GUARDIAN

| COPASSIVE
| ARMORER —

(Bonus Career Skills: Knowledge (Outer Rim), Lightsaber, Mechanics, Resilience

@,

GRIT

Gain +1 strain threshold.

@,

TOUGHENED

Gain +2 wound threshold.

9,
Remove M per rank of

Gearhead from Mechanics
checks. Halve the credit cost
to add mods to attachments.

/

@,

INVENTOR

When constructing new
items or modifying
attachments, add M or
remove Il per rank of
Inventor.

i

\
SABER THROW 2 )

Perform Saber Throw action;
make Lightsaber combat
check as ranged attack at
target within medium range,
adding () no greater than
Force rating. Must spend ()
and succeed to hit target;
spend (P to have weapon
return to hand.

A
AVA

When wearing armor,
increase total soak value by
1.

GRIT

Gain +1 strain threshold.

@,

/

*,
Remove M per rank of

Gearhead from Mechanics
checks. Halve the credit cost
to add mods to attachments.

— T

Gain +2 wound threshold.

=

When wearing armor with
soak of 2 or higher, increase
defense by 1.

INVENTOR

When constructing new
items or modifying
attachments, add Il or
remove [l per rank of
Inventor.

@,

§/

Always count as having the
right tools for the job when
performing Mechanics
checks.

>

COMPREHEND
TECHNOLOGY ‘

Take Comprehend

Technology action; make an
Average (¢ 4) Knowledge
(Education) check to use

Force rating as ranks in skills
to use a single item. A

B s 20 =

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

modified once.

COST 20

FALLING AVALANCHE @

Suffer 2 strain to add damage
equal to Brawn to next
Lightsaber combat check

made that turn. A

AVA
COST 20

SUPREME ARMOR MASTER \

Once per round, may suffer 3
strain to take the Armor
Master incidental; reduce the
next Critical Injury suffered
by 10 per point of soak, to a
minimum of 1.

i

A
AVA

Gain +1 Force Rating.

Take the Imbue Item
maneuver; suffer 1 strain and
commit O to grant one
weapon, piece of armor, or
item an improvement while
) remains committed.

Suffer 1 strain every round

(O remains committed. A

et men O ewvonce o g

Take the Reinforce Item

maneuver; commit OO to

grant one weapon or piece of

armor the Cortosis quality

while O remains

committed. Suffer 3 strain

every round OO remains
itted. A

committed F

) COST25 o
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SIGNATORE ABLITY

DEDICATION

<
Gain +1 to a single

characteristic. This cannot
bring a characteristic above

%m



| _PASSIVE
L oAcve
A
(Peacekeeper Bonus Career Skills: Discipline, Leadership, Perception, Piloting (Planetary) ) Force Seﬁve only
N\ N N
COMMAND 7 CONFIDENCE 7 SECOND WIND )

Add M per rank of Command
when making Leadership
checks. Affected targets add
M to Discipline checks for
next 24 hours.

1

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

Once per encounter, may use
Second Wind incidental to
heal strain equal to ranks in
Second Wind.

mmmm__COSTS5

) COSTS5 o

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

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

TOUGHENED 9.

Gain +2 wound threshold.

COST 10

SECOND WIND <D

Once per encounter, may use
Second Wind incidental to
heal strain equal to ranks in
Second Wind.

COST 10

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

Confidence.

Gain +2 wound threshold.

When making a Leadership
check, add O no greater

than Force rating, spend ()

to add ¥¢ or {3 to the result.g

Add M per rank of Command
when making Leadership
checks. Affected targets add
M to Discipline checks for
next 24 hours.

|

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

—-ﬂilm—

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

Once per encounter, may use
Second Wind incidental to
heal strain equal to ranks in
Second Wind.

coomum M e

Gain +2 wound threshold.

|

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

oy assar 4
If a missed combat check
generates @ or 2242,
may spend to perform Force

power targeting allies as a
maneuver. A

s 25 =

N

DEDICATION 9.

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

— L —

Gain +1 Force Rating. A
AVA

SIGNATORE ABLITY

|

NATURAL LEADER ‘

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




GUARDIAN

PROTECTOR

RANKED ©

A

(Protector Bonus Career Skills: Athletics, Medicine, Ranged (Light), Resilience

Force Sensitive only

)

9,

TOUGHENED

Gain +2 wound threshold.

7>

Once per round, perform the
Body Guard maneuver to
guard an engaged character.
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.

— CUST5

BODY GUARD

@,

GRIT

Gain +1 strain threshold.

@,

TOUGHENED

Gain +2 wound threshold.

When hit by a melee attack,
suffer 3 strain to reduce
damage by 2 plus ranks in
Parry.

| |

PHYSICIAN 9.

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

— I E—

Stimpacks heal 1 additional
wound per rank of Stimpack
Specialization.

I

Perform the Force Protection
maneuver; suffer 1 strain and
commit O up to ranks of
Force Protection. Increase
soak by number of O
committed until beginning of
next turn. Suffer 1 strain for
every O committed. A

S

When hit by a ranged attack,
suffer 3 strain to reduce
damage by 2 plus ranks in

Reflect. A
AVA

Stimpacks heal 1 additional
wound per rank of Stimpack
Specialization.

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

HE.

CENTER OF BEING <0

Take a Center of Being
maneuver. Until the
beginning of next turn,
attacks against the character
increase their critical rating
by 1 per rank of Center of
Being.

%,.

When an engaged ally suffers
a hit, may use Parry or

Reflect incidental against the
hit.

B>

%

Perform the Force Protection
maneuver; suffer 1 strain and
commit O up to ranks of
Force Protection. Increase
soak by number of O
committed until beginning of
next turn. Suffer 1 strain for

every O committed. A
AVA

Gain +1 strain threshold.

/

N/

Once per round, perform the
Body Guard maneuver to
guard an engaged character.
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.

BODY GUARD

Take a Center of Being
maneuver. Until the
beginning of next turn,
attacks against the character
increase their critical rating
by 1 per rank of Center of
Being. A
o CUST25 =

e @M rmcrums @3

Gain +1 Force Rating.

A
AVA

6.
l SIGNATORE ABLITY

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

IMPROVED BODYGUARD

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

— 4L




cuaoan _— SORESU DEFENDER —

I A
Soresu Defender Bonus Career Skills: Discipline, Knowledge (Lore), Lightsaber, Vigilance Force Sensitive only

TOUGHENED > DEFENSIVESTANCE <@

When hit by a melee attack, When hit by a melee attack, Gain +2 wound threshold. Once per round, may

suffer 3 strain to reduce suffer 3 strain to reduce m perform Defensive Stance
damage by 2 plus ranks in damage by 2 plus ranks in maneuver and suffer a
Parry. Parry. number of strain to upgrade

X COSTH 3 X COSTH 3 dficulty of ll ncoming

melee attacks by an equal
number. Strain suffered this
way cannot exceed ranks in
Defensive Stance.

SORESUTECHNIQUE 4 REFLECT X GRIT ) GRIT X
When making a check using When hit by a ranged attack, Gain +1 strain threshold. Gain +1 strain threshold.

the Lightsaber skill, the suffer 3 strain to reduce m m
character may use Intellect damage by 2 plus ranks in

instead of Brawn. A Reflect. A

s Ol @

May decrease difficulty of When parrying a hit that May take the Defensive When hit by a melee attack,
Discipline checks to avoid generated @ or {3} {5} {5}, Circle action; make a Hard suffer 3 strain to reduce
fear by 1 per rank of may hit attacker once with (¢ @ ¢) Lightsaber damage by 2 plus ranks in
Confidence. Lightsaber, Brawl, or Melee (Intellect) check. The Parry.
m weapon (dealing base character, plus one ally
damage) after original attack within short range per 3%, m
resolves. gains 1 defense plus 1

) COST15 o defense per G- 3
VA

s COST15 2

When hit by a melee attack, When hit by a ranged attack, When hit by a ranged attack, Once per round, may

suffer 3 strain to reduce suffer 3 strain to reduce suffer 3 strain to reduce perform Defensive Stance
damage by 2 plus ranks in damage by 2 plus ranks in damage by 2 plus ranks in maneuver and suffer a
Parry. Reflect. A Reflect. A number of strain to upgrade

- L cost 20 SRR cost 20 oo By

melee attacks by an equal
number. Strain suffered this
way cannot exceed ranks in
Defensive Stance.

STRATEGIC FORN @

If the user did not make a Gain +1 to a single When reflecting a hit that May take the Strategic Form
combat check during his characteristic. This cannot generated @ or & {84, action; make a Hard (¢ ¢ ¢)
previous turn, may suffer 1 bring a characteristic above may hit one target in Lightsaber (Intellect) check,
strain to use Parry. A 6. medium range with the same rolling O no greater than
mm m damage as the initial hit, Force rating, if successful, 1
after original attack resolves. A target within short range

m may only attack character for

1 round. Spend (B to extend
effects for 1 target for 1 A

) COST 25 2
SIGNATORE ABILITY




GUARDIAN

WARDEN

eassive [ >

RANKED

& X

(Bonus Career Skills: Brawl, Coercion, Discipline, Knowledge (Underworld)

Force Conflict
) Sensitive Cost
only

Gain +1 strain threshold.

Gain +2 wound threshold.

O
INTIMIDATING <
May suffer a number of

strain to downgrade difficulty
of Coercion checks, or
upgrade difficulty when
targeted by Coercion checks,
by an equal number. Strain
suffered this way cannot
exceed ranks in Intimidating.

@,

GRIT

Gain +1 strain threshold.

2/

When this character inflicts a
Critical Injury with a Brawl,
Melee or Lightsaber weapon,
may suffer 1 strain to change
the result to any Easy (4)
Critical Injury Result.

-

PRECISION STRIKE

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

Confidence.

SCATHING TIRADE

2/

Take a Scathing Tirade
action: make an Average

(4 @) Coercion check. Each
3% causes one enemy in close
range to suffer 1 strain.
Spend {2 to cause 1 affected
enemy to suffer 1 additional
strain.

|

\
BAD COP <)
May spend £24§} from a

Deception or Coercion check
to upgrade ability of a single
ally’s subsequent Social
Interaction check against the
target a number of times
equal to ranks in Bad Cop.

Once per session, may add
B W to 1 NPC's skill check. A
AVA

@,

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

When an adversary becomes
engaged with the character,
the character may force the

< |

i/

May spend {24 from
Coercion check or {3} 43 from
a foe’s Discipline check; that

by an engaged foe generates
@ or 434345, may stagger
attacker until the end of his

Confidence. adversary to make a fear target cannot perform a free
check, with the difficulty maneuver during his next
equal to the character’s turn. A
ranks in Fearsome. AVA
O\ \
TOUGHENED 9. OVERBALANCE 2 BALEFUL GAZE 2 ) BAD COP <
Gain +2 wound threshold. When a combat check made When targeted by combat May spend £24? from a

check from within medium
range, may spend Destiny
Point to upgrade the

Deception or Coercion check
to upgrade ability of a single
ally’s subsequent Social

Once per round, may
perform the Grapple
maneuver. Until the
beginning of character’s next
turn, foes must spend 2
maneuvers instead of 1 to
move from engaged to short
range.

S COST 25 S

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

l SIGNATORE

next turn. difficulty of the check a Interaction check against the
number of times equal to target a number of times
ranks in Coercion. A equal to ranks in Bad Cop.
—-E"i'ﬂ_“ -ETIFE-—
\
GRAPPLE ©JIl| DepicaTION 9. FORCE RATING ) FEARSOME <

Gain +1 Force Rating.

ABILITY ‘

When an adversary becomes
engaged with the character,
the character may force the
adversary to make a fear
check, with the difficulty
equal to the character’s
ranks in Fearsome.

—l 5 —



GUARDIAN

WARLEADER

(Bonus Career Skills: Leadership, Perception, Ranged (Light), Survival

AVA
Force Sensitive only

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.

Character and allies in short
range may spend {2 on
failed combat checks once
per round to inflict 1 strain
per rank of Suppressing Fire
on the target.

B

___COSTS o

@,

GRIT

Gain +1 strain threshold.

Add M per rank of Uncanny
Senses to all Perception

checks. A
AVA

Gain +1 strain threshold.

CAREFUL PLANNING \

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

Once per session, remove
H MW from any 1 check. A

Do not suffer the usual
penalties for moving through
difficult terrain.

Character and allies in short
range may spend {2 on
failed combat checks once
per round to inflict 1 strain
per rank of Suppressing Fire
on the target.

s

Gain +1 strain threshold.

Add M per rank of Uncanny
Senses to all Perception

checks. A
AVA

Add M to all Ranged (Light)
checks unless the target is
immune to Force powers. g

Take the Coordinated Assault
maneuver; a number of
engaged allies equal to
Leadership ranks add {’? to
combat checks until
beginning of next turn. Range
increases per rank of
Coordinated Assault.

%

coommrassuor QM| pumeosmons O sumseor &4

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.

e

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

Perform the Forewarning
action. All allies within

medium range increase
defense by character’s Force
rating until they act in the
encounter. A

—-miﬂ-'—‘

CLEVERSOLUTION @,

Once per session, make one
skill check using Cunning
rather than the characteristic
linked to that skill.

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

l SIGNATORE

Gain +1 Force Rating. A

AVA
ABILITY ‘

oume @M monemcan &

While benefiting from Aim
maneuver, @ from this
character’s Ranged (Heavy)
and Ranged (Light) checks
cannot cause attacks to hit
allies engaged with the
target.

>

%



GUARDIAN

SIGNATORE ABILITY

FATED DUEL

( ATTACHED TO

FATED DUEL BASE ABILITY

Once per game session, during a combat encounter, the character may spend 2 Destiny Points and make a Hard (4 4 4) Discipline check to challenge
another 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 targeting each other and no other characters can target the dueling characters with attacks (or otherwise intervene).

N

Repuck DiIFFicuLTY

Reduce the difficulty of the
skill check to activate Fated
Duel to Average (¢ ¢).

allies while Fated Du
active.

INSPIRATION [

Add M to checks made by

DURATION [

Fated Duel lasts for 1
additional round.

COST 10

elis

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

COST 10

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

additional round.

COST 15

DURATION [

Fated Duel lasts for 1

INSPIRATION [

Add M to checks made by
allies while Fated Duel is
active.

COST 15

N
cosmic BatANcE

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

COST 15




GUARDIAN : UNMATCHED HEROISM
( ATTACHED TO

SIGNATORE ABIITY
UNMATCHED HEROISM BASE ABILITY H

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 to move to engaged range of that ally and become the target of the

combat check instead.

N

Unmatched Heroism lasts for Reduce the strain cost to Unmatched Heroism costs 1 Unmatched Heroism lasts for
1 additional round. become the target of an Destiny Point instead of 2. 1 additional round.
attack with Unmatched
COST 10 COST 10

Heroism by 1.

M
Reduce the strain cost to
become the target of an

attack with Unmatched
Heroism by 1.

COST 15

DURATION [

Unmatched Heroism lasts for
1 additional round.

COST 15

Increase the range at which
Unmatched Heroism can

affect allies to medium
range.

Unmatched Heroism may be
used twice per game session.

COST 15

COST 15
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