who didn’t fight a conscientious objecto
Was anyone close to the mentor lost during
the end, how did the mentor escape Order 66
fight affect the mentor’s psyche and personz

* Clone Wars Veteran: Force users
the Republic’s clones and Separatist d
every action potentially affecting milliol
the mentor might have served in a pl
force or mercenary unit working for
even playing both against each other.
enemies, and locals remember the n
on the battlefield? Was the mentor a
coward? Did the mentor lose any com
Is the mentor in contact with an old un
comrades loyal to their old command
Rebellion, or something else?

Did the mentor g0 into hiding
conflict only to be branded a tr.
did the mentor object to the Clor
ideological, or dig something h:
for battle? Does the mentor r
wartime decisions? How
ﬁghpingthe@mpire?



civilian: Not all mentars fought in the Clone Wars: many
9, C

e ‘:”‘\’\L \I\klxlak;z\y\(:fg::i:‘Lt he f‘ocﬂlirt Was the ?rr;tr‘“wm,] lpw s(x'nal gr;](:@s This might dlslract students
- ; age during an air strike? recognizing what the mentor has to offer.
ary invasion make the mentor a refugee, led * Resisting: Wi : 2 Bk
'ty by a Force user? Did the mentor m‘ ." i of reve ’g‘. Ul L N
ny harm thanks to special connect "‘l'l“ ow the "”U" rage, despair, or duty? Who fights alongside
r blame a faction or person for : \“[“j woes the ”"('m“r) What position does the mentor hold within
> What became of the llh‘hlm\ “”" ““” “‘\W‘ (_()' is’“'f[lf What sort of operations does the mentor
: nity? Can the mentor ever ra iends, Ln'mly. ;A”(‘”l’l)un'.lhurm-n!m hide or flaunt his Force pow
CRLor ever return home? ers? While such mentors often welcome students, a his
cURVIVING THE PURGE [;"’V (?f open defiance or resistance against the Empire
> ¥ araws notice from Imperial agents. Any students the
Palpatine gave Order 66, the Jedi Order mentor takes on are likely to become priority Imperial
:s\i'n\(‘ld.' |1>Lmombors slaughtered, How targets quickly
avolged the Empin v
e the BiRg didL [tlhoo Lurwlwl;w‘l%l;gr;nw'l]?n the o Captured‘: Did the mentor try to run, hide, or fight
> Was the mentor captured? Did LF]& ]I:wti?erug: Ei:g:?e?e\/k;‘aii;?;;;t(“ " Ih\(- m”;w g
s or artifacts fro i e ! S ) isoner released, or did he engineer
< problems an quickN b » the party might find Interrogation? Those who have dealt with prison are
an g y become its own. likely to bring a host of problems with them. The men
On the Run: How long has the mentor been running? tor might require the party to arrange a breakout, or
* behind are Imperial agents? What resources Interrogation might have broken the mentor's fighting

spirit. The mentor might be monitored by the Empire in
the hope of being led to Force sensitives, or the mentor
might even be an Imperial agent

s the mentor have to run with? Does the mentor
‘ beyond survival? Mentors who ran might
passed through hundreds of worlds and worked
different jobs, never stopping long. Paranoia
his mentor safe, and aspiring students might

> to earn such a mentor's trust.

MENTOR PERSONALITY

: B : To get a sense of a mentor’s personality, the tables below can
1 Hiding: r*‘x‘\\"l<>_ln<g has the mentor been hiding? Where  serve as a starting place. Select or create a teaching style to
nentor mdmg? Does the Empire think the mentor  define how the mentor interacts with students. Next pick or
d? How has isolation changed the mentor? Are create one or more complications that provide story oppor-
s aware of the mentor, and if so, what do they say  tunities. It is also suggested that GMs select a Morality for
ow? Do locals consider the mentor an eccentric old  the mentor to fully round out their character.
? Mentors isolated for too long can be unpleas-

JLE 3-1: MENTORING STYLES
e Details

| This mentor is warm and protective, like an ideal parent. While parental mentors expect obedience and aren't
opposed to discipline, this mentor is generally compassionate. Sometimes this mentor can smother a student,
hindering growth and independence in the name of protection.

The critical mentor is never satisfied, demanding absolute perfection. Compliments are rare, replaced with new
lessons to master. Consequently, critical mentors sometimes drive students away, create feelings of inadequacy,
or worse. However, there is no greater sense of achievement than earning a critical mentor's praise.

. S

' Complimentary mentors often have the most cheerful students, thanks to the steady diet of praise. The mentor
“pimentary | endlessly compliments students, while addressing their weaknesses with limitless patience. These students are
often dangerously unaware of their shortcomings and overestimate their strengths.

a lesson is through personal experience. Cryptic mentors use
orcing students to derive their own meanings and lessons 1
aining with them carries a risk that important lessons f

Some mentors believe the best way to learn
puzzles, riddles, and nonsensical aphorisms, f
These mentors can frustrate students at times, and tr K
will go untaught. it T (R S L il
| par y wledge students, rarely communicating in more than grunts. Despite such W
Detached merpR EADUHEEHA S and know just when to flood students with new techniques. These }

Detached standoffishness, detached mentors are astute | :
mentors alienate some swden'ts, but those who last are independent and confident in their skills.
ority figure, and the familiarity makes lessons fun and memorable, ’
breed disobedience. Some students might even question the mentor's
e suggestions, sending the students down a dangerous path.

& The partner is more friend thgn auth
Partner However, the lack of bounqarles can
warnings about the dark side as mer

g o matter whether it is a physical, mental, or spiritual exercise,
This mer : a2 W éhhow little mercy. What feels like bullying can
; r or contempt. However, durasteel sharpens




: ONS
e TABLE 3-2: MENTOR COMPLICATI :
i i , A most activities. This permanent
; Complications Details T rovirs St p """“";’;",.l\,.,"'.’t,.'.v,"..,'ﬁlaé“'a' cOmpIatons
- This ”"\nh\!’kuﬂ: h~|;1“..! “tq“::'i‘,’.,’\,;‘,\| orean an lux, ‘.vu “f : t’ H{ the injury temporarily ‘hrouﬂ‘ F
Priveically gt Include & 1os WIS § o mantor might be able ! e <
\\\‘\\m':dmﬁ |:~] :‘\Iu"w- circumstances, the me - tied to Jedi dogma or of his own e
. C8 wtion in training. This mentorss
# for fur B
: come are merely in & hdden tocation 5
. iy & o loave an isolated location, and POS
Soime mentors ate never iyt ( L ather speaking from beyond of Bpg
HOIOTTransSmis ns out ('." e
Remote visit the mentor to train. 5¢ )
only in VvISIONS Jic) o5 toward F'J"',Q x
ible to use the FOCE Bl
N S
e e Mentors might develop an intense
+ anoar might express itsell ir vr ‘;\ i Order. They might be generally ’
Unresoive U‘ ;‘:_41‘.‘.‘ |.’H L, mpire, war in genera " de or leading students toward evil.
of droids, clones, the ‘ = e rick falling jark s > b
Angn mper Angry teachers :
- possess a short temy g stion. The et
i seetroved the | . irs. Fearful mentors are relucis
The mpire aest ” )
Afraid impert . "‘\"("” ‘YA" I- ‘p‘ t} if¢ e -
o e b artott hv attachment usually to a romantic partner oFe f
- iohe stentially unhealthy athde it = w e attached to a créature, veRicl
his mentor has developed a potentiay T B oy might even be attac 2
;r'x:'snoraon or group of people is possible. The Y,Y.]Ufm-rqmmmr behind and can grow |€alous, afre
Attached of <’)t;;é(.l- The mentor refuses to leave the object of atte >
if the attachment is threatened —
o a4k or gambling to cope. A mentor who has suc
During extreme circumstances, many turn to Pt g a ind diplomacy return to the galasy-This
it to .m‘(;u tion has given up the hope of seeing ;‘;m( e, \}:1 i m%(\.‘ the needs of addiction
o might jeopardize the party’s goals at the worst MOMETILS B 5FH=2 I
| Traumatic events have broken this mentor memaIIy.hltnf[]errg%itéagayﬁ‘é‘e’?nin‘fgrla&%:-“t"hee stress of
g av edge‘
y e run, or narrow escapes from the Empire mig tely uni
;F;/Séfggi;odg'(a”'\ ?gnl?éarcth the PCs much about the Force, but much of what the mentor says is completely
- gibberish. Or is it? 8 et e e
< . Complications are also an excellent way to.
MENTORING STYLE create a character arc for a mentor. Overcoming
\ All mentors seek to share knowledge and msdqm, but there plication while adding more creates a sense of
2 O are as many approaches to teaching as stars in the galaxy. thrust as the mentor grows and changes. A mi
s When creating a mentor, the GM should choose one ormore | " - coa - of the Empire only to replace i
4 styles from Table 3—1: Mentoring Styles, or Create one. o peniors actions might lead to suffering ates
y The GM might decide that the mentor behaves dlfferehtl§/ in combat. GMs can use complications like this
J toward specific members of the party. Some mentors might milestones for mentor development, creating
s have a different style for each student, tailoring methods to scenes along the way.
get the best from each. GMs should feel free to assign dif-
ferent styles to different mentor-PC relationships, whichcan MENTOR MORALITY
then evolve or change over time . :
7 § GMs can round out a mentor's personality by
,i"/- j MENTOR COMPLICATIONS Morality (Force ANp Destiny Core Rulebook pa
‘ 28 : o
44 Few mentors are perfect. Most have already seen war, expe pttot 'd(j E“O guiding egwotlonalhuh?\;act?rtlstcs
: rienced great loss, and endured traumatic events. Some wear \_\ }UV(‘, IF ”_‘e“‘““ = _?5 on the ; orality 68
:i the scars of the past physically, but most carry wounds much mm‘b”_“‘d with a mentoring sty\e, histoms an(:\
\ deeper. When students of the Force seek instruction, they — -on> should help develop a unique personall
- - may find their mentor needs rescuing from inner demons remarkable depth over the course of 3 CamiEE,

before they can receive any instruction

When creating a mentor, CMs should use one or more

e complications from Table 3~2: Mentor Complications, or

use the list as inspiration to create something unique. Com

pl;;atfons can alter the means by which PCs interact with

- their mentor, or create new problems for the PCs that can
f serve as adventure hooks or complicate existing quests.

PATH TO PEACE -

It is important to think about how a mente
strength and weakness might have played a
acter's history, and how they might help or b
to mentoring style or exacerbating complica
ness of how these elements might interact
mentor come alive for the players,

3
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GMs enhance the story or course
rack. Mentors also provide
which, if not watched closely,

_HORING THE STORY

able assets to drive and enhance the
gn. Training encounters and the ever-
oetween PCs and the mentor provide
Story and character growth. In addition, as
Jents grow closer, GMs can leverage a
narrative fodder and adventure
g PCs in the outcome.

Selects a mentor as their

can center early

ocating a mentor. Once

tors can lead short train-

S that function as con-

Nes between adventures.
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ring new missions, or
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‘ /, many adventures'
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NARRATIVE Tog,

ols that help GMs invest ang in
ks Most mentors haye know|.
lge of various artifacts, vergences, other Force isg and
 to rebuild the Jedi. overthrow the
more powerful in the Force, a mentor cap
charge students with quests that advance the Parys goals
also increase PCs’ nvestmeng in
heir relationship with the mengor Even
when adventures come from elsewhere, mentors might offer
information that leads to other opportunities, perhaps forc-
ing the party to choose between objectives.

Volve

more. For a party seeking

[ mpire, or grow

Mentor-originated tasks

success because of t

Despite a GM'’s best-laid clues, players sometimes veer off
course from prepared material. Fortunately, mentors provi
the GM with an avenue for course-correction. While the G\
can certainly have the mentor address the party, oversig
this option can reduce the party’s sense of player ag
It is far more effective a tool if PCs reach out toias
on their own. However, GMs must avoid letting thy
decide for the party, instead using them to help




fore letting them make their own choice
e anecdotes about similar situations from
ing PCs with insight about their teacher

MECHANICAL ADVANTAGE

) primary benefits on the party. First

¢ Force AND DesTiNy Core Rulebook, pagé
de a discount when purchasing the basic

e power, representing their ability to help

y ways to manipulate the Force. Second,
v powerful ally, able to provide privileged
idents and even make checks to assist PCs
mbat encounters, at the GM's discretion.

LIMITING POWER

ction as mission originators, information
hers. However, PCs may convince mentors
at, social encounters, or even skill chal-
rtant that GMs don't let players abuse a
es to power through encounters. Finding

between party use and abuse of such
e is tricky, but there are ways to alleviate

s for mentors to refuse a PC’s call to action.

lo contribute because of injury or illness,

car in a stat block or as a narrative element.

ght only appear to their students in visions,

r as holocron gatekeepers, Their lack of a
events them from making most checks.

know some battles are not theirs to fight.

ternatively be unwilling to risk discovery by

dangering their community or their planet.

i remained in hiding on Tatooine for decades

| to assist Princess Leia because of the dan-

¢ first Death Star. Only the gravest of threats
nentor into the fray.

tor 1s convinced to join the fight, GMS must

alone and matyre Finally, the student becomes the mentor
to another yoy

sketched INg hero, completing the cycle. Star Wars has
ships OUEThis cycle in Jedi Master and Padawan relation
many times on-screen and in other media

MEETING THE MENTOR

gtel:’g:ﬁ :nd mentors can meet in countless ways: Stu
to pass tﬁ Soe seeking knowledge, or mentors might hup(‘%
cumsta €irs on. The two could meet through unlikely cir-
the twoﬂ;es, Brought together by the Force. The relationship
dVve at first might be antagonistic, like that of Luke
Skywalker and Master Yoda when they met on Dagobah, of
INe tWo might bond immediately, as Luke did with Obi-Wan
e 'When they first meet, the mentor or student might
o dealing with any number of additional complications,
Wisthera missing droid, a stranded noble, or a stolen ship.

GMs should strive to make meeting the mentor a memora
ble, C.inematic event. The mentor can rescue the party from
Certain defeat in dramatic fashion, or test a hero's strength
of C_haraCter before revealing the mentor’s true nature. Alter
nat'Ye‘Y. the mentor and heroes might be rivals, until each
realizes they have more to offer each other as allies.

MENTOR IMPARTS WISDOM

The primary function of a mentor is to pass knowledge on
to the next generation of heroes, who then use that training
and wisdom to complete their heroic journeys. Luke was able
to free Princess Leia from the Death Star, rescue his friends
on Cloud City, and ultimately redeem his father, by minding
what he had learned from Obi-Wan Kenobi and Yoda.

For GMs, creating unique, iconic words of wisdom is diffi-
cult. It is far easier to find existing morals and aphorisms and
tweak them to suit the Star Wars setting. If a GM is running
a preplanned adventure, mentors can provide advice that
IS repeated later to resonate at a climactic decision point,
especially if it involves a character's Morality. Remembering
the mentor's words in the right moment might earn a player
[ on a related check as if assisted.

Training sessions can function as encounters or even
entire adventures. Students might have to spar with each
other or their mentor in lightsaber combat, or complete
various tasks with the power of the Force. GMs can use
these movie-montage-like encounters as narrative counter-
points to show the effort of a PC gaining a new talent, skill
rank, or Force power. It is important for GMs to make the

- mentor present in these sequences and let his personality
shine so the PCs associate their newfound wisdom and skill
with the mentor’s guidance.

THE MENTOR

mentors have proven the value of their wisdom, stu-
pecome reliant on that guidance, sometimes to the
- of their own personal growth. It is at this moment
Jould remove the mentor from the student. Luke
dent on Obi-Wan Kenobi and even more
 before each died. It is also possible for
relationship to end in betrayal, as Ana-
ed Kenobi at the end of the Clone Wars.
ng the new evil their former mentor
now a priority objective.

¢ between keeping the PCs in the spotlight

g the mentor’s contributions. GMs can miti-

blem by assigning mentors a separate objective,

Wan Kenobi disabled a tractor beam and faced

- while Luke Skywalker rescued Princess Leia.

"' pursue objectives largely offscreen, though occa-
iecks to reveal progress can enhance drama.

THE HEROIC CYCLE

e s a cyclic nature to the student-mer
0 Not all stories utilize the entirety of this ¢
o NTalives are able to cleverly SUbvertthe e

W it on its head fo‘ram |
. sardless, the cycle begineH

nentor who then im
8¢, the student sug
o Unforunately e

%0, often by death,
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ling new things. Usually a
lance can be displayed by present-
INg a student with a seemingly simple, yet impossible
task. A student might be too stubborn to admit defeat
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plish a task ; I

CONFLICT RESOLUTION
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THE JEDI TRIALS
" Jedi Knight, Jedi Padawans Wegs
1o b adi Trials Current Mentors can havet

Lhe
na

i Outside special rzx_ceptions
face Simi H|,| “unt toward the Jedi Trials unti
tion _m\:l . Force rating of two or investeda
has ac M'”]"'H;‘ e powers of specializations from

00 XP I
i | in FORCE AND DESTINY.

nresentet
[ u\‘\w» mentors can prepare trials for stUGERiS

" oroanically on assignment. To have a PC 3
o (’IM"’M while in the field, it must occursigs
]M,[l (J'I;‘(‘ saving the day at a criti;al junct
I 1 adventure. Many of lthc Jedi Trials can ug
oncounters already described above, and ar

such where appropriate.

Skill: For guidance, reference any of the r
cises listed above. Mentors often select

the student struggles with most for this
in the field, a major show of skill in the fae
odds can suffice. Mentors often plan dis
ing the Trial of Skill or factor in the studer
ignore distractions if it happens in the field

ds

e Courage: For guidance, reference the
point in the Emotional Weaknesses secti
77. Alternatively, showing true courage
of overwhelming odds or a superior ene
coming a personal fear can qualify as ov
Trial of Courage.

® Spirit: For guidance, reference the PC
weakness in the section above. This trial

Flesh: For guidance, reference the Greed
Obsession emotional weakness, above:
this trial can be passed in the field by
Iriend, lover, or family member. While this
have died, it might instead be the cas

dent has simply overcome attachment
Finally, suffering a Critical Injury roll of |
ulfill the trial requirements.

lnsight: For guidance, reference Reckl
Emotional We

il o aknes;es sectiqn, on pr

1y, the Trial of Insight can involve a
Mg Lo take an action entirely on insti
POrting evidence beyond a nudge frof
8ut feeling, which pays off in a major
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the Jedi Order, mentors can come from myriad

pey” traditions. Each sect has a unique training culture
Force. and philosophical view of the Force. Below an;
pular Force traditions GMs can draw upon to

. » mentors with a unique flavor. Each entry contains
. information on the sect, as well as a benefit and

::::ba ok to studying under a mentor of that tradition.

while Jedi mentors reduce_the cost to purchase basic
rs by 5 XP, as described in the Force AND Destiny
pulebook, page 109, selectlng a mentor from one of
e traditions listed below provides different benefits. These
ate traditions’ mechanical benefits replace the benefit
r having 3 mentor detailed in the Core Rulebook. Train-
ing under such a mentor can affect how Force powers are
ysed or how Conflict gets generated and resolved. Should
the students leave or abandon the mentor, they can spend
\P to negate the drawback (in the same way that they would
4 XP on any other advance). The XP cost to remove a

| gawback is included in parentheses with each drawback.

§

An andient order of Kel Dors called the Baran Do protects
the storm-ravaged world of Dorin. They have well-honed pre-
cognitive abilities, enabling them to begin early evacuations
from lethal storms and advise government officials. The Jedi
recruited Dorin's strongest Force sensitives for centuries,
causing the order to fall into obscurity before Imperial rule.

Baran Do have organized their teachings into three
branches based on natural elements. The Guided Wind
encompasses the Bind, Enhance, and Move Force powers,
while The Guided Lightning includes unique applications of
Protect/Unleash. The Guided Stream features most uses of
the Foresee and Sense Force powers.

While their mantra is patience and meditation, some Baran
Do Sages also train in personal combat with a quarterstaff
and master powers of the elements. Some Kel Dors find the
Baran Do apathetic to suffering. Unmoved, the Sages remain
subservient to the will of the Force, seeking to act at precisely
te right place and time to avoid unintended consequences.

Benefit: Reduce the cost to purchase the Foresee, Moyg.
and Protect/Unleash basic Force powers by 5 XP, to a minz
Mum of 5 XP. gnore the first two points of Conflict earned
 using the Unleash Force power each session-

m:s:“,): Bi’qrg- making major decisions, the

sometimes for i meditate and reflect on their choice,

behavior in ours, Failure to do so, or engaging in rash

any Confil general, generates 1 Conflict (in addition to
Ct generated for the action performed).

DAGOYAN MASTERS

ng‘g;o;s t: the queen of Bardotta, the Dagoyan Masters
i strong connection to the Force. The Jedi long
W recrui.t them, but the Masters refused, compar-
i Wrecrultment methods to kidnapping. During the
oy ars, the Masters were victims, their leadership

ecimated by the Frangaw! Cult and Mother Talzin. For-

tuna?ely, Queen Julia, leader of their order, survived and
rebuilt the Dagoyan Masters.

.The Dagoyan Masters are extreme pacifists and only
wield the Force passively, never imposing their will on it.
T_ht_ey use the Force for knowledge and meditate to receive
visions and learn about the galaxy. However, their pacifism
is so absolute that even self-defense is taboo.

Benefit: Reduce the cost to purchase any Control upgrades

to the Foresee, Seek, or Sense Force powers by 5 XP, to a
minimum of 5 XP.

Drawback (15 XP): Any Conflict generated by performing
violent acts generates an additional 2 Conflict. If the char-
acter engages in any violent actions during an encounter,
including violent actions that would not normally generate
Conflict, such as self-defense, the character generates 2
Conflict at the end of the encounter.

GAND FINDSMEN
The Gand Findsmen's ability to navigate their mist-
shrouded world to locate water and food, as well as to

to early survival on Gand.
ment has made them obso-
que skills and uncanny intu-
s bounty hunters, assassins,

PATH TO PEACE

DISCIPLES OF HARMONY ”
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the Jedi Order, mentors can come from

o aditions. .Each sect has a unique training g:m::

foiy and philosophical view of the Force. Below are
popular Force traqmons GMs can draw upon to

" de mentors with a unique flavor. Each entry contains

e ‘nformation ‘on the sect, as well as a benefit and

d,awback to studying under a mentor of that tradition.

hile Jedi mentors reduce_the cost to purchase basic
rs by 5 XP, as described in the Force AND Destiny
rulebook, page 109, selecting a mentor from one of
e raditions listed below provides different benefits. These
stemate traditions’ mechanical benefits replace the benefit
o having 3 mentor detailed in the Core Rulebook. Train-
g under such a mentor can affect how Force powers are
eod or how Conflict gets generated and resolved. Should
he students leave or abandon the mentor, they can spend
p o negate the drawback (in the same way that they would
spend XP on any other advance). The XP cost to remove a
drawback is included in parentheses with each drawback.

‘ ATRD‘-\EDRlNATIVE FORCE

An ancient order of Kel Dors called the Baran Do protects
the storm-ravaged world of Dorin. They have well-honed pre-
cognitive abilities, enabling them to begin early evacuations
from lethal storms and advise government officials. The Jedi
recruited Dorin's strongest Force sensitives for centuries,
causing the order to fall into obscurity before Imperial rule.

Baran Do have organized their teachings into three
branches based on natural elements. The Guided Wind
encompasses the Bind, Enhance, and Move Force powers,
while The Guided Lightning includes unique applications of
Protect/Unleash. The Guided Stream features most uses of
the Foresee and Sense Force powers.

While their mantra is patience and meditation, some Baran
Do Sages also train in personal combat with a quarterstaff
and master powers of the elements. Some Kel Dors find the
Baran Do apathetic to suffering. Unmoved, the Sages I emain
subservient to the will of the Force, seeking to act at precisely
the right place and time to avoid unintended consequences.

Benefit: Reduce the cost to purchase the Foresee, Mqvg.
and Protect/Unleash basic Force powers by 5 XP, to a mink
mum of 5 XP. Ignore the first two points of Conflict earned
" using the Unleash Force power each session-

?:\:s:( P): Before making major decisions, the

Sometimes for h meditate and reflect on their choice,

behavior in ours, Failure to do so, or engaging in rash

any Confli general, generates 1 Conflict (in addition to
Ct generated for the action performed).

DAGOYAN MASTERS

zg‘g?;s t:’ the queen of Bardotta, the Dagoyan Masters
a2 e strong connection to the Force. The Jedi long
W recrui.t them, but the Masters refused, compar-
i Wrecruntment methods to kidnapping. During the
e ars, the Masters were victims, their leadership

ecimated by the Frangawl Cult and Mother Talzin. For-

tuna?ely, Queen Julia, leader of their order, survived and
rebuilt the Dagoyan Masters.

‘The Dagoyan Masters are extreme pacifists and only
wield the Force passively, never imposing their will on it.
'(hgy use the Force for knowledge and meditate to receive
visions and learn about the galaxy. However, their pacifism
is so absolute that even self-defense is taboo.

Benefit: Reduce the cost to purchase any Control upgrades
to the Foresee, Seek, or Sense Force powers by 5 XP, to a
minimum of 5 XP.

Drawback (15 XP): Any Conflict generated by performing
violent acts generates an additional 2 Conflict. If the char-
acter engages in any violent actions during an encounter,
including violent actions that would not normally generate
Conflict, such as self-defense, the character generates .
Conflict at the end of the encounter.

GAND FINDSMEN

The Gand Findsmen's ability to navigate their mist-
shrouded world to locate water and food, as well as to

ange s essential to early survival on Gand.
ipment has made them obso-
e skills and uncanny intu-

ﬁbiﬁties. Findsmen meditate

genetic manipulation
. their exoskeletons. Some
contain glands that interact with the
of temporary Force sensitivity.
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Findsmen are well versed in combat and have their own

martial art focused on very precise strikes ;apable of pue;co-
ing exoskeletons or armor plating alike. While Fmdsmen{ V:jir
have left Gand are familiar with arsenals of weapon'r!y‘, 1 rflf 5
tional Findsmen wield Gand shockprods, a long, forked sta

that is part weapon and part divining rod

Benefit: Reduce the cost © purchase the I‘-omsvo( ;1%()1
Seek basic Force powers by 5 XP. to a .mmumnn nlv.?
Also reduce the cost to purchase any (.oAmmt Qr MN( ry
upgrades to the Seek Force power by 5 XP, to a minimurm
of 5 XP.

Drawback (15 XP): A character who wishes t
or Foresee power must first meditate for three
ably while using a misting stone).

o use the Seek
hours (prefer

SITH LORDS

While their true origins are shrouded in mystery, Iegcnd
suggests the Sith have plagued the Jedi Order for mil-
lennia. While the Jedi thought the Sith threat ended long
ago, they resurfaced just before the Clone Wars after

centuries of scheming from the shadows. Ultimately, the
Sith destroyed the Jedi Order and replaced the ReDUbHC
with their Galactic Empire.

sith operated in pairs: a‘Master to emquy the power
and an apprentice to crave it. A dark. reflectao.n of the Jedi
Sith even had their own code lauding passion, strength
power, and victory Still, it was steal‘Lh, subterfuge, Manipuyla.
tion, and long-term thinking that ultimately delivered ViCtOry,

rhe Sith were lethal combatants with skills to riva| any
Jedi. They favored lightsabers with red blades ang had
their own lightsaber combat form, Dun Md&ch, which chan.
neled rage, aggression, and intimidation into victory. Like
the Jedi, Sith incorporated Force powers seamlessly intg
lightsaber combat.
Benefit: Reduce the cost to purchase the Heal/Harm, Mis
direct, and Protect/Unleash basic Force powers by 15 Xp tq
a minimum of 5 XP.

Drawback (30 XP): If, after resolving Conflict, a student’s
Morality decreases, double the amount by which the Mora

ity drops. (While a character can buy off the d
does not change the character’s existing Morality value)

W ;'.J;Sf’_ K , LIS

KNOWLEDGE IS POWER

l n a technologically advanced setting, an individual does not
always need to be able to immediately recall every piece
of information in order to be professionally effective. The
, HoloNet contains a vast range of knowledge, which can be
4 accessed from any datapad. However, just being able to read
G or view the information is not always enough to understand a

problem and find its solution. Each field of study has a distinc-

tive terminology and thought process. Before making use of

the field's resources, a character must first understand those
_ Core concepts.

Consequently, it is reasonable to consider that a charac-
ter's rank in a particular Knowledge skill does not simply
Epresent every detail that individual has memorized. While
ust factor into the rank, it could be a secondary fac-
ead, the character’s ability to understand the field's
dialect and to employ easily accessed information
€an be the most critical aspects. As such, a
skill check might represent the character call-
ent databank and cross-referencing the
i ‘w‘im the problem. This may only take
‘ .:M~marac'wr is particularly proficient
tially, the character uses a rele-
@ question in short order. Having
information and knowing how to

-

the information particularly quickly or could obtain an addi-
tional bonus based upon the level of knowledge ava :

Conversely, a simple failure might not always mean that
the character did not know the information or recovered
incorrect information. While that is certainly an option—
particularly if the required check was especially difficult—a
failure might simply mean that the character requires more
time to solve the riddle. Similarly, a success with 20
%} could mean that succeeding on the check to
veniently long amount of time.

CRUCIAL QUESTIONS

When designing an adventure, Knowledge skil

ticularly tricky element to consider. Often, c! eed
to have a critical piece of information in ord
the plot. This could be the home planet of . 1ied
through a Xenology check—or the purpose isual
artifact—identified with a Lore check. If the ¢! lacK

thg necessary skills or fail the key check, the a B cai
grind to an abrupt halt.

When this happens, the players and their characters aré
left scrambling, They might not even realize that they have
missed the important clue. Instead, hours or even multiple
game sessions could be spent trying to find the next step:
Withoutkrealizing that they already have the important lead
In their possession. Minor leads can be investigated in X1V’
detail, forcing the GM to develop new characters and

to fill time. Even as this goes on, the heroes coU!
behind their opponents, potentially leadi"é
aching mission.
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Ssion, the CM

ture. To py(,‘;)a(-{‘ Bre . created Table
Artifact Origins Information She beping by
nfy the Iam‘—’,“ﬂif" Of the unusual s( rpt written on the
Tﬁt’ GM knows that the artifact
race that dwelt in the Unknown Regio
ago He decides that identifying its origins requires a
(’.00) Lore check. He also decides that the
time for each check is four Every £ decreases
wﬁme by fifteen minutes, while each {8 adds another fif
Wmmuwﬁ to the time required

WC”B begins her research with visits to a number of
Bayities traders in the local bazaar district, looking for
iconography. The GM decides this is worth [ [ to
ock Her roll yields ¥ ¥¥, which is enough to reveal the
tion from the first two tiers of information about the
i Gabrielle now believes that the artifact came from a
ly unknown race and is even more ancient than her
er friend thought

funately, this is not enough data to
brielle decides that her next step needs to let her
er into the artifact’'s origins. She decides to visit
fchaeology department at the planet's university
jowing the artifact to one of the professors, Gabrielle
other check, earning 3¢, but also incurring & @ o
s the third tier of information on Table 3-3:
gins Information. So, Gabrielle decides thal
t to the exhibit is in order.

ing the ¥ add time to the test, the GM
s that the professor knew more infor

to share. (Cabrielle failed her Percep

his subterfuge.) In fact, he rec ognized
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ble’s final tier. However, fearing
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chances for success
\ -
-1
Another way to approach Knowledge sk K
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The character’s success on
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KNOWLEDGE AND BONUSES

n successful Knowledge check can do more than
just reveal clues to golve a puzzie Instead, I
could offer an insight nto the current situation
GMs may wish to call for mne idental Knowledge

A success might

checks during a dramatic scene
that could modily how the heroes

reveal a key fact
i offer a bonus

attempt to resohve the scene or evt
1o an action

For example, when the heroes encounter a crea
ture that is new to them, the GM could call for an
A )) Xenology check. Upon Success, the

Average ({
neroes recognize that the creature is scared of fire.

If they choose to charge the creature while holding
a torch, it must make a fear check

Keeping such specific bonuses in mind can add
depth to the campaign and provide a clear benefit
to Knowledge skills. This provides a character with
such skills with a way to aid the party, even if the
character is less effective in skills that are immedi-

ately relevant to the task at hand.
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sions and fully
any situation they may
encounter. In moments
of despair, it is often
Sages who supply the vital
knowledge that presents
the Opportunity for their
party's victory. The best z
Sage can do is to bring out
some piece of forgotten lore
that ends a war, or the piece
of wisdom that changes the
course of a life. These are the
opportunities the Sage relishes.

\
\
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’ONSULAR ENCoy
ND ADVENTURES

: c onsulars thrive on the ability to yse the
» hav?ngi;:;ed friom bOt[h their studies and‘mmr wid

: 7 / A A A\ \
i e galay, Whether applying this | i
resolve situations peacefully, to heal the weak Knowledge to
to train thle next generation, they take up with enthusiasm -
opportunity to make a real and tangible (“”“m,](.f‘(g”’ any
compat, Consulars seek opportunities to use wh YOI
to bring ;ombat to a close with as little injury
poth parties as possible :

Mm\vlvdgv they
ak and injured, or

at they know
and death to

Often, this desire to make use of their knowledge le:
Consulars to strange places. Consulars realize 1h{,lL l(,:?(is
knowledgeable does not mean that they l\'nmﬂv Cvu [J:{rjg
there is to know. Instead, increased knowledge mostydfwtmg
points out particular areas of ignorance, areas whi&h Coer:
sulars are eager to fill. When Consulars identify such an
area, especially if it is in their particular area of expertise
or involves a field of endeavor to which they have dedicated
themselves, they are willing to go to greai efforts to learn
more and fill in the gap. Consulars often find themselves
searching for lost temples, tracking down the truth behind
ancient stories, or seeking out particular items of interest
wherever they may be.

The Force plays a large role in a Consular's life, just as it
does with the Jedi. However, Consulars are especially inter-
ested in their connection to the Force and work at improving

Uit This can mean learning secrets of the Force, spreading
knowledge of the Force to those just becoming acquainted
with it or allowing the Force to direct and speak to the Con-
sular When an opportunity arises in which Consulars can
learn more about the Force and their relationship to it, they
particularly relish the opportunity to do so.

'MORALITY AND
THE CONSULAR

n others, often find themselves

“conflict with their Morality. There is a Strong‘temptz.au_on
urn the quest for knowledge into an obsession, ga-mm»g‘
edge for the sake of gaining it, rather than Puuwg ld
n the aid of others. They must be on consta/nfthg)gdéo
re that their efforts to show mercy to their ()esvg
n to weakness in the face of opposition. A'”nu\): Slde,”
Consulars fall to the dark side when thgylal? el
ssion and sense of justice to sour. whe’n Ldm}”m S5l
» 4mes recklessness, when dusaplme_dn h:rpad] e
»ad them to believe they are beyond the re

nsulars, perhaps more tha

ke should bé finely
i upports and

e dark side. To the CM, the
ain nNew knowledge. or bg;:
. se of their diplomatic

u .
méﬂ;echance to mMisuse those
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NTERS

same ye

”m: things and unwittingly take a
ark side at i : '

. That is the key: small steps. Consulars are too wel

i 0O spotting the big stumbles that e

dark side, but tt ’ ey

small step closer to the

will lead them to the
1em to the
1€ Smy¢ ‘ : )
transeressions mall compromises and seemi
> o 5
are 10NSs Will take Consulars there itst as <
: unwary or do not take the time to ¢
P ) ev
properly. Offer subtle choices and shades of
Nades of gray. and let

Consular characters make their ¢ holca

CONSULAR ADVENTURES

The following section presents advent
to Consulars and similar characters. C
of each particular seed or adventure ;;: i :

ers should be able to use them as jumg )

to tell stories that are of particular ir terest to their VT
characters. With a little imagination, any one of "
should be adaptable to mixed parties of a variet

AMONG THE GRAVES OF YAVIN

Setup: While the group is on another mission, strange aies
disturbances near Yavin begin to reacn t of t
and the part. Then, late one night, the

pull via the Force, a pull that draws him
space containing the remains of the first

Situation: As the party nears Yavin, the pu
ger. Something at Yavin is clearly wrong. Th
in orbit is being scoured by any numbo
—from Imperial reclamation and sal
and pirates seeking quick profit Dy
Yet, even this is no more than a re
axy. What is more disturbing is
stealing over the Force-sensitive MEMoELs
first time the crew has an opportunity

the Force makes itself Knowr This disturk
mares among the Force sensitives

in intensity the longer they remain
great horror was perpetratea there

g that

Eventually the Crew realize
is the sheer number of people who pe
the Death Star in Its final moments. Th
though not on a scale with that of Alderaa
cant, and many of the peopie on both sides V
their coming doom The final moment of nOI

rished

The last piece of the puzzle drops Int
of the area reveal hundreds of damaged KyDel
in the debris field. When the
kyber crystal thal lay at the heart of the Death ,S:j‘{ mi
destroyed In the explosion, fragments of it mingled \\‘lm u)u,
other debris. They remain scattered Lhrpnghf)ug the a(rjga
subtly maintaining the final moments of those mgolve / in
the fighting and sustaining the shadow of horror. Removing

Resolution:

when scans
crystal shards still at large

it B




Complications:

7 eir outlook on the situation?
ps a famr COMm o Yavin In the hope of finding
= remember their relative by? Is it the memories
- - - old onto?
PC n es? Perhaps the chance at finally
. A nrof "eanc t ould ratner sell the crystals
SIE30.Of destroying them or simply t anaing them off to inter-
ested Force users, Does the thou )l providing any measure

RETURN FROM THE DARK

setup:w" ",.', v Nia
B mutual friend witt
fegarﬂ"';{ 3 1ormi DUD nay be
EsIgent of another Force ensitive,
10r the forme: pupl of a Teacher if on@
I8 currently with e |

Ras fallen (0 the dark
wv thowgh long thougn:
been discovered niding in 1, former village
home. There is some rope |

2 1or his redemp-
‘ M*&; are asked not to eliminate the
s former iez

, But 1o recover him and begin

mlﬁ@‘b the light

secrel
ation

arty. The student
i€ Ol the Force

or dead, has




Reclaimi ' .
(.claunm\g a Corrupted Crystal

NOW YOU SEE ME...
S(‘Hl‘);

Situation:

Resolution: Ultir

omplications:

Otherwise he believe

Complications: [/

ety of different opiniof inaG Ou il :
one negotiation satis (O e e
be addressed? D
8 the village? How will they 9 " 12 What happe!
potential dark ¢ rce User @ iR
if someone among U

|
he t

wayward pupil or e 1 Will its mer

fears
cd

" The student's own B & aassible to avold ) e e

Bven wild if pressed v - O o i sp, can th pCs deal Wit i
B otions are running W= . o4 any truly un'orere B et hidile

thout k”hnghm'?HdJ ,,W veal whilé being reces=t™== | dartake the youngling's fuil traif

2 What secrets will he revee _iionallon itS e cnild as on

.
a

is lightsaber represe,rfz %"wr -
The GM may use 2 corrupt



CONSULARS AND DIPLOMACY

t with the Jedi
reserved in the holocrons
d e memories of the

fFe current dark times, Force

:\»T -;;- o follow in these mediators’ footsteps ‘can
:t:" put such resources in order to draw upon the \*.'.xsohom
‘\‘v-‘vé keepers and seekers who came before. They will find
:*5: ;~Cb*;;f< two guiding principles survived Order 56.
first, learn and understand, and then, teach and reconcile.

W vér used together, these principles can soothe the anger
burning between two friends or spare an entire star system

from the homrors of war.

CRAFTING THE
DIPLOMATIC SCENARIO

Any Player Character may employ arbitration techniques
1o resolve social conflicts during play with a single Negotia-
tion check. but for major plot milestones or other situations
in which the stakes are high, GMs can prepare an in-depth
social scenario of diplomacy. These puzzle-like negotiations
can play out over several individual encounters, evolving
with each iteration as true motives are teased out, or as new

resolutions are proposed and accepted or rejected by the
various parties.

developing a diplomatic encounter or arbitration

. there are five major ingredients that the GM needs
and combine:

of the factions involved, as well as some basic

objectives for each faction, as well as the
Stakes

Be obstacles preventing each faction from
eCtives

within each faction, the major
’ ® tionship with the PCs (if any), and
Lionships with characters from
conditions will change how an

into the five ingre-
by step. During the

F il

are the easiest arbitrat
entire adventure module
plex web of conflict ens

EXAMPLE

for his group because Phil’s character recently pickeg
up the Arbiter specialization and wants to put his nay
talents to the test. The group is planning to o
Orto Plutonia in search of a powerful Force vergenc
their holocron’s gatekeeper has tasked them with vis-
iting. So, Ryan decides to incorporate
scenario into their search. He creates a3 sma

PCs will want to gather supplies before trekkin
canyon where the vergence may be. Becauss

outpost’s remote and frontier nature. Ryan decides
makes sense for the village to be constant!, robbed
by a ruthless band of pirates (Faction B} sed w0

handle the village’s deliveries peacefully.

2A. 0! TIVES

Regardless of the number of parties in
the GM must consider what each factior
This goal or desire defines the faction
traits. Indeed, two factions could be nea
from their objectives. Objectives can be

such as holding a territory or acquiring

or less tangible, such as freedom or knoy ‘

cguld share the same objective (seeking « ol

cific hyperlane trade route, for example § -
a separate objective (such as two goverr

between relying upon the iron-fisted protect

and entreating the Struggling Rebel Alliance fo

If th_eAGM looks deeper. even separate object
monalities, jf only on a Very basic scale: all parties
control over the fate of the person, place, or
be mple of the two go§ferning factions, both
me,ommon Objective of maintaining their planet’s soc/

I disagreement fjes in what they consider the best Wy ©




t.nbfﬂ““’e' Bem“? proceeding from g point

ensure that the parties have eithe conflictin e
abiﬁwves“ If both parties can achieve it 'un‘,
ndenuy. they can skip the mediato entire| ;

Or

e
~F . Y \ ; d

the number of faction objectives satisfied o |of,

in the PCs' proposed solution will factor 1y,

f the Negotiation check, the GM sho 1y I“”
objectives for each faction, with varying | T

: : sctive might be relatively o { els of

(yOﬂe()b!u biective \ vely ¢ 15y 1O | eain
jother ODJeCUVE will be extrem Iy difficult

while 27
The Mo v

! itration becomes
mearbt

re objectives the GM defines, the mer

om

__onsiders some basic objectives for the two fac

< pe's invented. First, he looks at what the outpost
d want; Ryan believes it would want to stop being
2 jonate rates for essential imports (tec h.
. medical supplies, gtc.). The outpost also wants
> shipments to continue, however, That makes
actives for the outpost villagers. On the other
the pirate crew needs the money that comes
robbing the villagers. They have one straightfor
objective: keep the credits coming in.

2B. MOTIVES

determining each party's objectives, it's time for the
dig deeper into the various factions’ motives, or why
tthe objective. In the Star Wars movies, Queen Ami

ted to preserve Naboo's freedom to conduct trade
gl while Lando Calrissian wanted to keep the Empire
Cloud City, and Leia Organa’s Resistance wanted to
gimperial remnants wouldn't threaten the peace fol

ithe Calactic Civil War. Abstract motives include ambi

al, reputation, revenge, and even romance—most
argue for almost any reason, given the chance
'also the time frame of the motive. Is this a recent
@At or a historical problem that stretches back
OF even centuries? What was the inciting even
g the instability or opportunity? The GM should
erany major figures were involved in the initial
fiether they may still be alive today

the outpost is inhabited by Pan-
g their homeworld, some native
Orto Plutonia, and an assort
' the fighting of the Galactic
) be left in peace to happily
filling lives alongside their
e gang is motivated py
» they need the credits
expensive bacta
d. That gives Ryan
. perhaps the

d she con

oundrels 1O

- She wants
h me
Jr()nu

: o be respected
: ans adopting a ruthless
b, his gives the pirate crew

their debts and preserving

)
Persongs Y them, whic
alo appear «

::'vu Motives Payir
. ‘ g
164y n'pumtum ;

2C. STAKES

f::;;,wgm- (
IS Cloud ty

it Vol embse
leader expandir
[vIH',[u{:ilf:,r'v,-v (
f,l(lu,{,vr,q,:mw" tt
Or even 11\!\\’~:)"'r" ne ¢
rate and the more
more possibilities the PR

:l}!!l(",h/!‘;‘,}"‘:, - &
1 wJ ILIOH

EXAMPLE

” the village stops paying the extortionate rates
llmpof?(,'d by the pirates, they risk being attacked by
the pirates or losing their primary source of offworld
goods. Both could mean loss of life or livelihoods. If
the pirate crew can't pay back their loan, they may
need to resort to looting the village. If they still can’t
come up with the money, the Hutt kajidic they got the
loan from may send bounty hunters after them

3. OBSTACLES

Obstacie
their objec
1M ¢
t}
vel
ARl 1010
FOI Ia three at
CMs snou ol nresolved 0LSLALIE will make the final
most, becaust ve difficult. It helps if the GM prepares

ootiation check 1
Negotla .+ will be diffic ult for the |

one ot‘;s,m«l(: thi

Cs to deal with on
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That way, the PCs can cor
ant tic relationship with her. C

g to aormt to the PCs her rocky
r mother unless she has to. Inira
cruel and selfish, which mak

guilty, but she doesn’t want to cor
of her best friend by discussing her

are

Next, Ryan will flesh out these NF
more completely and then perhaps

and basic traits of a few ancillary NI
the factions so they feel more rea




3 Generated Result

i
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5. THE HOOK

&GM has given thought to the diplomatic encounter
e will still need to consider the hook the means by
the PCs will become involved in the negotiations. Per-
PCs will travel to a new destination and unwittingly
imediators due to their position as a neutral party. Or
ithey have worked with an NPC in the past who
IS their aid on a new challenge. They could also become
led as unwilling hostages of one party after failing an
mission or getting captured; their expendability
g useful in parlaying with a hostile faction. Finally,
iy have allegiances to one institution or another—
being the Rebel Alliance, a Hutt kajidic, or a
Force users—that has skin in the game and

otline of his campaign
atic scenario. They're
a canyon near the
will be difficult
the PCs will
will ask that

e captain’s
doesn't

3-4: SPENDING SYMBOLS IN DIPLOMATIC SCENARIO KNOWLEDGE CHECKS :

Basic knowledge of general situation. W
é As above, but«mlu.hnpmmza of key players, their history, and the
Baswknowledge aﬁd key pmm, as well aé somé 6f the obstacles at play. 3
! “F’wwmil!\ quirks of one or more important NPCs in a faction or the motives of
: Tge GM‘wit"hh.olds a key piece of co-mvoxt relalifng‘m oné of the facts presented.

A seemingly unrelated but critical detail, su h as the truth behind the inciting incident or
leader has taken great pains to hide

One of the facts the GM gives the players is wrong or misleading

R ]

ir involvement in the dispute.
]

individual NPCs.

a fact one

gence. If the CM wishes to present a truly perplexing dip-
lomatic scenario, he can have each faction’s NPCs deliver
contradictory explanations for the disagreement. After all,
what each side tells the PCs may be true—from a certain
point of view.

LEARN AND UNDERSTAND

Within the factions’ initial demands lie their motives,
whether those motives are initially apparent or not. What
was outwardly requested may not match the faction’s true
goals, depending on the criteria previously determined by
the GM, such as a character’s opinion of a PC or concern
with appearing justified.

After listening to the faction’s initial appeal, the PCs
should have a chance to follow up with additional ques-
tions to better understand the NPCs' reasoning as well as
the stakes. Especially astute PCs may detect inconsisten-
cies within an NPC'’s answers, or between her words and
body language, to infer that the leader is holding back
important information. PCs can perceive such duplicity with
an opposed Discipline check vs. the NPC's Deception,
but unopposed Perception checks may also vield physical
clues. Even if they realize they are being lied to, the PCs
may not be able to force the NPC to come clean at this
point, and baseless accusations can quickly damage their
reputation and the negotiation’s future chances.

Knowledge checks can help fill in any gaps by providing
the characters with objective information recalled from
past studies. Knowledge checks are a good means for the
PCs to learn important details that may be unknown to
the parties involved in the negotiations, such as historical
context, or to figure out the explanation behind a charac-
ter's reticence. Some ideas for how the GM can interpret
the results of those Knowledge checks can be found in

Table 3-4: Spending Symbols in Diplomatic S 3
Knowledge Checks cenario

By arming themselves with the facts, or by learni
or fron_1 whom they can find out more, the P}llaijrrrgggr::tzrri
ay discern the most constructive avenues of compromise
chanically, this may be represented with one or mor-
n future checks in which they are trying to reason witﬁ
ppeal to their opponents. For example, a local tribal

wt
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DIPLOMACY AND THE FORCE

JispL
thi U I n the Republic, many planetary governments and
ot k th galactic institutions relied on the Jedi Consulars
reuding fac for mediation because their Force powers would
gpective of Ie: deter or detect deception attempts. However, even
ant to th with the power to sense a being’s true emotions,
psser COf precise details may remain hidden, necessitating
forge @ C the use of conventional listening and mediation
other hain techniques to develop rapport,

The fate of more than one planet has dangled by a
thread in the negotiation chamber. With millions of
lives hanging in the balance, sometimes all it takes
is a single word to save or destroy an entire civiliza-
tion. Many Jedi have been forced to ask themselves

how far they will go for the sake of peace. In these
instances, the temptation to soothe a bruised ego
or move a leader to action using the Force can be
overwhelming. How useful would it be to have at
one's disposal the capacity to read thoughts, or
better yet, to rummage through a person’s mind
for the truth like a scavenger at a crash site? Even
if such a power existed, the discovery of its use
would constitute such a severe breach of trust that
it would disqualify the mediator from fairly arbitrat-

ing the dispute.
Along the same lines, using one’s Force powers

to influence either party to act or believe a cer-
tain way is against the ancient Jedi Code. It strips

pe allowt d o ma
nte 1 arcin 1
s ! ! Ith more ¥

| NELel [ i \ \
P e ometimes there is no good

rpCIVE T
:-‘;v\,{f ng
resolution but
\\’3.‘(’3\(‘ may have pple eftects on

rhe COSMIC Force
in

TEACH AND RECONCILE

When the PCs have determined one or more potential solu
tions, they’ll have Lo s Il their recommendations to each of the parties of their agency and free will; in effect,
the factions. Even if the PCs have devised a brilliant plan, it denies those leaders their place in the Cosmic

Force. Player Characters who are tempted by these
sorts of actions should accrue Conflict to denote
the turmoil brewing in their hearts.

they will still need to present it to the parties in a way thal
inspires confidence and trust, Conversely, if the PCs deliver
the news that a faction must withdraw its unfair demands,
doing so with sweetened words can help a poison pill go
down less painfully

way thal convinces everyon

are able Lo promote empal

The arbitration process is typically represented mechan
cally by an opposed Negotiation check. Consular charac
ters who are skilled in Negotiation understand that they can
increase the buy-in of the factions by presenting the pro
posed solutions as options, not dictates. This can backfire
on the untrained, however, since it gives the fac fjons MoOre |
opportunity to derail the proposed agreements with their  jye big picture. Jed
own agendas. Better yet, a master negotiator may be able to
direct the conyersation in such a way that one or both faction
leaders “discover” the intended solution themselves, further
increasing the odds of their adopting it A character employ
ing either type of approac h should make an opposed Nego-

tiation check vs. the faction leader’s Discipline

Charm opposed by a target’s Discipline can also he
applicable in some situations, such as when PCs are rely
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AGGRESSIVE NEGOTIATIONS

D espite the PCs’ best intentions, the factions may
ljot receive their proposals well, or one or more

factupn leaders might decide that they will better

realize their objective if they cut out the media-

tors entirely. In such cases, it is up to the PCs to

defend themselves, by force if necessary. However,

restraint should still be considered if the M&O'

tiations are to be salvaged at all. Others

PCs may find themselves dealing with

authority once the lines of succession

Pursued, not to mention that their reput

peaceful arbiters will be irreparably dar

On the other hand

characte) IS

the P(V‘v lt“lli/(,\ H‘\
tripping up negotiations. and

‘.ltllw)[)‘, ”l())ll! ms \\‘\"H?’\i t,“

Character solved if "GN
r could be removed from the picture

CM she

sIVE Should cone ider d 1
vsltaer aoling ou i | P

M“"’”‘rww By ing out Conflict if any Hff




| 2
| 1
I |

l

2131633 443

R0 tetavincInice
AURILABLE
SEPRRATELY

£ starwars.com

EAN 13
O
| O




