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THE FORCE is a mystery, even to its most devoted
adherents. Even those who use it to heal the sick,
hurl massive objects, or perform other wondrous

feats cannot claim to be its master. '

However, MYSTICS do not seek to be the master of
the Force, but its ally and partner. They let the
“Force flow through them, and in doing so they .
unlock unlimited potentlal In a galaxy riven by war,
this may jUSt make them the most poweﬁu\ force
for good or for ev:l
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v our visions‘revealed nothing like -this!” Codo Keburr
B yelled from.behind cover. The Thisspiasian’s serpentine
body was not partlcularly well-suited for getting into tight

spaces, but he was coiled as closely as he could manage

behind a stone plinth. y '
" “Visions are seldom precise,” Killaen Chamat reébonded

frot where he had taken shelter: A blaster bolt blew apart
a chunk of stone near the broad shouldered Vurk's head, -

. and_he ducked reflexively.
" Their companion, Omi Vass, peered around the edge

of the pillar where she hid. The ancient droid that served .

as the guardian of this temple was larger than she’'d ever
seen—almost the size of an AT-ST. Its head nearly brushed
the high vaulted ceilings of this chamber, and four arms,
* each tipped with a blaster, swept back and forth, searching

- for targets and shooting at their positions. 'Perhc:ps in-an

'atrempr to frighten us into running from cover, the young

" - Tholothian thought
Many things were possib'lé through the Fo'rcef but Omi.

had seen too many false pro_pr'_;ets in her time in the Out-
er Rim. Some offered hope in a dark time, but too many

~ seemed to be selling their own brand. of salvation, only

to leave people empty-handed. She thought better of her
friend, but cautiousness was a hard habit to let go.

Yet if this vision did prove true, a- temple nestled deep

" within a canyon held’ the holocron they were. searching

for. After months of interpreting the signs in his vision,

. the three companions had narrowed, the location down to
Malian, a world in'the Western Reaches. Their journey had
led them here, straight into the arms: of this massive droid.
Whatever was hidden here was obviously valuable enough
to be well protected, even after centuries had passed.

This is getting us nowhere. She had not traveled halfivay
across the galaxy to be thwarted by a walking museum
piece: The prize within this temple, the knowledge that
had beenlost to time, had lain hidden here, waiting. They
couldn't let some rusted protector stop them now

“Codo! Killaen! When | Ieave cover, | need you to dlstract
it!” Omi yelled. :

“What are you going to do?" Codo sputtered.

Omi wasted no time on a response, She stepped pur-
posefully frem'behind the pillar. Instantly, the ancient droid:
turned to face her, bringing its weapons to bear and open-
ing fire. She dove back for cover as the air between the
droid and the pillar blistered with torrents of blaster fire:
Omi held her breath as clouds of dust and rocks flew from
the pillar, which crumbled under the assault.

Over the roar of her _shattering cover, sounds -erupted
of Codo and Killaen opening fire on the guardian droid. As
she had expected, the droid turned its attention to them:.

Now: 1
She stood and reached out with the Force. She saw the

trembling pillar, clear in her mind, and there—the fracture
caused by the droid’s assault, weakening the structure..
Noi ' .
‘The connection between herself and the pillar strength-
ened; the shape of it, the shape of the unworked stone'it
once was, the shape of what it would become, in her hands.

The Force began to flow through her, and even as she con-
centrated, she marveled at the power at her fingertips.

Now:

* She felt it happen before she heard the deep cracking

" sound, the fracture giving way, the pillar toppling, and yet

not falling. It hung in the air, held there by her will. She
heard someone cry out, and the shots of their blasters fell

into silence. She was on her own now. A spike of fear shot -

through her, and she used it, sharpening her focus.

-The piilar turned in the air, leveling forward until- it
pointed directly at the guardian. The droid had detected
its presence and turned to face the floatmg stane, its sys-

- tems trying to process what tt was seemg

NOW.

What had once been a pillar became a massive missile as
Omi hurled it with every fiber of ‘her being at the astonished
droid. It struck the guardian construct dead on. Stone met
metal, aiid metal gave way. In a shower of sparks, the droid
that had stood watch for centuries was crushed under the |

. weight of the pillar that had been there far longer.

Omi caught her breath, standing silently. She could Silll
feel the shape of the pillar in her mind, the power and poten-
tial she had wielded, even as it now dissipated into memory.

“I did not know that you had such power in you,” Killaen
gasped. He walked towards Omi, half-supporting Codo,
who clutched the oozing blaster burn in his side.

- “Necessity makes many things possible,” Omi explained.
“l couldn’t allow the droid to keep us from the holocron—or
whatever other treasures it may have been guarding.”

The wounded Thisspiasian coughed weakly, blood flecks 4
appearing in his white beard. “Your efforts are appreciated. |
didn’t think we'd make it. I've never heard of anything like that
droid being used in Jedi temples in the histories I've read.”.

She barely heard'him, staring at the far end of the cham-
ber where a small, pyramidal device sat on-some sort of
stone alter. She closed her eyes imagining the secrets con-
tained within it.

© Omi Vass felt the welght of her lightsaber in her hand
before she realized that she'd drawn the weapon. The blade

* leapt to hfe bathing the chamber in a deep, crimson gE()w

“Not every heolocron belonged to the Jedi.”



MYSTICS OF THE FORCE

F rom the moment Uncle Owen referred to Ben Kenobi as a
“wizard” (and "a crazy old man”), Mystics have been a vital
part of Star Wars. The supernatural abilities of the Jedi, and
their opposites in the Sith, form a cornerstone of the mythol-
ogy of a galaxy far, far away.

During the days of the Jedi Order, some Mystics lived
cloistered lives within temples spread throughout the galaxy,
seeking o deepen their connection with the Force through
constant rigorous study and meditation. With the rise of the
Empire and the extermination of the Order, Jedi no longer
find Force-sensitive individuals and offer a venue for instruc-
tion and training. Those who lean toward the disciplines of
the Mystic often now find themselves unfettered to expand
their knowledge of the Force. Yet with this freedom comes
danger—not only of discovery by agents of the Empire, but
also of falling into the trap of their own hubris, reaching too
far, and risking the embrace of the dark side of the Force.

Unumitep Power greatly expands the options for Mystic
characters in your Force anp DesTiny campaigns. It provides
players with new ways to run Mystics and gives Game Mas-
Lers suggestions for including Mystics in their stories, from
stand-alone encounters to advice for including them in ongo-
ing campaigns. Along the way, it gives new equipment, new
Force powers, new rules for using the Force in different ways,
and even advice for running characters who have fallen to
the dark side of the Force.

Chapter I: Luminous Beings introduces three new spe-
cies well-suited to the Mystic’s deep connection to the Force:
the Thisspiasian, the Vurk, and the Tholothian. The chapter
also features the Alchemist, the Magus, and the Prophet,
three new Mystic specializations that delve into the myster-
ies of the Force in different ways.

The Alchemist practices a lost art, never embraced by
the Jedi, to channel the Force into physical form. They
craft objects of great power, giving life to the inani-
mate, and crealing concoctions to heal the body. In
Lhe past, various orders who used this art fell to the
dark side. The Alchemist must walk a careful path.

The Magus experiments with the Force, seek-
ing out so-called forbidden knowledge, forgotten
rituals, and strange practices. Unrestricted by
the Jedi Order, the Magus can manipulate the
Force to exhibit mystical powers, doing amazing
and seemingly impossible things.

Finally, the Prophet acts as an interpreter of
the Force to their followers, offering a voice of
hope in the struggle against the dark. Where the
Advisor offers counsel to an individual, Prophets
influence entire communities—potentially even
the entire galaxy, if given the means to spread
their message.

With these species, specializations, new
signature abilities, and Force powers, this
chapter is extremely useful for any charac- = -
ter with a Mystic bent. : .

Chapter IlI: Dangerous Crafts details new items, weap-
ons, and vehicles suitasle to the species and the specializa-
tions presented in this book. From Quro Blades, traditionally
wielded by the Royal Guard of the Thisspiasian Blood Mon-
arch, to relics and esoteric mystical tools like the Tholothian
Puzzle Box, the gear presented in this chapter offers a wide
variety of optlons for Mystic characters. Mystics often find
themselves traveling far from the beaten path, venturing far
across the galaxy to wherever their calling takes them. Vehi-
cles like the T-13 Airspeeder and the Tagge Dustcrawler may
offer needed transport, and starships such as the H-Type
Nubian Yacht, the massive Ithorian herd ship, and the Man-
dalorian Protectorate “Fang” Starfighter all could be encoun-
tered along the journey, or ulilized by a Mystic on their path
to delve deeply into the mysteries of the Force

Chapter Ill: Guided by the Force offers GMs extensive
guidelines for integrating Mystics into an ongoing Force AND
Destiny campaign, as well as providing example encounters
and advenlure seeds geared towards Mystic characters. The
Living Force is presented as a campaign element, offering
GMs suggestions an using visions, presenting the will of the
Force as a narrative theme, and more. The chapter contin-
ues with a section on expanded Force powers, and new rules
for flexible and freeform Force use, as well as Force duels—
contests pitling each individual's mastery of the Force
against the other. The chapter concludes with a section that
expands upon the material in Force anp DesTiny governing
Player Characters falling to the dark side. The material in this
chapter gives a GM guidance on allowing a fallen character
to continue as a dark side Player Character—including the
ramifications of that fall for the campaign, opportunities for
characters Lo be in opposition, and the effects an the Moral-
Ity rules.




MYSTICS IN STAR WARS

here are no Force users with a deeper connection to the

Force than Mystics. In many ways, they are the diametric
opposite of the Consular. Whereas Consulars are disciplined,
meditative Force users who bring peace to the galaxy through
a focus on the common people, Mystics are wielders of more
potent powers, using the deepest secrets of the Force, and
influencing others for good or ill. They are drawn to a higher
calling, a deeper understanding of the Force, whether to serve
others, or serve themselves.

In the days of the Old Republic, few common citizens
encountered Jedi who walked the Mystic path. Few made
a paint of traveling among the populace. Mast spent thelr
time in study and contemplation of the Force, while others
offered their tutelage in rarified company, communicating
the will of the Force to leaders of the galaxy. Nol all Mystics
were Jedi, either: Myslics followed other paths such as the
Guardians of the Whills or the Nightsisters of Dathomir. This
relative rarity contributed to the mysterious reputation of
the Mystics. People spoke in hushed tones about the clois-
tered wizards in their towers, possessed of strange powers
and offering counsel to the very powerful.

MYSTICS RESURGENT

[ronically, with the rise of the Empire and the suppression of
the Jedi Order, it is now more comman to encounter a Mys-
tic than it was during the days of the Republic. Many Mystics
came from worlds where their connection to the Force made
them a revered part of the culture, either in a religious or
shamanic tradition or as a charismatic leader. In days past,
Lhese individuals would have been found by the Jedi and
brought into the Order to receive instruction and training,
which tended to remove them from everyday society.

Now, Mystics tend to remain within the cultural traditions
of their homes. Certainly, those who display overt use of
the Force attract the attention of the Empire and are soon
eliminated. Many, however, have been able to avoid notice.
What does the Empire care about a village shaman on some
backwater world in the Western Reaches? Mystics rely upon
the Force as their crucial guide and mentor, which teaches
them to trust their instincts. These instincts have served to
keep many Mystics safe from notice as the darkness in the
galaxy has grown.

The time has come o cast out that darkness. Mystics, with
their knowledge of the hidden secrets of the Force, can offer
light and hope at a time when it is most desperately needed.
Force-sensitive students are appearing, and the only thing
that can save them from either falling to the dark side of the
Force or falling beneath the might of the Empire is knowledge
and instruction. Mystics, following the will of the Force, search
the galaxy for repositories of hidden lore: ancient holocrons,
powerful vergences, and long-forgotten relics. Increasing their
knowledge of the Force, Mystics hope to forge a new legacy—
a new light against the darkness. The Force can offer hope and
a path forward. Mystics light the way.

INTRODUCTION
UNLIMITED POWER
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MYSTICS IN THE CORE

Mystics are rare sights in the densely-populated Core. It is
among these worlds where the grip of the Empire is stron-
gest—and where discovery is the utmost danger. The light
of hope is too easily extinguished in the maze of sprawling
cities, and Mystics within the halls of power can attract too
much attention. As a Force sensitive in an era of persecution,
the center of power is perhaps the last place one should be.

Yet these are also the worlds where the Jedi had their
greatest temples. While the Empire has crushed the Order,
torn down their lemples, and either destroyed or confiscat-
ed their treasures, there are still unknown caches and way
stations that may contain secret knowledge vital to a deeper
understanding of the Force. Forgotten rites or methods sup-
pressed by the Jedi Order could now be found and utilized
to serve the greater good. If one is willing to take the risk,
vital knowledge mightl even be stolen from within the labyrin-
thine vaults of the Empire itself. Mystics, provided they are
careful, could discover much in places such as these,

It is also herg, in the center of galactic civilization, where
the message of hope can be most effectively spread. Pro-
vided the opportunity to communicate their message, one
might influence not just individuals or small communities,
but entire systems and beyond. The halls of power are filled
with individuals whose decisions affect billions of lives, and
if those individuals could be given the proper counsel, the
effect would be immeasurable. A stone thrown inlto that
pond could have ripples felt in the farthest corners of the
galaxy. The difﬁculiy would be in locating those in pasitions
of power who are open to receive such counsel. With the
Emperor's dissolution of the Galactic Senate, that task has
become far more daunting—although there are certainly
Mystics who may be drawn to seize power for themselves,
rather than rely on counseling others. After all, who better to
enact the changes required by the will of the Force?

MYSTICS IN THE
OUTER RIM

The scattered worlds of the Quter Rim are the far frontier
of the galaxy—small, sparsely-populated settlements and
undeveloped primitive worlds, far removed from the main-
stream of galactic civilization. This is the true territory of the
Mystic. Among the distant and nearly-forgotten worlds, one
might more easily avoid the ever-watchful eye of the Empire.
In an almost lawless region, where settlers, outlaws, crimi-
nals, and Rebels alike all tend to mind their own business,
the strange powers of a Mystic might draw some degree of
attention, but far less than they would in the Core. Should
the Empire take notice, there is always some forgotten cor-
ner of the map where one might go to remain hidden.




Ancient secrets can also be found beyond the edges of
civilization. Lost planets, distant fortresses of ancient orders,
long-forgotten Force-sensitive traditions—all potential sourc-
es of new knowledge to deepen a Myslic's connection with
the Force. Knowledge hidden for thousands of years and
practices perhaps unknown even to the Jedi may lie shroud-
ed among the isolated and secluded reaches. Rumors and
hints of such thiags drift through the babble and chatter of
tmdmg posts and spaceports, the stuff of spacers’ yarns told

) nk. A keen discernment and words in the right ear
¢ off in pursuit of the truth that lies behind

The charisma and captivating presence of a Mystic can
also serve them well in the advancement of their goals in
this part of the galaxy. Many find themselves in positions
of influence In small settlements, where they might fulfill a
religious or a civic role. Tending to the needs of a community,
whether as a counselor, a judge, or a shaman, one can offer
help to those who most need it. Other Mystics wield their
influence more indirectly. Some are valued for their insight
and advice ta those in authority—which, in the Quter Rim,
might include cutlaws or crime lords. The benefit of serv-
ing such an unorthodox master, assuming the Mystic can
remain true Lo their principles, is that often such

organizations do not balk at the strange powers

of a Force sensitive in their employ. A crime lord
may not be entirely trustworthy, but might main-
tain something approaching a sense of loyalty

to an individual they see as valuable

There is also no love for the Empire

among those circles, which offers a
Mystic a certain degree of assur-
ance. Additionally, the dens af inig-
yity where outlaws and criminals
tend to attract travelers from
he Outer Rim, and a Mystic
m a good place to acquire
rd rumors to aid them in
overy of lost arts.

edees of society, Force users
€ able fo be a bit more open
their powers, but even here,
1g in place for too long is
nmended. Those who wish
- favor with the Empire in
ler to.increase their own author-
ty inevitably speak of what they have
-~ seen, and the risk to others posed by
- the simple presence of a Mystic is too
eat a threat to ignore. Given that, Mystics
oftel drift from world to world, never staying in
for too long They are cast about on the tides of
axy, washing up upon distant shores and touch-
- Ihg the lives of others, only to move on again. A Mystic
who does settle in one location does so as far from
civilization as possible, to avoid the risk to themselves
and others—a crazy hermit, far out in the wilderness,
practicing strange and esoteric rites.

INTRODUCTION
UNLIMITED POWER
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c hapter I: Luminous Beings provides options for Mystic
characters. This chapter offers new backgrounds, emo-
tional strengths and weaknesses, and Motivations.

In addition, this chapter details three new species for
Force anNp Destiny players: the Thisspiasian, Vurk, and
Thelothian. These three species make excellent Mystics, but
can be used as a template for careers from any of the other
Core Rulebooks. The meditative Thisspiasians balance con-
trol, rage, and emotion in their day-to-day lives, mirroring

“the constant discipline and practice of the old Jedi Order.

The Vurk culture has a philesophy emphasizing knowledge,
the discovery of the self, and movement that provides a

‘unique means to understand the Force. Lastly, the Tholo-

thians have a long history with the Galactic Republic and
thus the Jedi Order, offering sanctuary in times of turmoil.
Each of these species, through a quirk of their physiology,
a unigue cultural perspective, or a historical open-minded-
ness, provides a good basis for a Mystic character.

‘Luminous beings are we, not this crude matter.”

—Yoda

This chapter also presents three new Mystic specializa-
tions. The Magus channels the Force through forbidden
knowledge and ritual to perform supernatural feats. The
Prophet (like the Seer] sees the patterns and flow of des-
tiny, but (unlike the Seer) acts as the voice of the Force,
providing messages, guidance, or warnings to others. The
Alchemist uses the raw energy of the Force to bring life to
the inanimate.

Two hew signature abilities push Mystics further down
the path of the metaphysical. The Unmatched Destiny sig-
nature ability allows Mystics to literally alter the Force on
a moment-by-moment basis, but at the risk of increasing
their Conflict. Prophecy allows Mystics the power to see
into the future and reveal important events. Or are they
actually changing the future and making it real?

Lastly, two new Force powers, Alter and Conjure, allow
unprecedented ways to manipulate the Force. Conjure
summeons a spectral cbject, the Force in solid form. Alter
gives the Force user the power to alter and control their
immediate environment.

LUMINOUS BEINGS
UNLIMITED POWER
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MYSTERIES OF THE GALAXY

n f all of the Force-sensitive careers, Mystics deal most in
the abstract, More than any other Force user, Mystics
concern themselves with the untouchable and incorporeal. All
Mystics tend to see existence in one of three ways: through an
understanding of time, through an understanding of people,
and through an understanding of their own psychology.

Being in touch with time means seeing (though perhaps
not comprehending) the past and the future as easily as one
can see the present. The Force ebbs and flows, and through
dreams, visions, or mere intuition, carries knowledge forward
[or backward) on the currents of time. By following that flow,
a Force user can see and predict the future. Through the
Force, knowledge is never truly lost or destroyed.

Mystics are also in touch with pecple via the Living Force
that flows through nearly all beings. The emotions, fears,
hopes, pains, and triumphs of the galaxy's sentient beings
call out to Mystics through the language of the Force By
sensing minor disturbances, Force users can tell if a person
is suffering or in distress. By sensing stillness and peace, one
can see happiness and calm.

Lastly, all of the most powerful Mystics are in touch with
their inner selves. Prejudices, biases, personal terrors, and
even hidden desires can blind Mystics from the truth. They
cannot know the Cosmic Force without understanding the
Living Force, and they cannol understand the Living Force
if they don't understand their own minds. True mastery of
the Force requires deep introspection, and even the most
enlightened Mystics can be surprised by their own feelings.

Once they master these three aspects, Mystics eventu-
ally perceive the broader implications of consequences,
connections, and control. Knowing the future doesn't auto-
matically mean knowing how to change the future. Actions
over time, actions by people, and actions of the self result
in consequences. Mystics must understand how actions
ripple through time. Even the Force changes through cause
and effect, and understanding those changes helps a Mystic
understand the consequences.

Mystics need to know how to forge and break connec-
tions. The Force manipulates events such that two uncon-
nected people may find themselves at the right place and
the right time with a common purpose. In regards to the
Force, there are no coincidences. Mystics who can see those
connections, or the frayed ends of a broken connection, can
tug on one string of a web and affect individuals, places, or
events from afar,

Lastly, Mystics must learn control over their powers. With-
out that control, a Force user can do irreparable harm to
people or things. Sometimes not using the Force at all can
result in a beneficial change. Understanding one's own limi-
tations represents a true understanding of one’s control and
discipline.

Ultimately, Mystics discover that they may not have any
control at all. This terrifies many disciples, but a few find this
realization freeing, prompting these enlightened Mystics Lo
take the final step and allow the Force to guide them.

MYSTIC BACKGROUNDS

he path of a Mystic is an unpredictable and mysterious

one. While some Mystics have meditated for decades and
received only mild enlightenment, others have come across
visions and hidden knowledge with little to no effort. Mystics
also come from a wide variety of backgrounds, same enlight-
ened, some agnostic, and even a few materialistic. What
unites all Mystics is a willingness to peer into the infinite,
regardless of whether their eyes have been opened through
dedicated practice or sudden insight.

ARTISTS

The Force grants people thoughts, visions, and emaotions
that some can't process, so they turn to other means to
communicate these ideas. These artists often find them-
selves frustrated, driven to express an idea bigger than the
artistic medium. While most artists create in order to find an
audience, Mystic artists create to find answers. The answers

LUMINOUS BEINGS
UNLIMITED POWER

can be personal, to seek enlightenment. The answers can
be social, motivating others to be and do better. Because of
art's emotional nature, however, artists can be templed to
the dark side. These artists use their work to shock, provoke,
and upset—not to illustrate a greater truth, but to enhance
those dark feelings, reinforcing hate and anger.

Advisors with an artistic background tended to be teach-
ers and critics. Their aim was Lo improve other people's cre-
ativity and means of expression, not only pointing out flaws
but cultivating improvement, encouraging strengths, and
fostering growth. Over time, however, these would-be Advi-
sors found themselves guiding their charges” emotional and
spiritual maturity, helping them be better people as well as
better creatives. In turn, the mentorships improved the Advi-
sors’ own works, their own understanding of the galaxy, and
their own psyches. Their students' breakthroughs become
their own breakthroughs, opening their inner eyes to the
ways of the Force.




Some Alchemists started out as sculptors, clothing
designers, and body modifiers, working in the physical. They
found themselves drawn to making a thing with a purpose,
a reason given form. Admirers would tell these artists that
their works had a mind of their own, a life and personality.
This praise, however, never felt true. They weren't the ones
who gave it life; something else, something unexplainable,
did. Without realizing it, these artists had designed with the
principle that Force follows form follows function, until one
day they had discovered all three meant the same thing.

It might surprise some that many Makashi Duelists did
not start off studying combat or warfare. A number of them
had an artistic bent, and being drawn to the fluid motions of
the body, tended to be dancers. In their early studies, they
moved their bodies to music, but that didn't feel quite right.
In an epiphany. they danced in silence and found a rhythm
that had no sound and no touch, but still felt real. Over
time, their dancing helped achieve a meditative state,
merging mind and body with a tempo indescribable—
the Force.

Artists who eventually became Prophets com-
bined scund and word, mixing and matching the
cadence of language with metaphor. Pitch, tone,
and volume helped convey their message as
much as the content. Not surprisingly, these
proto-Prophets started off as spoken-word
poets and singers, sometimes in a religiou
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Artistic Seers confused their own ideas with Force-
inspired insights. These tortured individuals jotted down
these ideas, but words failed to convey the true meaning.
This turned into a process of writing and editing that seemed
endless, frustrating, and pointless. These writers and poets
scribed long polemics eviscerating tyrants or oppressive sys-
tems, works of fiction that had a deep seed of truth, or mani-
festos urging people to rise up. When these writers managed
to overcome their own paranoia and fears, they found them-
selves with a renewed purpose as Seers.

Artists on the path of the Magus tended to make the
medium the message. These artists blended different artis-
tic forms but also integrated their own bodies into the art.
The suffering they inflicted upon themselves represented

the suffering of the galaxy. The blood they shed
expressed the vitality draining from society. The
body modifications they endured reflected the
changes and distortions of oppression. Some
of these artistic projects perfectly mirrored
ancient rituals to enhance perception,
bringing them closer to an unexpected
enlightenment.



AUGURS

Augurs served a straightforward function: they exposed the
truth to those who listened. They could have been anything
from a fortune-teller to a psychologist, offering insights on
what people should do, but also revealing hidden truths
to help people make their own decisions. Some augurs
received academic or institutionalized training, while others
simply had an uncanny intuition (such as a village elder or
community leader). Most were content with this role. The
few who had the humility to delve deeper discovered the
Force as the source of their wisdom.

Augurs who fell to the dark side encouraged thelr victims’
darkest desires and instincts, enhancing their anger and
pushing them toward violence. These augurs sometimes
inflicted harm on others, mistaking pain, deprivation, and
violence for a means to understanding.

Augury is the most common skill for an Advisor, although
these individuals didn’t only assist high-ranking officials or
people in power. They were drawn to anyone in mental or
emotional distress. In many cases, the disenfranchised and
powerless suffer more anxiety and fear.

Alchemists who began as augurs served a vari-
ety of roles. Some experimented with chi
cals to produce visions, either throtigh
street drugs or corporate-spons
research into mind-enhancing medit
Other alchemical augurs produced
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Soon-to-be Prophets usually served a community as an
augur, sometimes in a religious role, but in others prosely-
tizing a united ethos or philosophy. They may have repre-
sented a marginalized group seeking a cohesive identity, a
group of caf-house revolutionaries plotting rebellion, or even
a rioting group of agricultural workers who needed a voice.
These augurs didn’t simply predict the future. Their words
linked each individual not only to each other, but to an ideal
and legacy of resistance. In a way, these augurs served as
conduits of idealism and information, and it took litlle 1o see
the Force as the true source of this knowledge.

Seers search for truth, Those who were once augurs may
have been classic wise men and women, but others took on
professions such as archaeologists, scienlists, and reporters.
All of these augurs shared an instinctive feeling that the cur-
rent, common knowledge didn't tell the full story. Archae-
ologists dug to reveal a lost past, scientists experimented
and observed to find a hidden principle, and reporters
researched and interviewed to find an unspoken narrative. It
takes very little for augurs to become Seers; they have beer
seeking truth all their lives.




Some augurs who walked the Magus path appeared
mad. They would act with no discernible pattern. One day,
they plastered posters with images or phrases that caught
a pedestrian’s imagination. On another day, they sent mes-
sages through the HoloNet to warn officials of incoming dan-
gers. On still another day, these augurs shouted out warn-
ings on the street corner to change the mood of a crowd.
Magus augurs may appear not to act with a goal; however in
actuality they can see the flow of the Force and do its will—
whatever that will may be.

CON ARTISTS

Force sensitives don't necessarily need to came from a back-
ground of enlightenment and self-reflection. Especially dur-
ing these tumultuous times, Mystics can emerge even from a
history of gambling, trickery, and swindling. Some used their
zbilities to con the wealthy or powerful, rationalizing that two
wrongs do make a right. Others pulled cons to make a living
while doing what they could to mitigate harm. A few did their
best to ignore their conscience. What united these con art-
ists wasn't their criminal skills, but a nagging sense that life
could offer something greater. While a criminal life doesn’t
usually lead to enlightenment, when these con artists sought
answers, they found them rather quickly. After all, they could
recognize a good con, and when the Force turned out to be
the real thing, they became ardent true believers.

Advisors who started off as con artists saw firsthand the
tricks and trade of the criminal underworld, and used their
knowledge to help others avoid these traps. In some cases,
they worked for casino owners and criminal bosses as spot-
ters to find cheaters or as “coolers” to manipulate a table,
making it harder for others to win. Pretty soon, even advising
people of cons and cheating felt inadequate; it only embold-
ened more greed and gambling. These con artists went on to
find other answers.

These budding Alchemists didn't use their abilities for
good at first. As con artists, they created fakes: harmless
chemicals instead of dangerous drugs, a “priceless” paint-
ing for the rich, or even weapons that didn’t function (for
the truly brave or foolish). When the fakes somehow helped
improve lives, such as that dose of fake spice curing some-
one's addiction or that counterfeit painting inspiring the rich
patron to donate to charity, these con artists chalked it up to
happy accidents. Soon, they found themselves glad of these
mistakes and gave up the criminal life to do good.

Whnen a con artist becomes a Makashi Duelist, it is usu-
ally due to a lifetime of movement. These individuals know
a wide variety of cons and move from place to place, sens-
ing when a place or a mark is “hot” or “cold.” In order to
figure oul a target’s mettle, they first tested out strengths,
performing small tricks Lo gauge gullibility and lying to buy
time. When they saw an opportunity, they whittled down
their opposition with blows or words—perfect Makashi Duel-
ist technigue.

Prophets who started as con artists sold futures—literal
futures—and tricked groups of people into believing their
spiritual nonsense. They rationalized that it didn't harm
anyone if people believed something fake. Besides, false
hope s better than no hope at all. When the fabricated
hope propelled people Lo do great things, no one was more
astonished than the con artist. These individuals then real-
ized their higher calling, and that their hope was not so
false after all.

Con artist Seers were fortune-tellers. On more civilized
worlds, they served as entertainment; even the audience
knew the performances were fake. Using tells, vague phras-
ing, and even modern techniques such as HoloNet data
dives or surveillance devices to eavesdrop before the show,
fake Seers pretended to read their audience’s past in order
to predict their future. When their predictions had more than
a ring of truth in them, these con artists could not deny the
source of their insight.

The Magus way urged these con artists to be skeptics.
Educating themselves in the techniques of stage magic,
they spotted shell games, sleights of hand, body readings,
and a variety of other tricks. Often abrasive, they spent
a lot of time critiguing religicus doctrines, busting cults,
and exposing scams. When these skeptics discovered an
ancient ritual from an outdated religion called the Force,
they enthusiastically tried to debunk it and failed. This
drove them Lo dig deeper and find more secrets, until they
became devout Magi.

ECONODMISTS

Economics is the study of resource allocalion, but deep in
its heart, it is the study of people and their choices. These
proto-Mystics saw patterns, an invisible hand that moved
resources to people in need, enriched planets, and con-
nected disparate communities, defying the black-and-white
morality of a profit spreadsheet. Cold economic theories
and practices can clash with the warmth and light of the
Force, however. If a policy can make five million people ten
times as wealthy, but at the oppression of one million, could
that be argued as good policy? What promotes a fall to the
dark slde more than turning suffering into mere numbers to
be manipulated?

Economic Advisars served on political councils, corpo-
rate boards, or in high-level academic positions. They had
an uncanny knack for seeing trends and shifts in buyer and
seller behavior. When their bosses decided to pick rapid but
destructive profit over slow, steady, and constructive growth,
these economists became frustrated at how a single indi-
vidual could cause such misery. Peers told them that eco-
nomics has no morality and that the markel would right
itself. Rejecting this cold conclusion, these economists found
thal the Force answered their questions during their crises
of conscience.

LUMINOUS BEINGS
UNLIMITED POWER




Alchemists who were economists saw the distribution of
goods as an indicator of health. Alchemists with this back-
ground tossed out supplies and balms, like messages in a
bottle out into the ocean, thinking market forces delivered
them to the right person at the right time. The patterns
hinted at a benevolent intelligence, and the first test of this
understanding came when they encountered individuals,
organizations, or corporations that hoarded their creations.
These economists began to push and disrupl these acts of
selfishness, a call to action from the Force.

Some economists have seen people, communities, or
even whole planets climb and fall in periodic waves. Alter-
ing these economic variances to soften the fall and ease
the climb required & variety of techniques. Direct economic
stimulus plans for short-term gains, gradual educational sup-
port for long-term growth, and even the right word or phrase
whispered in an influential ear were all valid actions akin
to the thrusts, footwork, and feints familiar to all Makashi
Duelists. By comparing macro-economic acts to individual
physical actions, these economists began to understand the
Makashi form.

Economists tend to predict doom and gloom. Every
spike in productivity comes with a depressed fall. Every
crash comes with predictions of lengthy austerity. Would-be
Prophets predicted these disasters in HoloNet broadcasts,
articles, or even old-fashioned declarations on the street.
Their words brought despair (or merely eye rolls) to many,
but helped just enough people to give these economists a
glimpse of a higher purpose. This calling kept them seeking
the truth until they discovered the Force.

Economic Seers saw planets as pools of water, alternately
evaporaling (exports) and being fed by a river (imports). The
idea of this flow of water tickled... something in the back of
their minds. They researched, argued with academics, and
bothered experts, all in search of an unseen manipulator fill-
ing the pool, carving out the banks, and damming up the
flow. When they compiled this knowledge, they saw potential
futures that could not be explained with straightforward sup-
ply and demand models. They saw the living and breathing
Force staring right back at them.

Some economists lived the life of their own convictions
by budgeting their existence (usually due to impoverished
backgrounds). They spent their time sifting between their
needs and desires, isolating what they could survive without,
and identifying what they absolutely needed. Taking a literal
accounting of one's life on an economic balance sheet can
reveal essential self-truths as much as any meditation (this is
a reason why some Jedi turned to a life of monastic austeri-
ty). In some cases, desperation for a meaning behind the aus-
terity drove these individuals onto the path of the Magus.
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POLITICAL EXPERTS

Political experts found themselves able to see the bigger
picture and used their time to change (or maintain) local
governments. If only people acted this way, these experts
thought, then these problems would be solved. The needs
and desires of the community should influence the laws of
the community, not vice versa. Emboldened or frustrated
by the political pracess, these experts looked for something
bigger and more meaningful, and awakened to the power of
the Force.

Not all political awakenings come with enlightenment.
Some political experts didn't learn to serve their communi-
ties, and instead tried to manipulate them by appealing to
their base desires and fears, or punished them with restric-
tive laws. They sought to control others, a seductive desire
from the dark side of the Force.

Political experts who would become Advisors worked
within the system, seeing the system as a network of peo-
ple. Politics isn't an unfeeling machine after all, but a web of
people pushing and pulling toward their own desires. They
pressed hands, spoke encouraging words, and made essen-
tial contacts. These political experts became adept at pulling
strings. seeing them reverberate throughout the web. This
webbing began 1o resemble the connections Mystics see
throughout the galaxy.

Political experls who saw the galaxy like Alchemists
viewed law and governance as an unfeeling machine, and
devised concoctions and inventions to fix that machine.
Medicine can treat the symptoms of a broken system, such
as diseases caused by a malfunctioning water purifier, and
make the whole feel better. The infecled community can
then become productive and vital, and thus provide the
energy and will to fix the broken part. It is then a short step
from thinking of a community as a living being toward seeing
the Force as a living thing.

Makashi Duelist-style tactics in politics utilize every
social weapon: propaganda, speech writing, door-to-door
campaigning, and personal connections. These political
experts used this arsenal to push righteous laws or candi-
dates into action. They worked like a steady drop of water,
chipping away at the rock of the status quo. Eventually, they
led a tidal wave of support, motivating the people them-
selves into a mighty river, washing away the political elites.
Their understanding of the Force happened in the same way:
building with each action, cresting at a single moment, and
opening their eyes to their destiny.




The Prophets of the political sphere were pundits, com-
mentators, or critical analysts—both professional and ama-
teur. They saw how a candidate or policy could affect their
listeners and would advise accordingly. Whether motivated
by doom and gloom or by a compassion for their audience,
these political experts began to see how their local commu-
nities were connected, then cities and planets, and eventual-
ly saw how systems across the galaxy influenced each other.

Political Seers sought long-term changes and balances. A
bit removed from day-to-day politics, they came from aca-
demia or governmental analysis groups, or were self-educat-
ed intellectuals. They were all united by a common ability:
they were able Lo forecast how a set of laws and systems
allowed people the freedom to choose their own path. Yet
they kept seeing something else, a greater law pushing and
nudging in the background. When they pulled back the final
veil, they discovered a vast system, that of the Force.

A Magus utilizes rituals, but can also experiment, modify,
and apply new rites. Political experts of this background
experimented like social scientists. They took a political sys-
tem and subtly influenced a variable, chipping away like a
water drop on a stone to see what holes could be created.
What patterns could they see, and could they replicate them
elsewhere? Their awakening had begun the moment they
realized they could influence these systems directly. They
became a new variable, changing outcomes through sheer
force of will. Their awakening arrived when they realized the
variable was the Force.

RELIGIOUS ECSTATICS

Ecstatics allowed the Force to flow through them uninhib-
ited. These people interpreted the Force through their own
religions, adding insights and ideas that for some illuminat-
ed, others perplexed, and a few terrified. This "madness”
and speaking for the gods were actually their attempts to
describe their thoughts and feelings of the Force. When they
discovered the Force to be a universal power, they didn't
abandon their religion, but simply found the Lruths within,
forging a new yet still traditional path.

Allowing unchecked emotion to fuel religious fervor, how-
ever, can take an ecstatic toward the dark side. Mistaking
fear and anger for religious insight can lead people toward
victimizing innocents. Instead of listening to the Force, these
ecstatics listened only o pain, rage, and terror, and then
channeled it right back into the world.

Quite a few ecstatic Advisors practiced a kind of psy-
chometry, touching people to bring visions. In some cases,
their communities ostracized them, so they didn't realize
their abilities were gifts, not curses. In other cases, people
kept the ecstatic a virtual prisoner, using their abilities to fur-
ther their own goals. A few became the center of a religion,
though perhaps not the leader. Self-actualization occurred
with enlightenment; they no longer believed they were tools
for others and became active agents of the Force.

Alchemists who were ecstatics didn't simply use drugs
recreationally, although some Alchemists with this back-
ground did come to their enlightenment experimenting with
mood-altering, conscicusness-enhancing substances. Some-
times they worked to create an alternative drug, isolating the
dangerous compounds while extracting the chemicals that
enhanced the body and mind. Why did they achieve visions
and insights, however, whereas others merely experienced a
high? After some searching, they discovered that they didn't
need drugs to see the energy binding the galaxy together,

Ecstatics who eventually became Makashi Duelists
went through life with little introspection, acting and react-
ing nonstop in a whirling, spinning motion. They proclaimed
a philosophy of living in the moment. Plenty of people got
caught up in this whirlwind, drawn to their orbit but never
really landing. Most of these ecstatics simply indulged their
own self-gratification, but a few struggled to balance instinct,
intellectual thoughtfulness, and caution. When they finally
reconciled this struggle, they discovered the Makashi form
fit seamlessly into their mindset.

Ecstatic Prophets usually had some connection with a
fringe religious group. These ecstatics quickly gathered a fol-
lowing, one that either threatened the leadership of the orig-
inal religious group or the authority of the dominant culture.
For some, these emotional bursts of insight frightened them.
Were they mad? When others found essential truths in their
uncontrolled actions and babbling, these ecstatics began to
wonder if they did have a connection to something greater.

Most ecslatics tend to have a Seer-like guality; their
attraction Lo suaden, life-changing visions or insights mim-
icked traditional seers, who used mind-altering substances,
isolation, meditation, and deprivation to achieve similar
states. Ecstatic Seers spent their lives seeking answers, try-
ing more and more extreme activities—usually something
that defied death—to provoke an intense emotional reac-
tion. They achieved a sense of peace when they got in touch
with the Force, but they never truly got away from the cha-
otic and random nature of their visions.

Magus ecslatics found themselves using strange rituals
and techniques to bring themselves to a higher state of con-
sciousness. At first, they needed something to shock them
out of their physical comfort, using fasting, icy cold or hot
and sweaty immersions, and the like. Some pushed further,
scouring their bodies in order to bolster the mind. A few
adopted rituals to challenge their emotional or mental lim-
its with pain, intense pleasure, disgust, or terror, Their use
of these rituals bordered on obsessive and self-destructive.
Even when they embraced the Force, these Magi never quite
gave up their extreme ecstatic ways.
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ystics, more so than any of the other Force disciplines,

m have a danger of losing sight of the individual, the small,
the supposedly insignificant, and risk becoming removed
from life as they get closer and closer to the Cosmic Force.
When the Force and the galaxy move at the pace of millennia,
whal is the significance of a single suffering person?

Some Force disciplines, such as the Sentinel, suffer from
being too personal. Mystics and their emotional weaknesses
suffer from distance. Mystics tend to travel to remote loca-
tions to get away from the struggles of the galaxy. Most Jedi
did this to clear their heads and hearts, but Mystics mistake
this isclation as the goal rather than the method, turning
distant and cold.

Paradoxically, Mystics can fall to the other extreme and
become overwhelmed by the suffering and pain of the gal-
eel and empathize with the hurt, but to the paint
falling victim to the anguish
be striving to succor.
1ove themselves

sting the galaxy
good. '
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In light of this, Mystics’ emotional strengths tend to focus
on the here and now. Alleviating the hurt of a single indi-
vidual, be it through charity, shared compassion, or encour-
aging hope, may make only a tiny change, but it reminds the
Mystic that tiny changes move rivers and mountains.

Person-to-person contact also reminds Mystics whom they
serve. They may think they are servants of the Force, but in
reality, the Force also serves the living, breathing people that
inhabit the galaxy. This cycle of life feeding the Force and the
Force feeding life reguires the Mystic to participate in the
day-to-day activities of the so-called unenlightened masses.
Without them, the Force is empty and without purpose.

Players may replace Table 2—1: Morality on page 50
of the Force anp Destiny Core Rulebook with Table 1-1:
Mystic Moralities on page 17. Players may choose Lo roll
randomly on the table or select a Morality based on their
background, core philosophy, or desired character arc.

Each character starts play with a Morality value, as

described on page 49 of the Force anp Destiny Core
Rulebook.




TABLE 1-1: MYSTIC MORALITIES

B d100 | Emotional Strength | Emational Weakness
| Compassion: Mystic compassion is different, l Sorrow: The galaxy is a big place, and with so many
| representing a universal compassion, a love for all life, people suffering, it can overwhelm a Mystic, How can a |
01-08 | from the lowly worm to the most nobie of philosophers. single person help anyone else when there is s much ‘
All beings belong with the Force and all deserve to know unhappiness? The Mystic lets sorrow paralyze, or worse,
| | ils peace. affect their use of the Force.
| Caution: The Cosmic Force moves in a span of eons. Fear: So much can go so wrong. The Force isin a
09-16 | Pushing teo hard usually requires turning Lo Lhe dark side precarious balance. Perhaps it's best to let a litlle sulfering
| of lhe Force, That desire, that fear, is the reason lor the fall, go unimpeded now s¢ the future can be more certain.
r Besl move carefully anc let the Force move at iLs own pace Perhaps this is safe, unless that future never comes,
, | Certiny: Tis doesrcsimpy cover confdenceor | BB Confdence can i rcdessone
| 17-24 posttivity, but also-an ynshakabie faith of the Rorce. The invulnerable or correct at éll times, they think the Force
Mystic dives into conflict withoul hesitation, for there is | h Thi 183, LISy Y Mysti
| no conflict, only the Force ebbing and flowing revolves around them. his egoism may cause a Mystic to
| ; ; make a fatal error and bring others to harm.
Clarity: Certainty relies on fzith. Clarity relies on Confusion: With visicns come possibilities. The future
95-23 knowledge. These Mystics know without a doubt that the isn't set in stone, but a river that can flow in one direction
path they walk is the right one and can communicate it Lo or another. When Mystics delve deep into the future, they |
others without misunderstanding. may become paralyzed by the myriad of possibilities.
0 el ke .
Humility: The Force is so much bigger than any one | Worthlessness: Knowing oneself to be insignificant in the
33.40 individual, and Mystics know they are merely drops in the | light of the Force can overwhelm anyone, and a Mystic
pond. This frees them to act when needed without fear more so. The Force always has a purpose and a place for
that they are taking on too much. everyone, but Mystics may feel their actions are useless.
Discipline: Mystics especially need discipline to keep from . ; i v
‘ being overwhelmed by the Force. Some Mystics want to be Coldness: Mystics have a special vutne_rabml.y lo-
| 41-48 overwhelmed and lose themselves. The Force provides so remiaving thateseives am moral emelions@nd eorleny.
‘ much peace and understanding, bul the Mystic must focus GSQ%Etl:j?nhfgigci(filg}gﬁvxcvca}ﬂzc e
1 so the physical world can recelve this insighl. ¥ = :
| Wellness: The Mystic gains a form of happiness and Rigid: Knowing one’s place sometimes means becomin
\ : il 1 ; : : 8
| satisfaction in good works and knowing one's place in the complacent, becoming unable to change, grow, or
49-56 : Sy g ; !
f community. They work, which is good; they depend on conceive of a better way. They think the way things are
3 others, which is good; and they prosper, which is good. should always be the same. ~
—
3 Pr;'dE: Whittprde rTygnt St da_ngerc)us_, this 's E_’ Arrogance: By tapping into the Cosmic Force, Mystics
| 57-64 pride in being part of something bigger, with a greater can control tremendous amounts of power. This ma
| purpose. Prideful Mystics know they can make a change Aatene Mistics into belleulis B P i y
for tha Batter eceive Mystics into believing they are gods.
I Modesty: Mystics eschew credit and thanks. After all, X_Iao':]g:t;h;exyf';{fntutmhz;?gﬁggearﬁgcg xmetegt:?xlsi;th et
| 65-72 anyone can do this work. This attitude ensures discipline  SONSRAnRG : P i
‘ E e : bolster their ego. A twisted passive-aggressiveness can
] and Todys foitie task athand, and Hiss the Mystics foous emerge, in which the Mystic demands recognition for this
| on helping others and reducing suffering. mod;gst'y y g
i
| Joy: Despite, or because of, Mystics' ability to see into Antipathy: Unlike Coldness, this Mystic still has
} the past and the future, some learn to enjoy the beauty emotional engagements, but simply deesn’t understand
| 73-80 ol the moment, person, or place in front of them. Each the magnitude of pain. This kind of insensilivily ignores
E instance is unique, even in Lhe Llimelessness of the Cosmic the fact that pain, even when fleeting, ripples harm
Force. throughout time and space.
1
Fondness: This Mystic has a kind of menor-lke love, the | Demanding: Sometimes over-protectiveness turms nto
good feeling that comes with guiding and helping people. g i S : G
81-88 This feeling should be unconditional- they wish their Lo prevent them from making mistakes? This behavior
i : iz treats people as smaller, less than even a pet, requiring
students to grow, change, and surpass their teachings. CORSHANT Control.
| Independence: With trust in the Force comes an < . i
| independence and a o ellance onothr peope. | Sinane: Tt the Fce sometmes e drk and
| g9-gg | Thisisn'ta bad trait; these Mystics may still enjoy the : EIal, L peopie. especially
9-¢ | X - e : aren’l experienced in the ways of the Force, can ever have
| | company of others, bul their happiness doesn't require i 3 ; f
A TR : e i knowledge or feelings more relevant, more important, or
others to act or think in a certain way. This allows Mystics batter sutted to S aifiaton thar the Mystie's
to appreciate a person for who they are. : * HE e
97-00 Roll twice on this chart. The PC has multiple emotional strengths and weaknesses.
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NEW SPECIES

m ysticism, the exploration of the spiritual and the divine,
exists throughout all species across the galaxy. There are
even rumors of droids who have developed their own mys-
ticism to explain their sentience in a galaxy full of organics.
The desire to understand the world beyond the mere physi-
cal isn't an offshoot of intelligence, but a necessary part of it
The Galactic Empire, despite all of its power and effective fear
tactics, cannot suppress this natural desire.

The Calactic Empire has plenty of its own fears regarding
spirituality. Mysticism ignores the supremacy of the Empire.
A belief in a greater power literally means a disbelief in the
supremacy of the Empire. The Empire hasn't developed a
way to monitor thought (yet), and so can't detect belief and
faith in the divine. Lastly, the rank and file of the Empire
don't realize this, but mysticism, specifically the ability to
connect with the Force, provides a way for individuals to pass
knowledge and power to others across vast distances. Worse
yet, it allows a vital, sentient desire to pass from planet to
planet, unhindered by Star Destroyer blockade, undeterred
by ISB propaganda, and uninhibited by the looming pres-
ence of the Emperor: a desire called hope,

A Force user of any species can become a Mystic. The
following species have a special talent, unique history, or
cultural tendency to embrace mysticism and thus become
a Force-using Mystic. When individuals accept the spiritual,
they step closer to the Force. The Empire underestimates
the power of an individual voice. Embracing the Living Force
empowers the Cosmic Force, much like an individual singer
melds into a rich, mullifaceted choir. Soon, that choir can
overpower the sound of even the most insidious of Imperial
propaganda.

THISSPIASIAN

Thisspiasians are a people with great passions tempered by
measured calm and discipline. They are attached lo tradi-
tion but also quick to adopt the new, blending both together
seamlessly. The Galactic Empire has failed to suppress their
spirit. In fact, their defiance might spawn a new wave of
Force-sensitive warriors.

Physiology: Thisspiasians are wo-meter tall serpentine
creatures with four arms, distinct flowing beards, and long
hair surrounding their heads and faces. The lower two sets
of arms are somewhat vestigial in nature, and Thisspiasians
usually keep them hidden beneath their clothes. Their reptil-
ian nature encourages constant movement and activity to
maintain blood flow. Though Thisspiasians sleep for a couple
of hours a day, their main form of rest is a physiological con-
dition similar to a trance that can last for minutes or hours.
The trance provides the neurological repair necessary for
good mental and physical health. Just like how other sen-
tient beings who miss sleep can become emotional and irri-
table, so do Thisspiasians if they skip this trancelike state.
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Society: Outsiders consider Thisspiasians walking (slither-
ing) contradictions. Their history values tradition, and their
culture continues to practice several dozen small rituals
and practices (such as eating their food live) taken from a
myriad of historical Thisspiasian cultures and civilizations.
This doesn’t mean that Thisspiasians are rigid or dogmatic.
They have been remarkably fluid in adapting to new technol-
ogy and spacefaring cultural norms. Plenty of planet-born
Thisspiasians have loathed giving up eating live thissp mice,
but once offworld, they quickly adopt the practice of cook-
ing their meals without complaint. (When returning to their
homeworld, however, a common practice is to gorge on a live
mouse banguet.)

Most outsiders know Thisspiasians enly because of the
fighters who volunteered to serve in the Galactic Republic’s
military during its initial founding. Tales depicted them as
passionate and aggressive in one moment and calm and rea-
soned the next. This is no doubt due to the nature of their
work; war and combat have a tendency to bring out extremes
in any sentient being. Outsiders who first meet a Thisspias-
ian perceive them as tranquil and calm, but amongst friends,
family, or on their homeworld, the individual in question
might be loud and boisterous. Perhaps the initial impression
was simply a self-imposed politeness in a sea of alien faces.

The confluence of reasons why the Thisspiasians joined
the Republic requires an understanding of the Thisspiasian
character. A constitutional monarchy ruled the homeworld
at the time. The Blood Monarchy, a hereditary line that led
back over twenty thousand years, technically provided cul-
tural leadership, but a democratic parliament maintained
practical, day-to-day governance. Even before the Galactic
Republic, the monarchy was already a holdover from ancient
times. The then-current Blood Monarch saw an opportunity

WARRIORS FOR THE
GALACTIC REPUBLIC

fter their civilization joined the Republic, thou-

sands of Thisspiasians volunteered for the mili-
tary. This gave them a reputation of being a warrior
race. The misconception has some merit. Those
whowolunteered had been practicing war and com-
bat, both'in ritualized forms and with modern mili-
tary training and tactics. A large number of these
volunteers had also taken on various old, largely
forgotten (and a bit archaic) monastic practices.
These warrior monks stormed the fields carrying
blaster rifles in one set of arms and ancient Thisspi-
asian Ouro Blades in the other. They wore the stan-
dard uniforms of the Republic, but adorned them
with the pins, jewelry, and colors of their historical
warrior orders.




Thisspiasian

to expand Thisspias’ economy but to also secure her reign
by joining the Republic. The decision was met with the usual
acceptance of a society in flux: via loud, angry discussions
and some mild violence.

At the same time, the planet saw a resurgence of ancient
Thisspiasian martial disciplines (see the sidebar Warriors
for the Galactic Republic on the preceding page]. The
Blood Monarch gave these warrior-monk societies, gener-
ally conservative and pro-independence, a purpose: join the
Republic and fight for Thisspiasian glory. The gambit worked,

and the planet's monarchy became a paradoxical symbol for

galactic democracy.

Currently, an Imperial Governor controls the politics and
governance of the planet, but the population seethes with
anger, frustration, and rebellion. Qriginally, the Empire had
occupied the planet to suppress Republic loyalists, but also
to recruit Thisspiasians to the Empire in light of their “blood-
thirsty and barbaric” warrior culture. Flooding the planet
with anti-Republic propaganda, the Empire hammered on
the decadence and distance of the Republic and offered
the Thisspiasians a chance to fight for the Empire. The This-
spiasians answered with resistance. Orbital bombardmenls
followed, and the Thisspiasians answered with more resis-
tance. Finally, the Governor removed the Blood Monarch
and demanded subservience. Instead, the empty monarchi-
cal seat serves as a potent symbol for insurrection.

Tholothian Vurk

On the other hand, many Thisspiasians still consider the
hereditary line wasteful and archaic. This tension between
royalists and monarchical abolitionists has been both damp-
ened in some ways and intensified in others. The Imperial
occupation forced these differing factions to work together
and, on the surface, the groups hold no animosity toward
each other. Thisspiasians can already see fractures, however.
Rovalists wear the quills of the giant ystervark both as a sym-
bo! of their loyalty and as a makeshift weapon. A few carry
a small vial of blood, a statement of their genetic link to the
Blood Monarch's line. Abolitionists, in turn, wear a small pin
in the shape of a cygnat (a small native biting pest). This pin
concerns even some moderate Thissplasians, since nearly
two hundred years ago the terrorists who assassinated the
Blood Monarch wore a similar symbol.

IF Thisspias survives the Galactic Civil War, historians
wonder which symbol and resultant rituals will become the
dominant part of their cultural lexicon: Lhe ystervark quill,
the cygnat pin, or the Imperial crest? Or perhaps Thisspias-
ians will buck tradition and choose a new symbol altogether?

Homeworld: Thisspias is a rocky, temperate world in the
Expansion Region. The homeworld joined the Galactic
Republic enthusiastically despite its distance from Cor-
uscant, sending warriors to bolster the fledgling Republic
army. As a result, Thisspias has benefited from membership
in the Senate while acting as a magnet for trouble in other
moments in history.
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For example, because of its close association with the
Galactic Republic and physical location in the galaxy, This-
spias has been the site of many historical battles, such as
the conflicts during the Great Manifest Period. These various
battles have been immoertalized with monuments or through
the actual relics of war.

On the other hand, membership in the Galactic Senate
allowed Thisspias to wield plenty of influence, especially to
protect the homeworld. As pivot point between the Core and
the Quter Rim, Thisspias benefited from a volume of trade
and cultural exchange. Their people have plenty of reasons
to remain loyal to the Galactic Republic.

Py
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Language: Although planet-bound individuals are mostly
literate in Thisspiasian, those who traveled offworld learned
to read and write Basic quickly. The Empire has been trying
to stamp out their language, but each attempt only embold-
ens them more. A few eschew learning Basic altogether in
protest, but they are chided as foclish.

Perception of the Force: Some Thisspiasians practice med-
itation while in their trancelike rest, using guided focus and
discipline to sort thoughts and feelings. A select few push
further, opening their minds and spirits to touch upon the
Force. Furthermore, Oppo Rancisis, the Blood Monarch heir
wha lived decades before the rise of the Empire, became
a Jedi Master and refused to take the throne. This histori-
cal connection to the Jedi Order and the common practice
of meditation give Thisspiasians a strong connection to the
Mystic tradition and to the Force.

* Wound Threshold: 10 + Brawn
* Strain Threshold: 8 + Willpower

= Starting Experience: 100 XP

s Special Abilities: Thisspiasians begin the game with
onerank in Discipline. They still may not train Discipline
* above rank 2 during character creation.

+ Rest and Meditation: Thisspiasians need very little
sleep o function. They only need to sleep for two hours
to heal all strain they are suffering from, instead of for
a full night (they cannot sleep multiple times in a day,
however!]. In addition, once per session Thisspiasians
may spend ten minutes meditating; if they do so, they
heal strain equal to twice their ranks in Discipline.

THOLOTHIAN

A near-human species from one of the oldest planets
(at least politically) in the Republic, the Tholothians
are an unassuming species, once fully integrated
into galactic society, but now contained on their
homeworld by the Galactic Empire.

Physiology: Tholothians are a humanoid spe-

cies with various shades of darker skin tone and

a variety of blue and violet eye colors. Instead of

hair, they have scales on their heads and several pale

tendrils that descend from their backs. In all other
aspects, they resemble humans in physiology.




Society: Historically, Tholothian civilization changed and
adapted relatively smoothly, especially compared to other
species. For example, Tholothian astronomers had predicted
the existence of other civilizations centuries before the first
outsider hyperdrive exploration ships encountered Tholoth,
and the homeworld did not suffer the culture shock that nor-
mally comes with initial contact. In fact, Tholothian culture
has been remarkably adaptable and fluid, changing with the
times with less-than-expected backlash, traditionalist outcry,
or nativist anger.

Once highly egalitarian and cosmopolitan, Tholoth's
population was majority but not plurality Tholothian. Over
centuries, hundreds of cultures and species traveling through
the system to settle in the Slice instead stayed on the planet.
Tholothian society has added bits and pieces of these vari-
ous cultures into their architecture, art, and language (with
various loanwords). Linguists can trace historical layers in
language, grammar, and even verb tenses. Technologically
advanced but not obsessively so, Tholoth's economy has
always been slow and steady.

This Thelothian cultural fusion changed when the Empire
took control of their homeworld. Imperial censors removed
anything considered foreign (including non-Tholothians) from
Tholoth, imposing homogeny onto the language, culture, and
art. If the censors could trace the origins of the offending
material Lo @ non-Tholothian species, oul it went. The Empire
then promoted a different kind of unity; for example, Tho-
loth's cities have slowly taken on the stark, imposing black
and white structures of the Empire.

This in turn has brought on unprecedented cultural shock.
Tholothians struggle now (o understand what should be
considered truly Tholothian. (See the sidebar regarding
Tholothian Seedpods.) As they resist against the Empire,
they also resist against this revisionist history, wondering if
they should also reject their cosmopolitan past. some schol-
ars fear that even if Tholoth does throw off the yoke of the
Empire, Tholothian identity might be irrevocably altered.
Whether or not this doubt and Imperial influence becomes
a permanent part of Tholothian sociely remains to be seen,

Homeworld: Tholoth, located in the Colonies region at the
base of the Slice, has a warm, temperate climate. As one of
Lhe closest planets in the expansion path of the Slice, Tho-
loth benefited highly from trade and temporary immigra-
tion. The Tholothians established strong restrictions upon
development; they welcomed immigrants, of course, but

ew construction needed to integrate with their ecosystem
and infrastructure. Tholoth's cilies took on a cosmopolitan
character, blending and integrating different architectural
styles that somehow still felt Tholothian. As a result, Tholoth
has avoided the giant metropolises or ecumenopolises that
seem to dominate the Core Worlds.

THOLOTHIAN SEEDPODS

H ncient Tholothian cultural practices centered
around a durable tree used in their agriculture.
When these people traveled, they carried at least
one seedpod with the blessing that if they found a
new heme, they would tear open the pod, plant the
seed, and connect their new home with their old
home. Tens of thousands of years later, Tholothians
who journeyed away from their homeland would
continue this tradition, some carrying a single seed-
ped in a pack, integrating them into artistic objects
in their homes, or wearing them as jewelry. Stories
abound that these Hometrees were mystically con-
nected in some way, and that by placing their ear
against the bark, Tholothians could hear Tholoth's
wind welcoming them home. With the Empire’s
dismantling of Tholothian culture, this practice has
re-emerged stronger than ever in an attempt to get
back in touch with their roots (so to speak).

Certain areas lhroughoul the planet were designated
wildlife preserves, and up until the founding of the Galac-
tic Empire, Tholoth had maintained an arboreal reputation.
The heavier industries remained offworld in the surrounding
planets of the Tholoth system. Before the Empire, Tholoth
was a demacracy utilizing a governmental structure similar
to the Galactic Republic, with a head executive chair and a
legislative senate.

Due to the homeworld's position in the galaxy and its axial
tilt, for half of the year Tholoth’s night sky is dominated by
the light of the Deep Core, a bright, brilliant ellipse from hori-
zon to horizon, brighter thanmost moons. The other half of
the year, Tholoth's sky faces the arms and the edge of the
galaxy, still brilliant, but muted and dark

Currently under heavy Imperial control, Tholoth, at least
to its inhabitants, now feels like a prison. Imperial command-
ers nave sel up estates here, turning the planet (once a sanc-
tuary to the Jedi) into a vacation spot. The local population
and economy have been retooled to serve Imperial desires
to turn the planet into an officers’ garden retreal.

Language: During the Galactic Republic era, Tholothians
spoke Basic, although different communities on the home-
world were more isolated than others, lending regional
accents to their pronunciation. Because of their cosmopoli-
tan nature, Tholothians commaonly knew at least one or two
additional languages based on need or personal interest.
Near the end of the Republic, educators on the homeworld
headed a movement to preserve the native Tholothian lan-
guage group, but upon Imperial control of the planet, this
movement went underground. Many fear the Empire’s slow,
methodical “Imperialization” of Tholothian culture will cause
the death of the Thelathian language as well.
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Perception of the Force: As longtime members of the
Galactic Republic, Tholothians have had continual contact
with the Jedi and the Jedi Order. Jedi who wished to remain
in contact with the temple on Coruscant but needed to get
away from the people, smog, and skyscrapers would come [0
Tholoth to meditate. Some would hike and camp out in the
various nature preserves, giving them time away from the
galaxy without fear of wild, dangerous beasts. The time of
year could also be useful for meditation due to the night sky:
Jedi were known to come on Core or Spiral Peak nights to
meditate on the light and the dark and the Republic and the
Outer Rim, focusing on the inner and the outer respectively.

Since Imperial cccupation, Tholoth has gone a little
wild. The mountains, forests, hills, trees, and snow-covered
regions have become unkempt and feral. While the Empire
destroyed the cbvious Jedi buildings, claiming the old
aesthetic ruined Tholoth's natural beauly, stormtroopers
missed the smaller, hidden refuges. Small cave systems with
a preternatural sense of peace, a one-story stone structure
built by a Jedi monk, or the hot spring in the snow-capped
mountains all have been grown over by brambles, hidden by
rockslides, or buried in ice. Some Tholothians still journey to
these locations. A few use them for shelter to hide from the
Empire. Each of them holds a tiny bil of history of the old
Jedi Order and perhaps preserves something for a searching
Force-sensitive.

® Wound Threshold: 10 + Brawn
® Strain Threshold: 10 + Willpower
® Starting Experience: 95 XP

* Special Abilities: Tholothians begin the game with one
rank in Knowledge (Xenology). They still may not train
Knowledge Xenology) above rank 2 during character
creation.

® Cultural Adopters: When making a social skill check
to interact with non-Tholothians, Tholothians add auto-
malic L2 to the results.

* Natural Roots: When making a check to heal strain
while in a natural or wild setting, Tholothians heal one
additional strain.
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VURK

This reptilian race has extended their nomadic tradition to
the galaxy. Galactic society underestimates them due (o
their lack of interest in heavy industrialization and technol-
ogy. They have, however, a complex system of personal gov-
ernance and political involvement that baffles Core World
politicians and philosophers.

Physiology: Reptiles with dark, bulbous eyes and tall head
crests, Vurks cen breathe underwater as well as they can
breathe open air. The warm waters and atmosphere of their
homeworld provide much-needed external energy for their
metabolism. Although they can function away from such
optimal conditions, Vurks do find cooler climates (and most
spaceships) a bit uncomfortable. Most Vurks journeying off-
world utilize a wide variety of tricks to maintain their body
temperature, from wearing heavy clothing, using careful
meditation, imbibing hot beverages continually throughout
the day, or retiring to a nice, hour-long warm bath.

Society: Vurks are semi-nomadic, but in a different way
than other species. It is not unusual for a Vurk community
or a whole village tc decide to move cn, not only based on
the changing of a season, but also for a philosophical need.
Instead of the village relocating together, each Vurk (and
perhaps close friends or acquaintances, but not necessarily
family) may choose to travel together. For all intents and pur-
poses, that village no longer exists. Vurks instead integrate
with other communities or form new ones based on needs
and desires, It is not unusual to find a mature Vurk who has
already been in half a dozen successful communities.

The galaxy considers them a primitive people, but Vurks
have a sophisticated community and social status system
based on reputation. Vurks judge each other by their indi-
vidual accomplishments, deeds, and actions, and readily dis-
cuss those perceptions with other Vurks. They don't consider
this gossip or idle chatter, but part of the process of being in
a community. Of course, two Vurks may perceive a third Vurk
in two different ways, but none of Lthem see this as a nega-
tive. After all, no individuals see things in the exact same
way. Vurks don't expect outsiders to participate, but those
traveling offworld naturally extend this practice lo friends
and loved ones.

This discussion of reputation and perception leads (o
continual interpersonal conflicts where two or more Vurks
may disagree on social or economic matters. These conflicts
then lead to compromises or experiments where Vurks try
one solution before attempting another. In the end, these
discussions lead tc a set of casual rules governing behavior
for each community, prompting even more discussion. Those
who don't participate in the dialogue either choose to go
with the majority or simply leave to found a new community.
While this social structure may seem anarchic, Vurks don't
object to laws or social structures per se; they simply believe
that these concepts are things to be discussed and negoti-
ated on a case-by-case basis.




THE STRICTURE OF VIDLENCE

n Vurk society, when is viclence acceptable?

Again, this is negotiated on a case-by-case basis,
but nearly all Vurk agree that causing a death, be
it through self-defense or murder, is reprehensible
(barring euthanasia). With death, that individual’s
ability to voice a new opinion, thought, or argument
is silenced forever. From this basic concept, Vurks
have developed a Stricture of Violence (although
most Vurks don'’t call it that).

The Clone Wars and the Galactic Civil War have
left Sembla (mostly] untouched, and thus Vurks
haven't had to modify this Stricture. Those travel-
ing offworld, however, have seen a galaxy not only
torn apart by war, but also torn apart by injustice.
Can killing be justified if it means freeing a group of
slaves? Can freedom be preserved with war? Now,
with an Imperial presence growing on Sembla,
Vurks as a society must eventually reconcile their
feelings about the Stricture. In the end, however,
each individual Vurk has te struggle with what the
galaxy is, versus what they grew up believing.

Each time a Vurk integrates or forms into a new communi-
ty, a new discussion over mores and consent develops. Those
who disagree, leave. Those who agree, stay. This social and
cultural practice has developed and changed for as long as
Vurks have had recorded history. To outsiders, this makes
Vurks appear mercurial or constantly changing in ethics and
morals. In reality, Vurks constantly question concepts of eth-
ics and morals in order to understand where they stand.

There are outliers, of course. There are those who inten-
tienally break these social or cultural mores, those who with-
hold information and lie in order to gain some form of advan-
tage, and those who commit violence to resolve their issues.
These individuals gain a reputation that gets passed on to
each community they encounter. Eventually, these outliers
get exiled, effectively turning them into a community of one.

Homeworld: Sembla [or Utavurk) is located in the Outer
Rim, in the Mahrusha sector, at the far end of the Perlemian
Trade Route. With four moons, tidal stresses keep the Vurk
homeworld tectonically active, with shallow seas and volca-
nic islands.




Because Sembla doesn't sit near any major or minor trade
routes, ships hardly travel there. The planet has been histori-
cally isclated from all of the Galactic Republic’s wars. Some
Imperial scientists, however, have established a research
base to study Sembla as a source of geothermal energy and
to experimenl with the planet’s unique magnetic magma.
As a result, the Imperials have also undertaken strip-mining
operations to build and power the base, pressing Vurks into
a cheap source of labor and destroying nearby islands in
Lhe process.

The Empire doesn’t respect the working conditions the
Vurks must endure, and various pockets of resistance have
appeared throughout the homeworld. Vurks on the other
side of the planet don't see the results of Imperial power
and have nol decided yet to take up arms. In this case, the
habit the Vurks have of discussing and witnessing firsthand
an individual's bad actions may not be fast enough to unite
the planet against the Empire,

Language: On their homeworld, Vurks speak primarily Sem-
blan. There are of course several hundred dialects and unre-
lated languages, but ages ago, through an intense period
of planet-wide discussion, the majority of Vurks decided on
Semblan as their language. (As a consequence, they also
changed the name of their homeworld from Utavurk to Sem-
bla to reflect this decision.) Plenty of Vurks disagreed and
thus formed communities that speak other languages. Those
who journey offworld, however, learn Basic.

Perception of the Force: Describing the Force as water or
a river fits well with Vurks, who not only live on an aquatic
world, but have wandered their planet much like the rain, riv-

ers, and oceans. Wnile Vurks don't have a specific connection
to, or affinity for, the Force, certain concepts are easier for
them to grasp due to their cultural background. Failureisn't a
setback, bul simply a new experience. Pick up and move on.
This gives them an openness to try something different or try
again in a new way, a perfect attitude for a Mystic.

Of the Vurks who initially tried te join the Jedi Order,
most failed due to the rigid discipline. Instead of becom-
ing bitter or discouraged, these petitioners merely saw this
setback as part of their continual migration, Perhaps this
was not the community they should be joining at this time.
Oddly, a few of those who failed the initial tests later came
back as better candidates.

;'g_ .'»f_L'Ln'Eri AL PRESENCF
* Wound Threshold: 11 + Brawn

¢ Strain Threshold: 11 + Willpower

¢ Starting Experience: 100 XP

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

¢ Amphibious: Vurks can breathe underwater without
penalty and never suffer movement penalties when
traveling Lhrough water.

* Cold Blooded: Yurks add [l to all checks they make while
in cold environments (in addition to any other penalties)

NEW SPECIALIZATIONS

numitep Power provides three new specializations: the

Alchemist, the Magus, and the Prophet. These don't
replace Advisors, Makashi Duelists, or Seers, but simply add
more options to the expansive nature of the Mystic. The pow-
er of the Force, after all, is unlimited.

During the time of the Jedi Order, Guardians thought
in broad terms. How best to serve the galaxy, to help the
most with the least resources, o urge the galaxy Loward
peace without sacrificing too much? Mystics thought in even
broader terms. How best to serve the Force, Lo urge the gal-
axy toward the light, to move billions upon billions of people
toward enlightenment and self-actualization?

To explain how a Mystic might see the Force, it is best to
use the analogy of water, specifically a river. Water can be
slow and calm (and suffocating), or it can be rapid, powerful,
and overwhelming. A river provides life but can also drown it.
Water can be liguid, gaseous, or solid. It can change physical
properties, but in the end, it can return to its previous state.
Mystics learn to read, ride, or redirect this river.
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TALENTS WITH CONFLICT COSTS

c ertain talents give the Player Character who pos-
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; see page 51 of the
Force anp Destiny Core Rulebook for more on Con-
flict. These talents are delineated with the following
symbol in their header:

I TALENT NAME 3




Mystic Advisors redirect the flow of the Force on an indi-
vidual basis. What is a river but individual drops of water
moving in a singular direction? By guiding an individual
toward the proper action, they influence the Force in‘small,
subtle ways. Like a pebble thrown in a still lake, that indi-
vidual’s just actions affect a ring of other individuals, who
in turn influence a concentric ring of additional individuals,
and so on and 50 on.

Alchemists work their creations like ice. They channel
the Force and concentrate it into physical form, a conden-
sation of sorts. Like ice, these ereations remain remarkably
stable. Some creations function perfectly, defying technical
or scientific principles. lce can be sculpted and shaped,
made opaque or transparent, to reflect light as beautiful
art, and so can these alchemical inventions. Ice can also
be deadly, sapping heat and life, crushing as hard as rock,
and cutting as sharply as any lightsaber. The potential for
Alchemists' creations to be beautiful or deadly lies in the
moral strength of their creators.

The Magus experiments with different ways to divert the
flow of the Force. Each new piece of knowledge, each mys-
terious ritual, redirects the river in odd ways, channeling
the water faster, slower, or onte different, unseen, paths
altogether. Just as farmers irrigate their crops, a Magus
can use the Force to help life flourish and grow. Again, the
destructiveness of the dark side of the Force can tempt the
Magus to use the river as a weapon, flooding a valley and
drowning all within it.

While it might appear contradictory for a Mystic to take
on a lightsaber form, Makashi Duelists fight in the same
way they perceive the Force. Like a swiftly flowing river, they
tumble around some obstacles and flow over others, and in
some rare cases, burrow through with constant, unrelent-
ing pressure. Masters of the Makashi form often brought
apprentices to a freezing cold river or waterfall as their first
lesson. Told to attack the water, apprentices learned how the
water parted, gave way, and moved around them. Appren-
tices learned how to brace themselves against the current,
and to use the current to help them move from riverbank
to riverbank. They also tearned how dangerous water could
be (especially when they lost their practice weapon in the
mud). Makashi Duelists change and flow, surround and
overwhelm, and learn to fight and approach life like a river.

Prophets act as conduits from the Force to their follow-
ers. They function much like an oasis of knowledge

* @nd hope in a desert of ignorance and despair.

hey have to control the flow of information,
“however, because sometimes harm can come
fram giving people the right information at
the wrong time. A person can, after all, drbwn
w:th too much water, and can die with ﬁoo
€. Prophets provide sustenance in regular

A

T
lizations equate a pool of still
r, and one of the earliest mys-
\is the mirror. A mirror can act
_ ool for literal ‘and- figurative reflec-

if n,,Showmg Users their true faces. In
any folktales a mirror acts as a win-
dow to” another world, showing the
future or the past with the proper
incantation (and in many cases, the
proper sacrifice]. Seers act as that
pool of water, reflecting or reveal-
ing when appropriate.




ALCHEMIST

D uring the era of the Galactic Republic, the Jedi Qrder nev-
er embraced alchemy. Various spiritual orders that had
worked in alchemy also allied with the dark side of the Force.
The Sith, the Nightsisters of Dathomir, and the Frangawl Cult
on Bardotta all used the dark side to power their weapons,
talismans, and magicks. Whether or not the Jedi thought that
alchemy led to the dark side of the Force has been lost to
time. Perhaps the Order felt that giving life to the inanimate,
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pouring the Force into a dead object, replicated the act of giv-
ing life, of giving birth, or of playing god, and would cause the
Jedi to become prideful.

With the rise of the Empire and the loss of the Jedi Order,
now no one can warn a potential Alchemist away from prac-
ticing this lost art. This might be just as well. Just like any
technology, it isn't the object but the user thal makes it
good or bad, light or dark, useful or destructive. In addition,
the Force flows through everything, even inanimate objects.
Rocks have a measure of the Force in them. How else could
a Jedi move them? With that reasoning, nothing should pre-
vent a Jedi from imbuing a machine with the Force, save the
Jedi's own fears, hatred, and obsessions.

GIVING LIFETO
THE INANIMATE

An Alchemist’'s additional career skills are Knowledge (Edu-

cation), Knowledge (Xenology), Medicine, and Resil-

ience. Upon characler crealion, if this is the character's first

specialization, pick two of these skills to automatically gain
one rank in each,

The Jedi built their own lightsabers not only for ritual or
training purposes, but to infuse a bit of their own essence
into the weapon, The Jedi consciously and deliberately
built these weapons both as a technical test and as a

meditative test. It could be argued that a lightsaber con-
tains the presence of its creator—and perhaps its user(s).

Force alchemy extends this idea and discipline further,
crafting physical objects infused with the power of the Force.
These objects appear to have a life of their own, and in the
eyes of a Force sensitive, perhaps they do. This creates a
metaphysical conundrum: if an object possesses a measure
of the Force, how is it different from a living being?

Alchemists tend to focus on medicinal concoctions, since
the healing of a physical body is the most direct method
of using and influencing the Force. The flow of a medicine,
tincture, salve, or draught mimics the flow of the Force.
Alchemists can work in other materials, but this reqguires
more training and attention. A malformed or malfunctioning
machine can’t be fixed with an infusion of the Force. In many
ways, it mignt exacerbate the damage.

Folk tales and popular holovids of machines coming to life
and terrorizing their creators and innocents may be based
on true stories of Alchemists who fell to the dark side of
the Force. Force-infused objects can be tortured as much as
any living creature. When the Alchemist is a dark side user,
zlchemical machines take on a sinister and dangerous aura,
“maliunctioning” to cause harm or, in the case of a weapon,
increasing suffering when it does cause harm.



MYSTIC: Alchemist

Career Skills: Gharm, Coercion, Knowledge (Lore), Knowledge [Duter Rim), Perception, Vigilance
Additional Career Skills: Knowledge (Education), Knowledge (Kenology), Medicine, Resilience

Cain + 1 strain threshold,

I RESEARCHER

Rernove [l per rank of Re-
searcher from all Knowl
edge checks. Researching a
subject takes half the time.

i, TRN— £OSsT 10

1 Il sTIMPACK P
1 SPECIALIZATION

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

. COST1S

Il MPROVED STIM :
APPLICATION

When performing Stim Ap-
plication  Action, may in-
crease difficulty of chack to
Hard (@ @ ). =nd targst
_only suffers 1 strain.

COST 20

7, Il FORCE RATING

Gain + 1 Force rating.

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

p o T

Il STIM APPLICATION

Take the Stim Application
Action; make an Average
@ 9) Medicine check If
successful, 1 engaged ally
increases 1 characteristic
by 1 for the remainder of
the encounter and suffers
4 strain.

COST 10

R,

R

Add [] per rank of Blooded
to all checks fa resist or re-
cover from poisons, ven-

ration of ongoing poisons by
1 round per rank of Blood:
ed, to a minimum of 1.

P

EOST 15

Bl KNOWLEDGEABLE
HEALING

When healing an ally,
spend 1 Destiny Point to
heal additional wounds
equal to ranks in Knowl-
edge [Xenology).

COST 20

Il IDENTIFY
INGREDIENTS

After being exposed to a
substance, as an out of
turn incidental, may roll &
no greater than Force rat-
ing. Spend (DD Lo immedi-
alely identify its compasi-
tion and effects.

COST 25
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crall a potion or talisman,
may suffer strain up to
twice ranks in Alchemical
i Arts. For every two strain,
L add O or@to results.

EOST 10

2,

- Il IMPROVED \
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As an action, make a Hard
@ & ) Resilience check
o immedialely recover
from all poisons and side-
effects of drugs. Reduce dif-
ficulty once per rank of
Blooded.
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Galn + 1 strain threshold.
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Gain + 1 w a single charac-
teristic. This cannot bring a
characteristic above 6.
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Add [ per rank of Blooded
to all checks to resist or re-
cover from poisons, ven-
oms, or toxins. Reduce du
ration of ongoing poisons by
1 round per rank of Blood-
ed, o a minimum of 1.

[

Gain + 1 strain threshold.

- COST 10

When making a crafting
check, may add O no
greater than Force rating.
Spend (B to add 3% and

spend (B (B to add €2 to
check.

COST 15

After making a check o
craft a potion or talisman,
may suffer strain up o
twice ranks in Alchemical
Arts, For every two strain,
{ addQor@toresults.

COST 20

Il IMEROVISED
CONCOCTION

Once per session, as an ac-
tion, make a Hard (@ @)
Knowledge  (Xenology)
check, adding O no great-
er than Force rating to cre-
ate 1 dose of a poison or
drug with rarity of Intellect
+ 3% + (Pspent or lower,




MAGUS

0 hear of a Magus, even during the time of the Galactic

Republic, would be a rare event; to meet one, even more
so. The Jedi Order, in its waning days, had become quite
conservative regarding explorations into the Force. The Jedi
either avoided or outright fought the myriad of sects and cults
exhibiting mystical powers throughout the galaxy. The Force,
they reasoned, was all they needed. Other teachings and
experiments deviated too much from the clear path of the
Jedi and thus danced too close to illusion and self-deception,
leading to temptations
toward the dark
side of the Force.

LUMINOUS BEINGS
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Paracoxically, a Force user may be more likely to hecome
a Magus during the Galactic Civil War, With hope and the
light in short supply, some disciples may be more open and
willing to seek out so-called forbidden knowledge. A Magus
develops and collects a hodgepodge of strange rituals and
odd practices to commune with the Cosmic Force. They have
no training, but at the same time, they have no teachings
that would convince them not to try. The danger, of course,
comes from a lack of oversight. Without a guiding hand
or proper self-reflection, a Magus has a greater chance to
experiment with powers fueled by the dark side of the Force.

@%@F%ﬁﬁ T PATH

The Magus receives Coercion, Discipline, Knowledge

(Lore), and Medicine as additional career skills. When start-

ing with this specialization, the Magus may choose two of
these skills and gain one free rank in each.

Knowledge, especially lorbidden knowledge, fuels
the Magus. Unrestricted by the Jedi Order, defiant
of the Galactic Empire, the Magus seeks a connec-
tion to the Force through knowledge. The source
of that knowledge doesn't matter; rituals, objects
and places of power, and ancient religious and

magical texts all hint at a singular source of energy.

While some Magi crave knowledge for its own sake, most

explore the Magus path in order to control the Force itself.

If the Force flows through everything and is a part of

everything, then by manipulating the Force, the Magus can
manipulate reality. The Force can be used to make matter,
affect matter, affect life, and perhaps...even create life.
With this power, the Magus can do amazing and impos-
sible things. No, not impossible, for nothing Is impossible
if one believes in the Force.

This confidence, however, is the biggest trap for Magi.
They can do impossible things, yes, but it is the Force
that allows them to do so, not their knowledge or tal-
ent. Despite what they may think, Magi still have mor-
tal trappings. They have histories, memories, early

thoughts, and emotions that can never be truly
removed. Hubris may be the greatest enemy for

Magi. This hubris can trick Magi into thinking
that pushing here or pulling there might be for
the good of all, or for the good of the Force,
but in reality, they are manipulating the

Force for their own selfish needs. Many

a Force-using tyrant became a Magus
before falling to the dark side.



=

MYSTIC: Magus

Career Skills: Charm, Coercion, Knowledge (Lore), Knowledge (Duter Rim), Perception, Vigilance
Additional Career Skills: Coercion, Discipline, Knowledge (Lore), Medicine

7, Il HEALING TRANCE

Commit . For every full
encounter O remains com-
mitted, heal 1 wound per
rank of Healing Trance.

Il CONFIDENCE

May decrease difficulty
of Discipline checks to
avoid lear by 1 per rank of
Confidence

= A — ey
Il MPROVED )

HEALING TRANCE

When healing wounds due
to Healing Trance, make a
Resilience check to heal a
Critical Injury. Difficulty of
the check equals severity of

the Critical Injury.

g, Il CHANNEL AGONY B

After rolling O, may suf-
far wounds up to twice
ranks in Channel Agony to
add automatic @ for ev-
ery two wounds suffered
to the results

COST 20

Il POWER OF N

LAN
OARKNESS $

Once per session, may per-
form the Power of Darkness
maneuver. Increase wound
thresheld and strain thresh-
old by 1 per Dark Side des
tiny point currently in the
Destiny pool until the end

of the encounter.
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Il TOUGHENED

Gain + 2 wound threshold.

y. ] HEALING TRANCE

Commit . For every full
encounter O remains corm-
mitted, heal 1 wound per
rank of Healing Trance

COST 10

. : N
Il SECRET LORE

Remove [l per rank of Se-
cret Lore from all Knowl-
edge (Lore) checks. Re-
duce the difficulty of all
Knowledge (Lore) checks
by 1

COST 15

I MIND OVER
MATTER

The character may spend
one Destiny Point to recov-
er strain eqgual Lo Willpower
rating.

COST 20

Il DEDICATION

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

COST 25

Il CONFIDENCE

May decrease difficully
of Discipline checks 1o
avoid fear by 1 per rank of
Conhidence.

\ = COST 5

y I CHANNEL AGONY E3

Alter rolling O, may suf-
fer wounds up to lwice
ranks in Channel Agony to
add automztic @ for ev-
ery two weunds suffered
to the results.

COST 10

Il RESODLVE

When involuntarily suffer-
ing strain, suffer 1 tess
strain per rank of Resolve,
10 @ minimum of 1

'COST 15

I TOUGHENED

Cain +2 wound threshold.

COST 20

7, I TRANSMOGRIFY

When making a Crafting
check, may add O no
greater than Force rating.
Spend (B o add 3% and
spend (P (P to add £} to
check.

COST 25
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I RESOLVE

When involuntarily suffer-
ing strain, suffer 1 less
strain per rank of Resolve,
to a minimum of 1.

I SECRET LORE

Remove B per rank of Se-
cret Lore from all Knowl-
edge (Lore] checks, Re-
duce the difficulty of al
Knowledge (Lore) checks
by 1.

COST 10

Il KNDWLEDGE
IS POWER

Once per session, when
making a check, count Force
rating as being equal t©
ranks in Knowledge (Lore).

p, I CHANNEL AGONY 3

After rolling O, may suf-
fer wounds up to twice
rariks in Channel Agony to
add automatic @ lor ev-
ery two wounds suffered
to the results.

COST 20

I FORCE RATING

Gain + 1 Force rating.

COST 25




PROPHET

he Jedi Order’s proselytizing ebbed and flowed, much as

the Force did throughout the Old Republic. Understanding
of the Force couldn’t be pressured upon a student without
causing resentment and anger, which promises a fall toward
the dark side. So for Prophets, they proselytized not to con-
vert, but to offer a voice of hope and an opportunity to learm
about the power of the Force.

Now, with the Jedi Order
destroyed and the CGCalactic
Republic shattered, Prophets
carry a fervor not seen before
in the history of the galaxy. To
them, their knowledge of the
light side of the Force reflects
the struggle against the dark
If the Galactic Empire is the
shadow blotting out the stars,
then Prophets are single
noints of light, hoping
to ignite a candle
here and there to
light up the sky.

LUMINOUS BEINGS
UNLIMITED POWER

[PROPEET

U70U=VI,

A CANTOR FOR A CHOIR

Prophets gain the following additional career skills: Charm,
Coercion, Deception, and Leadership. Characters who
start with this specialization first get one rank in two of these
skills without spending experience.

Like Advisors, this specialization directly interacts with
people, granting them insight and counsel when needed.
Unlike Advisors, Prophets address the crowd, not the indi-
vidual. Their message has to reach as many ears as possible,
in the hope that their ideas or warnings catch fire. Proph-
ets influence communities, cities, or even planets if given a
medium and a message.

The medium comes in a variety of forms: a sermon on a
soapbox or an altar, a HoloNet posting or recording, lyers or
tracts passed from hand to claw, or even images on a poster,

painting, or pirate transmission. It doesn't matter what
medium, only the passion and truth of the message.

The message might be filtered through a religious
lens, but not always. Prophets are keyed into the Cos-
mic Force more keenly, and images of the future pro-
vide wisdom, guidance, and, for followers, an identity.
Since Prophets are only martal, they can

only try to interpret with mortal con-

cepts and metaphors. They then have
to translate that message into sim-
ple language, further diluting
the content. The next person’s
limited understanding then fur-
ther alters that message The
real guestion is whether this con-
stant alteration by verbal or visual
transmission distorts the message or
enhances it just as the Force intended.

Prophets who use thelr abilities for evil or self-
ish ends have an easier time now during the Galactic
Civil War. Those suffering from the Empire’s rule want
a voice of hope to give them a reason to live on, and as
long as the message doesn't violate Imperial restrictions
on religion or political sedition, Prophets can enjoy a safe
(and profitable) career. Even on planets free from the Empire,
other sources of oppression (slavery, Hutt influence, corpo-
rate interests, and the like) may drive people to a religicus
charlatan, especially one who can produce miracles.

Even well-meaning Prophels should be wary, since it
is much too easy for them to insert their own desires,
needs, or fears into their visions, distorting them into
their own ends, manipulating their followers into believ-
ing their own egos.
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MYSTIC: Prophet

Career Skills: Charm, Coercion, Knowledge (Lore), Knowledge (Duter Rim), Perception, Uigilance
Additienal Career Skills: Charm, Coercion, Deception, Leadership

Gain + 1 strain threshold

COSTS

[l SCATHING TIRADE

4

Take a Scathing Tirade
action; make an Aver-
age (@ @ Coercion
check Each 3% causes one
enemy in short range to suf-
fer 1 strain. Spend 3 to
cause | affected enemy to
suffer 1 additicnal strain

COST 10

1 I RAFID RECOVERY

When healing strain after

an encounter, heal 1 addi-
tional strain per rank of
Rapid Recovery.

CO5T 15

B FeARsOME 3

When an adversary be-
comes engaged with the
character, the character
may force the adversary to
make a fear check, with the
difficulty equal Le the char-

acter’s ranks in Fearsome,

I MPROVED =
OVERWHELMING 2
AURA

Characters affected by
Overwhelming Aura add au-
tomatic ¥ to fear checks
the character causes and
automatic 3¢ o fear checks
not caused by the character.
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Il OVERWHELMING
AURA

Commit . Add £ to sc-
cial checks equal to O
committed. Add & equal
to O committed to enemy
soclal checks in shert range.

COST 5

M PLAUSIBLE
DENIABILITY

Remove M per rank of
Plausible Deniability from
all Coercion and Decep-
tion checks

- £OST 10

Il OVERWHELMING
AURA

Commit O. Add £} to so-
cial checks equal to O
committed. Add & equal
to O committed to enemy
social checks in short range.

COST 15

Cain + 1 strain threshold.

COST 20

n. I FORCE RATING

Cain + 1 Force rating.

COST €5
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Il RAPID RECOVERY

When healing strain after
an encounter, heal 1 addi-
tional strain per rank of
Rapid Recovery.

B INSPIRING
l RHETORIC

Take the Inspiring Rhetoric
action, make an Average
(@ 9) Leadership check.
Each 3% causes | ally in
close range to recover 1
strain. Spend £} to cause
1 affected ally to recover 1
additicnal strain

LOST 10

GRIT

Gain + 1 strain threshold

COST 15

IMPROVED
INSPIRING RHETORIC

Each ally affected by In-
spiring Rhetoric gains[Jon
all skill checks for a num-
ber of rounds equal to
ranks in Leadership.

COST 20

Il FONT OF POWER

Once per session, may take
the Font of Power action.
Until the end of the encoun

ter, characters within medi-
um range add automatic O
or @ to checks based on
alignment.
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ONGENIAL 3

May suffer a number of
strain to downgrade difficul-
ty of Charm or Negotiation
checks, orupgrade difficulty
when targeted by Charm or
Negotiation checks, by an
equal number. Strain suf-
fered this way cannol ex-
ceed ranks in Congenial.

When healing strain after
an encounter, heal 1 addi-
tional strain per rank of
Rapid Recovery.

COST 10

TWISTED WORDS

When targeted by a social
check, may spend & or
48 48 and suffer 1 strain
as an incidental to inflict
strain equal to ranks in
Coercion on speaker.

COST 15

l CONGENIAL )

May suffer a number of
strain to downgrade difficul-
ty of Charm or Negotiation
checks, 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.

COST 20

Gain +1 to a single charac-
teristic. This cannol bring a
characterislic above 6.




NEW TALENTS

he following pages describe each new talent introduced

in Unumiren Power. Each entry includes the information
required for gameplay. See page 135 of the Force AND DEs-
7iny Core Rulebook for more information on talents.

ALCHEMICAL ARTS

Activation: Active [Incicental)

Ranked: Yes

Trees: Alchemist

Force talent. After making a crafting check to create a potion
or talisman, the character may choose to suifer strain no
greater than twice their ranks in Alchemical Arts. For every
two strain, they may add O or @ to the results. If they
choose to add @, they also suffer 1 Conflict per @.

BLOODED

Activation: Passive

Ranked: Yes

Trees: Alchemist

The character adds [] per rank of Blooded to their checks
to resist or recover from the effects of poisons, venoms, and
other toxins. Reduce the duration of any related ongoing
effects or damage from Loxins, venoms, or poisons by one
round per rank of Blooded, to a minimum of one.

BLOODED (IMPROVED)

Activation: Active (Action)

Ranked: No

Trees: Alchemist

The character may take the Improved Blooded action, mak-
ing a Hard (4 ¢ ) Resilience check. If they succeed, they
immediately recover from the effects of all poisons and the
side effects or aftereffects of all drugs. Reduce the difficulty
of the check once per rank of Blooded, to a minimum of
Simple (-).

CHANNEL AGONY

Activation: Active [Incidental)

Ranked: Yes

Trees: Magus

Force talent. After rolling O, the character may choose to
suffer wounds no greater than twice their ranks in Channel
Agony. For every two wounds, they add @ to the results.
A character who has purchased this talent automatically
gains 1 Conflict per rank purchased at the beginning of a
game session.

CONGENIAL

Activation: Active (Incidental)

Ranked: Yes

Trees: Prophet

When attempting a Charm or Negotiation check, the charac-
ter may suffer a number of strain to downgrade the difficulty
of the check a number of times equal to strain suffered. This
number cannot exceed their ranks in Congenial. When the
character is the target of a Charm or Negotiation check, the
character may suffer a number of strain to upgrade the diffi-
culty of the check a number of times equal to strain suffered.
This number cannot exceed their ranks in Congenial.

LUMINOUS BEINGS
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FONT OF POWER

Activation: Active (Action)

Ranked: No

Trees: Prophet

Force talent. Once per game session, the character may
perform the Font of Power action. For the remainder of the
encounter, if the character is a light side Force user, when-
ever another Force user within medium range rolls O, add
automatic O) to the results. If the character s a dark side
Force user, whenever another Force user within medium
range rolls O, add automatic @ to the results.

IDENTIFY INGREDIENTS

Activation: Active (Incidental, Qut of Turn)

Ranked: No

Trees: Alchemist

Force talent. After being exposed to any unknown sub-
stance, as an out of turn incidental, the character may roll
(O no greater than their Force rating. They may spend (D(p
to immediately identify the composition and any effects of
the subslance.

At the GM’s discretion, this might provide []to the charac-
ter's later attempts to recreate this substance.

IMPROVISED CONCOCTION

Activation: Active (Action)

Ranked: No

Trees: Alchemist

Force talent, Once per encounter, as an action, the character
may make a Hard (¢ 4 @) Knowledge (Xenology) check,
adding O no greater than their Force rating. If the character
succeeds, they create 1 dose of any potion, poison, or drug
(such as the ones found on page 81 or page 181 of the
Force anp Destiny Core Rulebook) out of available materials.
The rarity of this item must be lower than or equal to the
character’s Intellect + ¥¢ + (P spent.

INSPIRING RHETORIC

Activation: Active (Action)

Ranked: No

Trees: Prophet

The character may take the Inspiring Rhetoric action, making an
Average (@ @) Leadership check. For each ¥¢, one ally within
close range recovers one strain. For each 3, one ally benefiting
fram Inspiring Rhetoric recovers one additional strain,

INSPIRING RHETORIC (IMPROVED)

Activation: Passive

Ranked: No

Trees: Prophel

Each ally affected by Inspiring Rhetoric gains [[] on all skill
checks for a number of rounds equal to this character’s ranks
in Leadership; this does not stack with itself.



MIND OVER MATTER

Activation: Active (Incidental)

Ranked: No

Trees: Magus

The character may spend one Destiny Point to recover strain
egual to their Willpower rating.

OVERWHELMING AURA

Activation: Active (Maneuver)

Ranked: Yes

Trees: Prophet

Force talent. The character may take the Overwhelming Aura
maneuver, suffering 1 strain and commitling a number of O
no greater than their Force rating or ranks of Overwhelming
Aura. The character adds automatic £} equal to O commit-
ted to their social checks. Opponents within shart range add
automatic & equal to O committed to their social checks.

OVERWHELMING AURA (IMPROVED)

Activation: Passive

Ranked: No

Trees: Prophet

Force talent. While Overwhelming Aura is active, characters
affected by this character's Overwhelming Aura talent add
automaltic Y to fear checks the character causes and auto-
matic 3¢ to fear checks not caused by the character. A char-
acter who has purchased this talent automatically gains 1
Conflicl at the beginning of a game session.

POWER OF DARKNESS

Activation: Active (Maneuver)

Ranked: No

Trees: Magus

Force talent. Once per session, the character may perform
the Power of Darkness maneuver. If they do so, they increase
their wound threshold and strain threshold by 1 per Dark Side
Destiny point currently in the Destiny pool until the end of the
encounter. A character who has purchased this talent auto-
matically gains 1 Conflict at the beginning of a game session.

RESOLVE

Activation: Passive

Ranked: Yes

Trees: Magus

When the character suffers strain, they suffer one less strain
per rank of Resolve, to a minimum of one. This does not
apply to voluntary strain loss.

SCATHING TIRADE

Activation: Active (Action)

Ranked: No

Trees: Prophet

The character may take the Scathing Tirade action by mak-
ing an Average [Q QJ Coercion check. For each 3, one
enemy within short range suffers one strain. The character
can also spend &}; for every {3} spent, cne target already
affected suffers 1 additional strain.

SECRET LORE

Activation: Passive

Ranked: Yes

Trees: Magus

The character removes Il per rank of Secret Lore from their
Knowledge (Lore] checks. The character reduces the difficul-
Ly of all Knowledge (Lore] checks they make by 1 (this does
not increase with additional ranks of Secret Lore).

STIM APPLICATION

Activation: Active (Action)

Ranked: No

Trees: Alchemist

The character may take the Stim Application action. To per-
form this action, they must have access to drugs, a med-
pac, or stimpacks. They make an Average (@ €) Medicine
check. If successful, one ally they are engaged with {includ-
ing themselves) increases one characteristic of the charac-
ter's choice by one for the remainder of the encounter and
suffers four strain. A single character's individual character-
istics may each only be increased once by Stim Application
during an encounter.

STIM APPLICATION (IMPROVED)

Activation: Active (Incidental)

Ranked: No

Trees: Alchemist

As an incidental, when performing the Stim Application
action, the character may increase the difficulty of the Medi-
cine check to Hard (4 ¢ 4). If they do so, the target of the
action sulfers one strain instead of four.

TRANSMOGRIFY

Activation: Active (Incidental)

Ranked: No

Trees: Alchemist, Magus

Force talent. When making a crafting check, the character
may add O no greater than Force rating to the check. The
character may spend (B to add ¥ to the result, and may
spend (PP Lo add €2 to the result.

TWISTED WORDS

Activation: Active (Incidental, Out of Turn)

Ranked: No

Trees: Prophet

When the character is targeted by a social check, the charac-
ter may spend ¥ or 48 {8 and suffer | strain as an incidental
to inflict @ number of strain equal to their ranks in Coercion
on the character who made Lhe check.
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MYSTIC MOTIVATIONS

TABLE 1-2: RANDOM MYSTIC MOTIVATIONS

m otivation might not have a definitive mechanical impact
on a character during most game sessions. However,
because it is more focused on the narrative elements of a
story, Motivation serves as a crucial choice for defining a char-
acter and their actions. A Myslic's Malivation should connect
to the Mystic’s past and future, and should even touch on a
Mystic's Force traditions and their approach to how they view
and how they use the Force. Well-developed characters with
distinct Motivations are usually more fun to roleplay than aim-
less ones, because such characters have a reason to act on
their own initiative and not just in response to the stimulus of
the plot. Establishing these kinds of details helps the player
tell a better story involving the character.
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Result
) | Ambition ;
34 | Cause it
I == Faith N
i 7-9 Mysteries
10 Roll ence on each of any two categories




At the same time, when a PC has an interesting Motiva-
tion, it helps the GM create scenarios and challenges that
prompt the character to react, develop, and reveal other-
wise unseen nuances. For example, a character who wants to
unlock the mysteries of life itself may be templed (o rescue a
wise sage from an Imperial labor camp so that the character
can gain a measure of their wisdom for themselves.

MYSTICS AND MYSTERIES

The Force anp Destiny Core Rulebook presents three pri-
mary categories of Motivation—Ambition, Cause, and Faith—
each of which contains numerous examples. In addition to
these, Unlimited Power offers an entirely new selection of
Motivations created with Mystics in mind, under a new cat-
egory: Mysteries. Naturally, characters of other careers are
also welcome to choose a Mystery if there is one they are
particularly devoted to pursuing.

TABLE 1-3: SPECIFIC MYSTERIES
d100  Result

the character.

Death: What happens to beings when they die? Is death a necessary part of existence, or is something to be fought
01-10 against at every opportunity? Can somecne cheat death and, if 50, what is the cost? These are the questions that drive

Any being can be motivated by their ambition or a cause,
but a Mystic Lends to be deeply interested in the most funda-
mental mysteries of their universe. They wanl Lo understand
their world on a profound, even instinclual level, and often
eschew worldly things for such knowledge. Sometimes they
seek the answers to these mysteries for personal growth and
enlightenment. Sometimes they seek them for power. And
somelimes, as they seek one, they find the other as well.

Players can choose the Motivations that fit their charac-
ters during character creation, or they can roll randomly. To
choose randomly from the expanded list, a player first rolls
on Table 1-2: Random Mystic Motivations instead of
using the corresponding Table 2=3: Random Motivation
from the Force anp Destiny Core Rulebook, on page 85. A
player who rolls Mysteries then rolls again on Table 1-3:
Specific Mysteries to determine which Mystery to use as
the character's Motivation. Otherwise, the player should
consult the appropriate table in the Force anp Destiny Core
Rulebook for the category rolled.

The Force: What is the Force? How and why does it exist, and does it have a will of its own? Does the Force determine
11-20 one's actions, or obey one's commands? Or is it both, and if that is true, how is that possible? Many ancient Jedi
meditated on the mysteries of the Force, though Lo solve them all is likely impossible.

Destiny and Fate: The character wants to know il destiny truly exists, Do all beings have a fate sel down for them at the
21-30 moment of their creation? Can one thwart their fate, or is it an exercise in futility? And if one fulfills their destiny, what
then? Above all, the character wants to know what their own destiny Is, and must decide whether to fulfill or avoid it.

Happiness: What is happiness? What does it mean to be satisfied and happy with one’s life, and is iL fair to obtain
31-40 happiness while it is denied to others? The character strives to understand the true nature of happiness, and hopes that
by unlocking this mystery, they may find happiness for themselves as well.

Balance: Does the universe require balance? For every good thing in the galaxy, must there be a bad thing as well?

41-50 Can the light ever win out over the darkness, or must they always be locked in eternal struggle? The character strives to
discover these mysteries, and may see themself as duty-bound to bring balance to the galaxy, for good or forill,

Suffering: Why is there suffering in the galaxy? If Lhe Force exists, created by life, why does it allow beings on countless
51-60 worlds Lo spend lives in agony and pain? In fact, how could any benevolent higher power allow suffering Lo exist? By

N understanding the nature of suffering, the character hopes to unlock its role in existence, and gain some insight into why
some people must bear burdens of pain and unhappiness.

The Jedi: The Jedi existed for thousands of years before being wiped out by the Sith and Darth Sidious. In that time,
61-70 they grew and changed in many ways, until their origins were a mystery even to themselves, The character hopes that
by uncovering the mysteries of the Jedi, they might finally understand the role this order played in the galaxy.

Other Force Traditions: The Jedi are not the only practitioners to try and understand, and even use, the Force. There
71-80 have been many Force-using traditions throughout the galaxy, some of which still exist today. The character wishes to

understand these other traditions. Perhaps they know some fundamental truth of the Force that the Jedi, or the Sith,
never truly understood.

The Dark Side of the Force: What is the nature of evil? The character seeks to truly understand the Force’s dark side
81-90 and, in doing so, hopes to gain some insight into what it means to be evil. The character may plot to use this knowledge

to further their own sinister aims, or hope to use this knowledge to combat the darkness. However, there is always the
risk that by trying te understand evil, it may corrupt the character in some way.

Life: Is life simply a biological and chemical creation? Or is it something more? Force users have an understanding thal
91-100 the Force [s linked to life, and life to the Force. However, what it means to be a living being is still largely not understood.

They also grapple with the question, is life something sacred that must be protected? Or does life have no meaning
withoul death, and thus death is something to be welcomed just as assuredly as one welcomes life?

LUMINOUS BEINGS




SIGNATURE ABILITIES

In addition to the specializations available within a given
career, a character also has access to that career’s signa-
ture abilities. These abilities are special, elite talents for only
experienced characters of the specified career. They are feats
only possible through skill and ability gained over a long and
successiul career.

SIGNATURE ABILITY
BREAKDOWN

A signalure ability is composed of three elements: the nodes
linking it to a talent tree, the ability's basic form, and a series
of upgrades that augment the ability.

NODES

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

ABILITY BASIC FORM

To acquire a signature ability, a character must first purchase
the basic form of the ability. This takes up the entire first row
of the signature ability tree and is purchased with experi-
ence points. The experience cost of each upgrade is listed
in its box.

UPGRADES

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

ACQUIRING
SIGNATURE ABILITIES

Before purchasing a signature ability or any of ils upgrades,
a character must “attach” that ability to the bottom of one of
their current in-career talent trees. Once a signature ability
has been attached to a tree, no other signature abilities may
be attached to that tree, and the attached ability cannot be
removed or switched to a different tree. A character can only
acguire a signature ability from their career and can only
attach that ability to in-career talent trees.

LUMINOUS BEINGS
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To attach a signature ability to a talent tree, the character
must own all of the talents along the bottom row of the des-
tination talent tree that match up with the active nodes on
the signature ability. Then, once a signature ability has been
attached to a talent tree, the character may purchase the
ability’s basic form and its upgrades using experience, just
as if they were Lalents.

The Mystic career has access to two signature abilities:
Prophecy and Unmatched Destiny.

SIGNATURE
ABILITY: PROPHECY

The future is always in motion, and trying to predict it
through the Force is a tricky and even dangerous endeavor.
Even if one can sift through the shifting strands of fate and
pick out the future most likely to occur, trying to bring about
or stop that future may cause one to take actions that end
up having the opposite effect. Nevertheless, many Force
users delve into the dangerous art of prophecy, because if
they succeed, the rewards can be great beyond measure.

BASE ABILITY

Once per game session, the character may spend 1 Destiny
Point and make a Hard (4 ¢ 4) Vigilance check Lo ulter
a prophecy. If they succeed on the check, they correctly
foretell a single event that focuses around themselves, They
must describe the.event in a briefl summary. The CM can rule
If the description is too involved; for example “| see myself
sitting down at a table, and receiving a great fortune” is an
acceptable prophecy, while | see myself sitting down at the
sabacc table in the Misty Rancor Cantina and winning 1.2
million credits” is not.

At any time before the end of the current game session,
they may spend 1 additional Destiny Point, at which point the
foretold event transpires. The GM should interpret the proph-
ecy to fit the scene, and possibly reveal an interpretation of
the prophecy that the character did not expect. The GM can,
however, decide that the prophecy cannot come to pass at
that time (generally because it does not fit the GM's planned
narrative). In this case, the foretold event does not transpire,
but the GM must [lip all dark side Destiny Points to light side
Destiny Points. After all, the future is always in motion.

UPGRADES

Prophecy has several upgrades that can improve its effects
and make it easier to use. Any upgrades that appear in
Praophecy’s tree multiple times have their effects stack.

Destiny Upgrade: To activate Prophecy, the character
does not have to spend a Destiny Point. They still must
spend 1 Destiny Point to trigger the occurrence of the
prophesied event.




Mystic Signature Ability Tree: Prophecy

I PROPHECY BASE ABILITY

Once per game session, the character may spend | Destiny Point and make a Hard (¢p 4 ) Vigilance check to utter a prophecy. If they succeed, they foretel
a single event, the focus of which is centered around themsell. At any time before the end of the game session, they may spend 1 Desliny Point, at which point

the foretold event transpires. The GM should interpret

the prophecy to fit the scene, possibly revealing truths the character did not foresee in the process.

e COST 30

Il REDUCE SETBACK

Remove [l from the check
Lo activate Prophecy.

Il FLOW OF THE

LINIVERSE

Add [ to the character's
checks Lo bring the foretold
event o fruition

EOST 10

COST 10

I REDUCE DIFFICULTY

Reduce the difficulty of the
skill check to activate Proph-
ecy Lo Average (@ §).

COST 15

I RECURRENCE

One additicnal time before
the end of the game session,
the character may spend 1
Destiny Point to have the
prophecy’s foretold event re-
cur, likely in a different form

COST 15

ﬁoom Upgrade: Add [l to any checks a character makes to
prevent the foretold event from occurring.

Flow of the Universe Upgrade: The character adds []to
checks they make to attempt to bring the foretold event
to [ruition.

‘Recurrence Upgrade, One additional time before the end
‘of i SEE he character may spend | Destiny
x ecy’s foretold event recur, likely in

I REDUCE SETBACK

Remove Il from the check
to aclivate Prophecy.

.v'/

I Il SHARED
REVELATION

The prophecy may pertain
to any one other character

who hears it. COST 10

EOST 10

Add Il o any character’s

checks to prevenl the fore-
told event fram occurring.

[ DESTINY

Prophecy costs 1 fewer
Destiny Points Lo activate. It
still requires a Destiny Point
Lo trigger the occurrence of
the prophesied event.

COST 15

COST 15

Reduce Difficulty Upgrade:‘ Reduce the difficulty of the
skill check to activate Prophecy to Average (. Q),

Reduce Setback Upgrade: The character removes [l from
the check to activate Prophecy.

Shared Revelation Upgrade: The prophecy may pertain to
any one other character who hears at mstea e chara
ter making the prophecy.




'Mystic Signature Ability Tree: Unmatched Destiny

. UNMATCHED DESTINY BASE ABILITY

Once per game session, after making a Force power check, the character may spend 2 Destiny Points to reroll up to 2 Force dice. Conflict generaled as part of

this Force power check is doubled.

Il INCREASE NUMBER \

Reroll up to 1 additional
Force die per Increase Num-
ber upgrade

COST 10

Il DESTINY

Unmatched Destiny costs 1
fewer Destiny Points to acti-
vate.

£OST 10

B INCREASE NUMBER

Reroll up to 1 additional
Force die per Increase Num
ber upgrade.

Il FREQUENCY

Unmatched Destiny can be
used 1 additional time per
session.

COST 15 COST 15

SIGNATURE ABILITY:
UNMATCHED DESTINY

The most powerful Mystics have an unmatched mastery of
the Force. Their connection is so deep and so instinctive that
they can call upon it at will. However, this powerful connec-
tion has a cost, and these Mystics risk opening themselves
to the dark side of the Farce.

BASE ABILITY

Once per game session, after making a Force power check,
the character may spend 2 Destiny Points to reroll up to 2
Force dice. If the character gains Conflict as a result of the
check, the Conflict they gain is doubled.

UPGRADES

Unmatched Destiny has several upgrades that can
improve its effects and make it easier to use. ‘Any
upgrades that appear in Unmatched Destiny's tree

multiple times have their effects stack.

Destiny Upgrade: Unmatched Destiny requires
one fewer Destiny Points to activate.

Frequency Upgrade: Unmatched Destiny ca
used one additional time per session.

COST 30

I SHARED DESTINY

Unmatched Destiny can be
used after another character
al short range makes a Force
power check.

a

I INCREASE NUMBER

Reroll up to 1 additional
Force die per Increase Num-
ber upgrade.

COST 10

[l UNLEASHED \
POWER

For each O Q result, add
automatic O to the check.
For ezch @ @ result, add
automatic @ to the check.

COST 10

Il FREQUENCY

Unmatched Destiny can be
used 1 additional time per
session.

COST 15

COST 15

Increase Number Upgrade: Reroll up to one additional
Force die per Increase Number upgrade.

Shared Destiny Upgrade: Unmatched Destiny can be used
after another character at short range makes a Force power
check to allow them to reroll a number of their Force dice up
to the number that the character would be allowed to reroll.

Unleashed Power: For each O O eenerated on the For
power check, add one automatic O to the results, For eac
@® @ ccnersted on the Force powe addione
matic @ to the results;



FORCE POWER: CONJURE

s ome of the more esoteric uses of the Force can seem
like magic to the ignorant and uninformed. While most
Force users can move objects with their mind and sense
what's going on around them with otherworldly perception,
some Force-sensitives can do far stranger and more won-
drous things. These individuals often learn the ways of the
Force as a part of one of the many minor Force traditions
scattered around the galaxy. Organizations such as the now-
destroyed Nightsisters of Dathomir ar the secretive Dagoyan
Order teach ways to use the Force that would seem strange
to most of the ancient Jedi, or those who now struggle to
inherit their mantle.

The Nightsisters were known to be able to use the Force
to summon a glowing green ichor known as the “Water of
Life.” With this, they could form tools, weapons, and even
facsimiles of living creatures. While this power could not cre-
ate complicated technological implements such as a blaster
or a speeder bike, the most pow-
erful Nightsisters were said
to have been able to
conjure blades that
could withstand

a Jedi's lightsaber, and even imbue the bodies of the dead
with a ghastly parody of life.

BASIC POWER

The basic power for Conjure allows the user to create an
approximation of a close-combat weapon or other small
object using the Force, which lasts for a short time before
ceasing to exist. The power has one basic effect.

¢ The Force user may spend (B to create a facsimile of a
Brawl or Melee weapon with the following profile; (Brawl
or Melee; Damage + 3; Critical 3; Range [Engaged)]; Cor-
tosis). This item appears anywhere within short range of
the user. The item functions as normal, but at the end
of the user’s next turn, the item dissipates. If the item is
moved beyond short range from the Force user, it also
immediately dissipates. At the GM's discretion, the user
can also conjure a simple tool or other useful low-tech
item1 that has an encumbrance of no greater than one
this way. The user may not activate this multiple times.




Force Power Tree: Conjure
Prerequisites: Force Rating 1 +

Il FORCE ABILITY

i I CONJURE BASIC POWER )
} .

i
N

The Force user calls forth a spectral object to their hand, which lasts for a short time,

The user may spend (B to create a facsimile of a Brawl or Melee weapon anywhere within engaged range. At the end of the user’s next turn, this item dis-
sipates. At the GM's discretion, the user can instead conjure a simple tool and other useful low-tech item with an encumbrance no greater than 1,

L T

(8

Spend (DD to create addi-
fional, identical conjurations
equal to ranks in Number

upegrade purchased

CO5T 10

Il MAGNITUDE \

Spend (P to increase the maximum encumbrance of the item that can be
conjured by 2 per Magnitude upgrade purchased.

N

B ouraTON @

Commit O to sustain 1 con-
juration per Duration up-
grade purchased while it re-
mains at medium range.

N

COST 15

TROL j

COST 20

B MAGNITUDE

Spend(Pto increase the maximurn encurmbrance of the facsimile that can
be conjured by 2 per Magnitude upgrade purchased.

COST 10

i I ourATION )
|

Commit O to sustain 1 con-
juration per Duration up-
grade purchased while it re-
mains at short range.

Spend (P to add 1 of the fol- !
lowing weapon qualities to
the conjuration: Defensive 1,
Deflection 1, Stun 4.

COST 10 [O5T 15

Il NUMBER

Spend (PP to create addi-
tional, identical conjurations
equal o ranks in Number
upgrade purchased,

I Il CoNTROL

Spend (B Lo add 1 of the fol-
lowing weapon qualities o
the conjuration: Burn 3,
Pierce 3, Vicious 3.

COST 10 COST 15

Il MASTERY

Spend (P (B (P to summon the facsimile of a creature of silhouette | or
smaller instead of an object. This creature is bound to the user’s will, and
mindlessly follows that character's commands until the end of the Force
user's next turn, If the user has the corpse of the creature being conjured
1o imbue with false life, this facsimile lasts until the end of the encounter
instead, but the user gains T canflict for doing so.

UPGRADES

Control Upgrade: The Force user gains the ability to imbue
a created weapon with certain defensive gualities, which
might manifest around the item as a blurred protective aura,
a form that twists and shifts to protect the wielder, or a halo
of crackling energy. Spend (B to grant one conjured weapon

one of the following qualities: Defensive 1, Deflection 1, or

Stun 4. The user can activate this multiple times, granting
the weapon an additional quality each time (but may not
grant the same quality more than once).

LUMINOQUS BEINGS
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N

if Ml DURATION

Commit O to sustain 1 con-
juration per Duration up-
grade purchased while it re-
mains at short range.

Spend (P to increase the range
at which the facsimile can be
conjured and sustained by 1
{to a maximum of extreme).

COST 20 COST 15

Control Upgrade: The Force user gains the ability to imbue
a created weapon with certain offensive qualities that might
manifest as a palpable darkness around the item, a keen-
ing wail whenever the weapon is swung, or ethereal green
flames. Spend (B to grant one conjured weapon one of the
following qualities: Burn 3, Pierce 3, or Vicious 3. The user
can activate this multiple times, granting the weapon an
additional quality each time (but may not grant the same
guality more than once).

Duration Upgrade: The power gains the ongoing effect:
Commit O after successfully activating this power. One con-
jured facsimile per Duration upgrade purchased remains in
existence as long as it stays within short range of the user. If
the facsimile moves beyond short range of the user, it ceases
to exist.

Magnitude Upgrade: Spend (P to increase the maximum
encumbrance of the facsimile by an amount equal to twice
the number of Magnitude upgrades purchased. (If using the
Mastery upgrade, this upgrade increases Lhe silhouetie of
the summoned creature by an amount equal to the number
of Magnitude upgrades purchased, instead.] This may not be
activated multiple times.




Mastery Upgrade: Conjuring items is a strange use of
the Force known only to a few, such as the Nightsisters of
Dathomir, and for good reason: knowledge of such conjura-
tion can lead to far darker paths than mere duplication of
physical things. Masters of the ability can give false life to
entire living beings or, far more horrifying, raise corpses to
fight like abominable puppets on foul strings. Only the great-
est of the Nightsisters have ever been known to master such
an ability to this extent.

The Force user may spend (p (B (B to create a facsimile
of a llving creature of silhouette 1 or smaller instead of an
object. This creature uses the profile of a living minion NPC
of the Force user's choice, obeys the will of the Force user,
and ceases to exist at the end of the Force user's next turn.
The Force user may spend a maneuver to direct their fac-
simile, allowing it to perform an action and a maneuver.

If, however, the user has a corpse of silhouette 1 or small-
er avallable, they can instead animate it, bringing
it to false life and gaining 7 Conflict in the pro-
cess. This abomination uses the profile of the
deceased being, obeys the will of the Force
user, and ceases to be animated at the end
of the Force user's next turn. The Force
user may spend a maneuver to direct
the corpse, allowing it to spend an
action and a maneuver,

Number Upgrade: Spend
(B (P to conjure one addi-
tional facsimile of the
same type as the

first per Magni-

tude upgrade purchased. The user may activate this mul-
tiple times, increasing the number of facsimiles conjured by
this number each time.

Range Upgrade: Spend (P to increase the range at which -
the facsimile can be conjured and sustained by one. This can s-
be activated multiple times, increasing ' :
the range by one each time (o a
maximum of extreme range).
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. oran
_user may not activate

= notactwatet 5 muItlplenmas

= such asdit .éand mud, andthmk vegetamn

rently within short range difficult terrain until the end
of their next turn. The Force user must be touching the

ground to mamfest this power The User: may not ctf— :

vate this mu tlpie tlmes

e The F@rce user: may. spend (] to make all terraid cur
rently within short rarge normal terrain until the end
'of“ thelr next tum The Force user must be touch\r'ig Lhe;

tames

UPGRADES

~ Control Upgrade The Force user may spend(Pand make an
~ Average (@ @) Survival check Success allows the Force user
 to locate food, water, and other critical supplies within
‘extreme range. ln some cases, the GM may
determine that there are no such sup-
s--ava;labl@ {for example, if the

¢ e s on the surface

irtess moon). The

 this multiple times.

- Control Upgrade*

The Force user may spend (D to make all terram - a Smaﬂ

i C ntroi Upgrade* Th:s power can ‘aﬁec:t hrm matural ter-
~ ralp, such as packed earth, aatone or ice.

e Force user may. spendﬂ Oto make-'
tch c;f terra i

'-"acrqss. T.he na,tur.e Qf the mpasSsb,e te.r_ran |_s_ .,up to th_e' o

‘Force user; it could be a mass of solid rock, an impenetrable

-morass of wisting undetbrush, or & bubbling pit of steam

and siiperneated water. This lasts for the duration of the
power. The user may activate this multiple. tlmes ChD@SIT‘Ig a
new-patch of ferrain to affect each fime.

Control Upgrade: The Force user may Spend() C) o) Gt
ate g corrosive atmosphere in a small area within the pow-
er's area of effect. This area is no more than 3 meters across.
The rating of the corrosive atmosphere is equal to the Force
user's current Force rating. This lasts for the duration of the
power, The user may activate this multiple
times, choosing a new patch
. of fterrain to affect
each time. :




T

Force Power Tree: Alter

Prerequisites: Force Rating 1 +

The Force user can tap into the Living Force of their surroundings, manipulating the nearby environs.
The Force user may spend (P to make all terrain currently within short range difficult terrain until the end of their next tim.
The Force user may spend (B to make all terrain currently within short range normal Lerrain until Lhe end of their next turn,

I FORCE ABILITY

Spend (Pand make an Aver-
age (§ @) Survival check
to instantly discover fcod.
water, or other critical sup-
plies within extreme range.

B CONTROL

Spend (B to share the senses
of animals within range of this
power, adding [ to Percep-
ton and Viglance checks,
and gaining other benefits.

COST 10

Spend (PP to increase pow-
er's range by a number of |
range bands equal to Range

| upgrades purchased.

COST 10

il Il coNTROL w

Spend (PP to upgrade the
difficulty of all checks made
by opponents while in the
power's area of effect once.

COST 15

Spend (DD to increase pow-
er's range by a number of
range bands equal to Range

upgrades purchased.

NTROL
=

he power can affect firm
terrain, such as packed
\ earth, stone, or ice.

COST 10

Spend (PP to make a small
patch of terrain within the af-
fected area impassible.

COST 15

B conTROL

the user concealment.

The Force user may spend (B to give all characters within short range of

COST 10

Il ouRATION

Commit O after successfully
activating the power to sus-
tain its effects while the user
remains within range of the
affected area,

EOST 10

Spend (P to allow a number
of targets equal to the num-
ber of Strength upgrades to
ignore this power's effects.

COST 5

! I STRENGTH %y

!
i
Spend (P to allow a number |3
of targets equal to the num-
ber of Strength upgrades to -
ignore this power's effects.

COST 10

S

When the user activates this power without spending (B generated from
@ results, add O to all other Force power checks made within this pow-
er's area of effect.

When he user activales this power without spending (B generated from

Il conTROL \

Spend (P to create a cor-
rosive atmosphere in a small
area within the effected area.

= [05715

I STRENGTH S

Spend (P to allow a number
of targets equal to the num-
ber of Strength upgrades to
ignore this power's effects,

COST 20 er's area of effect.

]\ O resilts, add @ to all other Force power checks made within this pow-

EOST 15

Control Upgrade: The Force user may spend (p (B to
upgrade the difficulty of all checks made by opponents while
in the power's area of effect once. This lasts for the duration
of the power.

Duration Upgrade: This power gains the ongoing effect:
Commit (O after successfully activating the basic power to sus-
tain its effects as long as the user remains in the area affected.

Range Upgrade: The Force user may spend (B (Bto increase
the range of the affected area by a number of range bands
equal to the Range upgrades purchased. The Force user may
activate this multiple times, increasing the range by this num-
ber each time. -

COST 25

Mastery Upgrade: When the user activates this power
without spending (B generated from @ results, add O to all
other Force power checks made within this power’s area of
effect for the duration of the power.

When the user activates this power without spending (B
generated from Q) results, add @ to all other Force power
checks made within this power's area of effect for the dura-
tion fo the power.

Strength Upgrade: Spend (B to select a number of targets
equal to the number of Strength upgrades purchased; these
targets ignore this power's effects. The Force user may acti-
vate this multiple times, increasing the number of targets that
can lgnore this power's effects by this number each time.

LUMINOUS BEINGS
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DANGEROUS

he casual observer cannot always discern the will of the

Force. Some items—like holocrons and lightsabers—
are so steeped in it as to be immediately recognizable,
but others show their connections in much quieter ways. A
Rebel’s blaster might never miss its mark when aimed at
stormtroopers. A smuggler’s vibroknife might already be
active when they step blindly into an ambush. To the keen
eye of a Mystic; all things are as the Force wills.

RELICS OF TRADITION

The Force has always guided civilizations throughout the
galaxy. As cultures developed, many understood their
connection to the Force only through mysticism. Religious
orders like the Jedi served to codify and expand these
connections. Some cultures, like the Tholothians, prefer
a more persenal connection to the Force. Through their
settlements’ Hometrees, they are able to glimpse the Liv-

. ing Force. Others, like the Thisspiasians, merged the Force

with overt pomp and ceremony. The Blood Monarch's

CRAFTS

~

Artrairal R SN e
—Adifiral Lonan Mot

Royal Guards, ostentatious and powerful, were as martial
as they were mystic. Over time, each new generation might
lose touch with their origin, but these traditions carry the
secret of the Force through the eons.

TOOLS TO POWER

Not every tradition is benign, of course. Throughout
galactic history, many secrets have stayed so because of
their heinous nature. As long as Mystics have been able
to tap into the Force, they've felt a temptation to abuse
it. The Sith twisted the Force to their own dark ends
for millennia. Their artifacts became synonymous with
the dark side of the Force. Likewise, the Nightsisters
of Dathomir steeped themselves in corruption, delving
into untapped power. Their use of the Force challenged
even the Jedi’'s comprehension. To the untrained eye, the
line between the Force and magic might begin to blur.



NEW WEAPONS

ystics are not always drawn to conflict in the same way

other spacers are. A Hired Gun might only see the worid
as what you can and can’'t shoot. Mystics, with their deep
connection to the Force, might try to eschew physical combat
entirely. Every life they take is one less luminous being woven
intoc the tapestry of the Force.

Still, in wartime, it is every sentient being's duty to defend
themselves. While the Force is a powerful ally, it daes have
its limits. Ancient weapons aren’t always enough to malch
the dangers that swirl around a Mystic. Some keep a blaster
at their side, for safety’s sake. Some take this desire a step
further, seeking out weaponry that resonates with the Force.

RANGED ENERGY
WEAPONS

A Mystic's connection to the Force does not always come ear-
ly in life. When pressed, they may still solve problems in the
Lypical fringer fashion—that is, with a blaster. Some arm them-
selves with mundane versions, as a last resort. Others might:
keep an extracrdinary pistol they felt was “lucky.” A Mystic
with such a weapon might, at first, be blind fo the Living Force
influencing their shots. They may even have belonged (o a
group focused on mixing the mundane and the mystical.

AB-75 BO-RIFLE

During the Republic, the Bo-Rifle was the ceremonial weapon
of the Honor Guard of Lasan. These Lasat were impressive
warriors, and their bo-rifles were equally impressive. Designed
to be used in both close quarters and at range, these weapons
could quickly be converted from a high-powered blaster rifle
to a double-headed staff. AL each end of the staff, brilliant
arcs of electricity crackled and spat. A skilled Lasat could use
the electrified staff to shock opponents into submission; pro-
vided they hadn’t bludgeoned them half to death first.

After the Empire invaded Lasan and wiped out the popu-
lation, some high-ranking officers took these weapons as
trophies. These days, the only place one is likely to find a
bo-rifle is in the collection of some Imperial commander.

As a maneuver, the user can convert the bo-rifle from its
ranged mode (see Table 2—1: Ranged Weapons on page
47) to melee mode. In melee mode, the weapon uses
the following profile (Melee; Damage - 3; Critical 4; Range
[Engaged]; Stun 5, Stun Setting). A bo-rifle requires two
hands to wield.

HEARTWOOD BLASTER

By the last days of the Clone Wars, most war materiel hewed
to a handful of standards: blasters locked in drab plasteel
chassis, formless body armor removing all soldiers’ indi-
viduality. Tholoth, having prided itself on its cosmopolitan
aesthetic for centuries, struggled with these developments.
Their Defense Forces generally used imported materiel. It
was more practical and more efficient, but it also carried an
alr of menace. To the Tholothians, clone troopers carried a
sense of being eager to fire on any who stepped out of line.

Tholothian Defense Forces solved this tension with the
development of their own weaponry. Weaponsmiths incor-
porated neartwood, a plant native to Tholoth, into unique
weapons. These heartwood blasters were as much an aes
thetic statement as they were deadly. The wooden chassis
harkens back to the Tholoth seedpod practice—a reminder
of the community to which the wielder belongs. Like Tholo-
thian society in géneral. this senliment reaches across Lhe
division of species. Anyone who wields a heartwood blaster
can find comfort in remembering their home.

When wielding a heartwood blaster, a character may suffer
strain up to their Force rating as a maneuver. If they do, they
add an equal number of automatic £ to the nexi combat
check they make that turn.

/

Heartwood Blaster
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TABLE 2-1: RANGED WEAPONS |
| Dam | Crit | Range
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LUCKY BLASTER  SLUGTHROWERS

A blaster being “lucky” Is less about its manufacture and
more aboul its behavior. There is something inherent in
these blasters, something beyond the normal. A spacer
might feel that, no matter how long the odds, a blaster like
this will always hit its mark.

Even in the clumsiest hands, there seems to be an unknown
influence guiding the spacer's aim. To the trained Mystic, the
Force's presence is obvious—the blaster almost hums with
it. Even before dedicating themselves to the Force, a Mystic
might be able to hear it.

Lucky blasters are rare in the galaxy at large. Their attun-
ement to the Force seems to be completely random. There is
no connection between the blasters that display this knack.
There is no single factory, nor even one single planet, that
can claim it is the source. Not even the Mystics who study
them can explain how the blasters’ attunement occurs.
Those who wield these blasters can only trust in the Force,
hoping that its will is being done.

When a characters uses a single maneuver with a lucky
Blaster to Aim, they gain [J[[] on their next combat check.
This can only occur once per round, and the PC may not use
their second maneuver to aim again.

Slugthrowers are old weapons that use explosive charges to
propel metal projectiles. Far clumsier than a blaster, slugth-
rowers fell out of use on most planets centuries ago. For
civilizations that lack heavy industry, though, they remain a
viable choice.

ARQUEBUS

The average senlient being can pick out visual details up to
three kilometers away. Sembla's low landmasses and shallow
seas provide excellent visibility. Taken together, these fac-
tors had a large influence on Vurk strategy. They favor long
distance engagements, avoiding melee whenever possible.
The lone soldier who wades into close range is liable to get
gunned down without mercy.

Since heavy industry never took hold on Sembla, Vurk
sharpshooters still favor slugthrowers. Most famous is the
arquebus, an older design kept current by skilled crafters.
In its original form, the weapon was little more than a metal
tube filled with explosive powder. Over time, sumptuous
woeden stocks to brace against the shoulder became stan-
dard. The design became more streamlined and reliable as
time went on. Modern versions are works of art unto them-
selves, often featuring intricate obsidian inlays.
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Accurate at extreme distances, the weapon is well suited
to patient aiming. A Vurk soldier's most devastating shots
are the ones arranged with the most precision. Skeptics have
long since explained this away in mundane ways. Longer prep
time leads to steadier hands. Calculations of wind resistance
are more accurate with more observation. Despite this, Vurk
sages insist on a deeper meaning. The best sharpshooters
never care about the adds. They trust in the will of the Force,
and the Force guides their hands.

As a maneuver, a character wielding an arquebus may suf-
fer up to 5 strain. The PC's next combat check with the arque-
bus gains Pierce with a rating equal to the strain suffered.

PANIC PISTOL

War is a stressful pastime. Most sentient beings unaccus-
tomed to battle choke up when an enemy charges them with
a sword. Sometimes there isn't enough room or enough time
o line up a shot. Weaponsmiths designed panic pistols—a
kind of overpowered slugthrower—to solve such problems.

They provide a quick and definitive answer (o anyone get-
ting too close. This is not to say they do so with elegance.
The weapons malfunction with more regularity than other,
more standard slugthrowers. While its power is on par with
a blaster, a panic pistal still isn’t a sustainable alternative
to melee weapons. A fighter with a broken weapon doesn’t
have much advantage over anyone.

While at engaged range, a character wielding a panic pistol
does not add the +1 difficulty modifier for ranged attacks
in melee. However, the GM may spend 48 8} to damage the
weapon (see Weapon Maintenance on page 166 of the
Force anp Destiny Core Ruleboaok).

THROWN WEAPONS

Like many spacers, most Mystics are familiar with grenades.
Their simple operation makes for widespread adoption.
Unlike most spacers, though, Mystics gravitate towards more
exotic versions. Alchemical modifications turn the simplest
explosives into bizarre, yel effective, weapons.

BLUE SHADOW GRENADES

Of all viruses, epidemiologists most fear one strain: the
blue shadow virus. The waterborne virus was long touted as
the galaxy's most virulent agent. Incidents involving it also
proved it to be the deadliest. Decades before the Clone
Wars, outbreaks sent panic across dozens of systems. Worst
of them all was the Candorian Scourge, claiming millions of
lives in only 48 hours,

By the time of the Clone Wars, proper containment had
eradicated the disease in the wild. Separatist scientists,
inspired by the Scourge, re-engineered captive strains
into a terrifying bio-weapon. Schematics recovered by the
Jedi claim it to be airborne and almost incurable. While
the Empire did its best to bury the plans, dissidents man-
aged to leak them after a raid on the Jedi archives. From
an official standpoint, the Rebellion condemns its use.
From a praclical standpoint, some of the mare vicious
cells have built them in secret. Luckily for the galaxy in
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general, nobody |
danger of the blue
individuals have man t
variant that dies off quickly but c
als before it vanishes.

When a blue shadow grenade
that suffer at least one wo
within medium range of the d ‘ O W
a rebreather, sealed armor, or other form of enviranmen-
tal protection—must make a Formidable ( 0 0 Q & 0]
Resilience check. Targets suffer 2 woun
%, and a Critical Injury with a +50 mod ney
the check. & means that they must make the chec n
at the start of their next turn as the virus runs rampant
through their system.

MOLTEN MAGNET

Magma from Sembla has fascinated researchers for centu-
ries. Among other Lralts, it exerts enough magnetic attrac-
tion to stick to metallic surfaces. While this may fascinate a
geologist, it's an idle curiosity to the average citizen.

Vurk Rebel cells seeking 1o liberate Sembla are not the aver-
age citizen. Straining under the Empire's yoke, they've been
quite keen to weaponize the planet’s lava. A handful managed
to make a breakthrough, using liberated Imperial research.

The resulting device is much like a grenade. While diffi-
cult to make elsewhere, Vurk Rebels have all they need to
build them on Sembla. First, they use Imperial technology
to stabilize and contain the magma. Early attempts cooled
and congealed too fast, rendering them useless. To work, the
devices need a small touch of the Force: Vurk sages skilled in
alchemical arts imbue the containment unit with the Force to
keep the molten rock from cooling.

A combatant can use the device much the same way as
a grenade. On activation, a brief timer starts before the
weapon activates, Instead of blasting itself apart, however,
the magnel then adheres to a single target. When the timer
runs out, the containment unit begins extruding its molten
metal payload. The magma then chews through armor plat-
ing, scorching any organic tissue it touches.

QUILLBOMB

Thisspiasians once viewed the gianl ystervark as both wor-
thy foe and revered delicacy. Xenoarchaeologists even the-
orize the Blood Maonarchy grew from ritual hunts of these
creatures. Extinct in modern times, the beast’s brutality left
a lasting impression on Thisspias. For centuries, engineers
sought to emulate its defensive plating and toxic spines.

In keeping with this motif, ancient warrior-sages created
weapons in the beast's image. Their blend of metalwork and
the Force even parallels that of modern alchemists. For 250
vears, poisoned ystervark spears were the Royal Guard's
most iconic weapon. As the Blood Monarchy’s public influ-
ence fell, so too did the ystervark’s. While Thisspiasians still
respect both, the call for such weapons has diminished.
Before the rise of the Empire, only the Quillbomb retained
its mass appeal.




Quillbomb

/

The device is not much larger than a closed fist, and
wicked-looking spines litter its surface. On detonation,
these spines rip through armor, burrowing deep into flesh.
Each spine carries a dose of synthetic toxin, inspired by the
ancient ystervark's venom. With its weak payload, the bomb
is less focused on raw explosive power, Rather, it relies on
driving at least one spine intact into a victim's body. The
contagions used are often as quick as they are debilitating.
One spine is enough to immediately impair motor functions.
Any more will cause excruciating pain.

With the Blood Monarchy outlawed by the Empire, the
Quillbomb is taking on a new life as a symbol of resistance.
Rebels searching for urban weaponry have revitalized the
production of these ancient weapons. The bombs are harder
to detect than conventional explosives, perfect for sabo-
teurs. Stormtroopers are beginning to dread missions to
guash Thisspiasian resistance. Once the subject of mockery,
the Quillbomb's body count continues to rise. True to form,
the bomb has damaged both body and mind of the Imperial
machine. Though nowhere close in size to the ancient
vark, these bombs would do it proud.

Wwa

MELEE WEAPONS

Even bef
armed t

he fall of the Jedi, not all Force sensitives
es with a lightsaber. The ancient Sith wield-
ed swords infL vith dark side power. Many a foolhardy
Mystic has charged into battle with little more than a club.
As long as they count the Force as their ally, they have no
reason o fear.

Q.

ASHLA STAFF

Like the Bo-Rifle, Ashla Staffs were one of the many items
plundered by the Empire during the Fall of Lasan. Unlike the
rifles, though, these were not weapons of war. Staffs such
as these were the unique property of a Revered Master—
mystical leaders of the Lasat people. Like the Jedi, these
sages studied and communed with the Force, though they
referred to it as the Ashla.

Ashla Staff

DANGEROUS CRAFTS
UNLIMITED POWER




TABLE 2-2: MELEE WEAPONS

 Skill  Dam | Crit | Range L |
Ashla Staff Melee E 2| 3| Engaged £1 7% 5,000 7
QOuro Blade Melee E +1 3 Engaged 0 600 &
; .
Semblan Obsidian Dagger Melee % +0 1 Engaged 1 2 350 4 |
Before the Fall of Lasan, many were quick to equate the OURDO BLADE

Ashla Staff to a Jedi's lightsaber. This would not, by and
large, be an accurate comparison. An Ashla Staff's construc-
tion might reflect on its owner in a similar way, but that would
be the full extent of similarities. The staff might be tall and
spry, or gnarled and bent. A Revered Master might fashion
it from a single branch, once gifted to them by a Tholothian
dignitary. What united these tools was their connection to
Lasat mysticism. Among other qualities, they gave strength
to Revered Masters during particularly grueling rituals.

These vibrant cultural expressions have become rare
under the Empire. The Revered Masters who survived the
Fall of Lasan have since passed on or disappeared. Some
begueathed their staffs to their descendants. Others sold
them while fleeing the Empire. Many who own these imple-
ments now know little of their original purpose. All they know
is that a mysterious power seems to flow through them.
There is a flicker of destiny in everything the staff touches.

While wielding an Ashla Staff and making a Force power
check, a player may spend 3 strain to add O (o the results

Ouro Blade
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Even for the eccentric designs of ancient Thisspias, the Ouro
Blade is 2 strange weapon, with a long curved blade that
arches out in a half-circle from the wielder’s fists, Traditional
fighting styles emphasize quick, cross-body slashes, and a
skilled fighter can inflict dozens of shallow, painful cuts on
their opponent in a matter of moments. While designed for
off-hand use, the Ouro Blade is still effective as a primary
weapon.

Despite its efficiency, changing attitudes on Thisspias
sidelined the Ouro Blade. Over time, the populace came to
associate it with the excesses of the Blood Monarch’'s Royal
Cuard. Many Thisspiasians shunned traditional weapons,
seeing them as shameful relics of bygone times. When Impe-
rial governors outlawed the Blood Monarchy, that stance
changed. Thisspiasian Rebel groups chose weapons like the
Quro Blade as their gear of choice. The fallen Blood Maonar-
chy had become a poignant symbol of resistance.

After making a successful combat check with an Ouro
Blade, the wielder may spend 3 to inflict an automatic hit
on the target, doing the attack’s base damage, and may do
so multiple times.

SEMBELAN OBSIDIAN DAGGER

Like many items made by the Vurk, Semblan daggers
tend to serve at least two functions. First, they are utilitar-
ian knives, used as both tools and weapons. Second, the
blade’s iconic design has served as a meditation aid for
centuries of Vurk sages.

In their most iconic examples, the dagger's blade curves
back and forth as it tapers to a point. Vurk sages hold that
these gentle undulations mirror the duality of thelr home-
world. The curving edges hearken to the planet’s shallow
seas, while obsidian inlays evoke the planet’s volcanoes. For
centuries, they would mediate on this contrast, searching
for harmony. Even if other species lack that cultural context,
studying the dagger still has uses.

When a Vurk makes a Discipline check at the end of an
encounter to heal strain, they heal one additional strain as
long as they are holding a Semblan dagger. At the GM's dis-
cretion, non-Vurk characters can also benefit from this if they
have a thorough grounding in Vurk culture and the mentality
to appreciate the meditative properties.
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NEW ARMOR

hough those who wield the Force in combat often call on

it as their ally to guard them, they know that other forms
of protection can be useful as well. Some types do more than
merely protect their bodies, but can transform agony into
greater power—something those on the path along the dark
side are always eager to seek out.

SITH PAIN HARNESS

Constant enemies of the Jedi Order, the Sith have always
sought to dominate and destroy. They even seck to pervert
the Force itself, turning its energies into a weapon to torture
and maim. They build all their greatest strengths on the pain
they can inflict.

Developed over generalions, the Sith Pain Harness repre-
sents the pinnacle of this philosophy. It is little more than a
set of interlocking metal plates, each sharp enough Lo easily
draw blood. Any being wearing the armor must Lake extreme
caution, lest the metal carve into their flesh. Cranted, the
point of the device is not to avoid hurting oneself. Instead,
Sith are to embrace the pain, using it to fuel their hatred.
The pain they feel suffuses all their Force power, a gruesome
attempt to spread their own agony.

While wearing the Sith Pain Harness, a character can
choose to suffer one wound as an incidental to add auto-
matic ¥¢ to the next Discipline check they make during the
current round. They then suffer 1 Conflict.

TIMBER CUIRASS

Before the Empire, Tholothian Defense Forces looked the
same as their offworld counterparts. Guards wore synthetic
body armor and wielded transparisteel riot shields. When
deadly force was necessary, they carried a variety of blasters
to do the job. While beautiful and poignant, traditional equip-
ment lacked the practicality of offworld gear. In the years fol-

TABLE 2-3: ARMOR

lowing the Clone Wars, the Empire sought Lo tighten its grip
over the Quter Rim. Though it tock years to make it there,
the full brunt of Imperial force finally made its way to Tholoth.

Imperial blockades drove the cost of importing weapons
and body armor beyond feasibility. Anything deemed contra-
band entering the system was immediately seized. Factories
mass-producing weapons were co-opted by the Empire. Tradi-
tional weaponsmiths became the sole reliable source of arms
and armaments. Before the Empire, Tholothians took their
heritage for granted. Now that it is their last weapon against
the Empire, Tholothians have embraced it with open arms.

The Timber Cuirass has become one of the planet's best
products—a modern update for ancient Tholothian armor.
Armorers crafted the classic cuirass from a single living piece
of Heartwood. Generally, a noble would commission it as
socn as they came of age, as the process could take decades.
The cuirass must be shaped and refined while still growing
as part of the tree. On completion, the resulting armor is as
strong as durasteel, but only a fraction of the weight.

WATERWEAVE

Waterweave is a composite material created out of native
Semblan alloys and minerals. While it is heavy and bulky
normally, ils buoyancy actually increases while submerged.
Mosl scientists are at a complete loss to explain this, and
mumble something about air pockets when pressed.

Waterweave deflects even the strongest blows instead of
abseorbing their force. Moreover, its buoyancy allows users
to fight in the water without being dragged down by what
would normally be bulky, restricting clothing. Warriors
equipped with waterweave report fighting better underwater
than on any other terrain.

Waterweave armor has encumbrance 7. However, while
submerged, the armor’s encumbrance changes to 0.

Defense ; 'Encumbrance | Hard Points  Rarity
Sith Pain Harness 0 2 (R) 3,500 2 0 )
Timber Cuirass 4,000 & 1 5
Waterweave 6,500 # I 5
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NEW GEAR AND EQUIPMENT

T o study mysteries of the Force is to know that there are
secrets in the galaxy no mere historian or scholar will ever
discover. Only those open to the Force, for example, might
recognize a carved cubical trinket as a powerful holocron,
or a set of small rings as a gateway to visions of the future.
Some Force users might turn aside such items as unnecessary
to unlocking the secrets of the Force, perhaps even refrain-
ing from ways to improve their lightsabers, bul many more
believe any tool that can aid their understanding of the Force
is one worth embracing.

ANCIENT LORE

The Jedi kept meticulous records throughout their long
protection of the Republic. While they knew a greal many
things, gaps still existed in their knowledge. They were often
conspicuous in their silence on other Force-wielding tradi-
tions. Without written records of their own, these cultures
couldn't preserve their defining traditions.

Over time, civilizations lose touch with their ancient ari-
gins. A civilization might leave behind incomprehensible
riddles and artifacts. Explicit instructions might evolve into
vague admonitions remembered only in children’s tales. A
culture might lose the true lessons of their past, but all it
would take to unlock those secrets is the right key.

Many sentienl beings find themselves adrifl under the
Empire. The weight of its human-privileging power structures
has begun crushing them. Some might turn to their ancestral
mysteries for guidance or camfort. Some pore over forgotten
lore, hoping to find a glimmer of hope, some small scrap of
power they can use to fight back.

DAl BENDU HOLOCRON

First attributed to the precursors of the Jedi, these objects
remain a mystery. Al the surface level, Dai Bendu holocrons
resemble those produced by the Jedi. Each holocron con-
tains six tracts, subdivided into four lessons apiece. Unlike
ones made by the Jedi, Dai Bendu holocrons allow even the
most unskilled of Force sensitives access. Their true key to
mastery lies in study.

Completing each lesson in the tract requires an amount of
study and meditation up to the GM's decision. Al its conclu-
sion, the player must roll a Discipline check of one higher
difficulty than it took to access that lesson. For example,
to complete the first lesson, a Mystic must roll an Average
(’ ‘] Discipline check. To complete the final lesson in a
tract requires a Formidable (@ ¢ ¢ € @) Discipline check.

When a Force-sensitive character completes a tract, the
player selects one characteristic. Once per day, they may
upgrade the ability dice pool of any single check related
to that characteristic by two steps. The player has learned
all they can from that tract, and must move on to another.
Each subsequent tract provides the same benefit to anoth-
er characteristic.

DANGEROUS CRAFTS
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LASAN CHRONICLES OF THE THREE

Life since the fall of the Republic has grown difficult for the
Lasal. The Empire exterminated them in droves, a gruesome
example to those who seek to rebel. Many Lasat now search
for meaning in an existence that seems to only want them
destroyed. Many turn to their species’” most ancient teach-
ings in hopes of finding some parallels, some guidance for a
people adrift. One of the most frequent resources for this
study has been the Chronicles of the Three. This collection of
ancient parables follows the three Lasan mythic archetypes:
the Child, the Fool, and the Warrior.

When a character studies the Chronicles, they may use
Perception, Knowledge (Lore], or Discipline to decipher it.
They must then spend an hour studying the Chronicles, suc-
ceeding at a Hard (€ € €) check of the appropriate skill at
the end of it. Depending on their chosen skill, they receive a
unigue bonus that can be used once during the remainder of
the session. Knowledge (Lore) grants the Perspicacity of the
Child, whose desire to learn outstrips all else. The characler
may add [] to any one Knowledge skill check they make.
Perception gives them the Insight of the Fool: in knowing
nothing, they see everything. Once, when making a combat
skill check, they may re-roll one@ of their choice. Using Dis-
cipline leaves them with the Purpose of the Warrior, whose
devotion and tenacity overcomes all obstacles. The may
remove [l on a single skill check that they make.

CONSUMABLES

For mast Mystics, an object’s connection to the Force is a
permanent fixture. Holocrons contain the knowledge of their
predecessors, and will continue to do so for centuries to
come. A lightsaber is a Jedi's life. It is as intrinsic to it as that
statement implies.

Some Mystics prefer fo see the Force's presence in far
more transient items. For example, when an Alchemist
blends Force energy into a creation, they do not see it as
trapped there. In time, thal creation will serve its purpose,
and the energy will recirculate.

Other items push the other way, begging for release.
Most dark side artifacts call out to Force sensitives. They
promise safety or power or knowledge. A Mystic with the
right tools can exploif these items, drawing bath power and
taint into themselves.

ASHES OF MALACHOR

Wars bhetween the dark side and the light are nol only fought
in an individual's conscience. Centuries ago, the Sith Order
formed the backhone of a terrifying war machine. One of
their most fearsome strongholds resided on the Quter Rim
planet of Malachor. Rumors spread that the Sith bastion hid
unstoppable weaponry and forbidden knowledge. Fearing
Lhe worsL, the Jedi laid siege to the temple.




TABLE 2-4: GEAR AND EQUIMENT
Item | Price | Encum |

Ancient Lore

| DaiBendu Holocron | (R) 125,000 |

{ Lasan Chronicles

1
i
)
|
| of the Three |

3,000

i Consumables

(R) 750

Ashes of Malachor

| Calming Salve 25 0 4

Thisspiasian Puzzle Ring
Vision Cubes 1,000 | 0 6
| Vurk Meditation Orb 1,000 g 4 6

The battle left no survivors. The Jedi archives erased all
records of the planet, hoping to bury the Sith secrets along
with the dead. Over time, spacers began to claim they had
stumbled eon the lost world of Malachor. They'd bring back
artifacts claimed to be Sith relics. Most were obvious frauds.
A few had a genuine—and disquieting—connection to the
dark side.

Srugglers claimed to make Ashes of Malachor from the
pulverized bones left on the planel. With the planet lost
to the galaxy at large, there is no way to confirm this. The
results, though, are irrefutable. Some dark essence trapped
within the ashes empowers those that consume it. Gruesome
power warps their will, increasing their power at the cost of
their Morality.

A Force-sensitive character may spend a maneuver to
inhale the Ashes ol Malachor. They gain 5 Conflict, but add
¥¥ 48} to all attacks they make until the end of the encounter.

CALMING SALVE

Senlient beings all over the galaxy lead a hard life. Stress
accumulates over time, threalening to overwhelm the less
hardy. Resting often helps, bul in the heat of battle, it's likely
a combatant needs more immediate help. Thousands of
remedies, salves, and balms exist to that effect. There is as
much varfety in the production of these items as in the indi-
viduals that consume them.

Rubbing these salves into the skin opens a sentient being
up to the Living Force surrounding them. Those without
Force sensitivity find the experience strange but comforting.
A Mpystic in tune with the Force can draw the energy into
themselves. When they release it, they wash away their fears
in the cleansing warmth of the Force.

Once per session as an action, a Force-sensitive character
may use the Calming Salve and make a Force power check.
They may spend (Bgenerated from QO results to recover one
strain per (Pspent in this way.

STIMCAF POWDER

A common spacer joke runs that caf, not credits, is what
keeps the galaxy moving. While a Senator might drink it at
a local tapcal, spacers rarely have that luxury. With that in
mind, the development of stimcaf powder makes perfect
sense. Pale and gritty, this powder is the most concentrated
version of caf available an the open markel.

FOCUSES, FETISHES,
AND FIGURINES

The constant ebb and flow of life sends ever-widening ripples
throughout the Force. Buffeted by tides of the Living Force,
Mystics might be unable to detach themselves from the
world around them. Novices, keen to hold onto the world
they can see, fail to keep their minds clear. Often, Mystics
can use a mental focus to help them shut out the din around
themselves. Thinking only of this focus, Mystics open them-
selves Lo the will of the Force.

THISSPIASIAN PUZZLE RINGS

During their induction, each Thisspiasian Royal Guard
receives a set of interlocking rings. These rings resemble a
nest of serpents, twisted and entwined, biting their own tails.
One can slide each individual serpent, or rearrange its place
within the collection. Once a source of immense pride, the
public now dismisses these relics as arcane junk.

Their original intent, however, was to introduce a Royal
Guard to the Force. The puzzle is impossible to solve for
those who cannot interact with the Force. The rings wrap
around themselves in what appears to be an infinite pattern.
By working through them, a Guard sees the interconnected-
ness of all things. The device's near-impossibility conveys a
taste of the future’s hidden nature.

To attempt to solve the puzzle, a character must spend
at least one hour working on it and pass a Hard (4 4 4)
Discipline check. If the character fails, they heal 2 strain.
If successful, the character has a vision, learning one thing
that involves them that may (at the GM’s discretion) come
to pass in the next week. Once solved, the puzzle rings fall
apart, their connection to the Force spent. If they want to
pursue another vision, the PC must obtain a new set of rings.
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ViSION CUBES

In the tumbling of dice and the randomness of fate, some
Mystics may catch glimpses of the future. Cenerally a pair
of six-sided dice, Vision Cubes are not all that different from
Chance Cubes. Vision Cubes tend to have intricate scenes
painted on their faces. They first rose to prominence as
parl of a high-stakes dice game which was since eclipsed by
sabacc. The breathtaking art on these dice lends itself well Lo
the act of divination. Whether these visions are mere trickery
or true feats of clairvoyance depends on the owner.

A character can use a vision cube while performing a
check (including a Force power check) Lo divine the future.
If the check results in having at least one uncanceled {3,
the character adds ¥ and O to the results as well. If the
check results in having at least one uncanceled &, the char-
acter instead adds Y and @ to the results. If the check has
no & or £ results, the vision cubes do nothing—except
potentially look impressive.

VURK MEDITATION ORB

Life on Sembla owes a great deal to the planet's many active
volcances. The intense geothermal energy of the planet
warms the world's shallow seas. The seas, in turn, host a cav-
alcade of life. Lava flows bring minerals and materials to the
surface. While they never developed heavy industry, the Vurk
are famous for their craftsmanship. The vast majority of art
produced on Sembla depicts the volcanoes. At times, this
reverence has bordered on religious devotion.

Cne of the oldest tokens of this reverence is the Yurk Med-
itation Orb. The orbs are perfect obsidian spheres, roughly
15 centimeters across. Part of the consecration process
involves palishing the surface to a mirror sheen. Even thougn
the Vurk invest a lot of time into crafting them, they do not
consider them manufactured. From the traditional stand-
point, they are not made so much as found. Any spherical
chunk of obsidian can serve the orb's function. While the
most sacred orbs are perfectly black, sages tolerate—even
prefer—the presence of impurities within the glass.

Studying the opaque sphere allows a Mystic to focus
inwards, leaving the world behind. In this slate, they see only
the connections between beings, hear only the whispers of
the Force. This meditation lasts for at least an hour, and for
the 24 haours following this meditation, they may suffer 2
strain to add (B to the results of the next check to use the
Alter or Battle Meditation Force power.

Attal:hme.nrt” "

Thisspiasian Stabilizing Coils

e e —
' Encumbrance

LIGHTSABER
ATTACHMENTS

The Jedi Order demanded discipline and devotion to an ide-
al larger than themselves. A Jedi sacrifices their ego for the
sake of duly, but they keep some freedom in building their
lishtsaber. The hilt of a Lightsaber conveyed a great deal
of its builder's personality. Oppo Rancisis’ elegant designs
suggested culture and refinement. Mace Windu's Electrum-
plated hilts served as a bold warning to would-be attackers.
The Empire erased much of this art, but it spurred survivors
to greater individuality. Many, in searching for what makes
them unique, draw on their own heritage instead of the Jedi
Order’s.

THISSPIASIAN STABILIZING COILS

Thisspiasian weaponcraft focused, for centuries, on grace
above all else. The antique manners of the Blood Court may
embarrass the average citizen, but one can't argue with their
results. Traditional weapons from Thisspias correct for even
the clumsiest of maneuvers.

Survivors of the Jedi Purge return to this philosophy to
strengthen their weaponry. Thisspiasian stabilizing coils are
often stylized as a long tail that wraps itself around the hilt of
a lightsaber. Rotating and curling with each movement, this
device keeps the blade perfectly balanced.

Base Modifier: When making an attack, remove one [l
Modification Options: None.

Hard Points Required: 1.

Price: 5,500 credits.

THOLOTHIAN HEARTWOOD HILT

While most lightsabers have synthetic hilts, Tholothian Jedi
preferred a more organic approach. At their height, they
crafted heartwood hilts from the timber of still-living trees.
The wood was then preserved in a specialized ritual—one
more often used when a heartwood tree was dying. The
resulting hilt is resistant to decay and can house a light-
saber’s apparatus. The resulting lightsabers are beautiful
works of art as much as they are weapons. The resins used
to preserve the timber increase its weight, and wielders must
take appropriate care in using them. This often translates
to a stronger and more deliberate strike when this weapon
does connect.

HP Requireﬂ

5,500 0 1 51
Tholothian Heartwood Hilt % 8,000 0 1 ! E
Walking Stick Hilt Disguise 2,500 0 1 G\’J
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TABLE 2-b: LIGHTSABER CRYSTALS

Attachment

Tainted Nightsister Crystal (R) 13,000

Encumbrance

| HP Required | Rarity

Unstable Kyber Crystal (R) 16.000

Base Modifier: A lightsaber with this hilt increases its
encumbprance rating by 1. Attacks made add 2 ¥§ to the roll.
However, the GM may spend {8 48 48 4 or @ generated
by checks made with this weapon to cause it to become
damaged by one step,

Modification Options: None.

Hard Points Required: 1.

Price: 8,000 credits.

WALKING STICK HILT DISGUISE

Often, particularly elderly Jedi constructed their lightsabers
in the body of a sturdy walking stick. If the blade is a Jedi’s
life, why shouldn't it make things a little easier? The pure
utility of this practice fell out of favor with the Jedi Order.
Most elderly Jedi did not, after all, survive the Purge, Sur-
vivors, though, found a similar technigue could hide their
weapons in plain sight. This concealment does come with
a cost. The awkward size and inconsistent weighting often
interferes with use in heated combat.

Base Modifier: Unless ignited, this weapon is completely
indistinguishable from a regular walking stick, and a char-
acter must pass a Formidable (@ ¢ ¢ ¢ @) Perception
or Vigilance check (o notice that it is not. The weapon also
gains the Inaccurate 1 item quality. If the weapon already
has the Inaccurate item quality, increase its Inaccurate value
by 1.

Modification Options: Decrease the value of the weapon’s
Inaccurate jitem quality by 1.

Hard Points Required: 1.

Price: 2,500 credits.

LIGHTSABER CRYSTALS

The heart of a lightsaber is its Kyber crystal, a mineral unique
for its inherent connection to the Force. Most knowledge
connected with the crystals died with the Jedi during the
Purge. Force sensitives who survived were in the dark about
much of their nature. With no body of research to consult,
Mystics have often taken it on themselves lo experiment.
Many have tried reverse-engineering recovered lightsabers
Lo regain knowledge lost in the Purge.

TAINTED NIGHTSISTER CRYSTAL

The Nightsisters rose and fell as a faction untouched by the
conflicts between Jedi and Sith. As such, they had little time
to adopt the iconic lightsabers as their weapons of choice.
This has not stooped dark side Mystics from trying to fuse
Nightsister magic with Sith weaponry. Most experiments

yield no fruit, but some have made for particularly terrifying
advancements. Tainted Nightsister crystals were once pure
Kyber crystals. Soaking them in Dathomiri Waters of Life per-
verts their connection to the Force. The resulting blade emits
a choking, putrid green smoke when active.

Base Modifier: Installing this crystal changes a lightsaber’s
base damage to 6 and critical rating to 2, and the lightsaber
gains the Breach 1, Sunder, Disorient 3, and Vicious 4 weap-
on qualities. If the crystal is ever removed, the lightsaber
loses these qualities and abilities, and reverts to its previous
base damage and critical rating.

Modification Options: 1 Damage + 1 Med, 1 Item Quality
(Disorient + 1) Mod.

Hard Points Required: 2.

Price: (R) 13,000 credits.

UNSTABLE KYBER CRYSTAL

The Kyber crystal is the heart of a lightsaber, but as with
the hearts of organic beings, there can be imperfections.
There are many opportunities between mining and use for
a crystal to become unstable. It could develop hairline frac-
tures in initial transit. Its wielder might subject it to extreme
stress in use. Either way, power can begin to leak out of the
crystal itself,

Under normal circumstances, these imperfections will
not affect a lightsaber's performance. With the right knowl-
edge, however, a Force user can harness the leaking energy
for their own ends. By performing a lengthy ritual with the
lightsaber, a Mystic can draw some of its power into them-
selves for a time.

Base Modifier: Installing this crystal changes a light-
saber's base damage to 6 and critical rating to 2, and the
lightsaber gains the Breach 1 and Sunder weapon qualities.
After installing this crystal, a character may spend a single
maneuver communing with the crystal and attempting to
harness its power. If they do, they increase their current
Force rating by 1. This increase persists until they use the
extra (O to fuel a Force talent or Force power. However, until
the end of the encounter, the CM may spend 42 4g¢ 4
or & generated by the characters’ checks to have the fault
cause the lightsaber to sputter and fail. In this case, the
lightsaber deactivates, and may nol be ignited for one hour.
If the crystal is ever removed, the lightsaber loses these
qualities and abilities, and reverts to its previous base dam-
age and Critical rating.

Modification Options: None.

Hard Points Required: 2.

Price: (R] 16,000 credits.
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NEW VEHICLES

ome Mystics may be more occupied with concerns of the

Living Force than with mundane matters, but a focus on
esoteric concepts does not provide one with a method of
travel when a journey is required. Any of the following vehicles
might be encountered or used by a Mystic on their travels,

AIRSPEEDERS

A Mystic's life can lead them far from the beaten path, and
often a reliable airspeeder, soaring through the skies, is a
vital method of travel when a planet's terrain is difficult or
otherwise impassible.

T-13 AIRSPEEDER

The T-13 is an older model airspeeder designed by the
Incom Corporation. The speeder carries two people, a pilot
and a gunner/sensar operator, seated in tandem. In its stan-
dard configuration, the pilol’s position is the forward seat,
with the sensor operator (who is also the gunner in armed
models) seated behind. In an emergency, the rear position
can also pilot the craft.

DANGERQUS CRAFTS
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Although phased out of service in favor of the newer T-16,
the generally reliable T-13 can still be found in the police and
lacal militia forces of many worlds in the Mid and Outer Rim,
as well as pressed Into service by various smugglers, outlaws
and the Rebel Alliance. Mystics traveling through these far-
flung setilements are more likely to encounter the T-13 than
those whose travels bring them closer to the Core.

Vehicle Type/Model: Airspeeder/T-13.

Manufacturer: Incom Corporation.

Maximum Altitude: 200 kilometers.

Sensor Range: Shorl.

Crew: One pilot, one gunner.

Encumbrance Capacity: 8.

Passenger Capacity: O.

Price/Rarity: 10,000 credits/4.

Customization Hard Points: 2.

Weapons: Forward-mounted light blaster cannons (Fire Arc
Forward; Damage 4. Critical 4; Range [Close]; Linked 1).

SPECIAL RULE

Back Seat Piloting: When the T13 is piloted from the
rear position, the rudimentary controls reduce the Handling
score from + 1 to —1.




UBRIKKIAN INDUSTRIES
HAULER AIR SKIFF

The Hauler air skiff is a higher-altitude version of the ubiqui-
tous Ubrikkian Industries cargo skiff. Air skiffs were originally
designed for cargo and transportation duties at tibanna gas
mining operations in the upper atmospheres of gas giants.
Simple Lo use and leaturing a large open deck for ease of
hauling cargo, air skiffs have spread throughout the galaxy,
and can be found in use wherever the terrain is unsuited to
the more common repulsorcrafl cargo skiff.

Air skiffs are quite customizable, and it is not unusual to
see them adapted for uses far beyond the cargo hauling of
their original design, whether pressed into service as mass
public transportation or fitted with armor and weapons for
use as troop carriers.

Vehicle Type/Model: Air skifffHauler.
Manufacturer: Ubrikkian Industries.
Maximum Altitude: 100 kilometers.
Sensor Range: Short.

Crew: One piloL.

Encumbrance Capacity: 100.
Passenger Capacity: 20.
Price/Rarity: 10,000 credits/4.
Customization Hard Points: 3.
Weapons: None.

LANDSPEEDERS

Landspeeders are the most common personal transport in
the galaxy. Whether traveling the streets of a bustling Core
World city, or traversing the badlands of a barely-populated
colony beyond the Quter Rim, repulsorcraft like these are
efficient, reliable vehicles.

9400 GRAND WANDERER

The Ubrikkian Industries 8400 Grand Wanderer is more a
mobile home than a vehicle. It was initially designed for use
as a recreational vehicle for vacationing in the wilderness
areas of well-developed Core Worlds during the days of the
Republic. Over the ensuing years, the S400 Grand Wanderer
became a popular choice in the less-developed worlds of the
Mid and Quter Rim, nct for recreation, but as a relatively
cheap dwelling—and one that could be moved from location
Lo location as needs dictated.

The 9400 Grand Wanderer requires only a single piloL,
but can accommodate up to 8 passengers in varying degrees
of comfortl. The speeder features a small, utilitarian galley,
refresher station, and a complete communications and sen-
sor package. Sleeping accommodations depend upon the
individual custom configuration but range from fold-down
racks of bunks to large, luxurious sleeping guarters for ane
or two occupants. The main living quarters often feature a
small seating area with a Dejarik table, which can double as
a dining surface.

Especially in the less-civilized regions of the galaxy, it is
rare to find any two 9400s which are identical. Not only were
the original vehicles shipped customized to the Individual
customer's specifications, but over the years, Grand Wan-
derers have been repaired, kit-bashed, madified, stripped
down, and rebuilt extensively. Today, no two are alike.

A Seer might use the 9400 as a traveling caravan, moving
from settlement to settlement, dispensing prophecy like a
fortune-teller. A Prophet could find themselves using a 9400
Grand Wanderer as a temporary home, or even a permanent
one, from which to base a cult of Force worshippers.

Vehicle Type/Model: Grand Wanderer landspeeder/9400.
Manufacturer: Ubrikkian Industries.

Sensor Range: Short.

Crew: One pilot.

Encumbrance Capacity: 60,

Passenger Capacity: 8.

Price/Rarity: 35,000 credits/6.

Customization Hard Points: 3.

Weapons: None.

SPECIAL RULE

Smooth Ride: The 9400 Grand Wanderer, for all its lack of
style, is a relatively comfortable accommodation, easily cus-
tomizable to individual needs. A character who lives in one
gains [] on any checks to recover strain while in the 9400.

XP-40 LUXURY COACH

SoroSuub Corporation’s XP-40 is the massive Sullustan con-
glomerate's entry into the luxury landspeeder market, cater-
ing to the wealthy and powerful throughout the galaxy. From
Core World nobles and corporate magnates to Imperial gov-
ernors and other high officials, the XP-40 is commanly used
Dy uncommon people.
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Nearly-priceless kriin-wood from the destroyed world of
Alderaan lines a soundproofed and armored interior, with
seats upholstered in Gualaar leather from Naboo. The pas-
senger cabin, separate from the driver's compartment, fea-
tures a full bar, stocked with a variety of expensive liqueors.

The opulence of the expensive craft puts it well out of
the range of most, but Mystics of means, such as a power-
ful cult leader, a noble Makashi Duelist, or an adviser to
the rich and powerful, may find themselves kzeing conveyed
in such rarified surroundin‘gs

E.H HOUETTE SF‘L[U .

Vehicle Type/Model: Luxury landspeeder/XP-40.
Manufacturer: SoroSuub Corporation.

Sensor Range: None.

Crew: One chauffeur.

Encumbrance Capacity: 25.

Passenger Capacity: 6.

Price/Rarity: 45,000 credits/7.

Customization Hard Points: 2.

Weapons: None.

WATER VEHICLES

A Mystic's journeys are not limited to space travel, or tra-
versing overland. ©On worlds with open water, a seafaring
vehicle, specific to the task, is required.

AQUASPEEDER

Repulsorlift  vehicles like
landspeeders can cross
water as easily as land.
However, the potential for
water to have an unstable
surface, with swells and
waves, makes for a dif-
ficult ride. This can lead

to a landspeeder taking on
water, growing teo heavy as S
a result, and sinking. Ferplag=
ets where water travel Is expect-

ed to be commen, a dedicated
aquaspeeder is preferable.
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Aquaspeeders use a series of specialized repulsors, each
constantly adjusting to the surface of the water beneath
it, allowing the vessel to maintain stability. The hull and
passenger compartment are sealed against water, and
the internal workings feature a pump system to constantly
expel any liguid that manages to get in, thereby preventing
the speeder from foundering.

Aguaspeeders come in almost as many design options
as their land-based cousins, but generally have the follow-
ing features in common: a closed passenger compartment
and stabilizing outriggers with fins that cut downward into
the water, fo assist with maneuverability:

a:
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Vehicle Type/Model: Aguaspeeder/various.
Manufacturer: Various.

Maximum Altitude: 1 meter.

Sensor Range: Close.

Crew: One pilot.

Encumbrance Capacity: 20.

Passenger Capacity: 4.

Price/Rarity: 7,000 credits/2.
Customization Hard Points: 2.

Weapons: None.




GUNGAN BONGO SUBMARINE

Bangos are the unique, handcrafted, submersible vehicles
made by the Gungans of Naboo. Constructed around a
rigid coral-like structure, each bongo is heavily armored
against potential attack from the array of sea creatures
found in the planet's oceans. The propulsion system of a
bongo drives a long, twisting set of turbines, almost tenta-
cle-like in appearance, which give the submarine an unusu-
ally high speed for an underwater craft. There appears to
be no limit to the maximum depth attainable by a bongo,
as they are able to withstand the crushing depths of the
waterways that traverse the planetary core of Naboa.

Bongos are incredibly versatile and are constructed: for
a wide array of functions, from passenger transpert to
cargo hauling and military troop: deployment. The exam-
ple provided here is a tribubble bongo, a personal pas-
senger version.
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Vehicle Type/Model: Submarine/Bongo.
Manufacturer: Individually handcrafted.
Standard Diving Depth: 500 meters.
Sensor Range: None,

Crew: One pilot.

Encumbrance Capacity: 20.

Passenger Capacity: 2.

Price/Rarity: 10,000 credits/7.
Customization Hard Points: 0.
Weapons: None.
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WHEELED VEHICLES

Speeders may be more advanced, but certain rugged envi-
ronments call for the greater reliability of a wheeled vehicle.

TAGGE DUSTCRAWLER

Designed by the House of Tagge for mining operations on air-
less moons and large asteroids, the Dustcrawler is a connected
train of six-wheeled hauling vehicles. The standard configura-
tion leatures Lhree connected cars, each with six large indepen-
dently-articulated knobbed wheels. The wheels offer excellent
traction in the fine dust of most lunar surfaces (which often
causes venting and overheating problems for landspeeders),
and the independent suspension of each wheel enables the
Dustcrawler to traverse all manner of difficult terrain,

The Dustcrawler can be customized for either cargo-hauling
or personnel transport. For example, the resort at the Kael-
en Drift, where visitors enjoy the sights of the light from the
system’s twin suns coruscating through the belt of crystalline
shards, uses Dustcrawlers on its tours of the larger asteroids.

Vehicle Type/Model: Groundcar/Dustcrawler.
Manufacturer: TaggeCo.

Sensor Range: Close.

Crew: One pilot, one co-piloL.

Encumbrance Capacity: 200.

Passenger Capacity: 30.

Price/Rarity: 60,000 credits/5.

NEW STARSHIPS

ystics often find themselves traveling far from the beaten

path, venturing far across the galaxy to wherever their
calling takes them. Whereas some Mystics frequently arrange
for travel by booking passage from an independent captain,
others find that in the distant corners of the galaxy, a fast and
reliable ship of their own is a more dependable option.

H-TYPE NUBIAN YACHT

The sleek and stylish H-type vessels produced by Nubia
Star Drives, Incorporated started as an exclusive commis-
sion for the royalty and government of the planet Naboo,
but in the years since the rise of the Empire, as the influence
and standing of Naboo's monarchy waned, the design has
been made more widely available as a yacht for wealthy cus-
tomers galaxy-wide. The firm outraged some traditionalists,
not only by abandoning their exclusivity, but by offering the
vessels in the signature chromium finish which traditionally
marked the livery of the Naboo planetary monarchy.

What the vessel lacks in weapons, it makes up for with a
strong deflector shield system and a powerful engine, giving

@
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LONGER DUSTCRAWLERS

he standard Dustcrawler features three connected

cars, but Dustcrawlers are designed to be modular
and customizable, so additional cars can be added to
create a larger train. Adding cars to a Dustcrawler
has the following effects upon the vehicle’s statistics:

Each additional car adds 1 to the Dustcrawler’s
silhouette, an additional crewmember (a conduc-
tor, who coordinates their car with the others), and
an additional + 100 to encumbrance capacity. The
passenger capacity increases by 10 for each addi-
tienal car, and 2 additional hard points are added
as well. Each car adds another 20,000 credits to
the Dustcrawler’s price.

Dustcrawlers of four or more cars are often found
in use as mass transit vehicles in airless environ-
ments. For example, Polis Massa Base uses 5-car
Dustcrawlers to ferry workers between the living
quarters and the mining operation, carrying an
entire shift of workers at a time.

Customization Hard Points: 6.
Weapons: None.

SPECIAL RULE

Expandable: The standard Dustcrawler is three cars long,
but the vehicle is modular, with additional cars able to be
connected with ease (which increase the vehicle's silhouette,
encumbrance capacity, passenger capacity, and hard points,
as shown in the Longer Dustcrawlers sidebar).

it speed to rival most starfighters. The H-type is not perhaps
as luxurious as the more well-known J-type vessels, being
slightly smaller and intended more as a pleasure yacht than
a diplomatic vessel.

Hull Type/Class: Yacht/H-Lype.

Manufacturer: Nubia Star Drives, Incorporated.
Hyperdrive: Primary: Class 1. Backup: Class 7.
Navicomputer: Yes.

Sensor Range: Short.

Ship’s Complement: One pilot, one co-pilot.
Encumbrance Capacity: 75

Passenger Capacity: 2.

Consumables: Two months.

Price/Rarity: 300,000 credits/7.
Customization Hard Points: 0.

Weapons: None.




LIFE ABOARD A HERD SHIP

n n Ithorian herd ship is not only a city in space,
but also features an extensive re-creation of the
natural jungle habitats of ithor.

Life in the city levels is similar to that of other large
self-contained settlements (like Cloud City on Bespin,
for example): wide avenues, public spaces, and taste-
fully appointed dwellings. The majority of residents
aboard the herd ship are Ithorian, but a small popu-
lation of other species can also be found dwelling in
the upper levels. Non-lthorians often operate shops
or other services for the Itherian majority or visiting
merchant ships.

Each vessel is home to a specific Ithorian herd—an
extended tribe connected by tradition and intermar-
riage. The lthorians, who worship the Mother Jungle,
long ago vowed to keep their world pristine. They
moved their tribes to great floating cities in the skies
of Ithor, and eventually out into space. Each herd is
an autonomous, self-supporting collective, governing
itself and trading with planets along their course. The
herds return to Ithor every three years for the Herd
Meet, where matters of planetary import are decided
upen, and Ithorians travel to their world's surface to
commune with nature.

ITHORIAN HERD SHIP

These massive vessels, over 1,000 meters in diameter,
were designed by the Ithorians as a home away from home.
Based on the repulsorlift herd-cities of their native world,
yet enclosed for space travel, each herd ship features an
extensively-grown jungle habitat in its lower levels, featuring
a complete and living ecosystem designed to simulate the
jungles of Ithor. The upper levels of a herd ship feature the
main city: the living quarters, starship landing facilities and
workspaces. Herd ships are armed with four tractor beam
projectors and twenty turbolaser batteries located around
the outer perimeter of the vessel. A crew of approximately
3,000 Ithorians work constantly on the maintenance and
operation of the herd ship, which also serves as the home of
up to 10,000 additional Ithorians.

The ships travel the galaxy on a specific course and sched-
ule, set by the individual herd, trading with varying ports of
call along the way. All vessels return to Ithor once every three
years, al an event known as a Herd Meet.

Hull Type/Class: Herd ship.
Manufacturer: Ithorian SkyYards.

Nature is present aboard the herd ships as well. The
lower levels of each vessel are given over to an expan-
sive jungle habitat, grown from seeds and cuttings
taken from Ithor. Immense ports of transparisteel can
be opened to the sunlight of any nearby star, and dur-
ing periods of travel in deep space, brilliant lights in
the ceiling of the habitat simulate the light and ener-
gy of the Ithorian sun. Ithorians view their time in the
habitat as a religious duty, albeit of a lesser quality
than the true jungle of home. Non-Ithorians are not
officially barred from entry into the habitat, given the
pacifist nature of the Ithorians, but such an intrusion
would be considered rude.

Trade is the primary occupation of those aboard a
herd ship. Each vessel travels a particular course,
unique to that herd, making port at planets along
the way to trade. Vessels are welcome to dock with
the herd ship, to bring aboard cargo or to do other
business. Occasionally, freighter captains will “hitch
a ride” by docking aboard at one port of call and
remaining with the herd ship for a time, to depart at
a later destination. The Ithorians refer to these pas-
sengers as Ph'thwyll, named for a variety of harmless
fungus that attaches itself to the airborne seed-pods
of the Johinuu tree. This name is, of course, only used
privately among fellow Ithorians.

Hyperdrive: Primary: Class 1. Backup: Class 9.
Navicomputer: Yes.
Sensor Range: Long.
Ship’s Complement: 3,000 officers, pilols, and crew.
Starfighter Complement: None
Vehicle Complement: Numerous shuttles, landing craft,
and utility vehicles.
Encumbrance Capacity: 75,000.
Passenger Capacity: 10,000.
Consumables: Three years.
Price/Rarity: 600,000,000 credits/9.
Customization Hard Points: 4.
Weapons: Ten dorsal and ten ventral turret-mounted medi-
um turbolaser batteries (Fire Arc All; Damage 10; Critical 3;
Range |Long|; Breach 3; Linked 1, Slow-Firing 1).

Four hull-mounted heavy tractor beam emitters (Fire Arc
All; Damage —; Critical —; Range [Short); Tractor 6).

SPECIAL RULE

Massive 2: When making an attack targeting this starship,
the Critical rating of any weapons used counts as 2 higher.

DANGERQUS CRAFTS
UNLIMITED POWER




JEDI SQJDURNER

ie Old Republlc ‘the Jedi Order
ns Engineering (designers of the
ptor, fielded in large numbers
; > them with a ship designed to carry
'mghts aﬂd therr Padawans on long journeys of medi-
on and training. The Jedi would venture out into the
galaxy, heeding the call of the Living Force, traveling te

‘wherever that call led them. This would require a versa-

tile starship, able to provide for the meditative and training
needs of the Jedi, as well as drive, sensor, and defensive
capabilities to meet any action required. The result was the
Sojourner transport.

Similar in size to a light freighter, the Sojourner features
areas devoted to a Jedi's meditation and training in place of
extensive cargo capacity. Often the ships were sent out with
a holocron on board, for use in lessons or research. Since the
fall of the Order and the rise of the Empire, these rare ships
have become even more rare—few are believed to have sur-
vived the Great Purge. Finding such a vessel (with or without
an accompanying holocron) would be a tremendous benefit
to any Mystic.

Hull Type/Class: Transport/Sojourner.
Manufacturer: Kuat Systems Engineering.
Hyperdrive: Primary: Class 1. Backup: Class 12.
Navicomputer: Yes.

Sensor Range: Long.

Ship’s Complement: One pilot.

Encumbrance Capacity: 20.

Passenger Capacity: 6.

Consumables: Three months.

Price/Rarity: 120,000 credits/8.

DANGEROUS CRAFTS
UNLIMITED POWER

ans [Fare Arc Forward; Damage 6;
ange [Close]; Linked 1].
turret-mounted light laser cannon (Fire
: Damage 5, Critical 3, Range [Close]).

-NDALORIAN PROTECTORATE
~ "FANG" STARFIGHTER

fighter used by the Mandalorian Protectors,
e group of warriors sworn to defend the Con-
dawin system, the Fang fighter is a formidable ship
ied specifically for close combat. Featuring wings
ivot around the central cockpit, providing vector
ontrol, the Fang is able to perform maneuvers few
erfighters are capable of matching. The intimidating ship
rmed with wing-mounted laser cannons and a proton tor-
pedo launcher beneath the cockpit.

The legendary Fenn Rau personally trains all Protector-
ate fighter pilots, making the combination of pilot and vessel
hard for anyone to match in battle.

Hull Type/Class: Starfighter/Fang.

Manufacturer: Kuat Systems Engineering.

Hyperdrive: Primary: Class 1. Backup: None.

Navicomputer: Yes.

Sensor Range: Medium

Ship’s Complement: One pilot.

Encumbrance Capacity: 4.

Passenger Capacity: 0.

Consumables: One week.

Price/Rarity: 175,000 credits/8.

Customization Hard Points: 1.

Weapons: Wing-mounted medium laser cannons (Fire Arc

Forward; Damage 6; Critical 3; Range [Close]; Linked 3).
Forward-mounted proton torpedo launcher [Fire Arc For-

ward; Damage 8; Critical 2; Range [Short|; Blast 6; Breach 6;

Cuided 2; Limited Ammo 6; Linked 1: Slow-Firing 1].

PUNWORCCA 176-CLASS
INTERSTELLAR SLOOP

The Punworcca 116-class Interstellar Sloop is a solar sailer—
a beautiful and ancient class of vessel that uses an immense
sail to draw energy particles from surrounding space to pow-
er its hyperdrive.

The Punworcca 116 was built by the Huppla Pasa Tisc
Shipwrights Collective on Geonosis, and was primarily
designed as a personal yacht for the wealthy and important.
It is not a practical vessel—it barely has room for 2 passen-
gers in addition to the pilot (most owners tended to use a
droid to pilot the ship), and not much cargo space. In addi-
tion, the huge sail can be an impractical method of travel,
especially in dangerous regions of space.




Characters may encounter similar solar sailers when trav-
eling in the far reaches of the Outer Rim and beyond, where
older vessels are still occasionally used.

ST
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Hull Type/Class: Sloop /Punworceca 116.

- Manufacturer: Huppla Pasa Tisc Shipwrights Collective.
Hyperdrive: Primary: Class 1, Backup: Class 15.

_ Navicomputer; Yes.

~ Sensor Range: Short.

- Ship’s Complement: One pilot.

Encumbrance Capacity: 20.

assenger Capacity: 2.

Consumables: One month.

arity: 240,000 credits/9.

stomization Hard Points: 2.

Weapons: 84 miniature tractor beam projectors, collec-
y forming a light tractor beam (Fire Arc All; Damage: — :

|Close]; Tractor 2).

:
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s silliouette is increased from 3 to 5. Its port
d defenses are lowered from 2 to 0. Without
fed, though, the primary hyperdrive cannot
is damaged, the primary hyperdrive is
o nely sub-standard

SHEATHIPEDE-CLASS
TRANSPORT SHUTTLE

A product of Haor Chall Engineering, the Sheathipede-class
shuttle was a short-range transport shuttle, commonly used
by the Trade Federstion and the Confederacy of Indepen-
dent Systerns during the Clone Wars. It was primarily utilized
to ferry passengers across a planet’s surface, or between an
orbiting starship and the surface.

The vessel is notable for a large topside fin, which enables
it to bank quickly, and its curved, pincer-like landing gear,
which gives it a somewhat insectile appearance. The pas-
senger cabin is entered via an egress hatchway at the rear
of the shuttle.

The Sheathipede has a somewhat smaller interior than
the more common modern shuttles, only having room for a
dozen individuals including the crew. This factor, along with
the lack of armaments, has led the shuttle to be replaced
by newer options, such as the Lambda-class. The Sheathi-
pede is fairly well-armored, though, and built to withstand
punishment, so it still can be found in use where such traits
are valued.

Hull Type/Class: Shuttle/Sheathipede-class.
Manufacturer: Haor Chall Engineering.

Hyperdrive: Primary: Class 1; Backup: Class 10.
Navicomputer: Yes.

Sensor Range: Short.

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

~operator, and one engineer.

Encumbrance Capacity: 150 (without passengers).

Passenger Capacity: 8.

Consumables: Two months.
Price/Rarity: 120,000 credits/6.

Customization Hard Points: 2.

Weapons: None.







f all the characters in Forceanb Destiny, Mystics share

a unique tie to the Force. They feel it in ways that oth-
ers do not, feeling its will by instinct and natural affinity
rather than by study er meditation. They do not come from
one particular sort of environment or planet, but are pres-
ent across the galaxy and in cities and wilderness alike.
They can come from any backeround, any location, and
any society, but still share a common bond through their
ties to the Force.

This affinity with the Force does not make Mystics more
powerful or even more knowledgeable than other char-
acters, but it does grant them a different perspective on
events. Where some characters see an unsolvable mystery,
Mystics might see a call from the Force to investigate and
uncover its secrets. Where some might despair, Mystics
recognize that the Force can always find a path forward.
However, this doesn't necessarily grant them the insight
they need to unravel the mystery or forge ahead. That still
relies on the skills of the characters and the ingenuity of the
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players. Instead, Mystics keep the bigger picture in mind,
remembering a large and interconnected galaxy of life.

This chapter helps players and Game Masters develop
and run Force AND DesTiny adventures that feature Mystics
and their unigue themes and affinities. As Mystics often
have special Force powers and techniques, Game Masters
can find tips for bringing in and integrating these unusual
skills. One such skill gets special attention in this chapter—
aichemy, the craft of using Force-attuned material to create
talismans and potions with special effects and powers.

The advice in this chapter can even be useful for non-
Mystic characters, detailing unusual or narrative uses
of Force powers, as well as offering guidelines for Game
Masters running a campaign that features dark side Force
users. These topics are of particular interest to Mystics,
who often use the Force in ways that others would not,
but they can apply to any character under the right cir-
cumstances.

GUIDED BY THE FORCE
UNLIMITED POWER
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HOW TO INTEGRATE THE MYSTIC

I n most Force anp DesTiNY games, different sorts of charac-
ters tend to pull the campaign In different directions. For
example, characters who are good at combat tend to push
campaigns more towards combat, just as socially-focused
characters push campaigns towards more social encounters.
After all, players want to participate in encounters that their
characters are good at.

Balancing the ways different character types pull each
other at the table can be tricky, but the Game Master needs
to know how best to emphasize each character in their cam-
paign without letting a given character overshadow the oth-
ers. This chapter includes some specific guidelines on how
to make Mystics fit into a campaign, both in terms of group
dynamics and into larger narrative arcs.

'STICS IN GROUPS

The key to any successful Force aNp DesTiny campaign lies in
engaging the players. Creativity need not be the sole job of
the Game Master, as players who feel in tune with their char-
acters and the group are able to take an active role in creat-
ing the narrative or introducing their own plot points, which
makes the game more fun for everyone invalved. Ideally,
the Game Master and the group address this issue both as
individuals and together, by keeping characters in sync with
each other's actions, roles, and views to create a dynamic
whole for the story. Making sure Mystic characters fit in with
the other PCs is vital, as is allowing them their own unigue
niche in the group. This section offers advice for making sure
Mystic characters are able to shine as individual contribu-
tors to the narrative, without disrupting the ability of other
characters to contribute in their own ways.

OTHER FORCE USERS

While all Force anp DesTiny characlers are attuned to the
Force, Mystic characters are defined by a particular affinity
for it that goes well beyond that of their compatriots, and
which informs their nature on multiple levels. Mystics often
work with the Force in particularly overt ways. This can be
because of their willingness to orate on it or guide others
to it, as some Mystics who follow the Prophet specializa-
tion might do. It can also be because they wield incrediole
and especially impressive forms of power, in the case of the
Alchemist and Magus specializations. This means Mystics
can become the face of the group to outsiders at times,
drawing attention as the flashiest and most obviously Force-
sensitive figures within it.

GUIDED BY THE FORCE
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At the same time, Mystics’ relationships with the Force
can also he exceedingly subtle. Mystics define themselves
not only by how they wield the Force, but by their instinctive
and intuitive grasp of it. Mystic characters are more likely to
be interested in visions and other subtle signs of the Force’s
will, and more willing to take a leap of faith when the situ-
ation demands. Further, while Mystics can be leaders and
demagogues at times, they more commaonly guide others.
This is especially the case with Mystics who follow the Advi-
sor specialization.

This potential to be both a blazing beacon of Force prow-
ess as well as a secret source of wisdom and guidance is
inherent to all Mystic characters, although some lean more
towards one side of the divide than the other. As a result
of their special abilities and ties to the Force, Mystics are
able to operate in very different ways from each other or
across different situations. Understanding this duality is key
to allowing Mystics to fit into a group’s structure and plans.
Some Mystic characters tend to be more subtle or more
overt, but all of them have the potential to be both in turn.
The Game Master should keep track of which ways the play-
ers of Mystic characters prefer to handle things, so they can
offer them challenges that suit their chosen style of play.

For instance, Mystic players who seem to blast down
every door with a Force power should be given the chance to
showcase their powers regularly, such as by facing off against
powerful enemies or being placed in front of impressionable
crowds. Mystics who rarely reveal themselves should be
allowed opportunities to continue operating from the shad-
ows, finding other characters who need advice or who can
be manipulated.

At the same time, the Game Master should avoid portray-
ing the Mystics' bond with the Force as being better or more
important than another character's approach. One way to
do this is to emphasize the limits of their more ethereal, mys-
terious understanding, where appropriate. When operating
on an Imperial-held world, not only are obvious Force pow-
ers a liability, but the population may be suspicious and dis-
trustful of outsiders. Even those locals who resent the Impe-
rials may be fearful of ISB sting operations or loyalty tests.
This makes many tools common to Mystic characters risky
to use, as they usually rely on the Force or on their ability to
work through others.

However, other characters may have more to offer in such
a situation. Senlinel characters could more effectively infil-
trate such a planet, and might be able to help others pass
through security undetected, while Warriors or Guardians
can fight their way out of trouble if things go wrong. Mystic
characters can still contribute to the group’s goals on such a
world, but they would need to take something of a backseat,
or at least judge their actions carefully.




The most important thing to aim for in such moments is
to set matters up to make it feel like all characters are con-
tributing equally over the course of the adventure. The goal
should be to make all characters feel effective and interest-
ing in their own way, so that each character has their time in
the spotlight, whether Mystics, Consulars, or anything else.
Some specific examples of encounters and adventures that
allow Mystic characters to shine are found on pages 72
and 75, which can be used as they are, or serve as inspi-
ration for new and custom adventures.

GROUPS WITH MULTIPLE MYSTICS

The presence of multiple Mystics in a group of PCs can make
planning adventures simpler in some ways, but more com-
plicated in others. Mystic characters share many similarities
that allow the Game Master to more easily focus on ele-
ments that appeal to and engage them effectively. Some of
these similarities are thematic, dealing with the way Mystics
use their intuition and natural grasp of the Force, and are
discussed in depth on page 68. However, many of them
also tie in with game mechanics.

The career skills and talent trees available to Mystic char-
acters emphasize the Presence and Willpower characteris-
tics, making almost all Mystics effective in social encounters,
since social encounters tend to rely on skills linked to those
characteristics. As such, groups with several Mystics are
both effective in such situations and able to engage in a high
level of character participation when they occur. The Came
Master should make use of these advantages when design-
ing adventures, as such groups often benefit from a high pro-
portion of such scenes. Mystic-heavy groups can also ben-
efit from other scenes that test their common strengths in
a similar way, such as ordeals and trials that require mental
fortitude to endure.

While the common strengths and focuses of Mystics can
allow adventures to more easily cater to muitiple characters
in some ways, the Game Master should also find ways to
highlight what makes individual Mystic characters unique.
Allowing different Mystic characters different opportunities
in shared scenes can help, as can providing unique encoun-
ter elements for different characters.

For example, in a social encounter, Makashi Duelists might
be inclined towards showmanship or intimidation over the
quiet, behind-the-scenes actions of Advisors. If the Game
Master provides different NPCs for characters to engage
with their own approaches, the scene as a whole becomes
richer and more complex. Outside of social scenes, Makashi
Duelists might relish the chance to display the flourishes of
their combatl technigues, while Alchemists benefit from a
chance to study new Force mysteries and relics.

SKEPTICS AND THE FORCE

Sometimes, Mystic characters’ bonds with the Force can
lead to disagreements within the party, especially if there
are other characters who do not trust in instinct, intuition,
or the Force itself. In some cases, these disagreements are
purely in-character disputes that can add dramatic conflict
to a game while still allowing the narrative to move forward.
After all, heroes in the Star Wars universe do not always
agree on everything, even as they work towards a common
cause. Han Solo began his career working with the Rebellion
by scoffing at the Force and Luke Skywalker's Jedi training,
but was still a valuable ally to Luke and his Rebel friends.

However, at other times, these disagreements can slow
down the pace of the campaign or even cause disagree-
ments between players, rather than simply their characters
In order to avoid these sorts of problems, the Came Mas-
ter should make sure to engage in open discussion with the
group before the campaign on this topic in order to get a
sense of each player's expectatiors and desires. The follow-
ing sections detail specific areas from which contention can
arise, either in terms of early expectations or over the course
of gameplay. By investigating these possible problem areas
and talking them over with the group, the Game Master can
avoid potential conflicts between players.

CHARACTER TYPES AND GROUP COMPOSITION

The presence or absence of any non-Force-using characters
in the group can greatly affect how the party at large views
the Force. If some players are using characters from EbGe oF
THE EMPIRE Or AcE oF ReBELLION, or il @ player is bringing a
Mystic from Force anp DEsTiNy into a campaign largely full
of such characters, the party approach to the Force can eas-
ily differ from a campaign featuring only FORCE AND DESTINY
characters.
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For example, if a game primarily involves characters from
Epce oF THE EmPIRE and AcGe ofF ReBeLuion, the Force s a
more distant, abstract element for most characters. Even if
one or more PCs can make use of Force powers, the other
characters can only engage with them based on their own
perceptions. These non-Force-sensitive characters will never
see visions of distant places or futures, and their perspec-
tives tend to focus more on the here and now. EDGE OF THE
Empire characters are usually more interested in paying their
debts, watching their backs, and hopefully making a profit
than in moral guandaries or crusades, which can put them
at odds with anyone who must engage with the struggle
hetween light and dark.

While Ace oF ReseLLION characters might share a concern
about good and evil with their Force-sensitive comradas,
thev are more likely to frame their views in terms of political
will or military resources than some ethereal balance across
the cosmos. As such, when Force-sensitive characters are in
a campaign primarily involving non-Force-sensitive charac-
ters, the Force often takes a backseat thematically to other
elements of the Star Wars universe. In these circumstances,
it often becomes more of a tool towards the group’s ends
than a guiding philosophy that informs those ends.

A campaign that is mostly comprised of Force anp Des-
TINY characters with a few exceptions might instead have to
deal with making the Force relatable to the characters not
inherently attuned to it. Characters who cannot feel or con-
nect to the Force need to have their own reasons for work-
ing with the group in order to participate effectively in the
campaign. The characters might be searching for meaning,
profit, or power, but whatever they want, the group should
work to explain why these characters believe they might find
it together with everyone else. Rumors of the power of the
Force and the Jedi might draw all kinds of interest, as could
more mundane connections, such as social ties or shared
causes and beliefs. Without such motivation, these
characters can flounder, lacking a way to meaning-
fully engage with adventures. These characters
might feel detached from the other charac-
ters, but no players should feel like an
outsider to the group.
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Finally, even in a campaign that entirely consists of Force
anp Destiny characlers, characters may not all view the
Farce in the same way. While Mystics are usually fully in
tune with their own Force sensitivity, other characters may
not be entirely aware of, or comfortable with, their powers.
Force-sensitive characters who do not understand or accept
their abilities, or even those who view their power as a tool
instead of a bond with the Force, can bring many of the same
corncerns as non-Force-sensitive characters. [n these cases,
the Game Masler can adapl the preceding advice that best
fits the situation. For example, the Game Master could treat
a group largely comprised of Force-sensitive agents of the
Rebellion as if it were primarily Ace oF REBELLION characters,
provided the majority concern was the struggles of the Rebel
Alliance and nol Force mysteries. Similarly, a Force-sensitive
huckster and scoundrel might be some variety of Sentinel,
put is more likely to fit into a group dynamic like an Epce oF
THE EmPIRE character.

THEMATIC FOCUS AND CHARACTER INCLUSION

Integrating Mystics with non-Force users requires balanc-
ing a focus on the Force with the need to highlight charac-
ters who cannot connect Lo it. A good Force AND DEsTINY
campaign focuses on all characters involved, and making
the Force a central issue for the campaign can sideline non-
Force-sensitive characters. On the other hand, downplaying
the presence of the Force limits the opportunity for Mystics
to shine, since many narrative elements central Lo the career
rely so heavily on it. Finding an appropriate middle ground,

“such as by alternating adventures or encounters to shift the

campaign spotlight, can be crucial. The Game Master can
nelp with this include elements in every adventure the group
goes through that are appropriate for each party member,




As an example, in a group with a slicer, the Game Mas-
ter might allow the group to frequently gain an advantage
by bypassing electronic locks or security. If an adventure
requires going Lo a planet with little advanced technology
to track down a relic of the Jedi, such a character could end
up on the sidelines if the Came Master does not find a way
to include them. Adding an element to the adventure such
as technologically advanced opposition after the same goal
might address this issue. This sort of solution places a non-
Force-sensilive character in a position Lo help with goals
themed around the Force, and protects the character from
exclusion even in an adventure well outside their normal
area of expertise. Similar solutions are possible with other
character types, if the Game Master makes sure to look at
what those characters do well, and provides opportunities
for them Lo exercise those skills.

The ratic of skeptics and non-Force users to Mystics can
have a serious impact on how to structure the balance of
the campaign. In a campaign primarily composed of non-
Force users, or even Force users who do not fully trust or
embrace the more mysterious elements of their powers,
focusing too much on intuition, visions, or other similar
elements can alienate those characters and their players.
By the same token, in & campaign where the group is pri-
marlly Mystics, Consulars, and other highly Force-alluned
characters, shying away from those elements denies those
characters a chance to do what they do best. A party with
a relatively even spread across the divide has some leeway,
but also has more characters who can feel out of their ele-
ment at once.

For many Star Wars fans, keeping mystical elements close-
Iy entwined with military, political, or even criminal ones is
key ta the feeling of the universe, but juggling so many dif-
ferent parts to an adventure can be overwhelming, so the
Game Master should feel free to divide them as needed to
make their work manageable. This Game Masler can do this
by focusing alternating adventures or encounters on each of
these different elements. This means that no element of the
Star Wars universe remains in isolation for long, as the char-
acters go from dealing with crime lords in one adventure to
Rebel agents in the next, and then escaping from the Lraps
in an ancient Sith ruin in the next.

As an alternate or even additional means of varying the
elements invalved in the campaign, the Came Master can
keep a diverse stable of recurring characters ready for use
in different adventures. If the PCs meet a memorable bounty
hunter in ohe adventure dealing with the galactic under-
warld, encountering Lhe bounty hunter again an a jungle
world known to be strong in the Force keeps the themes
from the previous adventure present, even if the bounty
hunter is pursuing a trophy beast instead of a fugitive. Simi-
larly, a contact from the Rebellion who trades favors with the
group keeps them in touch with the struggles of the Rebel
Alliance, even If the immediate adventure does not focus on
military conflicts.

As a general rule in such situations, the campaign should
tilt the focus of most adventures and encounters towards
whichever side holds the majority, but should include plenty
of interludes and changes of pace to keep the other side
engaged. In a long adventure focused on the Force, the
Game Master should be sure to include several encounters
where non-Force users can shine throughout, and if the
campaign has had the past several adventures focus on less
supernatural elements, inserting an adventure built around
the mysteries of the Force can keep things fresh.

THE LIVING FORCE
AND THE IPAI

While Mystics are nat alone in attunement to the will of the
Force, Mystic characters may benefit more from prominent
use of the Force as a narrative element than other careers,
given their particular focus. As Mystics are the characters
whao mosl frequently employ the Force in mysterious, magi-
cal-seeming ways, they often take the foreground when the
campaign features such elements. Other character types
can benefit fram the inclusion of these elements as well, but
Mystics—especially the Alchemist, Magus, and Seer charac-
ters—are the most likely to engage with them to the fullest
extent. The following sections detall some advice on how to
incorporate the Force as a major element of the campaign’s
narrative, especially its more mystericus aspects.

USING VISIONS

Visions are one of the most common ways for the Force to
appear as a narrative element in a Star Wars story. Char-
acters in Force anp Destiny invoke the Force frequently
through the use of their abilities, but a vision is a chance
for the Game Master to get the Force involved in a way that
prompts player action instead of waiting upon it. Overusing
visions can make them seem mundane and uninteresting,
but used sparingly over a campaign, they can lead to excit-
ing and memorable adventures that keep the players invest-
ed in the universe. Furthermore, Mystic characters are often
appropriate characters to use to deliver a vision to the party,
but any Force user can receive one, so the advice below is
relevant Lo any Force anp DesTINY campaigh.

Visions aften come to characters when they are al rest or
particularly cpen to the Force, whether meditating, sleeping,
or visiting a vergence. These circumstances lend themselves
well to one of the primary narrative uses of visions, which is
to deliver information that prompts a new course of action.
The Came Master can easily provide visions in the downtime
between adventures as the characters rest, and can be a
great way to start off a new story arc for the party. Visions
that arrive in the middle of an adventure are usually best left
smaller in scale, or else provided at an interlude, to avoid
disrupting the pacing of events too much. However, a vision
that causes a character to re-evaluate their current situation
can be a great dramatic beat, as when Luke Skywalker had
to choose between acting on his vision of Cloud City or con-
tinuing his training on Dagobah.
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Timing visions for maximum impact is only one part of
using them effectively. The nature of what the vision reveals
is also an important factor. The Force can provide insight
into events happening in distant times and places, but it
is rarely precise or definite. A vision may show only hints
or glimpses of important events, or it might show a future
that has no certainty of passing. The Game Master must
balance keeping the vision informative enough to be useful
with avoiding constraining player actions. A heavy-handed
warning of doom can rankle players who prefer to set their
own agenda, while showing a seemingly-unavoidable crisis
means either limiting the players’ actions or making the
vision feel unreliable when they avert the danger. The best
visions open new options for the players, and encourage
them to investigate the vision without locking them into any
single approach or response.

The key Lo enabling this player freedom is through leaving
the vision open to interpretation in some way. The famous
Jedi prophecy of the Chosen One presented clear stakes,
but left room for doubt as to the identity of the Chosen One,
or even if the prophecy was accurate at all. A similar in-game
prophecy could reveal a greal potential reward or danger,
but make it unclear how to bring it about. Instead, it might
hint at other circumstances that need to line up to enable
the future it describes. Investigating the possibilities in the
vision could last for many adventures, but the uncertainty
also allows players the freedom to decide that the vision is
simply one of many possibilities, and not worth pursuing if
it does not appeal to them. This approach also leaves the
Came Master free to improvise if the campaign takes an
unexpected turn. The future in Star Wars is always in motion,
so the Game Master should account for a wide range of pos-
sibilities, not just specific plans.

THE WILL OF THE FORCE

Many campaigns can make use of the notion of the Force as
an active participant in events, almost as a character of its
own. It seeks to shape events towards certain goals, and to
move other characters towards specific actions, Characters
in the Star Wars universe generally refer to this as “the will
of the Force,” although few even approach understanding its
scale. The true will of the Force is mysterious, and perhaps
beyond the understanding of any individual.

However, in a Force anp DEsTINY 2ame, the Game Master
generally needs to have some idea of how to use any given
narrative tool or element. If the Game Master does not have
a clear idea of how the will of the Force should fit into the
campaign from the start, it may end up appearing contradic-
tory or arbitrary in how it unfolds as Lime goes on. In prac-
tical terms, this means the Game Master should generally
have a plan for how to handle the will of the Force in game if
including it as a narrative element.
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THE FORCE’S GOALS

Deciding how to use the Force doesn’t necessarily mean
deciding or knowing what the Force specifically wants,
although the mysterious nature of the Force does leave
that freedom open to the Came Master for their particular
campaign. If the Came Master does choose to go down this
nath, the Force's goals should remain large enough in scope
to still feel mysterious and continuous. Creating a single,
finite end-point for the Force to be working towards, such
as a parlicular event, might seem Lempting, but can seri-
ously disrupt the campaign. It risks making all other con-
flicts and goals seem small or irrelevant should the players
learn of it, leaving little room for side stories and downtime
in the campaign. It also means that if the players do man-
age to achieve this goal, the narrative mighl feel resolved,
and leave attempts Lo continue past that point unfulfilling.
If the Game Master instead chooses a broad or abstract
goal for the Force in the campaign, the characters can make
measurable strides towards that goal without running out
of possibilities for new adventures.

RECURRING THEMES

It can alsc mean setting up repeating themes during adven-
tures, such as the conflict between light and dark, freedom
versus tyranny, or the testing of characters and their ideais.
Characters who encounter these sorts of stories playing out
across the galaxy as they travel might see them as part of a
larger meaning, and the Game Master can encourage this by
couching visions or the effects of vergences in these terms.

For example, if the Game Master has decided to empha-
size the theme of freedom opposing tyranny, the characters
might find a mysterious figure in a vergence claiming to offer
them great power if they swear allegiance to the Empire and
give up their independence. This figure would simply be a
manifestation of the Force, rather than an actual Imperial
agent, but could be a great source of dramatic conflict if the
characters find themselves genuinely tempted by the offer.
There could even be consequences from whatever decision
they make, as the Force recognizes their choice. This could
range from purely narrative considerations, such as further
Force phenomena recognizing them and their decisions, or it
could impact the characters mechanically. Giving in to selfish
or tyrannical decisions is easily worth Conflict—possibly a
great deal of Conflict for significant decisions that define a
story or character arc.

At the Game Master's discretion, the characters might
@ain access to greater results when calling upon Force pow-
ers that support the themes of the game and the decisions
the characters make. This could be represented by the grant-
ing of additional experience points that can only be spent on
certain talents or Force powers, or by the addition of extra
(B to checks to activate Force powers in thematically appro-
priate situations. If the players choose to engage with these
incentives and make use of such benefits, the Game Master
can easily steer the campaign toward themes that match
a particular vision of the Force by encouraging the players
to act out those themes. However, this approach might feel
heavy-handed or controlling to some players, so the Game
Master should discuss it with the group befare resorting to
these sorts of effects.




FOCUS ON THE CHARACTERS

The will of the Force could even simply be a reason for
the characters to approach new adventures with their awn
hooks. In this case, the will of the Force becomes a reason for
the characters to be able to engage with whatever their play-
ers find most interesting about Star Wars. When using this
approach, the Game Master should regularly discuss plans
with the players, and ask what they most want to see in the
campaign. Once the Game Master knows what the players
want to see, they can bring the characters into situations
that involve those elements through any method they feel
appropriate, up to and including visions or other mysteries
of the Force directing them toward the new adventures. In
this approach, the Game Master can present the Force as
taking a more direct interest in the characters, instead of in
abstract, galaxy-wide concerns. After all, the Force is pres-
ent in all living things, not just on a cosmic level.

A FLEXIBLE APPROACH

It is entirely viable for a Game Master to mix and match
approaches, or to switch from one to another within a single
campaign, so long as the players remain engaged with the
narrative. Consistency helps with this, but if a given approach
isn’t working for a particular group, sticking to the plan is
simply doubling down on a problem. If the Game Master
notices the players seeming disinterested or frustrated, they
should discuss it with them between sessions and ask wheth-
er a new approach is in order.

Experimenting with a new idea or changing course entirely
can be necessary at times if the campaign is beginning to
feel stale or unsatisfying. Thankfully, the same mysterious
nature of the Force that gives the Came Master a chance to
- define it for a given campaign also makes it easy to excuse
~ changes in approach. If things feel out of place after the
- change, the Game Master can present the change as an arti-
fact of the characters’ limited understanding of the vast scale
on which the Force operates. Such a shift in the campaign’s
gears could even be a focus for a new adventure or story
arc about an actual change or cycle in the Force, where its
rature or effects change for the rest of the campaign.

THE FORCE AS MAGIC

Most Farce users call upan their power in subtle ways, mov-
ing small objects, influencing weak minds, or perceiving
things that others cannoct see. Even more obvious displays
often merely take these feats to a more impressive level,
such as when Yoda lifted Luke's X-wing, or they enhance
capabilities even non-Force-sensitive beings have, such as
granting preternatural reflexes or allowing incredible ath-
letic feats. Mystics often break these rules, displaying their
knowledge of the Force in ways that are obviously super-
natural. Other characters are capable of such feats with the
right Force powers, but Mystics excel at them, especially
Alchemist or Magus characters.

Including these magical-seeming Force effects in a game
of Force anp DEesTINY can have a significant impact. For some
players, the tone of the game can change with the inclusion
of such powers, making Force-users feel more divided from
other, more grounded elements of the Star Wars universe.
This is not inherently a bad thing, nor does it occur in every
group. Instead, it is important for the Game Master and
players to discuss how the group approaches the Force and
what their players enjoy about it. If necessary, this might
mean downplaying the more supernatural elements of the
Force in a campaign, but it usually helps enough if every-
one is on the same page with their expectations, rather than
needing such drastic action.

The use of such obviously supernatural power can have an
effect on the narrative of the campaign as well. For the most
part, using these powers has a similar effect to any other
obvicus display of Force sensitivity, leading to increased
Imperial attention. Powers associated with the dark side of
the Force might lead to a different sort of attention than
normal, however, with the Empire hoping to recruit the char-
acters rather than eliminate them.

In addition, cultures and individuals normally sympathet-
ic to Force users might be less friendly to those who don't
match thelr understanding of what it means to be Force-sen-

sitive—an understanding usually shaped by the Jedi, who

rarely used such arts. On the other hand, cultures with a
different understanding of the Force might more readily wel-
come outsiders who show themselves less bound by foreign
traditions, opening pathways that might otherwise remain

; closed to the PCs. If the players are
: interested in exploring views of
‘the Force outside the lens
of Jedl and Sith, then
following a Mystic char-
acter’s lead can be a
good start.




MYSTIC ENCOUNTERS

w hile not quite enough to warrant a full adventure, sev-
eral encounters tailored o the Mystic's specializations
are described below. They can be used as interludes, side
events, or subplots in larger adventures, and Came Masters
are encouraged to further develop and integrate them as suits
their campaign.

ADVISOR

During downtime in a cantina or similar venue, the PCs
overhear a conversalion between a notable politician and
a confidante, in which the politician relates sensitive prob-
lems among her constituents. The politician earnestly wants
to help with a number of concerns in her district, but Fears
that enacting drastic reforms would invite scrutiny from the
Empire, or even get her targeted as a Rebel agent. While
listening, it becomes clear that this local leader is in way over
hier head in terms of the problems and opposition she faces,
but also that she would not welcome strangers simply butt-
Ing in with an offer to help. However, a light touch, such as
that offered by a crafty Advisor character, might be able to
convince the politician to allow the PCs Lo assist. A character
who convinces her of their good intentions as well as their
ability lo solve problems might earn the trust of a powerful
and well-placed ally.

Of course, approaching the politician and earning her
Lrusl is only one part of the equation. The characters must
also solve the problems plaguing her administraticn to prove
themselves, and do so in a way that does not invite fur-
ther attention or controversy. It could even be possible to
address these problems secretly, before making contact with
her, in order to have a mare convincing case for the group’s
competence on hand. However, the biggest problems plagu-
ing the constituency are neither simple nor straightforward.
First, a portion of the citizens in the district have mobilized
into something resembling a gang or militia to advance
some loathsome inlerest, such as human supremacy over
other species, or support for the more extreme Imperial poli-
cies and actions. Their actions skirl the bounds of legality,
and they have been intimidating other citizens away from
advancing their own causes, but the politician lacks the
cause to have them arrested, and lacks the political will to
condemn them. If the players could covertly rally the other
constituents towards solidarity against this fringe, or quietly
push some of the extremists Lo back down, this would great-
ly relieve pressure on the local leader.

Complicating matters Is the possibility that one or more
officials within the politician’s administration are working
with the hostile movement, providing them with help avoid-
ing law enforcement and other support. These other politi-
cians might be believers in the cause, or they might be trying
to undermine their superior in hopes of claiming her posi-
tion. Either way, their support would be actionable, but only
if it could be proven. The PCs might need to eavesdrop on
a meeting between the movement and their secret patrons,
or to subtly rattle suspects in the hopes that they give the
game away. £
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RESOLUTION

If the PCs can remove the weak links in the politician’s admin-
istration and dampen down supporl of the extremist move-
ment without causing further uproar, lives in the politician's
district should become much safer and happier overall. If
they are further able to earn the politician's trust while doing
5o, they gain an influential ally, and maybe even a base of
operations within her sphere of influence.

When the PCs seek out or encounter a collector of antigui-
ties and oddities rumored to traffic in Force-attuned items,
they find the character behaving in a strange and aggres-
sive manner. His shop might have recently shifted to irregu-
lar hours, or he might be actively discouraging visitors, even
those who could help him with his collection. His change in
benavior appears recent, especially if the PCs take the time
to inquire among past associates. The cause is not clear from
the outside, especially as the collector was secretive even
before his recent turn towards extreme belligerence.

What is not immediately apparent is that this collector’s
most recent acquisitions included a malignant relic of the
dark side that has been influencing his behavior. The lon-
ger he has this item in his possession, the stronger its hold
grows, and the more obvious it becomes that something
is seriously wrong. The PCs could uncover this by tracking
down the collector’s past business dealings and finding what
sort of items he was receiving, or a particularly sensitive PC
might be able to detect the emanations of the relic from the
collector's back room or home while dealing with him. He is
fiercely possessive of the relic, however, and refuses to so
much as acknowledge its existence to others for fear they
would atternpt to steal it from him.

An Alchemist PC is the perfect expert to deal with this
problem and help restore the collector to his senses, and
such a character could help deal with the problem in a num-
ber of ways. Through an Alchemist PC's expertise, the play-
ers might be able to find a way to nullify the relic’s influence.
There might be a ritual through which the PCs can directly
confront the dark side presence in the artifact, uncovered
by the Alchemist's research, or they might be able to craft a
talisman that temporarily nullifies the relic’s power, allowing
the PCs to confront the collector with what has happened
to him. It might even be possible for an Alchemist to appeal
to the collector on shared ground and experiences to break
througn the relic’s hold and discuss things frankly, although
this could backfire if the collector thinks the Alchemist char-
acter is after the relic for themself.

RESOLUTION

Once the Alchemist has found a way to stop the relic from
influencing the collector, the characters must decide how to
deal with it. Destruction of such a dangerous object might
be an obvious choice, but it may have other significance and




value beyond the dark side power, or it might be extraor-
dinarily resilient. The PCs might be able to let the collec-
tor persuade them to take it for safekeeping, but it would
surely attempt to corrupt them as well. Depending on what
the Alchemist is able to learn about the relic, there might be
some way to safely contain or cleanse it, or they might need
to return it to its point of origin in an ancient tomb, where
it can rest undisturbed once more. At the Game Master's
discretion, dealing with the relic could be the launching point
for an entire adventure.

MAGUS

While working with a group sympathetic to Force users, such
as the Rebel Alliance or certain cultures such as those of the
Mirialans or Kel Dor, an impartant NPC ally takes issue with
the powers wielded by a Magus PC. The ally could be afraid
of such overt displays of the Force, either from superstition or
out of fear of Imperial attention, or they could consider the
powers to be an aberration, not a natural part of the Force.

Ideally, the issue should arise after the Magus reveals their
particular powers in front of the character during a tense
situation. For example, if working with the Rebellion, th
NPC could be a team leader who becomes spooked during a
coverl mission against the Empire. The PCs must find a2 wa
to convince their ally that neither the Magus nor their po
ers are a liability, and to smooth over the sudden fear.
doubt that the display inspired.

RESOLUTION

As a short-term encounter, this event could potenﬁt“lé‘l‘ly“

be resolved quickly and without too much fuss, but how
the PCs approach it could have a long-term impact. If the
PCs make good arguments and are effective in persuading
their ally about the worth of the Magus’ power, then they
may smooth over future incidents, or even gain future work
for the Magus' abilities. However, if they are belligerent or
defensive, or if they rely on external pressure to quell the
argument, the NPC could become a recurring thorn in their
side, spreading their doubts to others and guestioning the
worth of the PC group.

MAKASHI DUELIST

A powerful crime lord learns of the Force abilities of one
or more of the PCs, and decides to blackmail them
about their powers, threatening to reveal them to the
Empire. The crime lord chooses his targets from those
PCs who appear weak or unthreatening, especially
characters who prefer diplomatic solutions to prob-
lems. Any attempt to negotiate with the crime lord
or his enforcers soon makes it clear that the PCs in
question are being targeted because their lack of
combat prowess makes them seem like easy, vulner-
able targets who rely on others to fight for them.

Even the company of a powerful warrior like a
Makashi Duelist doesn’t make these characters appear
strong in their own right in the simple worldview of the crime
lord. As such, while a Duelist character could probably teach

the crime lord and his goons a stern lesson, it might simply
reinforce the perception that the other characters cannot
fight their own battles in the eyes of any observers. The Duel-
ist must find a way to help their friends prove their strength
in their own right, in order to scare off the crime lord and
those like him for good.
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RESOLUTION

Proving the strength of the other PCs could take any number
of forms. If the other characters lack the combat prowess Lo
easily show up the enforcers sent after them, the Makashi
Duelist could assist indirectly or through a ruse, such as by
impersonating the other characters in order to make them
seem more skilled in battle. The Duelist could even stage a
fight with the other characters and deliberately lose, using
the Makashi style’s flair for theatrical fighting to sell their
opponents’ skills instead of their own.

PROPHET

After the group accomplishes something noteworthy and
heroic in front of witnesses, word spreads (o a group who
decide the PCs are good role models. This group could be
the witnesses to the characters’ actions themselves, or they
could have heard the story secondhand. Either way, they
now seek to act as they believe their idols would, entangling
themselves in difficult situations, or even manufacturing
them, and attempting to cut dashing, heroic figures. Unfor-
tunately, they are woefully under qualified for the job, and
a little too enthusiastic about it. They're likely to get them-
selves, and possibly others, badly hurt.

When the players hear of these potential disciples, it
becomes the perfect moment for a Prophet character to
guide these would-be heroes to a better path. If the PCs live
up to the idealized notion their new devotees built of them,
then they could be a ready-made group of new contacts and
followers. However, if the story or memory of the PCs actions
get out of hand before the characters return to sart things out,
then the characters may have to prove that they are who they
say they are in order to secure the loyalty of these followers.

What's more, this new group only has their awn notion of
whal being a hero is like, and it may conflict with the group’s
sensibilities. If the heroic deed of the group involved resisting
Imperial oppression, the newer heroes might be drawing more
attention than even the PCs can deal with. If the characters
faced down enfarcers from a crime lord to stop racketeering,
their emulators might be trying to stop all criminal activity in
their home neighborhoods without consideration for collat-
eral damage, or they might not recognize where a particular
criminal s violating an unjust law to support the needy.

RESOLUTION

Ultimately, the group, and especially any Prophet character
whao s willing Lo take on the responsibility, needs to take a
hard look at the actions of these hopefuls and decide if they
are rough and unpolished, but with the potential to help, or
simply troublemakers with good intentions. If the characters
think their imitators really can make a difference if given the
chance, then they need teaching and guidance, something
best provided in person by a Prophet character or other
patient instructor. However, if the group thinks these new-
comers are beyond help, or that polishing them up would be
more trouble than it is worth, it could take the silver tongue
of a Prophet to convince them to stand down and return to
the lives they lived before.
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SEER

Contacts of the PCs request the group’s aid in some delicate
negotiation, perhaps relying on the characters' reputation or
past impressions they made on the other side of the bargain.
Things seem to go smoothly at first, until a Seer PC receives
a premonition of danger from the Force. This cryptic warning
does little to identify the source of the threat, but makes it
clear that continuing the negotiations as planned places the
group, and possibly athers, in great peril. There could be
hints of a dark side Force user being part of it, or Imperial
agents seeking to disrupt the negotiations.

If the Seer wishes to act on their vision, they must alert the
other PCs and any trusted associates of the peril, but must
also balance the value of the negotiations against any dis-
ruption caused. Even if continuing them as planned seems
like a poor call, angering one or both of the sides at the
bargaining table is likely undesirable.

Instead, the Seer should seek out the secret danger that
threatens the conference, or contrive a reason Lo suspend
negotiaticns until they learn more of the threat. If the Seer
believes that everyone would trust their premonition, they
could even reveal it as a reason to hold off the negotiations.
However, If the danger comes from within one of the bargain-
ing groups, they risk alerting the guilty figures and allowing
them to escape, or even spurring them to strike.

RESOLUTION

This encounter works best as part of a larger ongoing plot,
in order to emphasize the stakes at hand. The negotiations
can be anything pertinent to an existing adventure, but the
threat can be a new complication as easily as a known risk.

[f the Came Master chooses to use this encounter to com-
plicate another adventure, they should make sure they have
a solid idea of what the danger might be before the Seer
receives the warning. Without a clear plan for the threat
hanging over the negotiations, the Game Master cannot
effectively run any investigation the Seer might conduct into
it, nor can they provide the consequences should the Seer’s
efforts fall and tip their hand. The threat should usually be
something personalized to the characters at the table, but
in a pinch, saboteurs from the Imperial Security Bureau are
a good fallback for this sort of situation. The ISB is always
eager to use divide-and-conquer tactics on threats to the
Empire, and might have a deep cover agent in one or both
sides working te upend the negoliations.




MYSTIC ADVENTURES

n the current galactic era, the Empire ruthlessly suppresses

knowledge and understanding of the Force. However, no
amount of firepower or troop strength can stop the rise of new
Mystics, drawn to enact the will of the Force. A new generation
of Force adepts is always rising, and with them, the potential
for new and incredible adventures.

Mystics must move carefully, not only to avoid the
Empire's attention, but to avold a misstep as they seek to
unravel the cryptic guidance of the Force. Still, the results of
their efforts with the Force as their ally are undeniable,

When designing adventures for Mystics, Came Masters
should keep in mind that Mystics are often masters of the
indirect approach, using the subtleties of the Force and their
ability to understand and direct others to accomplish their
goals without obvicus or direct involvement. As such, when
designing adventures centered around Mystic characters,
the Game Master should provide ample opportunities for
these characters to make use of their abilities in ways that
give them a clear challenge and an important role, but don't
force them into a full spotlight—unless that is what the play-
ers want. If the players come up with a clever way to lever-
age their skills and knowledge Lo solve a problem indirectly,
the Game Master should generally allow it to succeed and
reward the players for their creativity.

Subtle or mysterious tricks are the heart of the Mystic's
trade. While the Star Wars saga is full of overt spectacle
and action, there is plenty of adventure material that can
be used to inspire 2 Game Master when designing adven-
tures for Mystic PCs. The strange works of Mother Talzin
and the Nightsisters of Dathomir are great inspiration for
both Magus and Alchemist characters, while Yoda’s quiet
guidance on Dagobah or even Palpatine’'s manipulation of
the Galactic Senate are great examples of how an Advisor
character can be memorabie and interesting while working
with others. The mystics of Lasan and their unusual Force
practices exemplify how a Prophet might fit in with a Force-
aware culture, and any number of examples of visions and
prophecies exist in the Star Wars galaxy at large that show
the power of the Seer, or even the Cosmic Force that guides
the Mystic in general.

Players should always remember that the Force is every-
where, not just in vergences and lightsabers, bul in the subtle
movements of destiny and the simple interactions of all liv-
ing beings.

MYSTIC
ADVENTURE SEEDS

Adventures for Mystics can involve a diverse range of circum-
stances and events across the galaxy. Game Masters should
feel free to use the following seeds as springboards to fully
fleshed-out adventures or even entire campaigns.

AWORTHY RULER

The PCs receive a message from Faleer Ayast, an advisor to
the newly-crowned manarch of the Mid Rim world of Alun.
The world is notable for its isolation from the galaxy at large,
including a lack of Imperial rule, as there are no convenient
hyperlanes to the planet from other inhabited systems. The
royal family of Alun has a long history of popular support on
their world, but the new ruler, Queen Cheraama, is young
and inexperienced. While she earnestly wants to better the
lives of her people, she has little understanding of how to do
s0, and her attempted reforms are causing more harm than
good. As the queen’s attempts at reforming her world's trade
partnerships and local industries continue to backfire, some
of the planet’s population are beginning to feel that Impe-
rial governance might better serve their needs, Advisor Ayast
fears what this might mean for the planet's freedoms, as well
as for the monarch he serves, and hopes the PCs can assist
the queen in sorting out her planet’s problems.

If the PCs accept Faleer Ayast's invitation to visit Alun, he
arranges for them to arrive discreetly and join the palace
staff. From there, they can investigate goings-on at court,
visit the capital city and other locales on the planet to assess
popular sentiment, and learn more about the gueen herself,
They may wish to convince Faleer to let them advise the
gueen directly, although he is unlikely to acquiesce unless
they have already proven themselves. Fortunately, there are
plenty of opportunities to do so elsewhere on the planet.

Alun's two main sources of unrest are widespread poverty
and the rising tide of pro-Imperial sentiment. Although Alun
has significant natural resources, they are largely untapped
due to the difficulties in exporting them through the con-
voluted hyperspace routes that pass for contact with the
rest of the galaxy. This has made Alun dependent on out-
side help for much of its development, but granted it little
to offer the rest of the galaxy. The PCs could help by draw-
ing on their contacts to spur external trade, or by exploring
the significant wilderness on the planet for resource depos-
its that could benefit the local population. They could even
attempt to chart a new hyperspace route that would allow
Alun easier access to other worlds, provided the group has a
starship and a skilled astrogator.
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While they work to deal with the sources of poverty
among the planet’s population, the PCs could also address
the world’s immediate needs by helping to distribute aid to
the needy. Criminals often hijack shipments of much-need-
ed food and medical supplies on the planet’s frontiers, and
sometimes even in the hearts of the cities where the royal
family holds the most power. The PCs could protect these
shipments, and seek out the hiding places of the gangs
that prey on them. Some of the gangs might be fronts for
pro-Imperial saboteur groups or even an Imperial intelli-
gence operation, at the Game Master's discretion. Dealing
with militant Imperial support in this way might risk inflam-
ing the more passive supporters of joining the Empire, but
if the PCs can show that the gueen is able to meet the
needs of her people more effectively, they are unlikely to
get anywhere with their efforts.

Sorting out Alun’s problems could last for a single adven-
ture while the PCs seek out Impetial saboteurs and find a
source of new prosperity in the planet's wilds, or it could last
much longer, with the planet becoming a home base for the
PCs that they regularly visit. If they manage to stabilize the
planet and re-establish support for the queen, they gain a
powerful and influential ally who owes them a great deal—
either Faleer Ayast, or possibly even Queen Cheraama
herself, if she knows of their efforts. This could itself be a
springboard into new adventures and stories, as they call
upon favors owed for future efforts, or if they are brought
back to Alun to deal with new problems that threaten the
hard-won prosperity and peace.

ULTIMATE KNOWLEDGE

This adventure works best for groups with access to a Jedi
holocron, whether selected as a group resource at charac-
ter creation, or acquired during play. However, it is play-
able by any group of Force anp DesTiny characters. Groups
without a holocron may wish to seek one out after dealing
with the events of the adventure, an additional undertak-
ing with the possibility of forming new adventures in its
own right.

The events of the adventure begin when a scholar named
Kian Derar, who is sympathetic to the PCs, contacts them
with- information she uncovered from an ancient archaeo-
logical archive. Kian has heard that the PCs know about
the mysteries of the Force, although how much she knows
depends on how open the PCs are about their exploits. She
may be aware of their Force sensitivity, or even their holo-
cron, if they have one. Regardless, Kian believes the PCs
are the best individuals suited to investigating the possible
truth of the information she has uncovered, thanks to their
knowledge and their independence from Imperial influence.




JOINING THE HOLOCRONS

pening the Sith and Jedi holocrons together is

not a simple task, nor is sorting through the
knowledge unveiled even if the PCs can bring them
together. Sith holocrons are dangerous artifacts,
designed to corrupt the unwary, where Jedi holo-
crons are designed to teach. Even opening one
requires embracing a darker state of mind, with the
owner cencentrating on their own fear, anger, or
need for power. As such, opening a Sith holocron is
worth Conflict. Depending on how much interaction
a character engages in with'the holocron’s gatekeep-
er, the exact amount can vary, but it should involve
at least 3 Conflict to open the holocron initially, and
at least 1 further Conflict for each subseguent use.
Accessing such an artifact should also be reflected
in the scene at hand, with characters role-playing
the strain it puts on their minds, and the emotions
required to draw out its dark side powers.

If the PCs can manage to get the Sith holocron
open and combine it with the Jedi holocron, they
may indeed open a vergence in the Force through
which they can seek knowledge. However, the
power involved in the phenomenon is incredible,
and sifting through the knowledge provided for
specific details is difficult in the extreme. Simply
remaining in the presence of the active vergence
reguires an Easy {(}] Discipline check, with failure
causing characters to avert their eyes, leave the
area, or lose concentration on the holocrons (the
last of which cleses the vergence). Seeking knowl-
edge within the vergence requires a further Hard
(> & <) Discipline check per question, with' the
difficulty on subsequent checks upgraded once for
each check already made. Knowledge gained from
the vergence is hazy and mysterious, although addi-
tional 3% beyond the first or any £} may provide
hints that help interpret what was learned. Failing
any check to learn more causes the vergence to
fade, and the holocrons to close.

As a final note, calling up such pewer cannot be
done casually. Attempting to open the vergence a
second time could damage or destroy the holocrons
invelved, and may have unforeseen consequernces
even if they survive, ranging from unleashing dan-
gerous energies on these nearby te a barrage of
maddening visions that cannoet be deciphered.

Kian's information is an old legend regarding holocrons,
found etched on the walls of a ruined Jedi temple. The leg-
end claims that bringing together a Jedi holocron with a Sith
holocron can create a vergence in the Force that allows any
question to be answered. As a scholar regularly frustrated
with Tmperial restrictions on access o information, Kian
hopes that the vergence created in such a way would allow
access to knowledge banned by the Empire, and assist in her
research studying ancient cultures. The PCs might see such
knowledge as valuable for other reasons, whether for their
own studies or as a weapon againsl the Empire. Fortunately,
ancther fragment from the same temple contains records of
a Sith tomb where an ancient dark side holocron was locked
away, potentially putting half the puzzle within reach of the
PCs, or even all of it, If they have their own holocron.

Uncovering coordinates to the Sith tomb can be as simple
or complex as the Game Master wishes They could be con-
tained within the fragmenied records Kian uncovered, or
require the PCs to track down other archives of lost infor-
mation to triangulate a hidden location. Additional steps
might invelve a visil Lo the ruin Kian uncovered for additional
details, visits to other ruins hinted at in the archives, or con-
sultations with Kian's fellow scholars.

What should not become clear until too late is thal the
holocron is bait for a trap, planted by an agent of the Impe-
rial Security Bureau. Gar Sedonn, the agent in guestion,
learned of the Sith tomb and the Jedi legend alike through
the interrogation records of other scholars who had studied
them, unbeknownst to Kian. Not believing the legend him-
self, Agent Sedonn planted clues leading towards the tomb
in a number of Jedi ruins watched by the Empire. After her
expedition, the ISB placed Kian on a watch list, but left her
alone in the hopes of leading the I1SB to more dangerous prey.

The trap comes to fruition when the PCs arrive at the Sith
tomb, only to be ambushed by a waiting ISB Lask force led
by Gar Sedonn. The PCs must defeat the ISB agents, make
their way through the trap-filled tomb of an ancient Sith, and
retrieve the holocron kept within in order to succeed with
their mission. Furthermare, once they realize the nature of
the trap, they may wish to retrace the steps they took track-
ing down the tomb in order to flush out any other ISB agents
and warn their associates of the potential danger.
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TRUST IN THE UNSEEN

This adventure works best for PCs who are working with
the Rebellion, although PCs with the ear of some other
prominent galactic figure or organization can also play
through it. Possible candidates include influential Core
World nobles, corporate executives not tied to the Empire,
or the governments of planets far from Imperial control.

While working with these allies, one or more of the PCs
has a mysterious vision. The contents of this vision are
cryptic, but seem to point toward the location of a lost
Republic archive from before the Empire seized control.
What records exist about this particular archive indicate it
was shared between the Jedi and the civil branches of the
Republic government, potentially containing both secrets
of the Force and more mundane but still valuable data,
such as surveys of unexplored planets, Discovery of the
archive would benefit both the PCs and their allies tremen-
dously, if the vision can be deciphered.
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Unfortunately, there are
several obstacles to the

ﬁ’ % recovery of the archive’s
. 4 i ] information. First, the
- vision's vague hints

- are not enough to

lead the PCs directly

to the archive: Instead,

they need to follow the

trail of locations glimpsed

in the visien to find" clues

that can point them in the

right direction. These locations

might be filled with peril or hard to

locate in their own right. Perhaps a

priscner of the Empire slated for execu-

tion holds one clue, while another is on

a world under a pirate blackade in the dis-
tant Outer Rim.

Einding all the clues might even be beyond

the capabilities of the PCs by themselves—

; which leads to the second obstacle. The allies of

~ ~the PCs are s;eptica! of committing any resources

8., on chasihg-a set of intangible, mysterious coordinates

haffway- across the galaxy. Whoever they work with

mighk 'g:onsider any operations in support of the PCs to
be too risky,.if théir allies believe in the'vision at all:

When the PCs rum up against serious obstacles to recov-
ering the clues tow}grds' the archive’s location, they must
find a way to persuade- their allies.to lend their support
and backing, or seek help elsewhere without endanger-
ing their existing ties, This colild simply mean exchanging
favors and pursuing other missionsito earn help, but if the
PCs are eager to uncover the information without delay,
they might turn to darker methods, such as deceiving their
allies, or even manipulating them with the aid of the Force.
Such methods might come back to bite the PCs later on,
and are certainly grounds for earning Conflict, but could
greatly speed up the search for the archive,

Once the PCs have visited all the locations in the vision
and assembled the full range of clues and hints as to the
archive’s location, the last hitch becomes clear. The loca-
tion housing it is free of Imperial attention not because
of its secrecy, but because of the hazards surrounding it.
The old records were stored upon a huge supply ship in
the Outer Rim, intended as a mobile headquarters for mis-
sions of exploration. However, a failed astrogation attempt
caused the station to be torn out of hyperspace mid-jump
as it passed into the gravity shadow of an unstable sun,
which blankets the system around it in deadly flare-ups
and radiation. Sensor data indicates there is a safe route
through the interference, but one that is constantly and
rapidly shifting. It would take a pilot capable of sensing the
changes before they happen in order to direct a craft to the
derelict station to claim the data within.
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ALCHEMY CRAFTING

nlchemy is the ill-understood art of crafting potions, elixirs,
and even items that seem to be imbued with arcane pow-
ers. Though the uninitiated may think this is magic, alchemy
is simply a name for something many Force users have done
over generations: imbuing the inanimate with the power of
the Force.

Alchemical creations cover a wide range of items, from
potions to talismans and amulets. Many Force users (includ-
ing the Jedi] scoff at the idea that these are somehow magi-
cal or imbued with power, since they seem to eguate Force
use with some sort of spell-casting. On the other hand, these
creations have some sort of power that cannot be explained
by the most accomplished scientists of the galaxy. Perhaps
these creations are infused with the Force in some way. Or
perhaps they work simply because their creators and users
believe that they do, and unconsciously shape and channel
the Force as a result. The truth will likely never be known.

The rules in this section provide GMs and players with
options for crafting their own creations imbued with the pow-
er of the Force. When a player wishes 1o have a character
craft an item, the player should consult with the GM, and
then the two should collaborate to go through the steps listed
below to create the device. As with all such matters, anything
that the player wants to craft is subject to the GM'’s approval.

Crafting follows three steps: Step 1: Select Template, in
which the PC chooses what kind of item to make; Step 2:
Acquire Materials, in which the PC acquires the supplies to
build it; and Step 3: Construction, in which the PC actually
assembles the item.

STEP 1: SELECT TEMPLATE

When a craftsperson sets about creating an item, the player
first chooses a template from one of the tables in this sec-
tion (see page 82 and page 85). The template dictates
the materials required (Material Price/Rarity), the challenge
of building it (Check], an estimate of how long construction
takes (Time), and the results should the character succeed on
the check (the item that shares a name with the template).

Each template can encompass an incredibly vast number
of specific types of items. Two Alchemists likely have very
different ways of crafting the same elixir or item; alchemy is
as much an art as a science, after all. A template describes
what a crafted item does, but not necessarily how it accom-
plishes it or what embellishments it might possess; those are
the mark of the crafter. Thus, players and CMs should feel
free to be creative in coming up with their own unique types
of items that a given template can represent. Inspired GMs
are encouraged lo create their own unigue templates—all
a template needs is a Name, Material Price/Rarity, Check,
Time, and profile for the result, which GMs can provide to
their players as they see fit.

Step 1: Select Template takes as much or as little time as
the character spends planning before launching into hands-
on work. After selecling a template, a character moves on to
Step 2: Acquire Materials.

ACQUIRING TEMPLATES

From a narrative standpoint, there are countless
ways that a character might come te know how
to build a particular item. For many simple items,
the knowledge needed to build them might be
available in any technical manual, mechanic's shop,
or dreid memory core. Many alchemists have sim-
ply memorized such infermation, thanks to years
of practice, or can at least improvise if push comes
to shove.

For other items, especially more complicated ones,
common knowledge and common sense might
not be enough. A character might need to seek
out an experienced mentor, conduct long hours of
research, or find ancient repositories of knowledge
to design an advanced model of droid or craft a
device to perform an unprecedented task.

It is always up to the GM whether a given tem-
plate is available to a PC. As a general rule of
thumb, most templates should be available to the
PCs a majority of the time—the difficulty of turn-
ing abstract knowledge into a practical device is
reflected by the difficulty of the checks to acquire
materials and construct the device. However, if it
makes for a more interesting story, the GM (or the
player) can require the character to spend time on
research or even go on a short adventure to com-
plete Step 1: Select Template for a particularly
special item. Alternatively, a character's past suc-
cesses (or failures) might open the door to crafting
a brand-new item.

STEP 2: ACQUIRE
MATERIALS

To attempt to build an item based on the chosen template,
the PC must acquire appropriate materials for that template.
These are listed under “Material Price/Rarity” on the relevant
table (see page 82 and page 85). For all mechanical
purposes, materials count as a single item with the listed
cost and rarity. As always, at the GM's discretion, certain
supplies might not always be available for the listed price at
any given market (see page 157 of the Force AND DEsTINY
Core Rulebook).
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some or a materials for a template via mean
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Step 2: Acquire Materials requires as much time 2s
takes for the PC to physically obtain the materials. This
be as short as a trip to a farm or market, or as long
epic quest to find a rare ore or crystal, depending on t
situation. After successfully acquiring materials, a character
moves on to Step 3: Construction.

STEP 3: CONSTRUCTION

After acquiring the materials to make the item, the character
must make the associated check, listed under “C
the relevant table (see pages 82 and 85), to
construct the item. If the character succeeds, the iter
functional and has the profile listed in its template |
relevant tables on pages 82 and 85). If the character
on the check, the product that comes out of the attempt is
unusable, and the materials are lost.

The relevant tables on pages 82 and 85 include
gestions on how to integrate other results into const
First, crafters can use £2 and @ results to make impr
ments to the item. Then, the GM can spend 48} and ¥ to add
flaws. Unless a limit is specified, an option from these tables
may be selected any number of times, and its effects stack

The amount of time Step 3: Construction takes is deter-
mined by the estimate of working hours listed in the tem-
plate under “Time." Every ¥¥ the character scores on
check beyond the first reduces this time by 2 hours
minimum of 1 hour). Other factors can also affect the t
required, at the GM'’s discretion. The final potion or talisman
has an encumbrance value of 0

ALCHEMICAL CRAFTING

Because alchemical creations are all created with the
in some way, there are a few extra rules that apply wh
crafting these items.

First, only Force-sensitive characters may attempt to craft
an alchemical creation. Anyone else who attempts it ends up
with an item or liguid that has no supernatural effects what-
soever, na matter how closely they followed the instructions.
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emplates intentionally leave the ma

for a project vague. This is because a temp
does not represent a particular way of
any one model. Instead, it reflects a set of b
comparable results that a PC might build from
number of different materials.

This doesn’t mean that the materials should be left
nebulous during actual game sessions, however.
Detailing the materials used for a particular project
can give it a great deal of character beyond a simple
line of stats. Further, it can help show the personal
touches that different crafters put into their works.
For example, a native Dathomiri might craft their
alchemical concoctions using plants and animals
found in thé dusky crimson swamps of their home-
world. Meanwhile, a Thisspiasian may prefer to inte-
grate minute amounts of blood, and a supremely-
logical Arkanian may refuse to use anything except
pure and precisely-measured chemical compounds.

While all three might craft mechanically identical
items, the stories behind the works will be very dif-
ferent, and this can have major impacts on the nar-
rative. The Dathomiri's potions and talismans may
seem primitive and superstitious to the Arkanian.
Meanwhile, the Thisspiasian’s penchant for using
blood may disturb their colleagues. Each charac-
ter’s preferences not only inform the roleplaying
that goes into acquiring materials, but also help
illuminate an aspect of the character that might not
be revealed otherwise.

Second, whenever a character attempts to craft an
alchemical creation, they should roll O equal to their cur-
rent Force rating as part of the check, and they must have 2
nt Force rating of at least 1 to attempt the chec |
only matters if a Force-sensitive character has
one or more of their O to sustain a Fou:e

the check to generate Q. Instead, the character 1
any O generated on the check to get one of the effects

ed on Table 3—2: Spending {2, &, &, 7, O, and . on
Potion Creations on page 82 or Table 3—4: Spending
€ b, €, 9,0, and @ on Talisman Creations on page
85. Likewise, the GM may spend any @ gen d on
the check to get one of the effects listed on 1e table.
These are the only ways to spend the O and . generated
on this check.




ALCHEMICAL POTIONS

Alchemical potions are a wide range of tinctures and elixirs
with a variety of side effects. To take effect, the user must
consume the potion. Therefore, all of these items are con-
sumed after a single use or application.

When crafting an alchemical potion, first choose one of the
following templates. Each template’s effect is listed in its entry.

ACID

Acids are dangerous, if imprecise, weapons. Although there
are plenty of industrial and commercial acids on the open
market, an alchemical acid is unique because it only affects
living tissue. This means it can be applied to weapons, or
even added Lo food.

When affected by this potion, the target must make a
Hard (@ ¢ €) Resilience check. If they fail, they suffer
2 wounds at the beginning of their turn for the next three
rounds, plus one additional round per .

DRAUGHT OF FIRE

This brew is as fiery to consume as its name suggests. Once
ingested, though, it bonds with the user’s skin to ignite to
deadly effect on any they attack.

Once consumed, the user's body is covered with flames.
They do not harm the user and the user ignores any fire- or
flame reiated damage Their unarmed attacks gain the Burn 4

-1 to that quality if it was already possessed.
r 30 minutes if used in narrative time.

POISDNING PEOPLE

P oisons can be applied to a target’s food or drink,
i which case the target suffers the effects when
they ingest it. Alternatively, it can be applied to a
Melee or Brawl weapon with a sharp point or edge
that can induce the poison into the target's bleod-
stream (at the GM's discretion, the poison can be
applied to a projectile weapon' as well, but this
weapon should logically be able to induce the poi-
son inte the target). If applied to a weapon, the first
successful hit that deals at least one wound causes
the target to suffer the effects of the poisoen. Once
the poison has affected one target, it is depleted
and another dose must be applied to the weapon,

ELIXIR OF VIGOR

This thick, viscous liquid quickly bonds with muscle tissue,
temporarily strengthening the user to unheard-of levels. It
drains their mental fortitude, but the gain in raw power is
surely worth this drawback.

When the user consumes this potion, their Brawn increas-
es by 1 but their Willpower is reduced by 1. This effect lasts
until the end of the following round.

HEALING POTION

This might take the form of a foul-smelling salve, crystal-clear
elixir, or tincture with a strange ethereal glow to it. However,
the overall effect is the same. Somehow, the polion heals
injuries and restores those who drink it to good health.

When the user consumes this potion, they immediately heal
Hnjury with a severity of Hard (€ € 4) or less.
-gh this potion can heal the Maimed Critical
[ it cannot regrow the lost limb.

POISON

his alchemical poison is not all that
imilar from the deadly neurotoxins
ed for assassins and hired kill-
ajg;ross the galaxv.

Mhen affét:ted by the poison, the
s L immediately make an
; ‘] Resilience check.
they suffer 5 wounds,




TABLE 3-1: ALCHEMICAL POTION TEMPLATES

aterial Price /Rarity Check

Acid 600 credits/6 | Average ( Dicplin or anledge [Lo} eck i 2ur5
Draught of Fire 400 credits/S | Hard (€ € @) Discipline or Knowledge (Lore) check 3 hours
Elixir of Vigor 600 credits/b Ha;; E; ;MQJ Disciplinﬂemo:ﬂla;ggl;ggv;m([;r;}“;;ck ¢ 4hours |
Healing Potion 1,000 credits/5 | Average [Q ’] Discipline or Knowledge (Lore) check 2 hours
Poison 500 credits/4 | Easy (‘] Discipline or Knowledge (Lore) check 2 haurs
Potion of Wills 1,000 credits/8 Daunting (@ ¢ € ¢) Discipline or Knowledge (Lore) check 6 hours
Stimulant 400 creditsls | Average (@) Discipline or Knowledge (Lore) check | 2fiours
Water of Life 1,000 credits/10 J‘ [Ff;r";;dcf‘:fk{‘ # ¢ ¢ §) Discipline or Knowledge 8 hours
Weakening Potion 1,000 credits/ka!wl:l;:d_ “[;M:‘“)“-l;;c“i;“l};;m;-lKnowledge}‘I-.\ore] check E 4 hour'; z

TABLE 3-2: SPENDING €2, @, &, ¥, O, AND @ ON POTION CREATIONS

Symbals

Effect

Fortifying: If the potion is beneficial, the target heals one wound when consuming it.

.. or O Reviving: If the potion is beneficial, the target heals two strain when consuming it
Draining: If the potion is harmful, the target suffers two strain when consuming it.
Long-lasting: If the potion has a duration associated with it, increase the duration by one hour (or one round
¢ in structured encounters
OB ' hied )
orQO Careful Measuring: By carefully measuring ingredients, some are saved for later. The character retains
supplies worth 50% of the material price needed to craft the potion (this can only be selected once).
T Large Batch: Brew up an extra large batch of the concoction, credting two doses of the potion instead of one.
(Y X VRN iy = A : : .
or QOO Extra Potency: If the potion is harmful, increase the difficulty to resistit by 1 (to a maximum of Formidable
6664
T Recipe: Create a recipe thal permanently reduces the difficulty of creating this type of potion by | (to a
UOU'OU/O% & minimum of Simple [-]).
or
Virulent: If the potion is harmful, upgrade the difficulty of any checks to resist it once.
Empowered: If the potion is beneficial, it remains in the user’s system, and has the same effect the
orQO0O00 following round
Foul Taste: If the potion is beneficial, the user suffers 2 strain after consuming it and benefiting from its effects.
o v.or@® Vile Smell: If the potion is harmful, characters add [] to any checks made Lo notice it in food, drink, or

| applied to a weapon.

88 W,

Te®

Brief Effect: If the potion has a duration associated with it, decrease the duration by one hour (to a minimum |
of half an hour) or by ene round (to a minimum of one round). |

Sloppy Brewing: The character requires extra ingredients due to brewing mistakes, and must obtain
additional supplies with a cost equal to 25% of the base cost.

= =C )=}
&8 v,

r9e®

Diluted Strength: If the potion is harmful, reduce the difficulty to resist it by 1 [to a minimum of Simple [-]].

Empowered by Evil: The user suffers 2 Conflict after consuming the potion.

LA
od 1 I I ]

Unexpected Side Effects: After the potion is consumed and its effects applied, the CM selects the effects of
a different alchemical potion and applies those ta the target as well. These effects should be beneficial to the
target if the potion was created to be harmful, and vise versa.
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MAKING TIME FOR CRAFTING

here are many different ways in which a character

might undertake a crafting project. Some characters
might approach their work slowly, putting in a few hours
a day over weeks, months, or years. Others might dis-
appear into a workshop for whole days at a time with-
out rest or regard for their other needs, only to emerge
(probably exhausted) with a finished product.

The GM must consider how to allocate time during
sessions for crafting. Generally speaking, few groups
want to sit around while the GM and one player nar-
rate tinkering with a device for hours. The crafting
check is meant to expedite this process, but if a player
wants to get deep into the nitty-gritty of building a
device, there are a few ways that the GM can handle
it without slewing play overmuch for everyone else.

Whenever the group takes “downtime” during the
story, the GM can offer players interested in crafting
the chance to build a number of items appropriate to
the time available. The GM can alternate attention

POTION OF WILLS

This poison must be imbibed to have any effect, although
those effects are as impressive as they are disturbing. [t
inhibits the user's mental faculties, making them willing to
agree to anyone's commands.

This polion cannol be applied to a weapon; it must be
ingested, When affected by the poison, the target must make
an Average (€ @) Discipline check. If they fail, they count
their Willpower as O for the remainder of the encounter (or
one hour in narrative time]. At the GM’s discretion, they are
also willing to follow any instructions Lhal they receive. The
duration increases by one hour per {8.

STIMULANT

Similar in effect but infinitely stronger than a pot of hot calf,
an alchemical stimulant can keep an exhausted individual
awake and moving for hours. Of course, the inevitable crash
from this induced alertness just gets worse the more that
individual pushes themselves.

When the user consumes this potion, they increase their
strain threshold by five for the remainder of the encounter
(or one hour in narrative time).

between each of the players, each of whose charac-
ter is presumably pursuing some agenda during the
downtime. Thus, the GM might tell all would-be craft-
ers to perform Step 1: Select Template, then turn to
the group of PCs who have decided to visit a cantina
for some rest and relaxation. Once the cantina group
has played out a few checks, the GM can return to the
crafters and ask which item they have selected, then
have them perform Step 2: Acquire Materials. The
GM can continue in this way, even asking the crafters to
make choices about how to spend £ and & in Step 3:
Construction while running unrelated scenes for other
characters who have business of their own to resolve.

Alternatively, the GM could ask the player interested
in crafting to arrive early to the session (or stay a bit
late) to take care of the mechanical side of the craft-
ing, so that everyone else at the table doesn't have
to wait around while that player agonizes over which
quality to add to an item. The best option is the one
that works best for the particular group in question.

WATER OF LIFE

Created using something the Nightsisters of Dathomir called
"spirit ichor,” the so-called Water of Life is a glowing green
liquid that can heal wounds, and even return the “mostly”
dead back to life.

When the user consumes this potion, they heal all wounds
and strain they are currently suffering. In addition, if applied
to a target who died during the current encounter, the target
may immediately make a Daunting (@ ¢ ¢ @) Discipline
or Resilience check (even though the target is dead). If suc-
cessful, the target returns to life and heals one Critical Injury
of their choice that they are suffering from.

Alternatively, a the user may consume this potion while
making a Force power check. If they do so, they suffer 1
Conflict, and they add automatic O @ to the check results. If
the Force user is attempting to make a Conjure check, they

add OO @@ instead.

WEAKENING POISON

This poison does not kill the target, but it does weaken them
significantly. Under its effects, a target's wounds bleed freely,
and even the least effort exhausts them.

When affected by the potion, the target must immediately
make an Average (€ @) Resilience check. If they fail, they
reduce their wound and strain threshold to half their normal
value (rounding up) for the remainder of the encounter (or
one hour in narrative time). The duration increases by one
hour per 4.
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ALCHE L TALISMANS

Alchemical talismans are generally small items either worn
on necklaces, carried on a belt, or held in the user's hand.
Many are decorated with symbols and icons representing
their power or the beliefs their users have in them.

When crafting an alchemical talisman, first choose one of
the following templates. Each template’s effect and duration
is listed in its entry.

AMULET OF POWER

Though it often takes the form of a small conglomeration of
crystal shards, this talisman stores within it a strong connec-
tion to the Force. When shattered, the wearer finds them-
selves surging with additional potency in their Force abilities.

The user may employ this talisman to roll 1 additional O
as part of a Force power check or when adding O to a skill
check. Once used, the talisman fragments into dust.

FETISH OF FEAR

This talisman radiates an aura of terror into anyone seeking
to attack the wearer. Many crafters deliberately form each
into small, grotesque figurines or body parts, the better to
heighten the effect.

The user may chose to have an enemy character attempt-
ing to move into engaged range with them to first make an
Average (@ @) Fear check as an out of turn incidental,
If the character succeeds, they can move as desired. If the
character fails, they cannot perform the desired maneuver
but can still perform another maneuver instead.

NEURAL CHARM

This talisman often is worn as a circlet or pair of large ear-
rings, and works to accelerate thought processes even in
nan-arganic beings. Though stressful to use, it can ensure
the wearer remembers a vital fact just in the nick of time.

While wearing this talisman, when the user makes a
Knowledge check, they may suffer a number of strain up to
their Intellect characteristic. If they do, they add [ equal to
the strain suffered this way to the check.

PROTECTIVE AMULET

Commonly taking the form of a ring or brooch, this talisman
surrounds the user with an aura that simulates the comforis
of thelr native environment, no matter the dangers that sur-
round them.
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While active, the talisman allows the user to ignore envi-
ronmental effects such as fire, acid, and corrosive atmo-
spheres. They always act as if in a standard gravity field and
may breathe normally even underwater and in a vacuum.
Weapons with the Burn quality do not count as having that
quality when used as part of an attack against the user.

HEALING ACCELERANT

This talisman surges with energy, easing minds and mending
bodies. It can even rewire circuitry or weld metal if needed.

When the talisman is active, whenever the user would
recover strain or wounds, the user recovers that amount plus
1 instead.

SHIELD AMULET

This small, seemingly decorative item protects the wearer
from attacks that call an the Farce for power. Such attacks
break like waves against the rocks from the amulet’s power.

If the user would suffer damage from an attack where a
Force power was used either to perform the attack or aug-
ment its effects, they may choose reduce the damage the
attack inflicts by half (rounded up). This talisman can only be
used once per session.

TALISMAN OF FATE

This small icon seems to be made of an impossible number
of multicolored threads, tighlly bound into a geometric form.
As forces rise to threaten the wearer, the threads seem to
shift and somehow negate the threats.

Whenever the GM would flip 1 Destiny Point to upgrade
the ability or difficulty of a skill check involving the user, the
user may downgrade the difficulty of the check once. This
does not return the Destiny Point to the dark side. This talis-
man falls apart and dissolves after a single use.

TOKEN OF RESISTANCE

Often worn on a necklace as a starburst of metallic shards,
this fetish acts to dampen Force powers used to sway the
wearer's thinking. For those who fear the mind tricks of olden
days, it is essential to preserve an individual's sense of self.

Whenever the user is targeted by an opposed social skill
check where a Force power was used either to perform ar
augment the check, they may choose to have the opposing
character roll 1 fewer  as part of the check. IT this means
there are not enough O for the check to be made or the
power to activate, the check automatically fails.




TABLE 3-3: ALEHEMIEA TALISMAN TEMPLATES
Material Price/Rarity |

| Amulet of Power 500 credits/6 | Hard (4 ¢ ) Discipline or Knowledge (Lore) check 4 hours

: Fetish of Fear 300 credits/4 | Average (¢ €) Discipline or Knowledge (Lore) check 2 hours

i Healing - . s

| Accelerant 600 credits/S | Daunting (@ ¢ € ) Discipline or Knowledge (Lore) check 8 hours

| Neural Charm 1,200 credits’7 | Daunting (@ ¢ € ) Discipline or Knowledge (Lore) check 6 hours
Protective AmuIeL 300 credits/4 | Easy [’] Discipline or Knowledge (Lore) check 3 hours
Shield Amulet 1,000 credits/8 | Daunting (@ ¢ € ) Discipline or Knowledge (Lore) check 2 hours
Talisman of Fate | 4,000 credits/6 | Hard (4 4 @) Discipline or Knowledge (Lore) check 10 hours

| Token of o Formidable (@ ¢ € ¢ @) Discipline or Knowledge :

| Resistance 1.800 credits/9 fLore}icheck 8 hours

Symbols

TABLE 3-4: SPEN[IINE {2, @ __ O AND .DN TALISMAN EREATIDNS
| Effect

Draining: Il the talisman affects another characler in a harmful manner, that character suffers 1 strain after

‘ . & orQ resolving the effects of the Lalisman.
| Hidden Purpose: Add Il to any checks made to determine the talisman’s true function.
Growing Power: If the talisman is used to oppose an enemy'’s skill check or an enemy must perform a skill
check due Lo the talisman's activation, that check’s difficulty is increased by 1.
i gf’é}o@' Invigorating: The user recovers 1 strain after using the talisman.
: Careful Measuring: By carefully measuring materials, some are saved for later. The character retains
i supplies worth 50% of the materlat price needed to craft the talisman (this can only be selecled once).
| Additional Power: If the talisman is used to inflict or reduce damage, the amount inflicted or reduced is
QO { increased by 2.
orQO0O i Clever Construction; The crafter finds an inspired way to fashion more while using the same amount of
| materlal, creating two of that talisman instead of one.
| | Blueprint: Create a construction formula that permanently reduces the difficulty of creating this type of
|l @O ¢ | talismanby I [toaminimum of Simple [-]).
{ orOOQ0O Redirect Energy: If the talisman reduces damage or resists enemy influences, the user may make a single
maneuver as an out-of-turn incidental once its effects are resolved.
Empowered: If the talisman can on\y be used once per session or is lost after one use, it instead can be
used twice per session or has one additional use before it is lost [this can only be selected once).
3 orQO0O0Q0O Mighty: If the talisman adds or removes dice ta a check, it adds or removes one additional die of that type
[th|s can only be selected once].
' Notlceahie Force users add [ to any checks made to delermine that the talisman is an actual alchemically
& . or@ crafted item and not merely decorative Jewelry or an ornamental keepsake.
Cumbersome: The talisman is awkwardly fashioned. Increase its encumbrance by 1
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Bad Feeling: The user suffers 1 Conflict after using the talisman.

Sloppy Integration: The character requires extra ingredients due to crafting mistakes, and must obtain
additional supplies with a cost equal to 25% of the base cost.
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Hard to Control: The user must perform a Hard (€ € @) Discipline check as an incidental (out-of-turn If
needed) in order for the talisman to activate.

Empowered by Evil: The user suffers 2 Conflict after using Lhe talisman.
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Twisted Fates: The user must spend a Destiny Point in order Lo use the talisman.

Failure to Activate: The talisman seems cursed, and prone to malfunction. The GM may spend 2 Destiny
Points to have the tallsman fall to work when the user wishes it to. This does not count as using it for purpoeses
of its duration, or number of times if can be used per session or before being lost,
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EXPANDED FORCE POWERS

layer Characters in Force anp DesTiNY possess a great

advantage in their connection to the Force. Within the
game, this is most evident in the use of Force powers. How-
ever, the Force is mysterious, subtle, and capable of near-end-
less possibilities. The Force should always be an important,
even central, part of the narrative in any Force aND DEesTiNY
campaign. It not only enables the PCs to accomplish their
goals, but often drives their objectives and adventures.

For CMs and players who want to further explore the
role of the Force in their game, Lhis section provides advice
for incorporating the Force into the narrative. In addition,
optional rules suggest some ways CMs can mechanically
reflect the influence of the Force, giving it a bigger part in
checks and other rules outside of defined Force powers.

THE ROLE OF THE FORCE

The Force is a central part of Star Wars, even i its influ-
ence is not always apparent to the characters. In FoOrRCE AND
Destinv, however, the Force not only plays a constant and
important part in the story, but the PCs actively, if not always
consciously, utilize it to achieve their goals. Whether the
characters willfully use the Force or subconsciously channel
it, the results can reach far beyond the immediate challenge,
and are not always positive. Force sensitives exhibit many
abilities and benefit from their connection even without the
training to utilize it to its full extent. Even when the Force
marnifests in subtle ways, these individuals risk drawing upon
the dark side and slipping into a spiral of corruption.

THE FORCEAS A
NARRATIVE AID

In many Force AND DEesTINY campaigns, the Force and the
PCs" understanding of it (or lack thereof) is a driving part of
the story. Whether this is the case or not, the Force can—and
often should—influence the narrative in more subtle ways
as well.

Every roll the players make both originales from and
drives the game’s narrative, If there are no dramatic conse-
guences of the activity, then it probably does not call for a
check in the first place. If an activity is important enough to
warrant a check—whether to advance the action or reveal
more of a character’s personal story—it is important enough
for the Force to play a part, at least as long as it makes sense
within the narrative.

One direct and natural way to use the Force to enhance
the narrative is to incorporate its presence into checks and
other events outside of Force powers. This simply means
describing a character’s action as drawing on the Force. For
example, GMs usually describe Perception checks as using
one of the five standard senses most sapient beings pos-
sess to detect a threat or something of interest in the scene.
A Force-sensitive character, however, might very well notice
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the same thing through the sixth sense the Force offers. The
GM can call for a Perception check as normal, simply narrat-
ing that the character experiences a sudden realization of
danger or subtle tremor in the Force, rather than hearing the
enemies unholstering their blasters just out of sight.

Some players might incorporate the Force into their
descriptions of “mundane” actions they take in this way
without any prompting. For instance, a player who suspects
enemies lurking in ambush might describe their character
closing their eyes and reaching out with the Force. A GM
should generally encourage this and incorporate it into their
own descriptions for that scene.

A great way to incorporate this sort of narrative interac-
tion of the Force into a game is by tailoring such “soft” Force
actions to the character. The previous example of a Percep-
tion check is particularly appropriate for a Mystic character,
someone who customarily sees the galaxy in terms of the
Force. A GM can encourage players to draw on the unique
affinitles of their characters in describing their actions, and
can weave personal traits into their own narration.

Of course, the *how” of an action often becomes clear only
once the dice are rolled and the results interpreted. In this
way, the GM and players can use the influence of the Force
on a check to help explain particularly good—or unusual-
results. A great Vigilance check in the face of an ambush, a
well-placed blaster shot, a fall of a long distance with only
negligible injuries, and almost any other remarkable result
of a skill check could reflect the characters using the Force,
whether Lhey realize it or not.

These sorts of narrative uses of the Force do not necessar-
ily grant any mechanical rules advantage. However, due to
the narrative nature of Star Wars Roleplaying, it can influence
checks and other aspects of the game even within the normal
application of the rules, just as with other narrative details.

THE FORCE AND CHECKS

The narrative drives each game of Force AND DEesTINY, just
as the results of checks propel that story in new directions.
With any skill check, the narrative circumstances can modify
the check by adding (] or I The flow of the Force is no
exception, and when weaving the Force into the narrative
outside of formal Force powers, as already described, the
CM should consider modifying checks accordingly.

As described previously, GMs may encourage players to
describe their characters drawing on the Force for seemingly
mundane checks. To recognize and reward particularly good
and creative ideas for how the Force might aid a character
in an action, the GM can add [] or more to the dice pool,
just as with any other circumstance the players use to their
advantage. Of course, unlike environmental features and the
like, the Force is always there as a potential aid. To prevent
plavers from simply gaining [] to every roll they make by
claiming their characters are using the Force, a GM can do
a few things.




First, the GM should restrict such bonus [] to situations Another way to ensure the Force benefits ordinary skill
where it feels appropriate and in which the player comes up  checks only in a way that reflects and reinforces the narra-
with a good and creative explanation for how the character  tive is to apply the same risk that comes with any use of the
draws on the Force. If a player simply claims, “l use the Force  Force—namely, the temptation of the dark side. Primarily, a
to jump higher,” the GM might not allow an extra[], but sim-  GM can represent this by spending 8} and & the check gen-
ply suggest that the player should use the Enhance power, erates to give the PC one or more Conflict. Like the addition
~ orspend XP to acquire it if they have not already! However,  of [ in the first place, this should only be done if it makes
if the player describes how the character reflects on a men-  sense narratively, Going back to the example of the Force
tor's advice in order to find the inner strength to make what  sensitive leaping the chasm, if the check generates several
would otherwise be an intimidating leap over a chasm, the 4, the CM and player might decide that the PC gives in to
- GM could add []. This still is not as potent as even the basic  thelr anger toward the NPC they are chasing, giving an edge
- Enhance power, but it is a good example of roleplaying and  but also bringing the PC closer to the dark side.
weaving the story into the roll—exactly the sort of thing that
-could add positive dice to any check.

Of course, there are other narrative risks associated with
using the Force, which apply both to Force powers and
when characters use the Force in more subtle ways. Other
Force-sensitive characters might sense the activity or even
the identity of the PC, if the two have previously encoun-
tered one another, Other NPCs—those who are not Force-
sensitive—might even notice something out of the ordinary
about the PC's action, and in turn might report it to Impe-
rial authorities, try to blackmail the PC, or otherwise make
trouble for the PCs. Both of these situalions, as well as other
appropriate repercussions, could come about as a result of
8 or & on checks in which a PC uses the Force to gain a
benefit, or from the use of Force powers that require com-
bined checks.

i

Although rarer, there are also circumstances in which the

: Farce mgm acd M to checks the PCs make. This might rep-

. | indirect consequence, such as [l to social checks

acting with NPCs who distrust Force users or are

of berng associated with them. In other cases, a PC's

ement to the Force may in itself be a disadvantage. For

ple, when confronted with a powerful Sith or Imperial

or requiring a fear check, a PC who can sense the

; s power might add Il while a PC smuggler without
Force sénsitivity does not.




AND DESTINY

Destiny Points are a powerful tool for players to influence
the story, as well as an additional tool at the GM's disposal.
To some extent, Destiny Points always represent the impact
of the Force on proceedings. However, this is doubly true in
Force anp Destiny, as compared to other Star Wars Role-
playing games. Unlike other PCs, Force-sensitive characters
are likely to realize when the Force influences events around
them, while consciously drawing on and manipulating it to
affect the results. Destiny Points are an effective way to rep-
resent this.

Much as with Il and [], both the GM and players can
narratively describe how the Force influences events in such
a way as Lo upgrade a check or its difficulty. A player might
spend a Destiny Point to upgrade a check, flipping the token
as they describe their character closing their eyes and focus-
ing on the Force between lining up a blaster shot. Or the GM
might describe the PCs detecting a subtle disturbance in the
Force as they spend a Destiny Point to upgrade the difficulty
of a check.

Destiny Points, of course, also represent the influence of
destiny over the events of the game. Appropriately, these are
two sides of the same coin—the currents of the Force nudge
evenls Loward a predestined outcome, and in many ways the
Force and the destiny of both the PCs and the galaxy are
one and the same. When the PCs spend a Destiny Point to
add an important item or other feature to the scene, it could
represent the culmination of a chain of events set in motion
years or decades before. Once in a while, the PCs might even
see a link in this chain, such as noticing that a much-needed
power cell that shows up at a crucial time bears the mark of
a trader they assisted in a previous adventure. Such details
are not necessary, but can be used on occasion to add depth
and remind the players that the Cosmic Force and its influ-
ence extend throughout the galaxy.

CHARACTER ADVANCEMENT

When deciding how to spend XP to advance their characters,
players should consider not only how they want their char-
acter to advance, but what the character has been through.
In both cases, it is important to also consider the impact
of the Force on the character's development, and not only
when it comes to Force talents and Force powers. With some
thought, players and GMs can wark together Lo ensure that
character advancement reflects the influence of the Force
on the PCs’ lives, just as do checks and other in-play events.

One way Lhe Force can affect character advancement is
for the players to look to narrative Force uses (as described
on page 86) as a cue. In some cases, a character's nar-
rative use of the Force, whether or not it adds CJorll to a
check or otherwise has a mechanical impact, might resemble
an existing Force power, albeit less potent. For instance, if
the GM or player narratively described the character as
using the Force to detect danger with an ordinary Vigilance
check, the player might decide to spend XP to acquire the
Sense power, possibly at the GM’s suggestion
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Learning more of the Force and how to use it is often a
major motivation for Force anp Destiny characters. Obtain-
ing holocrons, locating potential teachers, and uncovering
ancient lore are all likely goals that provide a perfect nar-
rative reason for PCs to spend XP on Force powers and tal-
ents. Tying together narrative and mechanical rewards like
this can reinforce the role the Force plays in the PCs" ongo-
ing development. A GM might want to suggest appropriate
Force powers and talents that reflect what the characters
learn in-game, or just work with the players to craft a suit-
able narrative.

INDIVIDUALIZING FORCE POWERS

The Force and how a character manifests their particular
affinity for it can influence not only what abilities the char-
acter acquires, but how those apply. The same power might
appear very different when used by different characters.
Force powers aren’t quite as standardized as they might
seem from the rules. There have been many Force traditions
throughout history, each learning how to harness the Force
in different ways and to varying ends. Different schools of
Force use might teach very differently but arrive at similar
results, at least in terms of game mechanics. Even within
a particular Force tradition, such as that of the Jedi, users
put their own spin on similar techniques. In fact, some Force
users are identifiable by their unique abilities.

When it comes to differentiating different schools of Force
use or the idiosyncrasies of individual users, the description
provided oy the CM or player is usually enough to distin-
guish powers. Variations might be subtle or significant. While
one player might describe the Unleash power as bolts of
crackling energy, another character might manifest the abil-
ity in the form of telekinesis that drops or hurls objects at
the target.

In rare cases, a “reskin” of an existing power, even with the
upgrades available, might not adequately represent the sort
of ability a player wants for their character. In this situation,
a GM might decide to apply the new rules for flexible Force
powers or freeform Force use presented on this page and
page 90.

NEW RULES

The existing rules for skill checks and the Force are more
than adequate to cover very nearly any situation that might
arise in game. Still, whether to better represent unigue Force
powers the PCs develop or to encourage players o think
(even more) creatively when it comes to using the Force, a
CM can choose o implement some or all of the new rules
presented in this section.

FLEXIBELE FORCE POWERS

Force powers open up a variety of options for PCs, from
the ability to circumvent impeding terrain to new combal
options. However, players are likely to come up with uses for
their characters’ powers that seem to stretch the limits of a
power, either because they seem too potent or because how

N




TRUST YOUR INSTINCTS

Force-sensitive characters have a variety of addi-
tional abilities at their disposal. Not enly are these
a great advantage, but they can sometimes allow
these PCs to all but circumvent traditional challenges
and obstacles. In some cases, Force powers simply
remove the need for specialized equipment. Other
times, creative PCs might surprise a GM with a quick
or “easy” solution to an intended challenge. This may
be especially true for a game utilizing the additional
rules presented here.

This can at first seem frustrating for a GM, but it
doesn’t have to be so. From a player's perspective,
overcoming obstacles in interesting and exciting
ways can be one of the most enjoyable aspects of an
RPG. Rather than lament how “easy” it was for PCs
to resolve the challenge, a GM can be satisfied both
in success in one of their primary goals—making an
enjoyable game for everyone—and with the entertain-
ment, excitement, or humor of the scene. It is always

good to keep in mind that a creative solution to a

to resolve the effect is not entirely clear. Rather than restrict-
ing the players’ options to what is clearly defined in a Force
power's description, it is often better to view it as a starting
point. Allowing more flexibility with Force powers can give
players a feeling of empowerment, reward clever thinking,
keep the game moving, and just add excilement.

In many cases, this does not necessitate new rules or devi-
ations from the rules at all. Force anp DEesTINY is a flexible,
narratively-driven game, and it is important for everyone
at the table to remember that the same flexibility applies
to Force powers as all other activities characters might
attempt. While a Force power's description states certain
effects, these need not be seen as limits—although the CM
should avoid allowing players to duplicate the effects of pow-
er upgrades without purchasing them.

During combat encounters, most actions the PCs take
require checks, including Force powers. The tables on page
212 of the Force anp Destiny Core Rulebook present com-
mon and suggested uses for spending positive and negative
dice symbols in combat. These options apply to attacks
using Force powers and talents as much as those made with
blasters, whether or nol the action involves a lightsaber. For
instance, while the Move power explicitly states a charac-
ter can use it to pull a weapon from an opponent’s grasp,
a player could also spend £2 €3 €2 or @ as part of the
Unleash power—as with any attack—to cause the target to
drop a weapon. Whether this represents the target dropping
it because of the pain or the PC pulling it from their grasp
with the Force is a matter for the players and GM to decide.
When it comes to Force powers outside of combat, the GM
and players should likewise work together to devise exciting
outcomes based on the result of a check.

challenge does not really mean it was easy, but that
the players overcame it with clever thinking instead of
reliance on obvious methods or purely on dice rolls.

In a game featuring Epce oF THE EMPIRE or AGE OF
ReBELLION characters, it might also be a concern that
a player who finds creative uses for Force powers
might take more than their share of time inthe spot-
light, solving problems that would normally require
the skills and talents of other careers. Of course,
there are limits to what a PC can do with the Force,
even when using the optional rules in this section.
It’'s unlikely that a Force sensitive can outperform
other characters in their areas of expertise on a
regular basis. A GM can employ the same strate-
gies here they use any time there is a risk of one
player having a prominent part at the expense of
others’ enjoyment. The rules for assistance offer a
good compromise when two PCs have promising and
compatible solutions to a challenge.

Of course, the player and GM can also spend dice symbols
when a player attempts an unusual use of a power that the
CM determines requires a check.

Force powers are intentionally broad, but sometimes a
player might attempt to use a Force power in a way that
is clearly outside the limitations of the power. In such a
situation, rather than simply disallowing the use, a GM
might consider allowing it so long as il does nol replicate
the effects of a different Force power. This is particularly
appropriate for Knight-level characters, who are capable
of a dizzying array of applications of the Force, and likely
to develop their own unique technigues. Even with less-
experienced characters, the potential to add excitement
and enjoyment to the game should usually outweigh minor
concerns about game balance.

If a player’s unusual application of a Force power is par-
ticularly potent or important to the story, it should require
a combined check. This is especially true if the power tar
gels an NPC (see Resisting Force Power Checks on page
283 of the Force anp Destiny Core Rulebook], For instance,
a GM might allow a PC to use the Move power to hurl Minicn
NPCs through the air or push them over a ledge. Normally,
Move can only target objects, bul the GM might decide that
the Minions are easily dispatched, and allow the player Lo
attempt it anyway, basing the difficulty of the check on the
weight of the NPCs, or resolved as an opposed check against
their Resilience.

A check is also appropriate if a PC uses a Force power
under particularly difficult circumstances, such as using
Enhance to leap onto a landspeeder as it zooms past. In
general, if a check would be needed for a similar “mundane”
action, a combined Force power check is appropriate.
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If a combined check is already required as part of a Force
power, the GM might want to increase the difficulty of the
check or add Il for a particularly unusual application. In
some cases, it might be preferable to simply allow a player
to spend 2 and @ for effects outside the usual applica-
tion of the power. For instance, if a PC is using Enhance to
leap between two buildings to escape pursuit and the GM
decides the importance of the situation calls for a check, the
player might spend @ to instead land on a passing speeder
and make a clean getaway.

FREEFORM FORCE USE

As broad as Force powers are, some players might want
additional options, or consistently attempt actions emulat-
ing Force powers they have not yet purchased. For reasons
such as these, GMs might consider allowing more freeform
use of the Force. This is entirely optional and solely at the
CM's discretion, as it has the potential to alter the game sig-
nificantly. It is particularly appropriate for Mystic characters,
for whom the Force affects every aspect of life in ways that
even other Force sensitives do not see.

When a PC attempts to use the Force for an action that is
not covered by any Force power they possess, the CM can
allow them to make a combined Force power check. The dif-
ficulty of the check is at the GM's discretion based on the
task attempted, but should generally be at least Average
(@ @). Likewise, the GM decides how many (B the check
must generate to achieve the player's stated effect. The skill
used for the check should correspond to the action, par
ticularly when it represents a more potent (or stylish) ver-
sion of an action a character might attempt without use of
the Force, For instance, a character drawing on the Force to
staunch an ally’s bleeding wound would make a cembined
Medicine check. If no other skill seems particularly appropri-
ate, Discipline works well for most “pure” Force uses.

FREEFORM USE AND EXISTING POWERS

This sort of freeform Force use should not take the place of
existing Force powers. If a player describes an action that
replicates the effect of a Force power, the GM could either
let the player know their character does not possess the
expertise yet (and suggest the player invest the proper XP
to show their character's pursuit of this ability), or possibly
allow them to achieve similar but lesser results, and only
with a combined check of at least Hard (¢ @ ) difficulty.
As a guideline, it should also require double the number of
(B as the existing power. This reflects the difficulty of such
untrained use, and encourages players to invest XP in pow-
ers they plan to use again. Regardless of the relative dif-
ficulty of the check or the (B generated, it should not mimic
the results of any Force power upgrades. Such control is
simply beyond the grasp of a character without extensive
practice in the technigue.

This latter method allows players to effectively “try
out” different Force powers before deciding if they want
to commit the XP necessary to purchase them. Narra-
Lively, it might represent a Force sensitive experiment-
ing with their abilities, or the training process to mas-
ter the basics of a power (with additional expertise
coming in the form of upgrades purchased ater).
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RISKS OF FREEFORM FORCE USE

Another option if a GM feels players are abusing their access
to freeform Force use is to apply additional risks and penal-
ties in the form of Conflict. Force powers represent tried and
true methods of harnessing the Force, honed over genera-
tions of Jedi, Sith, or practitioners of other Force disciplines.
Experimenting with the Force outside of these established
methods often poses a greater danger for the user to give
in to negative emotions, from [frustration at their inability to
achieve the desired effect to hubris when they do succeed.
Additionally, bending the Force to new and untried uses
during battle or other tense and dangerous situations, as
opposed to careful experimentation under controlled condi-
tions, is physically and mentally taxing. e




A GM can spend & and § on combined checks to inflict
strain or Conflict on a character, as narralively appropri-
ate. CMs wha invoke this option often might even consider
reducing the difficulty for skill checks made as part of free-
form Force use, both to keep the approach feasible for the
PCs and to tempt them with the promise of easy power.

FORCE DUELS

Star Wars is replete with instances of Jedi, Sith, and oth-
ers engaged in Force duels, locked in a contest pitting each
individual's sheer power and mastery of the Force against
the other's. To better represent these dramalic combats,
GMs can use the rules presented here, in which opposing
characters enter into a contest that takes multiple rounds
to resolve Force duels are often visually intense affairs, with
clashing energies and flying objects.

Parl of what makes Force duels so exciting is their relative
infrequency compared to “normal” combat, even lightsaber
duels. To preserve this drama and excitement, it is best to
use these rules only for climactic encounters between PCs
and Nemesis NPCs (or possibly between PCs—see Player
Characters in Opposition on page 94].

BEGINNING THE DUEL

A Force duel is more than an ordinary attack, although it
might begin as one. When a character uses a Force power
against another Force user, and before resolving the check,
the player of the target character, or the GM in the case of
an NPC, can declare they are defending against the power
by initiating a Force duel. The defending character chooses
Lo resist either with the same Force power as the allacker
or with a different appropriate power; this might be a the-
matically contrary power, or simply one appropriate to the
situation. The GM has the final say on whether a power can
be used in the duel.

A Force auel is resolved as a compelitive check (see page
33 of the Force anp Destiny Core Rulebook) that is also a
combined Force power check, except where noted. The dif-
ficulty of the check is Average (@ €) unless the GM decides
otherwise. The skill for the check depends on the Force pow-
er used; if the duelists use different powers, this might mean
they use different skills. If a power does not normally require
a check, the GM and player decide on an appropriate skill. If
no other skill seems appropriate, use Discipline.

Bath duelists roll and determine a winner as with any
competitive check. However, the Force powers do not have
their usual effects, even on a successful check. Instead, each
character inflicts 1 strain per 3% on the other. If both duel-
ists are still below their strain thresholds after resolving the
competitive check, the duel continues next round.

A participant in the duel who does not generate at least
one (B inflicts no strain on the opponent, regardless of how
many 3% the check generates,

CONTINUING THE DUEL

In subsequent rounds, the characters engaged in the Force
duel act simultaneously at the lowest initiative step available
to the character who initiated the duel, leaving an extra ini-
tiative slot far the allies of the character who did notl Initiate
it. (The Force due! requires the full attention and concentra-
tion of both combatants, leaving them slower to respond (o
angoing events))

The duelists make another competitive check using the
same Force powers they selected in the first round of the
duel. A character may use a different Force power instead,
but adds [l to the check, as even the brief moment Laken
to change approach could leave an opening for the enemy.
The winner of the previous round’s check upgrades their
skill check for the current round. This represents the char-
acler pressing their advantage and forcing their opponent
on the defensive.

At any point in the round, a duelist can opt to take an
available initiative slot, ending their participation in the duel.
However, a Force duel is an intense affair, and a character
who takes a different action in this way leaves themselves
open to the opponent. If the opposing duelist chooses, they
can make a check following the rules for a duel, regardless
of the initiative step they now choose to act on. The charac-
ter makes the check as above, bul because the opponent
has ceased (o participate in the duel, it is not resclved as a
competitive check. In addition, the difficulty of the check is
reduced one step from previous rounds.

As long as ane of the characters continues their participa-
tion in the duel, it is considered to be ongoing. This means
thal Lhe other character can choose to rejoin the duel in the
next round, and it proceeds as described. In this way, char-
acters can interrupt the duel with lightsaber swings, blaster
shots, and other attacks, while the duel itself continues.

Participants in a Force duel can use maneuvers to move
about without ending the duel, so long as both participants
remain within range for their chosen Force powers.

ENDING THE DUEL

A Force duel ends when a participant’s strain exceeds their
strain threshold (even if the losing character ended Lheir par-
ticipation in the duel already during the same round). When
resolving the check that ends the duel, in addition to applying
strain to both participants, the winner of the duel now applies
the effects of their Force power. Note that this is not an
opposed check, and so the results of the losing character’s roll
do not reduce the effectiveness of the victor's Force power.

It is possible both duelists might exceed their strain
thresholds at the same time (with the results of the same
simultaneous competitive check]. In this case, resolve the
effects of both participants’ powers against the other before
applying the results of excessive strain.

If both characters end their participation in the duel by
taking a different action or selecting a different target, the
duel ends without any additional effects. Likewise, if a char-
acter moves out of range of their—or the other duelist's—
Force power and the cpponent does not move within range
on the next round, the duel ends.
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DARK SIDE PLAYER CHARACTERS

orck AND DesTiny includes both rules and CM guidance for

Player Characters falling to the dark side of the Force. This
section expands on the material presented in the Core Rule-
book, and is aimed at GMs who anticipate the possibility of
a PC falling to the dark side. One question a GM should con-
sider up front is whether or not dark side PCs are appropriate
for the campaign. A GM might make Lhis determination on
their own, but it is usually a good idea to discuss the prospect
with players. If a player has a strong desire to play a dark side
character, it is best to address this early to make sure Lhe
game is enjoyable for everyone.

WHY PLAY A DARK
SIDE CHARACTER?

There are many reasons a player might want their character
to fall to the dark side, and understanding the specific situa-
tion can be helpful in deciding whether it is appropriate for
the campaign. There is a big difference between a player
wanting to explore the story arc of fall and redemption and
one who just wants to travel the galaxy murdering and com-
mitting wanton acts of evil.

The Marality system and Conflict introduce an element of
uncertainty to the consequences of a character's decisions.
This does not mean, however, that players have no or little
control over whether or not their character falls to the dark
side. A character might earn a number of Conflict during a
session from evil actions or using dark side results to gener-
ate Force points and see no change in Morality, or even an
increase. The inverse is not true, however. A character who
does nothing to earn Conflict cannot decrease in Morality.
As noted in the Force anp Destiny Core Rulebook, the GM
always informs a player when an action will generate Con-
flict. For a character's Morality to drop below 30, resulting
in a fall to the dark side, the player must consistently choose
actions that lead down this path. A player has a great deal of
control over their character's Morality and awareness of how
close the character is to the dark side.

Of course, a player's knowledge and choices are not the
same as the character’s. While a player consciously decides
to take actions that result in a decrease of Morality, the char-
acter might well be unaware of the spiritual repercussions
of their actions, or how close they are drawing to the preci-
pice of the dark side. Characters in Star Wars often delude
themselves, refusing to admil they have fallen to the dark
side until well after the fact. Even once a character truly falls
and commits blatantly evil actions, they are unlikely to view
themselves that way.

Players also have the option to begin play with a Moral-
ity of 29, playing a character who has already fallen to the
dark side. If this Is inappropriate for the campaign, the CM
should let the players know. Although players have a great
deal of control in creating and developing their characters,
the CM always has the final say on what is permissible in
their campaign. Most players will respect the decision not
to allow dark side characters at the outset, although it can
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be beneficial for the GM to discuss their reasons with the
players. Whether the CM wants a game with no dark side
users at all or only prefers that characters make the transi-
tion to the dark side during play can influence other aspects
of character creation and development.

Whether a player requests to begin the game with a dark
side user or play out their character’s fall during the cam-
paign, it is a good idea for the player and GM to discuss the
player's reasons for wanting to play a dark side character,
and any plans relating to this goal. Of course, a player might
not have a fall to the dark side in mind when first creating
their character, bul the same principles apply should a char-
acter’s actions indicate a potential slide to darkness.

Although there are endless reasons why a player might
want to play a dark side character, they broadly fall into two
categories. Some plavers want to experience the drama that
comes with a fall and possible redemption, while others want
the freedom (and possible novelty) that comes with playing
an “evil” character. Of course, some players might hold equal
interest In both aspects. In any case, it is important for a
player to be open so the CM understands what impact a
dark side character is likely to have on the campaign. This
allows a CM Lo better plan for any potential issues, and to
best accommodate the player while ensuring other players
also have an enjovable experience.

THE DARK SIDE
IN A CAMPAIGN

Il'a GM decides dark side characters are appropriate for their
campaign, there are a number of considerations to look at.
Some touch on mechanics, but most relate to practice, such
as whether or not players will conceal their characters’ Morali-
ties from the other players. If none of the players express an
interest in playing a dark side characler, these considerations
can walt, at least until someone does start down that path.

Should a GM decide against dark side PCs, there remains
the question of how te handle characters who fall below 30
Morality. As stated, players have a great deal of control over
their characters’ Morality, and are highly unlikely to fall with-
out intent. Regardless, and particularly if a GM notices play-
ers repeatedly engaging in actions that gain Conflict or using
dark side resulls to generate Force points without heeding
the consequences, it is best to lay out just what will happen
should a cnaracter fall to the dark side of the Force. For most
campaigns, the best approach is simply for Lhe players and
GM to work together to ensure this does not happen, crafting
a story in which a character might come close, but redeem
themselves before straying too far. In some games, howey-
er, it might be necessary to lay out a clear consequence. IT
there is truly no place for dark side PCs in a campaign, the
GM might let the players know up front that any character
who falls below 30 Morality becomes an NPC. The new NPC
might flee forever or return as an antagonist or erstwhile ally,
but is under the GM'’s cantrol in any event.




For a CM, Player Characters falling to the dark side can
present exciting new story options. The fall to, and redemp-
tion from, darkness is an integral and classic element of Star
Wars, and such a story has great potential in an RPG. Of
course, it is important not to place too much emphasis on
one character's story arc to the exclusion of others. A char-
acter’s slide to evil can easily take place as part of a larger
story. Few dark side users are blatantly evil, at least at first,
and admirable motivations can lead down the path. A char-
acter might undertake callous or cruel actions as part of the
group's larger attempts to enact good n the galaxy.

DARK SIDE USERS IN THE PARTY

There are a number of considerations for a GM with dark
side users in the PC group. It can have a considerable impact
on the story for a variety of reasons. NPCs who suspect dark
side use in the party might change their attitudes toward
the PCs, whether positively or negatively, A dark side user
might even attempt to keep this secret from

the other PCs, which can require mechani-

cal adjustments if the player and GM

decide to collude to keep the other

players unaware.

While Force anp Destiny characters generally find it
advantageous to keep their Force use hidden from the pub-
lic, a dark side user might actually be in a better position
should an Inquisitor track down the group. Lower-ranking
Imperial officials are not likely to be aware of the distinc-
tion between light and dark side Force use, simply seeing all
Force users as criminals and subversives.

A campaign in which a single character falls to the dark
side is quite different from one based around an entire
group of dark side users. The latter case is certain to be
quite different from more traditional campaigns, both in the
PCs' goals and the methods they use to accomplish them.
The GM musl keep this in mind when designing or adapting
adventures for the group. However, it is a hidden dark side
user amid a group of “normal” Force users that poses the
most complexity for a GM.

When a character falls to the dark side, and preferably in
advance, the GM shoulcd decide whether this will be player
knowledge, even if the other PCs are unaware, This is one
place where hidden Morality values (see page 96) can
make a big difference. Because of the potential for frustra-
tion, it is generally best to keep things transparent when it
comes to dark side users in the party. That is, the players
should all be aware of a PC's fall to the dark side, even
though their characters might not know. However, some
groups might enjoy the surprise and uncertainty. It is ulti-
mately up to the GM to make this decision, likely in con-
ference with the player of the dark

side PC. If possible, though,
the best solution is to dis-
cuss the matter with




all players before the campaign
begins. If everyone agrees that a
secret dark side user in the group
might be fun, Marality values can
be hidden from the outset.

At the other extreme from secret da
side use is to not only be open about #h
character's fall, but actively involve: all
the players in crafting the story. Gne
advantage to this is that it keeps
everyone involved, mitigating the
risk that a single PC's fall and (pes
sible) redemption arc sideline:
the other characters. While the
emergent, communal, and impro-.
visational nature of RPGs means
it is never possible o completely
plan for a campaign's events, play-
ers might even discuss the various parts
their characters could play in the story.
If one player really wanis to be the one to
redeem—or possibly vanguish—the party’s
fallen comrade, it can help ensure that happens if
everyone knows it and is on board with the plan.

CONCEALING DARK SIDE USE

A PC who attempts to conceal their fall to the dark side from
their allies is certain to encounter great challenges in doing
s0. Likewise, should the GM and players opt for secrecy
in handling Morality and PC dark side users, maintaining
secrecy reqguires certain considerations for the GM and, to a
lesser extent, the player of the dark side user.

One issue that arises should a character's fall be hidden
from the players is maintaining the ruse when it comes time
for the dark side user to make a Force power check. Because
dark side users follow different rules for harnessing Force
points, the other players can easily see the truth. There are
a few basic approaches presented here to address this with-
out overly complicating play, although individual GMs and
groups might come up with other methods tailored to their
needs and resources. For instance, groups playing over the
Internet are likely to have an easier time concealing dark
side use, possibly going so far as to have the player make
“fake” rolls visible to the other players, while they or the GM
make the “real” rolls in secret.

The first approach is the simplest, but the most difficult
for the dark side player. That is to simply assume that it is
not possible to hide active use of the dark side from other
Force users in close physical and emotional proximity. Just
as all players see when a normal Force user suffers Conflict
and strain to harness dark side results, the players also see
when a dark side user does so without suffering strain, or
suffers strain in order to use light side results. This approach
is certainly the simplest for the GM, although it is unlikely a
player can conceal their character’s fall for long, since the
other players are sure to note a reluctance to use the Force
at all. Consequently, this method is best if the GM and dark
side player want a shocking reveal for the rest of the group,
followed by a confrontation of some sort.
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require some varation from the normal riles for dark s
Force users. One possibility is to ignore the requirement for
a dark side user to flip a Destiny Point in order Lo harness
(. This way, the player at least has the option of using the
light side to manifest Force powers, even though using @ is
still apparent to the others. With this approach, the player
might surreptitiously note the strain gained from using O, or
the GM could everitrack it separately.

Another option is to simply have the player follow the
standard rules for a light side Force user, with the player and
GM aware that, narratively speaking, the character is really
harnessing the dark side. However, this approach risks less-
ening the impact of a fall to the dark side, and should only
be used if secrecy is truly important for the campaign. Even
then, the GM should consider secretly noting Conflict when-
ever the PC uses O, reflecting that, in reality, the character
is drawing on the dark side.

PLAYER CHARACTERS IN OPPOSITION

In a campaign in which a single character, or only part of the
group, falls to the dark side, there is great potential for con-
flict between Player Characters. This is not necessarily a bad
thing; in fact, it can make for some of the most dramatic and
memorable moments in roleplaying. However, it is important
to ensure that opposition and even combat between PCs
does not spill over into hard feelings between players.

Some GMSs might already know how their players respond
to intra-party struggles from other games and campaigns.
If not, it is a good idea for a GM to discuss the possibility
with players at the outset of a campaign, or once it becomes
clear that one or more PCs are on the path to the dark side.
This might negate any possibility of keeping a character's
fall hidden from the players (and not just the PCs), but such
secrecy is best to avoid anyway unless a GM is confident the
players will enjoy it.




TUTLEL T N N S

i

Even if a PC can conceal use of the dark side (see page
94), other characters should have some possibility of
detecting it, at least once they have a reason to be suspi-
cious. The Foresee and Sense powers might, at the GM's
discretion, be able to uncover a dark side user's duplicity.
In addition, a PC might become aware of another character
drawing on the dark side of the Force through the Perception
or even Discipline skills, likely as an opposed check. This is
particularly appropriate for Mystics and similar characters
who are deeply in tune with the Force

If it is possible for PCs Lo detect a dark side user's aclivity,
it might also be possible for that character to take addition-
al steps to conceal the truth. In addition to the Deception
skill and Misdirect or Influence powers, a characler might—
appropriately enough—turn to such potent but dangerous
arts as Sith alchemy and sorcery.

When players are aware of a character’s fall to the dark
side, it can sometimes be difficult to maintain the distinction
between character and player knowledge. One effective way
to determine what a PC actually knows is through skill use.
In particular, Perception, Discipline, Vigilance, and Deception
might come into play. Opposed checks between the dark
side user and suspicious PCs are appropriate. Players should
abide by the outcome, and in fact might find it highly enter-
taining to roleplay the ignorance of their characters even as
they, as players, are fully aware of the other PC's use of the
dark side of the Force and other wicked deeds.

Should PCs learn of an ally's fall to the dark side, combat
between Player Characters should usually be a last resort.
Not only is it the most likely issue to result in hard feelings
outside the game, but certainly the PCs themselves would
prefer to redeem their friend rather than resort to violence.

[f combat between PCs becomes inevitable, the CM and
players should all take efforts to ensure it is a dramatic, cli-
mactic, and enjoyable scene, and not a source of frustra-
tion or disappointment for any of the players involved. Even
when the PCs are in their darkest moments, the game should
be enjoyable for everyone. One way to encourage a positive
outcome for everyone is to have one character, likely the
dark side user, escape (whether intentionally or not) rather
than fight things out to the bitter and possibly fatal end. This
is a great use for @ or ¥ results on combat checks at any
point during the fight, even with what might otherwise be
a killing blow.

To aid this outcome, the GM should try to arrange
events so the encounter takes place in a setting with
multiple potential escape routes. Fortunately, this
is easily done in Star Wars. Airlocks, viewports,
generator shafts, ventilation ducts, superweapon
exhaust ports, and conveniently-placed shuttles
or landspeeders are just a few of the possibilities
for a quick escape.

Another option is to simply reduce the result of any
potentially fatal Critical Injuries to a less severe result, While
this might leave the defeated character at the victor's mer-
cy, it rarely makes sense for any character involved to kill a
helpless former ally. No matter how far a character might
have fallen to the dark side, for the sake of the game, we can
assume the spark of decency within them stays their hand
from finishing off a one-time friend. And it should go without
saying that the other party members would be no better
than the dark side user if they chose Lo execule them.

Of course, regardless of the outcome, surviving combat-
ants are likely to come away with lasting injuries. For those
fallen to the dark side, these grim scars continue Lo fuel their
hate. For others, they are painful reminders of the price of
corruption—assuming they do not give into the anger the
memories of such wounds inspire!

USING MORALITY

Morality is a major component of any Force AnD DesTiny
campaign, but it can be worthwhile to give it some additional
attention in games focusing on the spiritual aspects of the
Force. This section offers additional guidance and sugges-
tions for implementing Morality.

ADJUSTING MORALITY

Normally, Marality is adjusted only as a result of Conflict. How-
ever, some actions are so heinous that it simply does not make
sense for there to be no resulting reduction in Morality, or even
an increase in Morality at the end of the session. Likewise, if
perhaps even mare rare, certain actions might be so selfless or
noble that the GM feels an increase in the PC's Morality should
not be left to the roll of the dice. This is particularly appropriate
in the climactic events of a personal story arc of redemption for
a character fallen to the dark side, or in danger of doing

so. In such rare and crucial situations, a GM might

decide to directly raise or lower a char-

acter’s Morality.



Direct adjustment of Morality should be an extremely
rare occurrence. The Conflict rules exist for a number of
reasons, as explained in the Force Anp Destiny Core Rule-
book. If players think they can more directly influence their
characters' Morality, they might feel a temptation to make
decisions based on the perceived Morality effects, rather
than the Meotivations and moral strensths and weaknesses
of their characters.

Changes to a character's Morality value outside of Con-
flict are solely at the discretion of the GM, and should rarely
happen more than once or twice in'a campaign. Further, it
is up to the GM to determine if the adjustment to Maorality
happens “on the spot” or at the end of a session. In either
case, the adjustment to Morality should generally take the
place of the normal Conflict roll at the session’s conclusion.
Otherwise, the randomness of the Conflict roll risks mitigat-
ing or erasing entirely the Morality adjustment, and conse-
quently dampening its dramatic impact. If a character com-
mits both immensely admirable and deplorable acts during
the same session, Conflict should determine the result on
Morality, as normal.

CONFLICT AND OPPORTUNITY

It might be easy to think of Conflict as something that hap-

pens only as a result of the PCs’ actions, but it is really

another tool agthe GM's disposal for crafting an engaging

and exciting game. This is particularly true for campaigns

in which a PC falling to the dark side is aireal possibility—

whether or not the players see it as a desirable one. '
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Part of a2 GM's job is to craft interesting and challenging
encounters for the PCs, whether in advance or in response
to the players' decisions at the table. When preparing
encounters, a GM can consider engineering situations to
tempt PCs with “easy” solutions that earn Conflict. Virtue
is hardly virtue if it is not tested, and moral quandaries are
no less appropriate than challenging combat encounters.

HIDDEN MORALITY VALUES

Morality, like other attributes of a PC, is generally assumed
to be known or available to other players. This might or
might not reflect in-character knowledge. A PC does not
know that another character has three ranks in Ranged
{Light), but can figure out that character is a good shot
after a while. Likewise, a character does not have knowl-
edge of another PC's Morality score, but might form a gen-
eral sense of that character's values or honor.

I certain campaigns. the GM and players might agree
that it adds interest and excitement to the game to keep
Morality values hidden from other players. A PC might still
dﬁvelop an idea of another character's ethical fiber, but
that player has no out-of-character knowledge with which
to inform that decision. Of course, players might get an
idea of each other's relative Morality scores based on the
Conflicteach PC earns. If a GM really wants to foster mys-
tery, they might keep not only the results of Conflict rolls

hidden, but even assign Conflict secretly.

The key drawback to hidden Morality values

is also’ its key stremgth—secrecy breeds dis-
trust. Distrust between players is generally

. undesirable, but in certain campaigns, a
degree of suspicion that other characters
might be embracing the dark side can

, . enhancesthe game. For more on this,

’ seelpage 94. -
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Ong ume B8R0 in a2 galaxy iar, far away....
Although the ancient Jedi Knights were the most notable Force users in the
galaxy, they were not the only ones who learned how to use that mysterious
power. On the edges of civilization, Mystics sift through the forgotten lore
of all Force-using traditions in hopes of discovering the secrets of many
powerful figures of legend.

Unlock your full potential with Unumireo Power. This supplement expands
upon the Force anp Destiny RoLepLaving Game, adding new content for Mystics
and other characters who desire to understand the mysteries of the Force.
Walk the fine line between the light and the darkness as you master your
abilities and unleash the true power in the galaxy!

This supplemental rulebook includes:
* Expanded character options including motivations, Moralities, species,
and specializations.

e New signature abilities and two new Force powers that allow characters
to summon ethereal items, alter the landscape around them, and even
animate the dead!

. Newfweapons, armor, gear, vehicles, and starships to aid Mystics in their
ongoing quest for knowledge, as well as rules for crafting alchemical
potions and talismans.

* Expanded GM guidance for Force duels and for including dark side
Force user Player Characters in campaigns.
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