Bounty Hunter: Assassin Talent Tree

Career Skills: Athletics, Brawl, Perception, Piloting (Planetary), Piloting (Space), Ranged (Heavy), Streetwise, Vigilance
Assassin Bonus Career Skills: Melee, Ranged (Heawy), Skulduggery, Stealth

Once per round, may per-
form Precise Aim maneu-
ver. Suffer a number of
strain no greater than ranks
in Precise Aim, then reduce
target's melee and ranged
defense by that number.

After making a successful
attack, may spend 1 Desti-
ny Point to add damage
equal to Agility ta one hit.

Once per round, may per-
form Precise Aim maneu-
ver. Suffer a number of
strain no greater than ranks
in Precise Aim, then reduce
target's melee and ranged
defense by that number.

Add + 10 per rank of Le-
thal Blows to any Critical
Injury results inflicted on
opponents.

Add [] per rank of Stalker
to all Stealth and Coordi-

Before making a non-
thrown ranged attack, may
perform a Sniper Shot ma-
neuver to the
weapon’s range by 1 range
band per rank in Sniper
Shot. Upgrade the difficulty
of the attack by 1 per range
band increase.

When acquired, choose 1
combat skill. Add damage
equal to ranks in that skill to
one hit of successful attack
made using that skill.

Add [] per rank of Quick
Strike to combat checks
against targets that have not
acted yet this encounter.

Add+10 per rank of Le-
thal to any Critical
Injury results inflicted on
opponents.

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

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

After a making a successful
attack, may spend 1 Desti-
ny Point to add damage
equal to Intellect to one hit.

Add+ 10 per rank of Le-
thal Blows to any

Injury results inflicted on
opponents.

Once per round, suffer 2
strain to decrease difficulty
of next Stealth or Skuldug-
gery check by one.



Bounty Hunter:

Career Skills: Athletics, Brawl, Perception, Piloting (Planetary), Piloting (Space), Ranged (Heauy), Streetwise, Uigilance
Gadgeteer Bonus Career Skills: Brawl, Coercion, Mechanics, Ranged (Light)

Perform the Brace ma-
neuver to remove [l per
rank of Brace from next
Action. This may only re-
move [l added by envi-
ronmental circumstances.

Cannot run out of ammo
due to ¥. Items with Limit-
ed Ammo quality run out of
ammo as normal.

Choose 1 weapon, armor,
or other item and give it a
permanent improvement
while it remains in use.

May suffer a number of
strain to downgrade diffi-
culty of Coercion checks, or
upgrade difficulty when tar-
geted by Coercion checks,
by an equal number. Strain
suffered this way cannot ex-
ceed ranks in Intimidating.

Choose 1 weapon, armor,
or other item and give it a
permanent  improvement
while it remains in use.

May add 1 additional hard
point to a number of items
equal to ranks in Tinkerer.
Each item may only be
modified once.

and photocopy thi

May suffer a number of
strain to downgrade diffi-
culty of Coercion checks, or
upgrade difficulty when tar-
geted by checks,
by an equal number. Strain
suffered this way cannot ex-
ceed ranks in Intimidating.

Add 1 damage per rank of
Point Blank to damage of
one hit of successful attack
while using Ranged (Heavy)
or Ranged (Light] skills at
close range or engaged.

When acquired, choose 1
combat skill. Add damage
equal to ranks in that skill to
one hit of successful attack
made using that skill.

When wearing armor with a
soak value of 2 or higher, in-
crease defense by 1

Once per round, may per-
form Defensive Stance ma-
neuver and suffer a num-
ber of strain to upgrade
difficulty of all incoming
melee attacks by an equal
number. Strain suffered
this way cannot exceed
ranks in Defensive Stance.

After hitting with combat
check, may spend {3 {3
to disorient target for num-
ber of rounds equal to
ranks in

When  making  Melee
checks, may inflict damage
as strain instead of wounds.
This does not ignore soak.

When dealing strain dam-
age with Melee or Brawl
checks, may spend @ to

target for 1 round

Increase the difficulty of
next combat check by 1. If
check deals damage, target
suffers 1 strain whenever
he moves for the remainder
of the encounter.

ge for personal use. @ LFL 2013.



Bounty Hunter: Survivalist Talent Tree

Career Skills: Athletics, Brawl, Perception, Piloting (Planetary), Piloting (Space), Ranged (Heauy), Streetwise, Vigilance
Survivalist Bonus Career Skills: Knowledge (Kenology), Perception, Resilience, Survival

Remove up to [l Ml from
skill checks to find food,
water, or shelter. Survival
checks to forage take half
the time.

Remove M per rank of
Outdoorsman from
to move through terrain or
manage environmental ef-
fects. Decrease overland
travel times by half.

Add [] per rank of Stalker
to all Stealth and Coordi-

Remove [l per rank of Ex-
pert Tracker from checks to
find tracks or track targets.
Decrease time to track a
target by half

Add [] per rank of Hunter
to all checks when interact-
ing with beast or animals
(including checks).
Add + 10 to Critical Injury
results against beasts or
animals per rank of Hunter.

Remove M per rank of
Outdoorsman from checks
to move through terrain or
manage environmental ef-
fects. Decrease overland
travel times by half.

Add [] per rank of Hunter
to all checks when interact-
ing with beast or animals
(including combat checks)
Add +10 to Critical Injury
results against beasts or
animals per rank of Hunter.

Remove [l per rank of Ex-
pert Tracker from checks to
find tracks or track targets.
Decrease time to track a
target by half.

Remove [l per rank of Ex-
pert Tracker from checks to
find tracks or track targets.
Decrease time to track a
target by half.

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

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 Blooded
to @ minimum of 1.

May spend 1 Destiny Point
to ignore effects of Critical
Injuries on Brawn or Agility
checks until the end of the



Bounty Hunter: Martial Artist Talent Tree

Career Skills; Athletics, Brawl, Perception, Piloting (Planetary), Piluti.ng .Is!mr:e), Ranged (Heauy), Streetwise, Uigilance
Martial Artist Bonus Career Skills: Athletics, Brawl, Coordination, Discipline
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Bounty Hunter: Operator Talent Tree 5 L (I
Career Skills; Athletics, Brawl, Perception, pgting (Planetary), Pilnling(Eg?lit::;:::g::::lmwl, Streetwise, Uigilance . Hkgare . ; _ :

Operator Bonus Career Skills: Astrogation, Gunnery, Piloting (Planetary),
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unty Hunter Signature Ability Tree: Always Get My Mark
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LWAYS GET MY MARK BASE ABILITY
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Increase Effect: When activating Always Get My
Mark, the Bounty Hunter may choose a rival NPC
instead of 2 minion NPC. If she does so, upgrade the
difficulty of the check once. '

n activating Always Get My
Mark, the Bounty Hunter may choose a nemesis NPC
(or a Player Character, at the GM's discretion) instead
of a minion NPC. If she does so, upgrade the difficulty
of the check twice.
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rdrive, Always Get My Mark can
n any individual whose current
Bounty Hunter knows.

Increase Range: If
a starship with a hype
he used Lo track dow
planetary location the
Reduce Difficulty: The skill check to activate Always Get
My Mark is Average (@ @) instead of Hard (X X))

Takedown: When activating Always Get My Mark, the
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tions during the attempted capture and ensuing scene,
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Bounty Hunter Signature Ability Tree: Unmatched Devastation
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HUNTERS FOR HIRE
NO DISINTEGRATIONS



Colonist: Doctor Talent Tree

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (Lore), Leadership,
Negotiation, Streetwise
Doctor Bonus Career Skills: Cool, Knowledge (Education), Medicine, Resilience

When making a Medicine
check to help a character
heal wounds, the target
heals 1 additional wound
per rank of Surgeon.

Patients regain 1 addition-
al wound per rank of Bac-
ta Specialist when they
recover wounds from bac-
ta tanks or long term care.

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

When making a Medicine
check to help a character
heal wounds, the target
heals 1 additional wound
per rank of Surgeon.

When performing Stim Ap-
plication Action, may in-
crease difficulty of check to

Hard (@ ¢ @), and target

only suffers 1 strain.

When performing the Stim
Application Action, spend
@ to increase an addi-
tional Characteristic by 1.

Once per round, suffer 2
strain to decrease the dif-
ficulty of a Medicine check
by 1

When making a Medicine
check to help a character
heal wounds, the target
heals 1 additional wound
per rank of Surgeon

Patients regain 1 addition-
al wound per rank of Bac-
ta Specialist when they
recover wounds from bac-
ta tanks or long term care.
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When a character involun-
tarily suffers strain, he suf-
fers 1 less strain per rank of
Resolve, to a minimumof 1

When making a Brawl
check against an opponent,
instead of dealing damage,
may deal equivalent strain
plus additional strain equal
to ranks of Medicine (this
ignores soak).

After making a successful
attack, may spend 1 Desti-
ny Point to add damage
equal to Intellect to one hit..

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



Colonist: Politico Talent Tree
Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (Lore), Leadership,

Negotiation, Streetwise
Politico Bonus Career Skills: Charm, Coercion, Deception, Knowledge (Core Worlds)

Remove [l per rank of Kill
with Kindness from all
Charm and Leadership
checks.

Take the Inspiring Rhetoric
action; make an Average
(4 @) Leadership check.
Each ¢ causes 1 ally in
close range to recover 1
strain. Spend {} to cause
1 affected ally to recover 1
additional strain.

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

Spend 1 Destiny Point to
ignore effects of Critical
Injuries on Willpower or
Presence checks until the
end of the encounter.

Remove [l per rank of Kill
with  Kindness from all
Charm and Leadership
checks.

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

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

Take a Scathing Tirade ac-
tion; make an Average (‘
@) Coercion check. Each
3% causes one enemy in
close range to suffer 1
strain. Spend {# to cause 1
affected enemy to suffer 1
additional strain.

Each enemy affected by
Scathing Tirade suffers [l
on all skill checks for a
number of rounds equal to
ranks in Coercion.

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

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

Spend 1 Destiny Point to
recover strain equal to Pres-
ence rating.

For personal use. @ LFL 2013.



Colonist: Scholar Talent Tree

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Education), Knowledge (Lore), Leadership,
Negotiation, Streetwise
Scholar Bonus Career Skills: Knowledge (Outer Rim), Knowledge (Underworld), Knowledge (Kenology), Perception

May downgrade difficulty
of checks to interact with
institutes of learning by
one level per rank of Re-
spected Scholar.

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

Remove [l per rank in Co-
debreaker from checks to
break codes or decrypt
communications. Decrease
difficulty of checks to
break codes or decrypt
communications by 1

May downgrade difficulty
of checks to interact with
institutes of learning by
one level per rank of Re-
spected Scholar.

When acquired, choose 1
Knowledge skill.  When
making that skill check,
may spend @ result to
gain additional successes
equal to ranks in Knowl-
edge Specialization.

Once per session, make
one skill check using Intel-
lect rather than the charac-
teristic linked to that skill.

When acquired, choose 1
Knowledge  skill.  When
making that skill check,
may spend @ result to
gain additional successes
equal to ranks in Knowl-
edge Specialization.

Spend 1 Destiny Point to
ignore effects of Critical
Injuries on Intellect or
Cunning checks until end
of encounter.

When a character involun-
tarily suffers strain, he suf-
fers 1 less strain per rank of
Resolve, to a minimum of 1

May decrease difficulty
of Discipline checks to
avoid fear by 1 per rank
of Confidence.
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Perform the Brace ma-
neuver to remove [l per
rank of Brace from next
Action. This may only re-
move [l added by envi-
ronmental circumstances.

Remove [l per rank of Re-
searcher from all Knowl-
edge checks. Researchinga
subject takes half the time.

When a character involun-
tarily suffers strain, he suf-
fers 1 less strain per rank of
Resolve, to a minimum of 1


















Explorer: Fringer Talent Tree

Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Outer Rim), Knowledge (Xenology), Perception,
Piloting (Space), Survival

Fringer Bonus Career Skills: Astrogation, Coordination, Negotiation, Streetwise

Remove M per rank of
Calaxy Mapper from As-
trogation checks. Astro-
gation checks take half
normal time.

Remove M per rank of
Skilled Jockey from all Pi-
loting (Planetary) and Pi-
loting (Space) checks the
character attempts.

Once per round, suffer 2
strain to decrease the diffi-
culty of next Astrogation
check by 1 to a minimum
of Easy (¢).

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

Remove W per rank of
Street Smarts from Street-
wise or Knowledge (Under-
world) checks.

Remove W per rank of
Galaxy Mapper from As-
trogation checks. Astro-
gation checks take half
normal time.

Increase defense of vehicle
or starship being piloted
by 1 per rank of Defensive
Driving.

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

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

When targeted by combat
check, may perform a
Dodge incidental to suffer a
number of strain no greater
than ranks of Dodge, then
upgrade the difficulty of the
check by that number.
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Remove W per rank of
Street Smarts from Street-
wise or Knowledge (Under-

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



Explorer: Scout Talent

Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Outer Rim), Knowledge (Xenology), Perception, Pilot-
ing (Space), Survival

choutl:lnnus Career Skills: Athletics, Medicine, Piloting (Planetary), Survival

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

Remove up to Il M from
skill checks to find food,
water, or shelter. Survival
checks to forage take half
the time.

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

Spend 1 Destiny Point to
perform a Utility Belt inci-
dental; produce a previously
undocumented item  or
weapon (with restrictions)
from a tool belt or a satchel.

Add [] per rank of Stalker
to all Stealth and Coordi-

Add [] per rank of Quick
Strike to combat checks
against targets that have not
acted yet this encounter.

Allies within close range
add [ to Perception or
Vigilance checks. Engaged
allies add [1[J

anted to print and photocopy thi

Once per round, may
mount or dismount a ve-
hicle or beast, or enter a
cockpit or weapon station
on a vehicle, as an inci-
dental.

Once per session, may per-
form a Familiar Suns maneu-
ver; make a Hard (4p ¢ 4)
Knowledge (Outer Rim) or
(Core Worlds) check to re-
veal the current type of plan-
etary environment and oth-
er useful information.

Add [] per rank of Stalker
to all Stealth and Coordi-

During a chase, add [] per
rank in Shortcut to any
checks made to catch or

After hitting with combat
check, may spend 3 3
to disorient target for num-
ber of rounds equal to
ranks in

During a chase, add [] per
rank in Shortcut to any
checks made to catch or

Add [ per rank of Quick
Strike to combat checks
against targets that have not
acted yet this

After hitting with combat
check, may spend {3 3
to disorient target for num-
ber of rounds equal to
ranks in Disorient.
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Explorer: Trader Talent Tree

Career Skills: Astrogation, Cool, Knowledge (Lore), Knowledge (Outer Rim), Knowledge (Kenology), Perception, Pilot-
ing (Space), Survival

Trader Bonus Career Skills: Deception, Knowledge (Core Worlds), Knowledge (Underworld), Negotiation

Once per session, when Whenfirstacquired, choose
attempting to purchase a Remove Il per rank of 1 skill, Charm, Coercion,

legally available item, re- Convincing Demeanor Deception, or Negotiation.
duce its rarity by 1 per from Deception or Skul-

rank of Know Somebody.

Once per session, when
attempting to purchase a
legally available item, re-
duce its rarity by 1 per
rank of Know Somebody.

Once per session, when
attempting to purchase a
legally available item, re-
duce its rarity by 1 per
rank of Know Somebody.

duggery checks.

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

Spend 1 Destiny Point to
ignore effects of Critical
Injuries on Willpower or
Presence checks until the
end of the encounter.

Cannot run out of ammo
due to §. Items with Limit-
ed Ammo quality run out of
ammo as normal.

When  first  acquired,
choose 1 skill; Charm, Co-
ercion, Deception, or Ne-
gotiation. When making
checks with that skill,
spend @ to gain addition-
al ¥¢ equal to ranks in
Smooth Talker.

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black
Market Contacts, increas-
ing cost by 50 percent of
base cost per reduction.

When making checks with
that skill, spend @ to gain
additional 3% equal to ranks
in Talker.

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

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black
Market Contacts, increas-
ing cost by 50 percent of
base cost per reduction.

When buying or selling
goods, or paying off or
taking Obligation, may
suffer 2 strain to sell for
25% more, buy for 25%
less, pay off 1 more Obli-
gation, or take 1 less.


















Hired Gun: Bodyguard Talent Tree

Career Skills: Athletics, Brawl, Discipline, Melee, Piloting (Planetary), Ranged (Light), Resilience, Vigilance
Bodyguard Bonus Career Skills: Gunnery, Perception, Piloting (Planetary), Ranged (Heawy)

Once per round, perform

Body Guard
to guard an engaged charac-
ter. Suffer a of strain
no greater than of
Body Guard, then until the
beginning of the turn
upgrade of
combat targeting the

character by that number.

Once per round,

the Guard maneuver
to guard an engaged charac-
ter. Suffer a number of strain
no greater than of
Body then until the
beginning of the next turn
upgrade the difficulty of
combat targeting the
character by that number.

Add 1 damage per rank
of Barrage to 1 hit of suc-
cessful while using
Ranged (Heavy) or

nery skills at long or ex-
treme range.

When staggered or disori-
ented, perform the Hard
Headed action; a
Daunting (¢ ¢ ¢ @) Dis-
cipline check to remove
status. Difficulty

per of Hard

Once per round, may per-
form Step maneuver
and suffer a number of strain
to upgrade difficulty of all
incoming ranged attacks by
an equal for the
next round. suffered

way cannot

in Side Step.

per round, may per-

form Side Step maneuver
and anumber  strain
to upgrade difficulty of all
ranged attacks by

an equal number for the

next Strain suffered
this way cannot
in Side Step.

Add 1 damage per rank
of Barrage to 1 hit of suc-
cessful attack while using
Ranged (Heavy) or Gun-
nery skills at long or ex-
treme range.

Add 1 damage per rank

of Barrage to 1 hit of suc-

cessful attack while

Ranged (Heavy) or

nery skills at long or ex-
range.

Once per round, may per-
Stance ma-
neuver and suffer a num-
ber of strain to upgrade
difficulty all incoming
melee attacks by an equal
number  the next
Strain way
exceed in De-
fensive Stance.

Once per round, may per-
form Defensive ma-
neuver and suffer a num-
ber strain to upgrade
of all
melee by an equal
number for the round.
Strain suffered this way
exceed ranks in De-
fensive
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Perform Brace ma-
neuver to remove [l per
rank of Brace from next
Action. may only re-
move [l added by envi-
ronmental

Perform the ma-
neuver to remove [l per

of from next
Action. may only re-

move [l added by envi-

When staggered or disori-
ented, the Hard
Headed action; make a
Daunting (¢ ¢ ¢ ¢) Dis-
cipline check to remove
status. Difficulty

per rank of Hard Headed.

When incapacitated due
to strain exceeding thresh-
old, may take a more dif-
ficult Hard Headed

to reduce strain to 1 be-
low threshold.



Hired Gun: Marauder

Career Skills: Athletics, Brawl, Discipline, Melee, Piloting (Planetary), Ranged (Light), Resilience, Uigilance

Marauder Bonus Career Skills: Coercion, Melee, Resilience, Survival

When making a Melee or
Brawl check, suffer a num-
ber of strain to upgrade
the attack an equal num-
ber of times. The strain suf-
fered may not exceed
ranks in Frenzied

Add 1 damage per rank of
Feral Strength to one hit of
successful attacks made us-
ing Brawl or Melee skills..

Add+10 per rank of Le-
thal Blows to any Critical
Injury results inflicted
opponents.

Add 1 damage per rank of
Feral Strength to one hit of
successful attacks made us-
ing Brawl or Melee skills..

May spend 1 Destiny Point
to ignore effects of Critical
Injuries on Brawn or Agility
checks until the end of the

Add+ 10 per rank of Le-
thal Blows to any Critical
Injury results inflicted on
opponents.

Add 1 damage per rank of
Feral Strength to one hit of
successful attacks made us-
ing Braw! or Melee skills..

When making a Melee or
Brawl check, suffer a num-
ber of strain to upgrade
the attack an equal num-
ber of times. The strain suf-
fered may not exceed
ranks in Frenzied Attack.

Once per round, may per-
form Defensive Stance ma-
neuver and suffer a num-
ber of strain to upgrade
difficulty of all incoming
melee attacks by an equal
number for the next round.
Strain suffered this way
cannot exceed ranks in De-
fensive Stance.

When making a Melee or
Brawl check, suffer a num-
ber of strain to upgrade
the attack an equal num-
ber of times. The strain suf-
fered may not exceed
ranks in Frenzied Attack.

Add+10 per rank of Le-
thal Blows to any Critical
Injury results inflicted on
opponents



Hired Gun: Mercenary Soldier Talent Tree

Career Skills: Athletics, Brawl, Discipline, Melee, Piloting (Planetary), Ranged (Light), Resilience, Vigilance
Mercenary Soldier Bonus Career Skills: Discipline, Gunnery, Leadership, Ranged (Heauy)

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

Once per encounter, may
use Second Wind inciden-
tal to heal strain equal to
ranks in Second Wind.

Take the Field Commander
action; make a Average
(@ @) Leadership check.
A number of allies equal to
Presence may immediate-
ly suffer 1 strain to perform
1 free maneuver.

Field Commander action
affects allies equal to dou-
ble Presence, and may
spend @ to allow allies to
suffer 1 strain and perform
1 free action instead.

When acquired, choose 1
combat skill. Add damage
equal to ranks in that skill to
one hit of a successful at-
tack made using that skill.

Once per encounter, may
use Second Wind inciden-
tal to heal strain equal to
ranks in Second Wind.

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

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

Once per round, may per-
form a True Aim maneuver
to gain benefits of aiming
and upgrade combat check
once per rank of True Aim.

Add 1 damage per rank of
Point Blank to damage of
one hit of successful
Ranged (Heavy) or Ranged
(Light) attacks made while
at close range or engaged.

Once per round, may per-
form Side Step maneuver
and suffer a number of strain
to upgrade difficulty of all
incoming ranged attacks by
an equal number. Strain suf-
fered this way cannot ex-
ceed ranks in Side Step.

Add 1 damage per rank of
Point Blank to damage of
one hit of successful
Ranged (Heavy) or Ranged
(Light) attacks made while
at close range or engaged.

Before making a non-
thrown ranged attack, may
perform a Sniper Shot ma-
neuver to increase the
weapon’s range by 1 range
band per rank in Sniper
Shot. Upgrade the difficulty
of the attack by 1 perrange
band increase.

Once per round, may per-
form a True Aim maneuver
to gain benefits of aiming
and upgrade combat check
once per rank of True Aim.


















Smuggler: Pilot Talent Tree
Career Skills: Coordination, Deception, Knowledge (Underworld), Perception, Piloting (Space), Skulduggery,

Streetwise, Uigilance
Pilot Bonus Career Skills: Astrogation, Gunnery, Piloting (Planetary), Piloting (Space)

Take a Full Throttle action;

make a Hard (¢ ¢ ¢) Pi-

loting check to increase a

top speed 1

a number of rounds
equal to

Remove [l per rank of
Skilled Jockey from all Pi-
loting (Planetary) and Pi-
loting (Space) checks the

Remove [ per rank of
Skilled Jockey from all Pi-
loting (Planetary) and Pi-

character attempts.

Spend 1 Destiny Point to
add additional damage
equal to half Agility (round-
edup) onehitof

ful attack made with ship or
vehicle-mounted .

Remove [ per rank of
Calaxy Mapper from As-
trogation Astro-
gation checks take half
normal time.

Remove [ per rank of
Calaxy Mapper from

gation checks take half
normal time.

per round, may
mount or dismount a ve-
or beast, or enter a
or weapon station
on a vehicle, as an
dental.

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

character attempts.

Suffer 1 to attempt
Full Throttle  a maneu-
ver and its diffi-

culty to Average (@ 4).

Once per round when pilot-
ing a starship, may suffer 2
strain to perform any action

Spend 1 Point to
add additional damage
equal to Agility (rounded
up)  one hit of
made with ship
weaponry.

Count vehicle or starship
piloted  having a silhou-
ette 1 lower when being
attacked.
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Increase defense of vehicle

or starship piloted
by 1 per of Defensive
Driving

per encounter may
take Brilliant Evasion action.
Select 1 opponent and
make Opposed Piloting
(Planetary or Space)
to stop opponent from at-
tacking character for rounds
equal to Agility.



Smuggler: Scoundrel Talent Tree r

Career Skills: Coordination, Deception, Knowledge (Underworld), Perception, Piloting (Space), Skulduggery,
Streetwise, Uigilance
Scoundrel Bonus Career Skills: Charm, Cool, Deception, Ranged (Light)

When purchasing illegal Remove [l per rank of

goods, may reduce rarity
by 1 per rank of Black
Market Contacts, increas-
ing cost by 50 of
base cost per reduction.

Remove M per rank of
Convincing Demeanor
from Deception or Skul-
duggery checks.

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage

Convincing Demeanor

from Deception or Skul-
duggery checks.

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black
Market Contacts, increas-
ing cost by 50 percent of
base cost per reduction.

Suffer a number of strain to
add an equal number of 3¢
to initiative checks. Strain
suffered cannot exceed
ranks in Rapid Reaction.

Remove [ per rank of
Convincing Demeanor
from Deception or Skul-
duggery checks.

Suffer a number of strain to
add an equal number of 3%
to initiative checks. Strain
suffered cannot exceed
ranks in Rapid Reaction.

Add [J per rank of Quick
Strike to combat checks
against targets that have not
acted yet this encounter.

and photocopy thi  ge for

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black
Market increas-
ing cost by 50 of
base cost per reduction.

Gain hidden storage in ve-
hicles or equipment that
holds items with total en-
cumbrance equal to ranks
in Hidden Storage

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

v T

Once per round, may per-
form Side Step maneuver
and suffer a number of strain
ta upgrade difficulty of all
incoming ranged by
an equal number for this
round. Strain suffered this
way cannot exceed ranks in
Side Step

Once per round, may per-
form Side Step maneuver
and suffer a number of strain
to upgrade difficulty of all
incoming ranged attacks by
an equal number for this
round. Strain suffered this
way cannot exceed ranks in
Side Step

Add [ per rank of Quick
Strike to combat checks
against targets that have not
acted yet this encounter.
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Smuggler: Thief Talent Tree
Career Skills: Coordination, Deception, Knowledge (Underworld), Perception, Piloting (Space), Skulduggery,

Streetwise, Vigilance
Thief Bonus Career Skills: Computers, Skulduggery, Stealth, Vigilance

Remove M per rank of
Street Smarts from Street-
wise or Knowledge (Under-
world) checks

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black
Market Contacts, increas-
ing cost by 50 percent of
base cost per .

Add [] per rank of Stalker
to all Stealth and Coordi-

Remove I per rank of
Bypass  Security  from
checks made to disable a
security device or open a
locked door.

Once per round, suffer 2
strain to decrease difficulty
of next Stealth or Skuldug-
gery check by 1.

When purchasing illegal
goods, may reduce rarity
by 1 per rank of Black
Market Contacts, increas-
ing cost by 50 percent of
base cost per reduction.

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

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

Upgrade  difficulty  of
checks to identify character
once per rank of Indistin-
guishable.

Remove Il per rank of
Bypass Security  from
checks made to disable a
security device or open a
locked door.

Suffer a number of strain to
add an equal number of 3¢
to initiative checks. Strain
suffered cannot  exceed
ranks in Rapid

Remove M per rank of
Street Smarts from Street-
wise or Knowledge (Under-
world)

Upgrade  difficulty  of
checks to identify character
once per rank of Indistin-
guishable.

Gain hidden storage in ve-
hicles or equipment that

items with total en-
cumbrance equal to ranks
in Hidden Storage.

During a chase, add [] per
rank in Shortcut to any
checks made to catch or



Smuggler: Charmer Talent Tree

Career Skills: Coordination, Deception, Knowledge (Underworld), Perception, Piloting (Space), Skulduggery,

Streetwise, Vigilance

Charmer Bonus Career Skills: Charm, Cool, Leadership, Negotiation

When first acquired, choose
1 skill: Charm, Coercion,
Deception, or Negotiation,
When making checks with
that skill, spend (£) to gain
additional # equal to ranks
in Smooth Talker.

Remove m per rank of Kill
with Kindness from Charm
and Leadership checks.

Take the Disarming Smile ac-
tion; succeed at an opposed
Charm check to lower all de-
fenses of a target by ranks in
Disarming Smile until the
end of the encounter.

When first acquired, choose
1 skill: Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend (J) to gain
additional & equal to ranks
in Smooth Talker.

Once per session, may re-
roll any 1 Charm or Decep-
tion check.

Take the Inspiring Rhetoric
action; make an Average

Leadership check
Each & causes 1 ally in
short range to recover 1
strain. Spend O to cause
laffected ally to recover 1
additional strain.

Each ally affected by Inspir-
ing Rhetoric gains @ on all
skill checks for a number of
rounds equal to ranks in
Leadership.

Once per session, make
one skill check using Pres-
ence rather than the char-
acteristic linked to that skill.

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.

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

Remove m  per rank of Kill
with Kindness from Charm
and Leadership checks.

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.

Take the Disarming Smile ac-
tion; succeed at an opposed
Charm check to lower all de-
fenses of a target by ranks in
Disarming Smile until the
end of the encounter

Once per round as an inci-
dental, spend 1 Destiny
Point to ignore ~ generat-
ed on a social check by the
character or any ally in
short range.

Once per session as an
action, make a Hard
Charm check On suc-
cess, cannot be the target of
combat checks until the end
of the encounter or until
making a combat check.

Gain + 1 strain threshold

Remove m per rank of
Plausible Deniability from
Coercion and Deception
checks.

Cain + 1strain threshold.

Spend 1 Destiny Point to
recover strain equal to
Presence rating.

When a character involun-
tarily suffers strain, he suf-
fers 1 less strain per rank of
Resolve, to a minimum of 1



Smuggler: Gambler Talent Tree

Career Skills: Coordination, Deception, Knowledge (Underworld), Perception, Piloting (Space), Skulduggery,
Streetwise, Vigilance

Gambler Bonus Career Skills: Computers, Cool, Deception, Skulduggery

Remove m per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

Cain + 1 strain threshold.

Once per encounter,
choose a number of posi-
tive dice equal to ranks in
Second Chances and re-
roll them.

When gambling, win 10%
more credits per rank of Up
the Ante.

Suffer 2 strain to perform
the Double or Nothing in-
cidental to increase the
difficulty of the next
check by one. Then, after
canceling opposing sym-
bols, double the amount
of remaining O

Gain + 1 strain threshold.

Once per encounter,
choose a number of posi-
tive dice equal to ranks in
Second Chances and re-
roll them.

Remove m per rank of
Convincing Demeanor from
Deception or Skulduggery
checks.

When gambling, win 10%
more credits per rank of Up
the Ante.

When first acquired, choose
1 skill: Charm, Coercion,
Deception, or Negotiation.
When making checks with
that skill, spend to gain
additional » equal to ranks
in Smooth Talker.

Gain +2 wound threshold

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

Once per session as an inci-
dental, suffer 2 strain to flip
one dark side Destiny Point
to light side.

Once per session, make
one skill check using Cun-
ning rather than the charac-
teristic linked to that skill

Once per session, may re-
roll any 1 Cool or Negotia-
tion check.

When gambling, win 10%
more credits per rank of Up
the Ante.

When performing the Dou-
ble or Nothing incidental,
also double the number of
) and

Once per session, may re-
roll any 1 Skulduggery or
Stealth check.

Once per encounter,
choose a number of posi-
tive dice equal to ranks in
Second Chances and re-
roll them.

When performing the Dou-
ble or Nothing incidental,
after canceling opposing
symbols, also double the
amount of remaining &



Smuggler: Gunslinger Talent Tree

Career Skills: Coordination, Deception, Knowledge (Underworld!, Perception, Piloting (Space), Skulduggery,
Streetwise, Vigilance
Gunslinger Bonus Career Skills: Coercion, Cool, Knowledge (Outer Rim), Ranged (Light)

Gain +1 strain threshold.

Add +10 per rank of Le-
thal Blows to any Critical
Injury results inflicted on
opponents.

Gain +2 wound threshold.

May decrease difficulty of
Discipline checks to avoid
fear by 1 per rank of Confi-
dence.

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

Add O per rank of Quick
Strike to combat checks
againsttargets that have not
acted yet this encounter

Gain + 1 strain threshold.

Do not add m to combat
checks due to the use of
the Aim maneuver.

Add +10 per rank of Le-
thal Blows to any Critical
Injury results inflicted on
opponents.

After a successful com-
bined check with two
Ranged (Light) weapons,
additional hits can be allo-
cated to other targets with-
in range of the weapon.

Suffer a number of strain to
add an equal number of &
to initiative checks. Strain
suffered cannot exceed
ranks in Rapid Reaction.

Add O per rank of Quick
Strike to combat checks
against targets that have not
acted yet this encounter.

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

As an incidental, suffer 2
Strain to avoid increasing
the difficulty of a Ranged
(Light) check to attack with
two weapons.

Once per session, may re-
roll any 1 Ranged (Light) or
Ranged (Heavy) check.

Once per round, draw or
holster a weapon or acces-
sible item as an incidental.

May use Quick Draw twice
per round.

Decrease the Critical Rating
of a weapon by 1 (o a
minimum of 1) against tar-
gets that have not yet acted
this encounter.

Suffer a number of strain to
add an equal number of &
to initiative checks. Strain
suffered cannot exceed
ranks in Rapid Reaction.

When acquired, choose 1
combat skill. Add damage
equal to ranks in that skill to
one hit of successful attack
made using that skill.



Smuggler Signature Ability Tlree: Narrow Escape

Once per game session, the character may spend two Destiny Points to make a Hard (¢ ¢ ¢ ) Streetwise check. If successful, the character is im-
mediately able to flee from the current personal-scale combat encounter unscathed. The challenge is not overcome or defeated, but the character is
able to evade the hazard or threat for the time being. The exact nature of what the character is trying to accomplish, as well as the end results, must
be approved by the GM (see Narrative Abilities on page 38), but should be suitably creative or daring.

Remove m from the skill
check to activate Narrow
Escape.

Reduce the difficulty of the
skill check to activate Narrow
Escape to Average

Affect an additional number
of allied characters equal to
Cunning per Increase Effect
upgrade purchased.

Affect an additional number
of allied characters equal to
Cunning per Increase Effect
upgrade purchased.

Add O to the skill check to
activate Narrow Escape.

Narrow Escape can be acti-
vated during social encoun-
ters with the Deception skill.

Narrow Escape can be acti-
vated in a vehicle with the
Piloting (Planetary) or Pilot-
ing (Space) skill.

Narrow Escape costs 1 Des-
tiny Point instead of 2.

SIGNATURE ABILITY:
NARROW ESCAPE

Whether a smuggling deal has gone south or the author-
ities see through the ship’s fake transponder code,
Smugglers frequently find themselves in a position
where they need to make a getaway—and fast. Besides,
what good is a reward if nobody gets to spend it?

BASE ABILITY

Once per game session, the character may spend
two Destiny Points to make a Hard Street-
wise check. If he succeeds, the character immedi-
ately flees from the current personal-scale combat
encounter unscathed. The challenge is not overcome
or defeated, but the character evades the hazard or
threat for the time being. The exact nature of what the
character is trying to accomplish, as well as the end
results, must be approved by the GM (see Narrative
Abilities on page 38).

When making the skill check to activate Narrow
Escape, the GM can add O or m for any situational
effects that might cause the check to be easier or
more difficult.

RUN AWAY!

arrow Escape is fantastic for that moment

when the party finds that its trusty space-

craft has been parked in the maw of a giant,
hungry creature or for when somebody’s debt
collectors have come calling. However, if running
away could solve all of one’s problems, most
smugglers would live carefree lives. The fact is
that Narrow Escape doesn’t so much eliminate
most problems as it does defer them. Dodging
a bounty hunter today means that he will still
be on the trail of the PCs tomorrow, and avoid-
ing an awkward conversation with an estranged
relative does little to repair the relationship.

When a GM knows that he has a PC with Nar-
row Escape burning a hole in his pocket, he
should give the character a chance to use it in
memorable ways. The GM should also keep in
mind that some encounters can contribute just
as much to the story whether the PCs engage
with them or avoid them. For instance, when a
Smuggler slips past a pair of Black Sun thugs
looking to rearrange his face, he might over-
hear their conversation and discover the name
of the boss trying to hunt him down. Similarly,
giving a PC the chance to make the choice to
run away or stay and face an old fear can be
as interesting as the actual encounter itself.



Smuggler Signature Ability Tree: Unmatched Fortune

Once per game session as an incidental, the character may spend 2 Destiny Points to change the face of one positive die in the character's dice pool
to another face adjacent to it. An "adjacent” face is any die face sharing an edge—not a point—with the rolled face. Unmatched Fortune cannot be used

onaO

Unmatched Fortune can be
used one additional time
each game session per Fre-
guency upgrade purchased.

Unmatched Fortune costs 1
Destinv Point instead of 2

Unmatched Fortune affects
one additional die per In-
crease Number upgrade
purchased.

Unmatched Fortune can also
be used on negative dice.

Unmatched Fortune can also
be used on the dice pool of a
willing ally within short range.

Increases the maximum
range at which Unmatched
Fortune can affect willing
allies by 1 per Increase

Unmatched Fortune affects
one additional die per In-
crease Number upgrade
purchased.

Unmatched Fortune can be
used one additional time
each game session per Fre-
quency upgrade purchased.

SIGNATURE ABILITY:
UNMATCHED FORTUNE

Smugglers learn early on to be self-reliant and sure
of themselves. It isn’t enough to hope things will work
out or believe in some hokey religion—they have to
take luck into their own hands if they want to keep
flying, much less make a credit or two.

BASE ABILITY

Once per game session, as an incidental, the charac-
ter may spend 2 Destiny Points to change the face
of one positive die in the character's dice pool to
another face adjacent to it. An “adjacent” face is any
die face sharing an edge—not a point—with the rolled
face. Unmatched Fortune cannot be used on aO.

UPGRADES

Unmatched Fortune has several upgrades. Any
upgrades that appear in Unmatched Fortune’s tree
multiple times have their effects stack.

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

Frequency Upgrade: Unmatched Fortune can be
used an additional time per game session equal to
ranks in Frequency upgrade.

Range upgrade purchased.

Increase Effect Upgrade: Unmatched Fortune can
also be used on negative dice.

Increase Number Upgrade: Unmatched Fortune
affects one additional die per rank in Increase Num-
ber upgrade.

Increase Range Upgrade: Increases the maxi
mum range at which willing allies

can be affected by a number of

range bands equal to the num- a

ber of Increase Range upgrades

purchased.

Shared Luck: Unmatched
Fortune can also be used on
the dice pool of a willing
ally within short range. All
upgrades the acting char-
acter has in Unmatched
Fortune can

be applied to

the character

receiving heb.



Technician: Mechanic Talent Tree

Career Skills: Astrogation, Computers, Coordination, Discipline, Knowledge (Quter Rim), Mechanics, Perception,
Piloting (Planetary)
Mechanic Bonus Career Skills: Brawl, Mechanics, Piloting (Space), Skulduggery

B per rank of Whenreducing ~ amount
Gearhead from Mechan- of

The character repairs +1

Halve the
credit cost to add mods

to

Once per session, may
take a Redundant Systems
action; make an Easy (@)
Mechanics check to har-
vest from a

device to re-
pair a broken one without
breaking the first

The character repairs +1
hull trauma per of

id Repairs he re-
pairs a starship or vehicle.

Once per session, take

Contraption action; a
Hard (¢ ¢ ¢) Mechanics
check to fashion a to

solve a current problem us-
ing just the tools and parts
on hand.

The character +1
hull trauma rank of Sol-
id Repairs whenever he re-
pairs a or vehicle.

The character repairs + 1

hull trauma per of Sol-

id Repairs whenever  re-
a vehicle.

strain a starship
or vehicle suffers, reduce 1
additional strain per rank of
Fine Tuning.

Remove Ml per of
Gearhead from Mechan-
ics the

credit cost to add
to attachments.

Once per may take
a Bad
make a Hard (¢ 4 ¢) Me-

chanics check to
one targeted device

fail.
When the
of strain a starship

or vehicle suffers, reduce 1
additional strain per rank of
Fine Tuning.

hull trauma per rank of Sol-
id Repairs whenever he re-
pairs a starship or vehicle.

Spend 1 Destiny Point to
perform a Hold Together in-
cidental immediately after
vehicle or starship takes
damage to turn it into sys-
tem strain.

Permission granted to print and photocopy this page for personal

When staggered or
ented, perform the Hard
Headed action; make a
Daunting (¢ ¢ ¢ @) Dis-
cipline check to remove
status. Difficulty reduces
per rank of Hard

When incapacitated due
to strain exceeding thresh-
old, may take a more dif-
ficult Hard action

reduce strain to 1 be-
low threshold.



[ ] [ ]
Technician: Outlaw Tech Tree
Career Skills: Astrogation, Computers, Coordination, Discipline, Knowledge (Outer Rim), Mechanics, Perception,
Piloting (Planetary)
Outlaw Tech Bonus Career Skills: Knowledge (Education), Knowledge (Underworld), Mechanics, Streetwise

May add 1 additional hard
point to a number of items
equal to ranks in Tinkerer.
Each item may only be
modified once.

The character repairs +1
hull trauma per rank of Sol-
id Repairs whenever he re-
pairs a starship or vehicle.

Spend 1 Destiny Point to
perform a Utility Belt inci-
dental; produce a previously
undocumented item  or
weapon (with restrictions)
from a tool belt or a

Choose 1 weapon, armor,
or other item and give it a
permanent  improvement
while it remains in use.

When  constructing new
items or modifying attach-
ments, add [Jor remove [l
per rank of Inventor.

Remove M per rank of
Utinnil" from checks to
find or scavenge items or
gear. Such checks take
half the time.

Once per round, may per-
form Side Step maneuver
and suffer a number of strain
to upgrade difficulty of all
incoming ranged by
an equal number for the
next round. Strain suffered
this way cannot exceed
ranks in Side Step.

Remove M per rank of
Utinni! from checks to
find or scavenge items or
gear. Such checks take
half the time.

Perform the Brace ma-
neuver to remove [l per
rank of Brace from next
Action. This may only re-
move [l added by envi-
ronmental circumstances.

When constructing new
items or modifying attach-
ments, add[Jor remove
per rank of Inventor.

Once per session, may per-
form the Known Schematic
maneuver; make a Hard
@ ¢ ¢ Knowledge (Edu-
cation) check. Success
grants familiarity with a
building or ship’s design.

May add 1 additional hard
point to a number of items
equal to ranks in Tinkerer.
Each item may only be
modified once.

Once per round, may per-
form Defensive Stance ma-
neuver and suffer a num-
ber of strain to upgrade
difficulty of all incoming
melee attacks by an equal
number for the next round.
Strain suffered this way
cannot exceedranks in De-
fensive Stance.

Choose 1 weapon, armor,
or other item and give it a
permanent  improvement
while it remains in use.

Perform the Brace ma-
neuver to remove [l per
rank of Brace from next
Action. This may only re-
move [l added by envi-
ronmental circumstances.

ge for personal use. © LFL 2013.



Technician: Slicer Talent Tree

Career Skills: Astrogation, Computers, Coordination, Discipline, Knowledge (Outer Rim), Mechanics, Perception,

Piloting (Planetary)

Slicer Bonus Career Skills: Computers, Knowledge (Education), Knowledge (Underworld), Stealth

Remove [l per rank in Co-
debreaker from checks to
break codes or decrypt
communications. Decrease
difficulty  of to
break codes or decrypt
communications by 1

When defending comput-
er systems, add [l per
rank of Defensive Slicing
to opponents’ checks.

When defending

er systems, add [l per
rank of Defensive Slicing
to opponents’ checks.

When making a Computers
check may spend @ to
make further Computers

within this system

Remove Il per rank of
Security  from
checks made to a

Slicing now up-
grades opponents’ diffi-
culty once per rank of
Defensive Slicing; this re-
places the usual benefits.

Once per round, may take
a Master Slicer incidental to
suffer 2 strain and decrease
difficulty of Computers or
other slicingchecksby 1, to
a minimum of Easy (4).

When defending comput-
er systems, add Il per
rank of Slicing
ta .

Remove [l per rank in Co-
debreaker from checks to
break codes or decrypt

difficulty of checks to
break codes or decrypt
communications by 1.

Spend 1 Destiny Point to
ignore effects of Critical
Injuries on Intellect or
Cunning checks until end
of encounter.

Permission granted to print and photocopy this page for personal us

Remove Il per rank of

Security  from
checks made to disable a
security device or open a
locked door.

Remove [l per rank of

Security ~ from

made to disable a

security device or open a
locked door.

When a character involun-
tarily suffers strain, he suf-
fers 1 less strain per rank of
Resolve, to a minimum of 1



















































COMMANDER: Figurehead Talent Tree

Career Skills: Coercion, Cool, Discipline, Knowledge (Warfare), Leadership, Perception, Ranged (Light), Vigilance
Figurehead Bonus Career Skills: Cool, Leadership, Negotiation, Knowledge (Core Worlds)

Gain + 1 strain threshold.

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

Remove m per rank of
Commanding  Presence
from Leadership and Cool
checks.

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

Spend 1 Destiny Point to
recover strain equal to Pres-
ence rating.

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

Take the Inspiring Rhetoric
action; make an Average
(# ¢) Leadership check
Each causes 1 ally in
close range to recover 1
strain. Spend  to cause 1
affected ally to recover 1
additional strain.

Gain + 1 strain threshold.

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

Once per session, may re-
roll any 1 Cool or Leader-
ship check.

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

May use ranks in Cool to
upgrade Mass Combat
checks instead of ranks in
Leadership.

Each ally affected by Inspir-
ing Rhetoric gains @ on all
skill checks for a number of
rounds equal to ranks in
Leadership.

May spend on fear
checks to give allies in short
range additional & on the
same fear check.

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

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

Gain + 1 strain threshold.

Whenever any character’s
Duty would increase, it in-
creases by an additional 1
per rank of Positive Spin.

Remove m per rank of
Commanding  Presence
from Leadership and Cool

Once per session, may take
Commanding Presence ac-
tion; make an opposed
Cool vs. Discipline check
to force target to leave the
encounter.



COMMANDER: Instructor Talent Tree

Career Skills: Coercion, Cool, Discipline, Knowledge (Warfare), Leadership, Perception, Ranged (Light), Vigilance
Instructor Bonus Career Skills: Discipline, Medicine, Ranged (Heauy), Knowledge (Education)

Remove m per rank of Con-
ditioned from Athletics and
Coordination checks. Re-
duce the damage and strain
suffered from falling by 1
per rank of Conditioned.

Gain + 2 wound threshold.

Add O per rank of Physical
Training to Athletics and Re-
silience checks.

Take the Field Commander
action: make an Average
(¢ ¢) Leadership check
A number of allies equal to
Presence may immediately
suffer 1 strain to perform 1
free maneuver.

Field Commander action
affects allies equal to dou-
ble Presence, and may
spend  to allow one ally
to suffer 1 strain and per-
form 1 free action instead.

Add O per rank of Physical
Training to Athletics and Re-
silience checks.

After an engaged ally fails a
check, may suffer 1 strain
to assist that ally’s next
check this encounter as an
out of turn incidental.

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

Gain + 1 strain threshold.

Once per session, may re-
roll one Discipline or Lead-
ership check.

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

Remove m per rank of Con-
ditioned from Athletics and
Coordination checks. Re-
duce the damage and strain
suffered from falling by 1
per rank of Conditioned.

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

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

May suffer 1 strain on suc-
cessful skill check to add

to the same skill check made
by a number of allies equally
to Willpower within short
range during the next round.

Gain +1 strain threshold.

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

Once per session, when an
ally protected by the Body
Guard maneuver suffers a
hit, suffer the hit instead.

Gain +2 wound threshold.

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



COMMANDER: Strategist Talent Tree

Career Skills: Coercion, Cool, Discipline, Knowledge (Warfare), Leadership, Perception, Ranged (Light), Uigilance
Strategist Bonus Career Skills: Computers, Cool, Uigilance, Knowledge (Warfare)

Remove m per rank of Re-
searcher from all Knowl-
edge checks. Researching a
subject takes half the time.

Gain + 1 strain threshold.

When acquired, choose 1
Knowledge skill. When
making that skill check,
may spend result to
gain additional successes
equal to ranks in Knowl-
edge Specialization.

On a successful Knowledge
check, character and allies
gain automatic O per rank
of Researcher on checks to
act on those facts until the
end of his next turn.

Once per session, take a
Thorough Assessment ac-
tion: make aHard (¢ ¢ ¢)
Knowledge check to
gain Boost dice equal to
# that can be distributed
during the encounter.

Gain + 1 strain threshold.

May use ranks in Knowl-
edge (Warfare) to up-
grade Mass Combat
checks instead of ranks in
Leadership

Remove m per rank of Re-
searcher from all Knowl-
edge checks. Researching a
subject takes half the time.

When acquired, choose 1
Knowledge skill. When
making that skill check,
may spend result to
gain additional successes
equal to ranks in Knowl-
edge Specialization.

Once per session, may in-
troduce a “fact” into the
narrative as if a Destiny
Point had been spent.

Remove m per rank of
Ready for Anything on
Mass Combat checks and
Cool or Vigilance checks to
determine Initiative order.

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

Remove m per rank of
Ready for Anything on
Mass Combat checks and
Cool or Vigilance checks to
determine Initiative order.

Take the Coordinated As-
sault maneuver; a number
of engaged allies equal to
Leadership ranks add O
to combat checks until be-
ginning of next turn. Range
increases per rank of Coor-
dinated Assault.

When making Cool or Vigi-
lance checks to determine
Initiative order, may spend
<)) to add # equal to ranks
in Ready for Anything.

Gain + 1strain threshold.

Choose any 3 Knowledge
skills. They permanently
become career skills.

Once per phase during a
mass combat, may suffer
2 strain to decrease diffi-
culty of a Mass Combat
check once.

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

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



Commander Signature Ability Tree: Rousing Oratory

Once per game session, the character may perform a Rousing Oratory action, spend 2 Destiny Points, and make a Hard (¢ ¢ ¢ ) Leadership check to inspire
agroup to take action in a military situation about which members were previously hesistant.

May make a Discipline check
instead of a Leadership check
to activate Rousing Oratory.

After triggering Rousing
Oratory, add O per Boost
Allies upgrade to all Disci-
pline and Cool checks that

Remove m from skill check to
activate Rousing Oratory.

Reduce the difficulty of the
skill check to activate
Rousing Oratory to Aver-
age (¢+)

Friendly characters and
NPCs targeted by Rousing
Oratory recover a number
of strain equal to the char-
acter’s ranks in Leadership.

During a mass combat, may
activate Rousing Oratory to
create a turning point or
boost allies already taking

May make a Cool check in-
stead of a Leadership check
to activate Rousing Oratory.

Rousing Oratory costs
Destiny Point instead of 2.

other friendly characters
and NPCs make until the
end of the encounter.

BASE ABILITY

Once per game session, the character may perform a
Rousing Oratory action and spend 2 Destiny Points to
make a Hard (<~"”) Leadership check On a suc-
cess, the character inspires a group to take action in
a military situation about which members were previ-
ously hesitant. This could include stirring the hearts of
a beleaguered army, spurring an oppressed populace
to take up arms against their oppressors, or uniting
fractious groups against a common enemy. Rousing
Oratory can influence only those who can see or hear
the character using it. The exact nature of what the
character is trying to accomplish, as well as the end
results, must be approved by the CM.

UPGRADES

Boost Allies: After triggering Rousing Oratory, add
O per Boost Allies upgrade to all Discipline and Cool
checks the other friendly characters and NPCs make
until the end of the encounter.

Change Skill (Cool): When activating Rousing Ora-
tory, the character may make a Cool check instead of
a Leadership check.

part in one.

Change Skill (Discipline): When activating Rousing
Oratory, the character may make a Discipline check
instead of a Leadership check.

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

Recover Strain: Friendly characters and NPCs tar-
geted by Rousing Oratory recover a number of strain
equal to the character’s ranks in Leadership.

Reduce Difficulty: The skill check to activate Rousing
Oratory is Average (") instead of Hard (¢ ¢ ¢ )

Reduce Setback: Remove m from the skill check to
activate Rousing Oratory.

Turning Point: During a mass combat, the character
may perform the Rousing Oratory action to immedi-
ately create a turning point (see page 75). The player
and the CM should work together to determine the
exact nature of the turning point, based on the circum-
stances of the mass combat. Alternatively, if the PCs
are already taking part in an ongoing turning point,
after triggering Rousing Oratory, add additional O
to all skill checks that friendly characters and NPCs
make until the end of the turning point.



Commander Signature Ability Tree: Unmatched Authority

Once per game session, as an action during an encounter in structured time, the character may spend 2 Destiny Points to gain the following ability for the
remainder of the current round and two additional rounds: As an out of turn incidental, the character may suffer 2 strain to downgrade the difficulty of an
ally’s skill check once.

Unmatched Authority lasts
one additional round.

Unmatched Authority costs
Destiny Point instead of 2.

Increase strain threshold by
2 while Unmatched Authority
is active.

Reduce the strain cost to
modify an ally’s skill check
with Unmatched Authority

May remove m from an al-
ly’s skill check instead of
downgrading the difficulty.

The character can spend
strain to modify Mass Com-
bat checks with Unmatched
Authority as though it was
an ally’s skill check.

May reduce the difficulty of
an ally’s skill check instead of
downgrading the difficulty.

by 1.

UPGRADES

Destiny: To activate Unmatched Authority, the char-
acter needs to spend only 1 Destiny Point instead of
the normal 2.

Duration: Unmatched Authority lasts for 1 additional
round per Duration upgrade.

Endurance: Reduce the strain cost to modify an ally’s
skill check with Unmatched Authority by 1 (to a mini-
mum of 1).

Firm Resolve: While Unmatched Authority is active,
increase the character’s strain threshold by +2 per
Firm Resolve upgrade. (Note that if the character’s
strain exceeds his strain threshold when Unmatched
Authority ends, and his strain threshold resets to nor-
mal, he is incapacitated, as described on page 230 of
the Ace of Rebellion Core Rulebook.

Increase Effect (Remove Setback): When spending
strain to modify an ally’s skill check with Unmatched
Authority, the character may remove m from the
check instead of downgrading the difficulty.

Increase Effect (Reduce Difficulty): When spending
strain to modify an ally’s skill check with Unmatched
Authority, the character may reduce the difficulty of
the check instead of downgrading it.

Mass Combat: The character can spend strain
to modify a Mass Combat check with Unmatched
Authority as though it were an ally’s skill check.












DIPLOMAT: Advocate Talent Tree

Career Skills: Charm, Deception, Knowledge (Care Worlds), Knowledge (Lore), Knowledge (Outer Rim),
Knowledge (Xenology), Leadership, Negotiation
Advocate Bonus Career Skills: Coercion, Deception, Negotiation, Vigilance



DIPLOMAT: Analyst Talent Tree

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Lore), Knowledge (Outer Rim),
Knowledge (Xenology), Leadership, Negotiation
Analyst Bonus Career Skills: Computers, Knowledge (Education), Knowledge (Warfare), Perception



DIPLOMAT: Propagandist Talent Tree

Career Skills: Charm, Deception, Knowledge (Core Worlds), Knowledge (Lore), Knowledge (Outer Rim),
Knowledge (Xenology), Leadership, Negotiation
Propagandist Bonus Career Skills: Charm, Deception, Knowledge (Warfare), Perception

Cain + 1strain threshold.

Remove m up to ranks in
In the Know from checks
to get information from
people or disseminate
news. Minion NPCs do not
realize this character's
allegiance in interviews.

Once per session, choose
an organization and make a
Hard (¢ ¢ ¢ ) Deception
check. On success, organi-
zation members have their
wound thresholds reduced
by 1, plus | per# &

until the end of the session.

Cain +2 wound threshold.

Whenever any character’s

Duty would increase, it in-
creases by an additional 1
per rank of Positive Spin.

Whenever any character's
Duty would increase, it in-
creases by an additional |
per rank of Positive Spin.

Once per session, if no PC's
Duty triggered, make a
Daunting (+ + + +)
Charm check with the dif-
ficulty decreased once per
rank of Positive Spin to
have one PC's Duty trigger.

Choose any 2 skills. They
permanently become ca-
reer skills.

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

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

Remove m up to ranks in
In the Know from checks
to get information from
people or disseminate
news. Minion NPCs do not
realize this character's
allegiance in interviews.

Whenever any character’s
Duty would increase, it in-
creases by an additional 1
per rank of Positive Spin.

Gain + 1 strain threshold.

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

Once per session, make an
opposed Deception vs
Vigilance check with the
difficulty downgraded once
per rank of In the Know to
have a target NPC believe
specific false intelligence.

Once per encounter, when
making a Coercion skill
check, the character may
use Deception skill instead.

Cain +2 wound threshold

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

Once per session, may
reveal a contact who can
shed light on a chosen
subject.

Remove m up to ranks in
In the Know from checks
to get information from
people or disseminate
news. Minion NPCs do not
realize this character's
allegiance in interviews.



Diplomat Signature Ability Tree: Diplomatic Solution

Once per game session, when a combat encounter against one or more sentient creatures is about to begin, the character may spend 2 Destiny Points and make
aDaunting (¢ ¢ ¢ ¢+ ) Charm checkto turn the encounter into a social encounter instead.

May make a Coercion check
instead of a Charm check to
activate Diplomatic Solution.

May activate Diplomatic
Solution at the start of any
combat turn instead of
only at the start of combat.

Remove m from skill check to
activate Diplomatic Solution.

Reduce the difficulty of the

skill check to activate Dip-

lomatic Solution to Hard

Other friendly characters

gain O on social checks un-

til the end of the encounter
per Boost Allies Upgrade.

Diplomatic Solution costs
Destiny Point instead of 2.

May make a Leadership
check instead of a Charm
check to activate Diplo-
matic Solution.

Other friendly characters
gain O on social checks un-
til the end of the encounter
per Boost Allies Upgrade.

<eee)

SHARING THE SPOTLIGHT

iplomatic Solution gives Diplomat characters
D a great deal of narrative power, and lets them
shape entire scenes and even whole sessions.
While this can be a lot of fun if used at appro-
priate times, sometimes the Soldier just wants
to fire that heavy blaster rifle at some storm-
troopers or the Ace is looking to dogfight with
a deadly foe. The GM should keep this in mind,
and consider ways in which the Diplomat and
more martially minded characters can contrib-
ute at the same time, so that everyone has fun!

Of course, when the Diplomat does use Diplo-
matic Solution, the GM should encourage the
other PCs to participate in the ensuing encoun-
ter, even if diplomacy is not their strong suit.
After all, Soldiers, Commanders, and Aces can
offer insight into the realities of the battlefield
that Diplomats might lack, while Spies and
Engineers often have information that nobody
else in the party would have reason to pos-
sess. Many different skills can be used over the
course of a diplomatic encounter, and the GM
should encourage the PCs to be creative!

Other times, the GM should consider ways
that the Diplomat can use Diplomatic Solution
without depriving the other PCs of a fight. For
instance, in a battle with Imperial troops, the
GM might let the Diplomat use this signature
ability to negotiate a cease-fire mid-battle to
exchange prisoners or to evacuate civilians
from the area, but not end the battle entirely.
Alternatively, if the PCs are on a mission to
negotiate for supplies or support, Diplomatic
Solution might let the Diplomat smooth over
ruffled feathers after a situation turns hostile,
but not completely eliminate the need for com-
bat. Perhaps an offended party demands a duel
to see honor upheld, or maybe the aggrieved
group demands that the PCs take care of some
dangerous task to make amends. This is where
other characters can step in and shine!

By using narrative techniques like these, the
GM can let the Diplomat affect the story in a
big way by defusing conflicts and still give the
other characters important jobs in the diplo-
matic process.



Diplomat Signature Ability Tree: Unmatched Insight

Once per game session, during an encounter or scene involving one or more other sentient creatures, the character may spend 2 Destiny Points. The character
immediately becomes aware of the emotional states and basic histories of up to 3 chosen patrticipants in the scene.

The character realizes the
motivations of each other
participant in the scene.

Choose 1 character. Up-
grade the ability of all so-
cial checks once per Lever-
age Upgrade against that
character until the end of
the encounter.

Increase the number of par-
ticipants affected by 2 per
Increase Number upgrade.

Unmatched Insight costs
Destiny Point instead of 2.

Increase the number of par-
ticipants affected by 2 per
Increase Number upgrade.

Choose 1 character. Up-
grade the ability of all so-
cial checks once per Lever-
age Upgrade against that
character until the end of
the encounter.

Unmatched Insight may be
used twice per game session.

Notice one important detail
that a chosen character
would prefer to conceal.
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Soldier Signature Ability Tree: The Bigger They Are...

— - i -
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| M THE BIGGER THEY ARE... BASE ABILITY

EAlTIe SESSION as an action, the character may spend 2 Destiny Points, nominate ane vehicle, starship, or iving creature ol
Nd make a Hard (Q’.] Knowledge (Warfare) check If he succeeds, for the next % rounds, he and each other frie

mignore the target's armor (or soak) when inflicting damage on the target with non-vehicle/starship weapon

| B INCREASE |
ﬂ SILHODUETTE

ncrease the sithouette of tar
gets that can be affected by
[he Bigger They Are... by |

—_— ——— ey = e g

= 1 g ——— e — . R T T i —— i e < e T il T W = = EUST 3“

| B CHANGE SKILL o | I DURATION B | B CHANGE SKILL
May use Survival instead of 1 The Bigger They Are.. lasts May use Athietics mstead of
Knowitedege (Wwartare) !

Knowledge (Warfare) to acti for 2 additiona! rounds .
vate The Bigger They Are qate The Bigger They A

COST 10
COST 10

|l ONGDING SALVO Il DESTINY B REDUCE
| OIFFICULTY '

If the tarpet is destroyed (or The Bigger They Are .. costs
Jies) while The Bigger They | Destiny Point instead of 2 Reduce the difficulty of the
Are . IS active, the character . _ skill check to activate The
may spend 1 Destiny Foint COST 15 Bigger They Are . to Aver-
to select a new target for The age (@ ¢
Bigger They Are |

COST 10

| I INCREASE
| SILHOUETTE

r .

ncrease the stthouetts
gets that can be affecied |
The Hig;{l” They An

COST 15

LOST 15
COST 15

SIGNATURE ABILITY: UPGRADES
THE BIGGER THEY ARE-" The Bigger They Are... has several upgrades that can

N | improve its effects and make it easier to use Any
The Alliance to Restore the.ReDUb“C IS an organiza-  ypgrades that appear in The Bigger They Are .'s tree
tion founded upon the principle that seemingly invin-  multiple times have their effects stack

| | eht down with creativ- |
cible Juggefﬂal{ts Ca;‘db: tt;irt-{}:fgluck The Bigger They Change Skill (Athletics): When activating The Big
ity. determination, a ' ger They Are..., the character may make an Athletics

i< a sienature ability that exemplifies this men- | o g
f;rliigty Igsivingga Soldier the ability to fell targets well check instead of a Knowledge (Warfare) check

beyond the reacn of most infantry. Using experiencg Change Skill {Survival): When activating The Bigge!
- - ~uamt vinht enat to hit @ target, whether it  They Are..., the character may make a Survival check


































GUARDIAN: Armorer

Career Skills: Brawl, Cool, Discipline, Melee, Resilience, Vigilance
Additional Career Skills: Knowledge (Quter Rim}, Lightsaber, Mechanics, Resilience

E [ TOUGHENED

B INVENTOR \

When construcling  new TA
items or modifying attach- 7
ments, add [Jor remove [l J
per rank of Inventor. =

[l GEARHEAD .

Remove W@ per rank of
Cearhead from Mechan
ics checks. Halve the
credit cost 1o acd mods
to attachments.

N

SABER THROW

Perform Saber Throw ac-
tion, make Lightsaber com-
bat check as ranged attack
at target within medium
range, adding O no greater
than Force rating. Must
spend<Pand succeedto hit
target; spend P to have
weagpon retum to hand

Take Comprehend Technoi-
ogy action: make an Aver-
age (@ @) Knowledge
(Education) check 0 use

e rating as ranks in skills
0 use single item.

ll Il ARMOR MASTER

[ 'MPROVED

ARMOR MASTER

When wearing armor with a
soak value of 2 or higher, in
crease defense by 1.

I TINKERER

May add 1 additional hard
point to @ number of items
cqual to ranks in Tinkerer.
Each item may only be
modified once

Take the Imbue Item ma-
neuver; suffer | strain and
commit O to grant one
weapon, piece of armor. or
item an improvement white
O remains committed. Suf
fer | strain every round O
remains committed.

Permission granted to print and photp,:t;i:y this page for personal use. B LFL @ FFG

[l GEARHEAD

Remove W@ per rank of
Cearhead from Mechan
ics checks Halve the
credit cost to add mods
o attachments

When constructing  new
items or modifying attach-
ments, add Jor remove [l

Always count as having
the right tools for the job
when performing Mechan-

per rank of Inventor. ics checks.
=2
P
|
B SUPREME |
ARMOR MASTER

Once per round, may suf

fer 3 strain to take the Ar

mor Master incidental: re-

duce the next Critical Injury
suffered by 10 per point of b
soek, to @ minimumof | A
!
3

[l DEDICATION

Take the Reinforce Item s ailii -!
maneuver: commit O O B
to granl one weapon or |
piece of armor the Corto :

sis quality while O O re =]
mains committed. Suffer :
3 strain every round OO
{ remain committed.

STAUNCH PROTECTORS
KEEPINC THE PEACE

i
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Il PAsSIVE -
r e =

t FORCE TALENT

GUARDIAN: Warden

Career Skills: Brawl, Cool, Discipline, Melee, Resilience, Vigilance
Rdditional Career Skills: Brawl, Coercion, Discipline, Knowledge {(Underworid)

|| \]
GRIT I TOUGHENED \

4

[l PRECISION STRIKE

When  this  characte

inflicts a Crtical Injury

with a Brawl. Melee. or
ghtsaber weapon, may

suffer 1 strain to change

the result to any Easy (@)

Critical Injury resuit. ﬂ

I INTIMIDATING N

May suffer a number of
strain o downgrade difficul-
ty of Coercion checks, or
upgrade difficulty when tar-
geted by Coercion checks,
by an cqual number. Strain
suffered this way cannot ex-
ceed ranks in Intimidating.

GRIT \

[l SCATHING TIRADE

I CONFIDENCE

| I BAD cop \

May spend 4 ¢ from a
Deception or  Coercion
check to upgrade ability of a
single ally’s subsequent So-
cial Interactioncheck against
the target anumber of times
equal Lo ranks in Bad Cop.

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

Take a Scathing Tirade ac-
tion: make an Average (4p
@) Coercion check. Each
Y% causes one enemy in
short range to suffer 1
strain. Spend {# to cause |
affected enemy to suffer
additional strain.

= I CONFIDENCE N\ | Il FEARSOME ; .tm ESCAP

May spend £} £} from a
Coercion check or & ©
from a foe's Discipline
check; that target cannot
perform a free maneuver
during his next turn,

B

Il BAO CoP \ "
:

May decrease difficulty When an adversary be-
of Discipline checks to comes engaged the
avoid fear by 1 per rank character, the charactel
of Confidence. may force the adversary to
make a fear check, with the
difficulty equal to the char
acter’s ranks in Fearsome.

oY "@
mocsc: P W b OO

Il GRAPPLE \

Once per round. may per

instead of 1 to move from
engaged to short range.

e end of his next turp

When a combat check
made by an engaged foe
generates ¥ or & @ &,
may stagger attacker until

1 [l DEDICATION

When targeted by combat
check from within medi-
um range, may spend a
Destiny Point to upgrade
the difficulty of the check
a number of times equa
to ranks in Coercion.

May spend {3 {3} from a
Deception or Coercion
check to upgrade ability of a
single ally's subsequent So-
cial Interaction check against
the target a3 number of times
equal to ranks in Bad Cop.

When an adversary be

difficulty equal to the char-
acter’'s ranks in Fearsome.

.

STAUNCH PROTECTORS
KEEFWNC THE PEACE
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form the Crapple maneu- comes engaged with the

ver. Until the beginning of character. the characte E
character's next turn, foes may force the adversary to B
must spend 2 maneuvers make a fear check, with the -




GUARDIAN: Warleader

Career Skills: Brawl, Cool, Discipiine, Melee, Resilience, Vigilance
Additional Career Skills: Leadership, Perception, Ranged (Light), Survival

I PRIME POSITIONS

When this character or an
ally in short range takes
cover, he increases soak
against ranged attacks by |
per rank of Prime Positions
until he leaves thal covel

[l SUPPRESSING FIRE

Character and allies in
short range may spend 3
on failed combat checks
once per round Lo inflict 1
strain per rank of Sup-
pressing Fire on the target

[l COORDINATED
ASSAULT

Take the Coordinated As
sault maneuver: a number
ol engaged allies egual to

adership ranks add {3 to
combat checks until begin-

[l SUPPRESSING FIRE

Character and allies i
short range may spend {3
on failed combat checks
once per round to inflict 1
strain per rank of Sup
pressing Fire on the target

I CAREFUL B swiFt =
PLANNING

Once persession, may intro-
duce a “fact” inte the narra-
tive as If a Destiny Point had
been spent.

Add [ per rank of Un
canny Senses to all Per-
eptio

&

PRIME POSITIONS

[l BLIND SPOT N & Il FOREWARNING N\

When this character or an
ally in short range takes
cover, he increases soak
against ranged attacks by 1
per rank of Prime Positions
until he leaves that cover

This character and allies
within short range add {3
to combat checks while
benefiting from cover

Perferm the Ferewarning
action. All allies within me-
dium range increase de
fense by character’s Force
rating until they act in the
encounter.

ning of next turn. Range in-
creases per rank of Coordi-
nated Assault

y, B PROPHETIC AIM

N\

[l CLEVER SOLUTION

Once per session. make
one skill check using Cur-
ning rather than the char
acteristic linked to that

While benefiting from an

Aim maneuver. @ from

this character's Ranged £
(Heavy) and Ranged (Light)

checks cannotl cause at-

tacks to hit allies engaged

with the target.

STAUNCH PROTECTORS
KEEFING THE PEACE
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. Guardian Signature Ability Tree: Fated Duel
||

[l FATED DUEL BASE ABILITY

N\

Reduce Lhe difficulty of the
skill check to activale Fat-

Duel to Average (¢ @)

[l STAND FIRM 5

e\ (F'=%\
[ REDUCE DIFFICULTY - [l INSPIRATION ] [l OURATION \

Add [[to checks made by al-
lies while Fated Duel is aclive.

[l OURATION =

Increase wound threshold
by +4 while Fated Duel is
active,

&

Once per game session. during a combat encounter, the character may spend 2 Destiny Points and make a Hard (@) ¢ €) Discipline check to chalicnge an-
other character. If he succeeds. the two characters are locked in a duel for 3 rounds. For the duration of the duel, the two dueling characters can only make attacks
argeting each other and no other characlers can largel the dueling characters with attacks (or otherwise intervenc).

————— e
i [l STAND FIRM

] I \
[l INSPIRATION [l COSMIC BALANCE

n

crease wound threshold
+4 while Fated Duel is
tive

SIGNATURE ABILITY:
FATED DUEL

Many of the most iconic scenes in stories of heroism and
sacrifice begin with two combatants drawing (or igniting)
their blades to fight a duel to the death. This signature abil
ty allows a Guardian to force a single foe into a duel, pre-
venting both participants from attacking others for several
rounds. Guardians can use this signature ability to give al-
es a chance o recover and regroup, to distract a powerful

Whenever the character
suffers a Critical Injury while
Fated Duel is active, flip one
Dark Side Destiny point to

a Light Side Destiny Point.

foe while comrades clear out weaker enemies, or even Lo
stave off a single deadly combatant while allies make their
escape. Characters who have mastered this signature ability
can provide substantial boons to their allies while they fight
the duel, giving them the best chance to complete important
tasks without interruption. Of course, any use of this signa-
Lure ability represents a considerable risk on the part of the
Guardian, for it means bearing the entire burden of fighting a
particular foe, if only for a short time. Such duels have becn
the finest moments of many Guardians, but also their last.

ENTERTAINING EVERYBODY ELSE

s ignature abilities can pose a number of challenges
to the GM, first and foremost because they allow
one of the PCs to grab the spotlight, albeit briefly.
While the narrative influence they allow the players is
a good thing in moderation (and indeed, the purpose
of signature abilities), it does mean that the GM has
to account for the rest of the PCs during these scenes.
Sometimes, it is obvious what the other PCs should
be doing while a character uses Fated Duel or a simi
lar narrative signature ability. If the PC who activated

Fated Duel is holding off a Sith Lord while the rest
of the characters outrun stormtroopers, retake their
ship, and make an escape, then the other PCs will
have plenty of activities and checks to keep them busy.

If, however, a PC uses Fated Duel during a battie against
a single powerful foe intended for the whole party, it
might not be as obvious what everyone else should do
while the duel plays out. Sometimes, other players might
not mind watching a friend play out a one-on-one battle,
especially if the duel is with a personal foe of that PC in
particular. Usually, though, the GM should come up with
something to occupy the other PCs. This could be a par-
allel crisis to address, but it could also be an opportunity
created by the duel. For instance, the other PCs might be
able to use the distraction of a major NPC to accomplish
goals they couldn’t if the villain weren't busy~-rescuing
guarded prisoners, “liberating” relics from a vault, or slic-
ing the enemy’s computer for key information.




Guardian Signature Ability Tree: Unmatched Heroism

I UNMATCHED HEROISM BASE ABILITY

m

Once per game session, as an out of tum incidental, the character may spend 2 Bestiny Points. For the next 2 rounds, whenever an ally within short range 1S tar
geted by a successful combat check, the character may suffer 2 strain (0 move to engaged range of thal ally and become the Larget of the combat check instead

= —a

Il DESTINY N\

Il OURATION

Reduce the strain cost to
become the targel of an
attack with Unmatchied
Heroism by 1

[ DURATION

Unmatched Heroism lasts for
additional round.

I ENDURANCE
Reduce the strain cost to
become the target of an

attack with  Unmatched
Heroism by 1

irﬁ@
Il OURATION :

Il INCREASE RANGE

[l FREQUENCY

SIGNATURE ABILITY:
UNMATCHED HEROISM

The act of sheltering allies is frequently a literal one for
Cuardians. This signature ability allows Guardians to in
tercept attacks meant tor friends, taking mighty strikes in
their allies’ place. Since Cuardians often have means of miti-
gating incoming attacks, from deft sword skills to resilient
armor to Force-enhanced toughness, they can often resist
strikes that would incapacitate or even slay their comrades.
Some Guardians can even capitalize on being hit, launching
counterstrikes or otherwise smiting foes who strike al them.
Armed with this signature ability, a Guardian can safeguard a
whole party against numerous foes for several rounds

BASE ABILITY

Once per game session, as an out of turn incidental, the
character may spend 2 Destiny Points. For the next 2
rounds, whenever an ally within short range is targeted by a
successful combat check, the character may suffer 2 strain
as an out of turn incidental to move to engaged range of that
ally and become the target of the combat check instead

UPGRADES

Unmatched Heroism has several upgrades thal can improve
its effects and make it easier to use. Any upgrades that ap-
pear in Unmatched Heroism's tree multiple times have their
effects stack.

Destiny Upgrade: To activate Unmatched Heroism, the
characler only needs to spend | Destiny Point instead of
the normal 2.

Duratio_n Upgrade: Unmatched Heroism lasts for 1 addi
tional round per Duration Upgrade.

Endurance Upgrade: Reduce the strain cost to become the
target of an attack with Unmatched Heroism by | (to @ min
mum of 0) per Endurance Upgrade.

Frequency Upgrade: Unmatched Heroism can be used
twice per game session instead of once.

Increase Range Upgrade: Increases the maximum range al
which allies can be affected to medium range.

STAUNGH PROTECTORS








































































Gain Force Rating 1

Universal: Force Sensitive Exile Talent Tree
t FORCE SENSITIVES

up to [l from
skill checks to find food,

water, or Survival
to forage take half
the time.

an Intense Focus
maneuver; suffer 1 strain
and upgrade the ability of
the next skill check once.

When the character heals
strain at the end of the en-
he may add O
per Force Rating He re-
gains  additional strain
equal to O generated.

Remove [ per rank of Remove I per rank of
Street Smarts from Street Smarts from Street-
wise or Knowledge (Under- wise or Knowledge (Under-
world] checks. checks.
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Force Power Tree: Suppress

Prerequisites: Force Rating 1 +

SUPPRESS BASIC POWER

N\

The Force user can dampen the effect of incoming Force powers, dramatically diminishing their effects on himself and his allies.
The user may spend{Pto add automatic Y to Force power checks made against him or any ally within short range until the end of his next turn.

[l STRENGTH

Spenc{Plo add additional automatic 'Y equal to Strength upgrades pur-
chased to hastile Force power checks

"

. reduce the total{Pgenerated by | per O committed. to 3 minimum of 0.

Commit one or more O When an opponent targets the user with a Force power, after the opponent generates {J.

Ongoing effect: Commit O to
sustain ongoing effects of tre
power on each affected target
while within range. 5

5

upgrades purchased.

i

) STRENGTH
Spend{Pto add additional automatic 'Y equal to Strength upgrades pur-
chased to hostile Force power checks

Tre user may make a Suppress power check along with an opposed
Discipline vs. Discipline check targeting another Force user within
<hort range. If the user spends (PP and succeeds on the check, the
sarget Force user immediately uncommits all O and ends all ongoing
=Hects of Force powers and Force talents that required committed O.

—— —a

Control Upgrade: Whenever an enemy targets a character
affected by Suppress with a hostile Force power, if that en-
emy used any @ to generate (B on the check, the enemy
suffers strain equal to the user’s ranks of Discipline.

Duration Upgrade: The power gains the ongoing effect:
Commit O after successfully activating the basic power. This
power remains in effect on each affected target as long as
the target stays within range of the power. If the target moves
peyond the range of the power. the effects end for him but
not for any other targets affected by the power. The user
may not activate this multiple times.

Mastery Upgrade: The user may choose an cnemy with-
in short range and attempt to disrupt that foe's use of the
Force. The user makes an a Suppress power check and rolls
an opposed Discipline vs. Discipline check as part of the
gool. If the user spends (PP and succeeds on the opposed
Discipline check, the user causes the target Force user to im

upgrades purchased.

| hesuffersstrain equal to the user’s ranks in Discipline.
R,

mediately uncommit all committed O and immediately end
all ongoing effects of Force powers, Force talents, and any
other effects that required committed O. The user may not
activate this multiple times

Range Upgrade: Spend (P to increase the maximum range
at which the Force user can affect targets with this power
by a number of range bands equal to Range upgrades pur
chased. The user may activate this multiple times, increasing
the range by this number each time.

Strength Upgrade: Spend (B to add additional automatic
¥ equal to the number of Slrength upgrades purchased to
hostile Force power checks targeting characters affected by
Suppress. The user may not activate this multiple times.

STAUNCH PROTECTORS
KEEPINC THE PEACE

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

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

Il Force Ability

N\

|

Peiacs > L

Whenever a Force user {argels a character affected by Suppress with a
hostile Force power, if that opponent used @ to generate: pon the check.




Force Power Tree: Warde's Foresight

Prerequisites: Faee Rating 1 +

The Force user can feel the Force flowing around another specific individual to gain insight into what that

person might do.

Unlocked upon acquiring the
kyber crystal in Episode |

Unlocked upon acquiring the
kyber crystal in Episode Il

The user may spend 3 to gain hints about what another individual within short range is likely to do in

the near future.

Spend 3 to increase power's
range by a number of range
bands equal to Range up-
grades purchased.

Spend33to addLjequa
to Strength upgrades pur
chased to users nexl
check against the target.

Spend 3 to increase pow-
er's range by a number of
range bands equal to Range
upgrades purchased.

Spend33to add O equal
to Strength upgrades pur-
chased to user's next
check against the target.

Unlocked upon acquiring the
kyber crystal in Episode IIl.

When making a skill check to determine Initiative, the Force user may roll a Warde’s Foresight power check as part of
the pool. Fie may spend3 to add automatic Y? on his first check this encounter.

Once per encounter, use Spend 3 3 to have the
the basic power as a ma- bonuses the power grants
neuver. apply to all checks for

rounds equal to Duration

Spend 3 3 to have the
bonuses the power grants
apply to all checks for
rounds equal to Duration

Spend 3 3 to have the
bonuses the power grants
apply to all checks for
rounds equal to Duration
upgrades purchased.

upgrades purchased.

When performing a Warde’s
Foresight power check as
part of an Initiative check,
spend 3to add Oon users
first check this encounter.

upgrades purchased.

When performing a Warde'’s
Foresight power check as part
of an Initiative check, spend
3 to add & or Oto ally's
first check this encounter.

When performing a Warde's Foresight power check as part of an Initiative check, if the user did not use# to generate
3 each ally adds automatic & to the results of his Initiative check. If the user used # to generate3 the user may
immediately perform an action before the encounter begins, but each enemy in the encounter adds automatic Yfto

the results of his Initiative check.

FORESIGHT AND FORESHADOWING

f t s Yoda says, “Difficult to see. Always in motion, the

future is.” In other words, it is important that the
future not be immutable, because one of the underly-
ing themes of Star Wars is that destiny is forged not
only through prophecy, but also through the choices
that individuals make when faced with predictions of
their possible futures.

On the other hand, the players would likely find it
frustrating if their new Force power wasn't useful be-
cause the future is too mercurial to predict at all, and
so the CM should strive to balance the effectiveness
of Warde’s Foresight with the idea that destiny is what
one makes of it.

One way to address this is to make sure that the charac-
ter always learns something useful from using Warde's
Foresight. Even if a vision does not come to pass, per-
haps it reveals a detail that is true—and useful—about
the person it concerned. For example, even if a mysteri-
ous Force sensitive does not choose to unleash blasts
of withering energy on the user of Warde's Foresight
in response to an impertinent question, knowing that
the character has the capacity to do so is valuable in
and of itself. The vision might not come true, but it still
reveals truth. Warde’s Foresight can and should reveal
things that don’t come to pass, but it generally should
not show visions that are completely impossible.
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