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EPISOOE] ABOUT THE GAME

EPIS0DE |- ABOUT THE GAME

INTRODUGTION

Star Warg Galactic Adventures an adventure role playing game where you play a hero, or villain, in a galaxy far, far away. Like
other role playing games, you create a character thahgouecome in a world of pure science fantasy adventure. The rules here
will help you get steed on your own set of adventuregtie Star Vérs universe.

Although there are already some Star Wars Role Playing Games in existence, these rules use a much more simple agmmsach than
other versions. These rules focus on story and role playsnd pr obl e ms . I'n the spirit of ea
rules are meant to allow for faster play with little rules, tables and charts to keep track of.

As a character, you will go on many adventures for whateegivesyour characteis driven. You may want to smuggle cargo
through protected borders. You may want to become a bounty hunter in search of fortune. You may want to be a Jedhand serve
greater good or you may want to take the path of the Sith and rule the galapthiingiis possible.

The one who controls the game and tells the story is the Galactic Ovekwtte Galactic Overlord, you can cregteir own setting
in this vast galaxy. Although you can create adventures in theofimee and Leiayou canalsogo beyond that and create
something your own. Imagine creating a galaxy during a time when Yoda has yet to be born. Differentuilkainsk in the
galaxythat make Darth Vader seem kind in comparison. Long forgotten wars are taking placaerguidyers are right in the middle
of it all.

The possibilities are endless with the simple usegofgkatyour
adventuresé

PLAYING A ROLE PLAYING GAME

Ly ‘
Role playing games are not péad like traditional gamesuch as Z{_/’//’l /,’ /’ |
board and card game$here is no board to play on. Thereareno = = = &
cards to deal. There is simply some dice, paper and pencils. In oFdéf‘"':
to play, you will need at least two people. One must be the Galactie? =
Overlord aml their responsibility is to know all of the rules and tell the ="
story that the players are involved in. They are the final judge in the-
game. The others are the heroes of the story (or villains if they
choose). They will play a character in the stoat th told by the

Galactic Overlord.

There is no winning in a role playing game, as with traditional game
Players will take their characters on many adventures throughout the
galaxy. Some adventures may cause their deaths. Others may be a
crushingdefeat, but the players fight on for another day. The most '
desired result is that the players are victorious in their current goal and celebrate before their next adventurel, Wirthangns
defined by the players.
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The adventure possibilities agadless. Players may be on the hunt for a criminal. Maybe a Sith Lord is wreaking havoc in a sector ¢
spaceéand atwiths tPerlaes a gt haglnappedanoble that is in dire need of rescue. Whateverdhson, all in the
galaxy will one dg know your name.

THE ROLL OF THE DICE

There are six different types of dice used when playing. There are dice with four sides (d4), six sides (d6), eig)t sitesides
(d10), twelve sides (d12) and twenty sides (dZjese dice can be found at most game, hobby or book stores.

These rules will reference dice by the abbreviation (d4 for example). If the rules describe rolling a 2d8, that medrmyeuavi

roll two eight sided dice and add the result togetliethe rules describe rolling a 3d6-tBis means you will roll three six sided dice,

add themagether, and then add two to treasult. The only variation to this rule is when percentile dice must be rolled. Percentile
dice are used when you needsicquire a percentage number (between 1 and 100). To achieve this, roll two ten sided dice. One
number wil |l be the 106s and the other wildl be the 16s), Vb
would have rolled aB7. If both dice roll to zero, then you rolled@01 If you had to roll a ten sided die, and you rolled a zero, that
translates to a ten.
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EPISOOE I CHARACTER CREATION

EPIODE Il- CHARACTER CREATION

THE BASICS

You will need a blank piece of paper to begin creating your character. At the lhiklmfokis a character sheet that you can use as
well. You will roll 4d6, discarding the lowest roll. Add the remaining 3d6 together and write that number dowat tRisdive
more times until you have six values. Assign these to the attributes you want, depending on the profession you wifi.be playi

Next, choose a profession that you will like to plapng with aspecies Recordy o u r ¢ h Stamamasdaehby Baking it up in
the Professions sectigaddingEndurancemodifiers if any). Each professiohas their owrdice to be rolledo determineStamina
Al so make sure to record your prof es sdifferantbvaluest arti ng Def ens

Choose a Morality for your characteneaning if they are Good, Evil or neithétinally, you can roldd6 and then multiply that value
by 10. Thi s i s vy o urThedhlactic@®cetloedrmayssimply state you stagt with naecdedits & a fixed amount.
You can use credits to purchase weapons, armor and other equipment. Give your character a name and maybe some detailed
information about their past.

ATTRIBOTES

Each cheacter will have six different AttributesiVhen doing a check against these Attributes, you must roll 1d20 equal or below
your score.No character may have an Attribute belowBBach one is described bel owé

STRENETH

Strength dtermines how strongaharacter is and their ability to hit enemies with melee weapons. This Attribute also determines any
extra damage done by melee weapdhgou need to physicahovesomething, Strength is important.

RELER

Reflex cetermines how fast a character can eoit shows how well one can aim weapons and whether theyagathe initiative
Reflex also may help a character avoid beittdrbm weapons. If onpracticesthe Scoundrebr Spyskills (skills located in the
Scoundrebnd SpySkills table in the Professions seclipthen Reflex also helps.

ENDURANCE

Endurancesd the physical condition of the character. A character, with a higher Endurance, may also receive bonGsaimitieir
This al so i mp MoxinandShakDefénssr act er 6 s

[NTELLECT

Intellect cetermines how intelligent a character is. The more intelligent a character is, the more languages they cEmeknow
number of languages a character may know is equal to this $€ach character will knoasic(a universal language understood
by most species) and the language of their spéitiese countsJsing different technology may require a particular Intelbbeick
(hacking a computer for example).
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WILLPOWER

Willpower is the mental strength of the character. This ability is important to Jedi and Sitinagsncrease how many Forceifte
they can spenger day Willpower also can give bonusesRorce Defenses.

PERSONALITY

Personalitys a ¢ h ar a ccham. &cur gbiyrtspersuade npiayer characte@NPCs)is directly affected by your
Personality Getting caught doing something, and talking your way out of it, is an example. of thisg to get some information
will rely heavily on this Attrilute. Even interrogation will rely on Personality checks to determine if you are told a truth @ha lie
Galactic Overlord usually rolls this check as the player character will not know if it is in fact a truth or a lie)

Attribute Score/Modifiers 3 4-5 6-8 9-12 13-15 16-17 18 19 20 21 22 23 24 25
(Melee Hiﬂsh;lre':fee Damage) -3 -2 -1 0 +1 +2 +3 +3 +4 +4 +5 +5 +6 +6
(PrcEieEcI::tion) = -2 -1 0 +1 +2 +3 +4 +4 +5 +5 +6 +6 +7
(RaEgEg Hit) -3 -2 -1 0 +1 +2 +3 +4 +4 +5 +5 +6 +6 +7
(Initiativr\:eEl\iodifier) -2 -1 -1 0 i +2 +3 +3 +4 +4 +4 +5 +5 +5
(ScoundreTEIEiIModifier) 60 30 -15 0 0 +5 410  +15 420 +25 430  +35  +40  +45
(SpyskiFﬁE,\';odiﬁer) -40 -20 -10 0 +5 +10 +15 +20 +25 +30 +35 +40 +45 +50
(StaminEa’\Flgr Level) -3 2 -1 0 +1 +2 +3 +4 +5 +6 +7 +8 +9 +10
(Toxin/SEIc:lc?( Defense) 2 -1 0 0 0 0 0 +1 +1 +2 +2 +3 +3 +4
(Extra Starlt’i\lnzj_anguages) 0 0 0 0 1 2 3 4 5 6 7 8 9 10
(Force P(\),ierLPer Level 4 -3 -2 1 0 1 2 3 4 5 6 7 8 9
WILL

(Force Defense)

OEPENSES

Each character will have five differeDefenses When doing a check against these Defenses, you must roll 1d20 eghaleyour

score.Each one is described bel owé
ENERcY
Energy@ f ense is a characterodéds ability fowmeshields dfteneproducesghiscrtieam b o |

cause one to suffer incredible damage if touched.

Force

Force afense determines how the Force will affect a character. If avéeglito try and Force Push you to the ground, you may be
able to avoid it. Not all Force powers will be avoided with this skill, however.
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RADIATION

Radiation @éfense determines a characters reaction to any form of harmful radiation. Getting caugintaménated docking bay
may require this check.

SHOCK

Shock @fensds the determination of the body to handle a sudden physical shock. This is not related to the Energy defense. Gettir
hit with a pistol, set to stun, may require this check. RegctenoStaminamay require this check to determine if you are put into a
comaor simply knocked outDroids, hit with ion weapons, will also make this check.

TOHNS

Toxin defense determines how a character handles the effects of poisons, gasedlloesses. A creature spraying you with venom
would require this checkDroids are immune to Toxins.

STAMINA

Staminais not just a measud how much damage a character can take before being knocked out qiitdglism has elements of

luck and skillbuilt within in the value. Although you may have taken 2 damage from a blaster pistol, it could simply mean you
expended 2 of your Stamina points to duck just in tie it is not just the physical health, but also getting physically tifeal.

charz t eStafiigas betweenr5 and 0, they ar e s i mpcbma (ifkheyfal therdShookd&fenseorall). may b e
Knocked out characters may be revived after a battle, but characters in a coma are out for the rest of the game. Treeivethy be
after an adventure, unless they are left behind on a ship that explodadhcters witlstaminaess thanb are dead and join the hall

of fame with heroes such as Porkins.

PROTECTION

Protection i s the meas ubenglitbywaapans ahighertReflexéatributelmay imptoye this scora. v o i
Wearing storm trooper armor is an example of how to have a better protection score. Unprotected characters (or chlsacters si
wearing common clothing) have a Protection scoi@ ofhe higher your Protection score means you have a better chance of avoiding
a hit from an attack.

ERPERIENCE

As you go on various adventures, you will gain Experience points. Obviously, only surviving members will gain Expetigsice Poi
Charactershat were thrown into a coma will gain Experience points only up to the point where they fell into a coma. The rate in
which you gain Experience points will be discussed further in the Adventure section.

SPECIES

There are many different species in ¢fadaxy. Below is just a few that you can choose to play in your adventures. Although this is
not a full list of all alien species, it is a good starting point if you want to add your own. Other than Droids, allcspehaeve any of

the listed professns. Whether they are good or bad at the profession, is really up to the Attribute scores of the character. Droids a
listed last and are an optional species to play if the Galactic Overlord allows it.
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Although these listed species are the nsosaimon, this should not limit you in playing any of the other species you may have seen in
movies or read about in novels. When developing a new playable species, make sure they have some good and bad atibutes. M
sure they even the species out drat it is not any better than the other playable species. In the end, it will be up to the Galactic
Overlord if this new species will be allowed in the game.

As a Galactic Overlord, you are encouraged to add to this list as well. If you want a diffiet@species in your adventure, consider
making the species a playable one. Once you do this, then you can make this species any level/profession you mayr@eed in fut
adventures. This will also add to the many different species for players to become.

HUMAN

Humansare the mostommon species throughout the galaxy. Theyaboit5 to 6 feetall and have varying hair and skin colors.
They do not have any Attribute adjustments but do get a 10% Experience bonus after every adventure.

ARCONA

Arcona ae cold blooded humanoids from the planet Cona, an arid world in the Teke Ro system. They have thick skin that ranges ir
color from mahogany to ebony. They have triangular heads with largefaudted eyes that seem to sparkle. They stand around 5

to 6feet tall and their hands have three prehensile talbns. to their thick skin, they get +1 to their Protection but sufférta

Reflex due to their hands.

BEsALISK

Besalisks ee stocky humanoids from the planet Ojom. They have thick arms, a bony headcrest surrounded on either side by short
feathers, and a wide mouth with a large elastic sack dangling from it. They stand around 5 feet tall and have mangyanmse arh

-2 to Reflex but get a +2 to their Endurance. Although females can have up to eight arms, players will only have four armrs no matte
the sex. These four arms allow a Besalisk to add 10% for climbing difficult surfaces. They are also able to use 2 (#ehponded

in a round at a2 to hit penalty for each attack.

BoTHAN

Bothans ee humanoids covered in fur and are native to the planet Bothawui. They standafeeitall and have a +2 to their
Reflex and a2 to their Endurance. Bothans may add 1 tor tihé@lpower Attribute, but must sacrifice a point in another (never going
below 3).

CEREAN

Cereans @ humanoids native to the plai@trea. They have elongated heads and stand @¥deaettall. Cereans geta +2 to
Intellect and Willpower, but theguffer a-2 to their Reflex.

CHAGRIAN

Chagrians g amphibiarhumanoids native to the plar@hampala They havédlue skin and a pair of horns, known as lethorns,
protruding from fleshy growths on the side of their heads. Maleséhageond pair thgrotrudesdrom the tops of their heads. They
stand from about 6 to 7 feet tall and can breathe underwater. They get a +2 to Strength ane?doffeeffex. Due to their

evolution, they get a +2 bonus to any Radiation Defense Thléy have lowlight vi si on and can see up

6
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T

Duros ae hairless humanoids that stand alfbfdettall. They have large eyes and wide mouths. Their skin usually is a bluish gray
hue. They get a +2 to Reflex and Intellect but suff@ @ Enduance.

EWik

Ewoks @me from theforest moon of Endor. Thdgok like humanoid bears that stand aro@rféettall. They get a +2 to their
Reflex but suffer a2 to Strength. They get an additional point towards their Protection-&t@babonus t&tealth checks. With
their great sense of smell, Ewoks get to add 1 to their surprise rolls.

GANORREAN

Gamorreansra humanoids from Gamorr and stand atibfgettall with a snout and tusks. They have green skin and two horns
protruding from their heds. They are a naturally violent race and get a +3 thieir Strength but suffer-a to their Intellect and
Willpower. They can learn to understand other languagesnbutonly speak Gamorrean

GUNEAN

Gungans & humanoids from the swampy areadlaboo and stand abobito 6%~ feetall. They have floppy ears and a set of
eyestalks. Gungans can add 1 to their surprise and initiative rolls. They get a +3 to Reflex butztdféntallect and Personality.
They have lowlight visionandcan® up t o 6 0 Dheyican haldaheikbneatls tnderwater fendurancex 25) rounds

[THORIAN

Ithorians @& humanoids from the planet IthdFhey stand from abowit to 7% feetall. They have long necks and curl forward and

end in a dome shaped head. They have a mouth on each side of their neck that can be used to produce a sonic aiaakence per
battle They attack as if it were a ranged weapon, doing ldévélofca mage t o targets 206 in front
Willpower and Personality, but sufferato Reflex.

JUA

Jawas are typically short roddike nativesof Tatooine that stand about 3 fégt. They wear hooded robes that cover all but their
glowing eyes. Although they can learn to understand other languages, they can only ever speak their own. Thdytaueira
Strength and & to their Personality. They are quite quick, givingntlaet2 to their Reflex. They have dark vision and can see up to
906 i n dar kgoadsnechanics Bdtleey getzato wheir Intellect checks when using difficult technology. Any Jawa Pilots
treat their repairs as though they are one level higher.

KeL Do

Kel Dor mome fromthe plant Dorinwhere the atmosphere is a Helium gas. This means that they begatbton other planets

without a special apparatus, which they all have with them. They standbaodiit: feettall and they are peach ted in color.

They have black eyes and a particular affinity to the Force, allowing them to reroll Defense rolls for the Force. Theyliggnte
vision and can see up to 6006 in dar kne-8teEnduraitchey get a +2 t
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MO GALAMAR

Mon Calamari ar@n amphibious species that live mainly out of water. They come from the planet Dac and a8desttalt with
smooth skin, domed heads and large eyes. They get a +2 to Intellect and Willpower but3uéféraurance. They can breathe
underwater and havew-light visionto seeupto®6 i n dar kness.

(UARREN

Quarren ge from the planet Dac and share that world with the Mon Calamari. They live in cities under the ocean and s#&nd about
feettall. Theyhave leathery skin and heads that resemble squids. They get a +2 to Endurance and Personality BBitsuffer a

Willpower. They can breathe underwater and Hawelight vision to seeupto®6 i n dar kness.

Ronian

Rodians ee from the Tyrius star sy&i and are natural hunters. They have tapered shouts and multifaceted eyes. Their skin is gree
andtheystand aboub': feettall. They have lowight vision and canseeupté® i n dar kness. Thétp get

surprise/initiative rds but suffer a2 to Willpower and Personality.

SULLUSTAN
Sullustansare from the volcanic world of Sullust. They are roudhfegettall and have large eyes, big ears and jowls. They get a +2
to Reflex but suer a-2 to Endurance. Theyhadear k vi si on and can see up to 9006 in

their Protection and they can regeneratedveringl Staminagper turn). They are good climbers and may add 10% for climbing
difficult surfaces. They may add 1 to thsimprise/initiative rolls.

TOGRUTA

Togruta & a humanoid species from the planet Shili. The &Y% feettall and haveskin colorsof red, white, orange, blue and
purple. They have head tails and are marked with colorful skin patterns. Thaygdb Reflex and Willpower but sufferaito
Endurance.With their great sense afvarenesstogrutaget to add 1 to their surprise roll¥hey also only suffer 2 penalty when
fighting blind, instead of thet penalty Theyget +1®6 bonusto theirSneak skill.

TRANDOSHAN

Trandoshansra a humanoid lizard race from the planet Dosha. They are Gbmitfeettall and have greenish scaly skin. They
have a +2 to their Strength but suffe2ao their Reflex. Due to their thick skin, they get a +1 to their Protection and they can
regeneraterécoveringl Staminaper turn). They have dark visionandcanggeut o0 906 i n dar kness.

TWI GLEK

T wi 0 Ireefrkng thegplanet of Ryloth. They have long hésits and stand abobtzto 6Y2 feettall. Their skin can be of many
shades such as red, blue, orange, green or white. The get a +2 to Personality busidféfidpower. They natural get a +2
bonus to any Toxin Defense rolls and have-low g ht vi si on and can see up to 6006 in ¢

VERiNg

The Verpine are a hermaphroditical species of humanoid insects that mainly live in the Roche asteroid bediveTdteklike
bodies covered in plates of flexible, brilliagiteen chitin which gives them +2 to their Protection. Due to their three digit hands, they
suffer a-2 to their Reflex. It is rare to encounter a Verpine Jedi as they suffdoaheir Wilpower. Their large black eyes allow

8
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them to see microscopic details and they have two antennae that extend from the backs of their head. These antempémeaitow Ve
communicate with each other over great distances by generating radio wavesstaimtidyetween 5 to 6 feet tall. They are tinkerers
so they get to & to their Intellect checks when using difficult technology. Any Verpine Pilots treat their repairs as though they are
one level higher.

Wookize

Wookiees ee large furry humanoids that stand ab@utto 7% feettall. They are brownish in color and come from the world of
Kashyyyk. They can understand other languages but can only speak their own. They get a +4 to Strength and a +2 tobahdurance
they sufer a-2 to Reflex, Willpower and Personality. Once per day, a Wookiee can go into a rage. This will give the Wookiee a +2
to all attack and damage rolls. The rage lasts for a single battle. They are good climbers and may add 10% for ¢iculbing dif
surfaces. Due to their intimidation, they can reroll any Personality checks when trying to learn informatioNfRGifmarmal

guestioning and interrogatian)Vhen a Wookiee is healed (either by a healing item or the Force) they niheiadevelto the

healing amount (meaning ifrmedpaceals d_evel 5 Wookieeat 36, and a chacter rolls a 4, they may adddtheoverallhealing

for a total of 9Stamina.

CABRAK

Zabraksare humanoids that come from many worlds, but most commonly Iridonia. They have horns on their heads andare about
feettall. They are a race with strong survival instincts, which gives them a +1 to all of their Defense rolls. They haiut® Att
adjustments.

Drons

Droidsare mechanical beings that have been programmed toathéhlkearron their own. It is assumed thaayerswho play Droid
characters, have been fdagf a master for one reason or anothiEiney must be constructed to be humanoid, meaning they must have
two legs, two arms, torso, head and hands that are able to manipulatd bexisnust be betweénto 6¥% feettall. Droids speak

Basic and Binary when starting oltlo matter the profegm, Droids have a 1 Toxin Defense as they are immune to such things.
Droids also have a +3 to all Radiation Defense klisa-3 to all Energy Defense rollsThey get a +3 to Endurance buBao

Personality They can never be Jedi or Sith but anenune to some forms of Force powers (Mind Trick for example).

They never need to eat, breathe or sleep but still have qualities that match the six Attributes (for example, Endphassazals a
quality of a biological being. Endurance for a Droidwkuer, is the physal construction of the Droid)lntellect, as another
example, is the storage capacity of the droid to hold informatigiipower, for a Droid, is the ability to not have its programming
altered involuntarily They cannot be healed but do hav&taminascore that represents the points they have before thdydirgat
rundown Droids can usa Parts Kito repair themselves or can be repaired by others. £treitStaminaike biological beings. If
they have-5 to 0Staminathey are deactivated. If they fail a Shock Defense roll here, théyakeenuntil the next adventure. If
they go below5 Staminathey are destroyed beyond repair.

Droids are resistant to most types of stunning effects (likebsttons, stun grenades, blasters set to stun), except for some Force
Powers.If Droids are hit with any type of ion or electromagnetic pulse weapon, they must make a roll agaiSsitidiefense or
be reduced to 8tamina When this happens, they dot need to make a Shock Defense roll as they are simply deactivated.

In the end, it is up to the Galactic Overlord if Droids are alloingde game as player characters. They have quite a few advantages
over biological creatures and the Galactic Overlord may want to simply only allow Droids that are acquired by the phip&s)(as
Be warned if you decide to create a Droid charathierGalactic Overlord may create a setting where Droids are not treated as fairly
as other biological creature.h ey ar e objects, or most commonl yéproperty.
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one may think twice before killing authan over a bad game of Sabacc, but they probably will not consider such things if it were a
Droid.

PROFESSIONS

BouNTs HuNTER

Bounty Hunters i@ mercenaries for hire. They make their living hunting those that need to be found, but do not want td.be foun
They usually accompany a group for either intermediate work or to reach a means to an end. They are not only exeellemtdsoldi
hunters, but they also have the following skillség

Ox¢

Bounty Hunterstart with 110 Staminaand get 8110 Staminaper Level after Level 1.

0 Bounty Hunters use Attack Category lll.

0 Bounty Hunters magdd 1to their surprise rolls.

0 Bounty Hunters may add 3 to any Personality rolls when questioning NPCs.

0 Bounty Hunters can detect a lie if they cah percentile die equal or lower to their Levelx

0 Bounty Hunters may track humanojdseaturesand droidsf they can roll percentile dice agl or lower to their Level %.

0 Bounty Hunters are fairly good pilots. Although not as skilleRibs, they do get bonuses to their rolls for Piloting

depending on the Bounty Hunterés Level. They treat this
A
Medics ae the doctors of the galaxy. Although anyone can do basic first aid, Medigscerallse these tools to make the most
effective recovey for patients. Theyhave t he foll owing skill sé

0 Medicsstart with1d8 Staminaand getld8 Staminagper Level after Level 1.

O«

Medics use Attack Category I.

O¢

Medics get a +2 to all ToxiBefense rolls.

O¢

Medics are the only ose&apable of using Bactéufd.

0 Medicsincreasdheir healing valudy multiplying their LevelFor example, Wen using items such asmedpadthat can
restore3d6 of Stamind and aLevel 9Medic rols a10, then the patient hea®® Stamina

O«

Medics may only wear light armor.

O«

Medicsmay revive individuals from a coma if they can roll percentile @iqual or lower to their LevelX This also brings
t he c h &aminato ke Théysmay only ddhis once per individual during an adventure.

10
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PrLoT
Pilots @an bespace acedank drivers or pod racers§Some pilot for smuggling, others may do it for battle. Pilotsherédest with
vehicular battles They naturally tinker with technology, buttrey s o have the following skillsé
0 Pilots start withLd8 Staminaand getldd Staminaper Level after Level 1.
0 Pilots use Attack Category I, but use Attack Cate§tirwhenusinga vehicl® s w eia ltlen s
0 Pilots are natural gear heads. Tlgey a-3 to their Intellect rolls when using complicated technology.
0 Pilots are able to add their Level to all of their vehRiletection scores.

0 Pilots increase their repairing value by multiplying their LeFer example, when using items suclagsarts kit (that can
repair 4d6of damage) and a Level 7 Pilot rollsadal of 17, then119points of damage is repaired.

0 Pilotsmayfix brokenDroids (Droids that reached 046 Staminaand failed their ShdcDefense roll) if they can roll
percentile dice equal or lower to their Level xBhi s al s o b rStamiga® 1.tTHeg mak only dodhis ©once per
Droid during an adventure.

0 Pilots may not wear heavy armor.

SCOUNDREL

Scoundrels @ rouges of the galaxy. Scoundrels are not necessarily bad. Some may attempt to smuggle goods through restricted
borders, others may steal things for profit. Scoundrels $@mweunique skills that require a percentile dice (diat may be modified

by the Galactic Overlord for difficulty) If a roll is equal or below the amount (shown in the Scoundrel Skills table below), then the
action succeeds. If a 1 is rolled, then the action is an automatic failure no matter the skill level. Sdoawelbe following

skillsé

O«

Scoundrelstart with1dé Staminaand getldé Staminaper Level after Level 1.

O«

Scoundrels use Attack Category .

0 Scoundrels may not wear heavy armor. If they insist on wearing medium armor, then they-40f&panaltyto all
Pilfering, Security and Sneak rolls.

0 Scoundrels are fairly good pilots. Although not as skilled as Pilots, they do get bonuses to their rolls for Pilotiriggdepend
t he Sc oun dunlikd obher Sdoensr@ $kills, that require perdenolls, this is merely a modifier numbe&coundrels
may add this modifier to their attack rolls and Protection sebemn in vehicular battles

0 Scoundrels are often Gambling. Although anyone can gamble, Scoundrels are naturally better at it. Gambling is explained |
the Adventure section. Unlike other Scoundrel skills, that require percentile rolls, this is actually a modifier to the Bsbundre
Gambling roll.

0 Scoundrels are good at Pilfering.i | f eri ng all ows one to use sleight of ha

even take an item off a table without the owner noticifig. Scoundrel is caught Pilferinigen the Galaa Overlord will
determine the reaction of the victim.

11
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0 Scoundrels are good at bypass8egurity This allows the Scoundrel to bypass mechanical or computerized locks. Some
complicated locks may require an Intellect check prior to a Security ctieskvll be up to the Galactic Overlord if the
technology is unique or complicated). A success means that the lock is bypassed. If a failure occurs, then that Sgoundrel m
only attempt two more times. If they fail all three times, then they mayynagj&in until they reach their next Level.

0 ScoundrelganSneakaround This allows the Scoundrel to move quietly and hide within the shadows. A successful roll
means that th8coundrel is moving silently dridden. If a Scoundrel attacks, sneakifigm behind, they will get x2 damage for
thatattack As soon as they attack someone, they become revealed to anyone else in the area.

SILDER

Soldiers & the toughest of the bunahd the first sent into battléSoldiers work in many differeareas /
of the galaxy Players may want to be a Storm Trooper, Clone Trooper, Galactic Republic Trooperlor
simply a Mercenary. This choice is obviously made after learning which time periadviieturés in -~
and is ultimately up to the Galactic Overlor€oldiers can wear any type of armor and use any type of
weapon. They have moBtaminathan the other professions and the better chances to hit their enemies. &
A Soldieri s “

O«

O«

Scoundrel SkillsTable
Level

Soldiersstart with1d12 Staminaand getld12 Staminaper Level after Level 1.

1

© 00N Ok WwWwhN

NP RREPRRLRERERRRE
O ©WW~NOUNWNLERO

abl e

to

Gambling
+1
+2
+3
+4
+5
+6
+7
+8
+9

+10
+11
+12
+13
+14
+15
+16
+17
+18
+19
+20

do the

Soldiers use Attack Category V.

Sol di er s

ar

e

abl e

t

Pilfering

23
26
29
33
37
41
46
51
56
62
68
74
81
88
95
107
115
123
124
125

Security
17
20
23
27
31
35
40
45
50
56
62
68
75
82
89
92
95
97
98
99

foll owi ngé

(0]

perform multiple

12

Sneak
19
22
25
29
33
37
42
47
52
58
64
70
77
84
91
93
95
97
98
99

Piloting
0
0
0

+1
+1
+1
+2
+2
+2
+3
+3
+4
+4
+5
+5
+6
+6
+7
+7
+8

attacks

per

round
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A Soldier must be successful on a hit in order to proceed to the next attackthi&#/hagans is if a Level 8 Soldier is attacking,
they get 3 attacks. Their first attack hits, then they get to do a second. Their second attack misses, then thed dittdcks e
round and they do not get a third attack. If they did hit on their deatttaick, then they could have completed their round with a
third attack. Remember, they only have to have a successful hit. They do not need to do damage to move onto the next attac
Sol di eréds Number of Attacks Tabl e
Level 0-2 3-6 7-10 11-14 1517 1819 20
Attacks 1 2 3 4 5 6 7

ot

Spies aethe eyes, ears and enforgef thegalaxy, Spies have some unique skills that require a percentile dice roll (that may be
modified by the Galactic Overlord for difficulty)They are able to wear disguises and blend in with a crowd. Spies are sometimes
called on to assassinate an individual. Sometimes it may be a prominent figure or just a lowly peasant who faileelb. pbs a d

roll is equal or below the amount ¢shin in the Spy Skills table below), then the action succeeds. If a 1 is rolled, then the action is an
automatic failure no matter the skill level. A Spy is able to do the follcéving

O¢

Spiesstart with1d6 Staminaand getldé Staminaper Level after Legl 1.

O«

Spiesuse Attack Category II.

Ox¢

Spies may only wear light armor.

Ox¢

Spies may only use one handed weapons.

0 Spies are good at Pilferingi | f eri ng all ows one to use sleight of hand
take an item off a table without the owner noticiiga Spy is caught Pilfering then the Galactic Overlord will determine the
reaction of the victim.

0 Spies are good at bypassiSgcurity This allows the Spy to bypass mechanical or computerized locks. Some complicated
locks may require an Intellect check prior to a Security check (this will be up to the Galactic Overlord if the technologye is

or complicated). A success means that the lock is bypassed. If a failure occurs, then that Spy may only attempt two more time
If they fail all three times, then they may not try again until they reach their next Level.

0 Spies carsneakaround. This &ws the Spy to move quietly and hide within the shadows. A successful roll means that the
Spy is moving silently or hidden. If a Spy attacks, sneaking from behind, they will get x2 damage for that round. Athsgon as
attack someone, they become raed to anyone else in the area.

0 Spies can wear a Disguise. This allows them to get closer to targets that they seek information, or may even need to
assassinate. A failure simply means the Spy is discovered.

0 Spies can Assassinate others. Tt be successfully sneaking up to a victim and then roll for normal attack. If the attack

succeeds then they may roll for their Assassinate(sisllu bt r act i ng t he v i Adudcendnseankdevictinl f r
is instantly killed.
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Spy Skills Table

Level Pilfering Security Sneak Disguise Assassinate
1 25 19 21 30 10
2 28 22 24 32 15
3 31 25 27 34 20
4 35 29 31 38 25
5 39 33 35 42 30
6 43 37 39 46 35
7 48 42 44 51 40
8 53 47 49 56 45
9 58 52 54 61 50
10 64 58 60 67 55
11 70 64 66 74 60
12 76 70 72 81 65
13 83 77 79 89 70
14 90 84 86 97 75
15 97 91 93 100 80
16 109 94 95 103 85
17 117 97 97 106 90
18 125 99 99 111 95
19 126 100 100 116 100
20 125 99 99 120 105

JEDl/Simi

Jedi & Sithcharacters are masters of the Force. They have different matigilenorals, but are still similar to each other. Each has
Force Powers that they more easily use. They do not advance as fast as other professions, as they musttspetdniageheir
mastery of the Forceledi and Sith cannot be in the same group. Jedi cannot be in a group with Evil characters as well as Sith canr
be in a group with Good charactei&/hen deciding the type of character to create, it is quitelgianguestion of how you want to

play the character.

Jedicharacters use the Force to keep the peace throughout the galaxy. They sometimes mediate disputes between worlds and
negotiatenofv i ol ent sol uti ons t o c on fnigue tthstime peAod theyaxisd Sheynmybe i n t h
prominent figures in the old republic or they may be rare and hunted by the Galactic Empire. Jedi must be Good inWteality.

Jedi start adventuring they are quite waakhey are new to the Force.

Sith characters seek only power for themselves. They are consumed by hatred and with gd¢stoanative powers to decimate

their enemies. A Sithés role in the galaxy is uniwaaoeayt o t
be Darth Vaderds apprentice. Sith must be Evil i n toleer al it
Force.

Jedi& Sithareabl e t o do the followingé

O«

Theystart with1d8 Staminaandget1d3 Staminaper Levelafter Level 1

O«

Theyuse Attack Category V, with lightsabers only. With all other forms of attack, they use Attack Category Il

O¢

They may not wear armor.

14
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0 They start with a standard lightsaber.

0 Unlike other professions, they start with 2d40 credits.

0 Theyget to add their Level to their Protection score. This means that a LevelSithedith 18 Reflex, has a total Protection
score of 12 (9 + 3 = 12 ¢é 9 for the Level and 3 for the

0 Theyget to add their Willpawer Force Defense bonus to their Protection score. This means that a led#5@h with 18
Refl ex and 17 Willpower, has a total Protection scdare of
the Willpower Force Defensehus).

FUREE'SEHSITWE characters were once Jedi or Sith that lost their total connection with the Fts&gdo not lose the Force entirely, but

have a much weaker grasp of Mo one can start out as a FeRensitive character, but may become one if they stray from their
Jedi/Sith pathsKyle Katarn issometimesn example of this type of character. They do not know if they prefer the Light or Dark
side, but still pursue life with the Force.They gain Levels just as the Jedi or Sith, but they lose access to many of the Force Powers.
They caronly use the Standard Force Pawjebut at double the cost. Unlike Jedi/Sith, FeBeasitive charactecso t he f ol | o

o«

Theymay wear armor other than heavy armor.

o

They use Attack Category lIl.

o«

They no longer get their Level/Willpower Protection bonus.

o«

They can only use Standard Force Powers at double the cost.

o«

They must be Fair in Morality.

FINAL WORD ON PROPESSIONS

The Professions listed here are really a broad generalization of fields practiced throughout the galaxy and its hiStbayactée

Sheets have a section to put your Profession and then a section to put your Title. Titles catoh@aksadnore specific type of
Profession for role playing purposes. You do not merely need to be referred to as a Soldier, but your Title can be,Mercenary
Commando or Trooper. You dondét simply n erodGamher. bf gou are &8roidu n d
Soldier, you title can be Battle Droid. It is up to you to add color to the name of your Profession.

LEVELS

Levels are aneasure of how much your character has matured in their profession. All characters begineghtires at Level 1 and
may progress all the way to Level 20. With each Level, a character will improve in their profession and have a higher level
Stamingd al | owing you to take on even tougher e nfenseswiltbeimprdvhkde ab i

Other than Jedi and Sith, all professions progress at the same rate. The table below shows the Experience Pointdaieedeth to a
level. Experience Points are cumulative and not cashed in when gaining levels. Thithatdageu have 2,000 Experience Points,
you have reached Level( you are not a Jedi or Sith)The table below shows that you need 4,000 Experience points to achieve
Level 3. You do not need 4,000 more Experience Points, but rather another 2,86rtegpPoints to achieve Level 3

(2,000 + 2,000 = 4,000)
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Jedi or Sith All Other Profession
Level : :

Experience Experience
1 0 0
2 3,000 2,000
3 6,000 4,000
4 12,000 8,000
5 24,000 16,000
6 48,000 32,000
7 96,000 64,000
8 192,000 128,000
9 384,000 256,000
10 500,000 375,000
11 650,000 495,000
12 750,000 615,000
13 900,000 735,000
14 1,000,000 855,000
15 1,200,000 975,000
16 1,400,000 1,095,000
17 1,600,000 1,215,000
18 1,800,000 1,335,000
19 1,900,000 1,455,000
20 2,000,000 1,575,000

MORALITY

Morality is the behavior of an individual according to their own morale code. A character chooses a Morality at cheatioter cr
Some professions demand a particular Morality in order to thetrprofession. There are three different Moralities; Good, Fair and
Evil.

E["]I] characters are believers in truth and justice. They follow, and even enforcef taleshat serve the greater good. They
believe that sacrifices of an individual anest important to allow most to live and prosper in peace.

PMRcharacters do not overwhel mingly choose Good or Evesl, bu

who are concerned with themselves and will not help othersaiitlbenefits them or does not put them in much dangdery may
steal from the wealthy, thinking that they are helping themselves and harming the wealthy very little.

EVIL characters do not believe that rules apply to themselves. They are oftebatiisted and will do almost anything to meet their
own goals. Who they harm is of no concern to them, as long as they fistaat they wanted.

The Galactic Overlord may alter a char act amedtMordlity(reterericathe i f
A3 strikesl9r Anlexamplecohthispgsaa@ood Spy that is working for the Rebels to acquire information for the cause. If
that Spy accepts, and completes, a task to assassinate Han Solo then the@alacticl or d wi | | probably sh
away from Good. Morality is important when speaking with NPCs. The list below shows the Personality modifiers when dealing

with NPCs.
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Characters of similar Morality get along better than with olheralities. This is simply the way of life. If a Good General is talking
with a Good Jedi, they will naturally get along better due to having the same ideals. An Evil Sith would not carertodistera
Good Counselor, considering them weak andisho An Evil Admiral may get along with an Evil Bounty Hunter, because they are
of like minds and the Admiral may like the way that Bounty Hunter gets things done.

Good dealing with Good +2
Evil dealing with Evil:  +2

Fair dealing with Fair: +1
Gooddealing with Evil: -2
Fair dealing with Good/Evil: -1

LANGUAGES

Each character knows how to speak Basic and the language of their species. They may know a total number of languagés accord
their Intellect score (meaning if they have aitgllect, they may know a total of 15 languages). A character may choose additional
languages at character creatiopg(¢he Attribute chart on pagdalsee how many extra languages a character may &nongation

time). To learn additional languages, an instructor must be sought to learn the language from. Droids have to simply finé a langua
disk and install it into their programming.helist below isa small sample dhe languages one magowé

Aqualish Duros Kubaz Squib
Arcona Elom Lahsbee SsiRuu
Arkanian Elomin Mantellian Savrip Sullustan
Barabel Ewok Mon Calamari Talz
Baragwin Falleen Morseerian Togruta
Basic Farghul Mrlssi Toong
Besalisk Frozian Omwati Toydarian
Bimm Gamorrean Ortolan Trandoshan
Binary Gand Quarren Tusken
Bith Gotal Quermian Twi'Lek
Bocce Gran Rodian Ubese
Bothan Gungan Rybet Ugnaught
Cerean Herglic Sakiyan Verpine
ChadraFan Hoojib Selonian Vuvrian
Chagrian Hutt Shistavanen Wookiee
Chev Iktotchi Sith Woostoid
Chevin Ithorian Skrilling Xexto
Chiss Jawa Sluissi Yevetha
Dashade Kel Dor Sneevel Yinchorri
Devaronian Kitonak Snivvian Zabrak
Drall Klatooinian Spiner

17



EPISOOE
DEPENSES

CHARACTER CREATION

Each profession has specific Defenses that get better as they progress throughout tidl fr@s will also reference these
Defense values when trying to avoid similar effects. To make a Defense check, simply roll 1d20 and compare it to Datepnsthe
values (Energy, Force, Radiation, Shock and Toxins). If the roll is equal to, @rdheat, the listed value then the character has

succeeded. Some

def

i ons

of

ifsuccesso are diffearent

altogether. A character may have simply only suffered a partial effect, sanlyaaking half damage. Below are the charts that

show which profession gets which Defense values, and what Levels they get those values.

Bounty Hunter

Level
1-3
4-6
7-9

1012

1316

17-19
20

Pilot/Medic

Level
1-4
5-8

9-12

13-16

17-20

Defenses
Energy

17

Defense
Energy

17
14
12
10
8

Scoundrel/Spy Defense

Level
1-4
5-8

9-12

13-16

17-19
20

Level
1-2
3-4
5-6
7-8

9-10

11-12

1314

1516

17-18

19-20

Energy

Defense
Energy

16

Jedi/Sith Defense

Level
1-5
6-10
11-15
16-19
20

Energy

17
14
11
7
4

Force

20
18
16
14
12
11
10

Force

20
18
16
14
12

Force

19
17
15
13
11
9

Force

20
19
18
17
16
15
14
13
12
11

Force
10

N B O

Radiation Shock
16 15
14 13
12 11
10 9
9 7
8 5
7 3
Radiation Shock
14 13
12 10
10 7
8 4
6 2
Radiation Shock
15 18
13 16
11 14
9 12
6 10
4 8
Radiation Shock
16 14
14 12
12 10
10 8
8 7
7 6
6 5
5 4
4 3
3 2
Radiation Shock
17 16
14 13
11 10
7 7
4 3

Toxins

Toxins
14
12
10

7
4

Toxins
15
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EPIS0DE Il - FORCE POWERS

THE FORCE

The Forceallows formentally ppduced powers from theill of the Jedi/Sith It can do incredible Level Force Points
things such as control minds, move objects, heal and cause greatledifSith may only use a 1 1
particular number of Forceoitsper day based on the Level of the Jedi/Sithere are three 2 2
categories of Fae PowersStandard, ight side andDark sde. Standard Force Powers can be used 3 3
by either Jedi or Sith at no penalty cokight side may be used by dieat no penalty cost and Dark 4 4
side may be used by Sith at no penalty cost. If a Jedi wereta Dark &le power, thenhte cost 5 5
would be doublé-orce Pointmeededo accomplish. The same goes for Sith ifytivg to use a Light 6 6
side power The table to the riglghows the amount of Force Points a Jedi/Sith may use a day per 7 8
Level. 9 12
10 14
Force Points are used to summon the ¢xoof the Force. Force Powers have a cost associated witl 11 16
them in order to use them. Once all of the Force Points have been spent, then the Jedi/Sith must rest; , 19
for 8 hours to regain their Force Points. 13 18
14 24
Balancing the Light and Dark sides is handled ley@alactic Overlord. They will track whether a 15 27
Jedi/Sith character is following their Morality and note accordingly. They may warn the player that ¢ 31
they are straying from their Morality, but the ba@cstrikes ruled applies. If a Jedi/Sith perform 3 17 35
adions, against their Morality, then they will be forced into the neutral area of thedratdeve their 18 38
Morality changed to FairThey will not be Jedi or Sithbut now referred to as For&ensitiveand will 19 42
only be able to use the Standard Force Psatedouble the listed cost. They cannot use any Light or 20 45

Dark side powersThey will remain, as Fore8ensitive, into the next adventure. They may continue

to behave as Fair, where they will simply stay as a FBasesitive. If they choose to behawdlBhen

they will become Sitlior the nextadventure and have their Morality changed to Evil. If they choose to behave Boothdy will
become Jedi fathenextadventure and have their Morality changed to Good.

Although one may feel that they may go back and forth between the Light andifleskbe warned, you will lose Experience Points
(Level x 1,000)f your character does this. If you go from Light to Feamsitive and then back to Light, you will suffer
Experience Points loss. If you go from Dark to FeBemsitive and then back to Dark, you will suffer no Experience Points loss. If
you end up going from Light to Dark, or Dark to Light, you will suffer the Experience Points loss. An exampld; EL®itle ends

up finally moving to the Light side of the Force. They immediately lose 12,000 Experience Points (12 x 1,000) wheretissamapp
might even lose an entire Level.

Force Powers can be used whenever a Jedi/Sith is able to have enoudPokusce spend on itOnly ore Force Power can be used
in a ound ofbattlebut does not count as their attack for that rouhd Jedi/Sith uses Burst of Speed, they may attack twice in that
round, but they may not use another Force PoWwerce Defection is the exception to this rule and is explained in the Standard
Powers sectianThe belowsection will be listed into thregarts Standard Powers, Light Side Powers and Dark Side Powers. Each
ForcePower will display the Force Points needBdng it effects Duration of the Force Powewhether it affectdroidsand any

type of Defense that can be used against the Force Péwdgscription will be displayed below each one.

19



EPISOE FORCE POWERS
STANDARD POWERS

BREATHE CONTROL

Force Points: 1 Range: Self Duration: 2 Turns Effects Droids: False Defense:None
This power gives a Jedi/Sith theiléip to hold their breathfor 20 minutes. This helps when they need to stay underwater for an
extended period of time or simply go through a poison gas filled room.

FoRce DerLecTion

Force Points: 1 Range: Self Duration: Instant Effects Droids: True Defense:None

This power lets the Jedi/Sith deflect blaster bolts back at the one who fired it. They invoke the power whenever aieeaemy fi
blaster(pistols, riflesor cannonsgat them (they do not need to wait until it is their turn) and must then immediately do a ranged attack
back at the one who originally fired the shot. If the Jedi/Sith fail the raattpeek then the bolt simply deflects harmlessly elsewhere.

If they succeed, then the victim takes damage equal to what the Jedi/Sith would have duffikedther Force Powers, this one

can be used multiple times during a round. If three storm troopers are firing at the Jedi/Sith, they may use thiepdivers in

that round (if they have enough Force Points). They cannot use a different Force Power during that round, howevéBitfihe Jedi
must have a lightsaber in their hand to use this Force Power, until they reach Level 10. Once they reHghtheyelo longer have

the lightsaber requirement for this Force Power and can simply use the palm of their hand. No matter the methodththreukdi/Si

use Attack Category Il when deflecting these shots.

FORCE Juwe

Force Points: 1 Range: Self Duration: Instant Effects Droids: False Defense:None

This power |l ets the Jedi/Sith jump in the air 1086 times th
Mo Thick

Force Points: 1 Range: 6 Odration: Instant Effects Droids: True Defense:Force

This power lets the Jedi/Sith distract a targetlfi x 10secondsbut not during battlesThis is usually in the form of a distracting
noise.

PRECOGNITION

Force Points: 1 Range: Self Duration: 1 Turn Effects Droids: True Defense:None
This power lets the Jedi/Sith sense if there is any danger in the area. They are abléeiw s@awgesnto the future, usually
causing them to always gain Surprise.

THROW LIGHTSABER

Force Points: 1 Range:50 6 Duration: 1 Round Effects Droids: True Defense:None
This power lets the Jedi/Sith throw their lightsaber at a target. This is treated as a ranged attack so the Jedi/@itimyragfaek
modifiers. The lightsaber quickly returns to the Jedi/Sith.

Bursr Or Spekn

Force Points: 2 Range: Sdf Duration: 2 Rounds Effects Droids: True Defense:None
This power gives a JeditB an extra attackach round The Jedi/Sh also gets a +2 to Protection and they can move double their
normal movement rate.
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FORCE CAMOUPLAGE

Force Points: 2 Range: Self Duration: 1 Turn Per Level Effects Droids: True Defense:None
This power lets the Jedi/Sith stealth just as a Scoundfgpy. The effect lasts forr@inutes per Level of the Jedi/Sith.

Foret Pus

Force Points: 2 Range: 3 Odration: Instant Effects Droids: True Defense:Force
This power lets the Jedi/Sith push oeeemies in rangeThey are able to push a number of enemies equal to their Level. If the
enemy falls, they cannot attack again until after the next round. While they aregpauhd, anyone attacking them gets +4 to their
attack roll. The Galactic Overlord may determine if the enemy falls differently (off the edge of a cliff, for example).

P ORCE SigHT

Force Points: 3 Range: 0 6 Duration: Instant Effects Droids: False Defense Force
This power lets the Jedi/Sith determine the Morality of the target. Knowing that one is Evil, when they pretend to iseyGitend,
valuable.

SENSE PorcE

Force Points: 3 Range: 6 ODdration: Instant Effects Droids: False Defense:None
This power lets the Jedi/Sith sense if an area is strong with the Force. It can also be used to determine if an indivddafathis voi
Force, ForceSensitive or very strong with the Force.

TELEKINESIS

Force Points: 4 Range:1205 Duration: 1 Round/1 Turn Effects Droids: True Defense:Force
This power lets the Jedi/Sith move objects with their mind. If the Jedi/Sith is not in battle, then they can concemgiate erave
an object that weighs Level x 1,000 pouddsing 1 turn They can move theobjemt di st ance of Level x

Level 12 Sith can move a 12,000 pound object 12006 theyfmayr e
move an object that wei ghs L edurindlroxnd I'ilis neans thatlesLeval 5 dedi ¢ batle may
move a 50 pound object 256 before they must release dat.

1
t

of

T

item (meaning that there i s atotheirdqdnd).sThodyenay wandtod hitaomatlying withéhé t h e

object (they would then do a range attack with the item using any RedfidiXiery. Any damae done by flying objects is
1d4 + Level of the Jedi/Sith. Any size modifiers will be determined byGhakctic Overlord.A Jedi/Sith may only concentrate
enough to move a biological creature, or Droid, when they are not in battle.

BATTLE MEgrATION

Force Points: 6 Range: 6 Odration: 2 Rounds Effects Droids: False Defense:None

This powergivesd edi / Si th, and their party, +2 to attack and damag

JediSith for this to work for them.

AreecT MinD

Force Points: 8 Range: 1 Odration: 1 Turn Effects Droids: False Defense:Force
This power lets the Jedi/Sith persuade the target tmore forthcoming with informationt can also be used to convince a target of

something other than what they believe (Athese mnuwendt t he
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FORCE SUPPRESSION

Force Points: 9 Range: 3 Odration: Instant Effects Droids: False Defense:Force
This power lets the Jedi/Sittause another Jedi/Sith to lose a number of their Force Points equal to their Level. This means that a
Level 12Jedi can cause a Sith to lose 12 Force Points.

TRLEPATHY

Force Points: 10 Range: 240 Duration: 3 Rounds Effects Droids: False Defense:Force
This power lets the Jedi/Sidither read the thoughts of an individual or speak to another telepathieady. if the Jedi/Sith is
communicating with a friend, that friend must still make a Defense roll to determine if they hear the Jedi/Sith.

FORCE CONPUSION

Force Points: 12 Range:9 0 6 Duration: 1 Round Per Level Effects Droids: False Defense:Force
This power lets the Jedi/Sith confuse an individual into attacking enemies of the Jedi/Sith. They are not under the cenledli of th
Sith, however.

MASTER BATTLE MEDITATION

Force Points: 12 Range: 6 Odration: 2 Rounds Effects Droids: False Defense:None
This power gives a Jedi/ Sith, and their party, +4 heo attac
Jedi/Sith for this to work for them.

LIGHT SIDE POWERS

FaRCe Aue

Force Points: 1 Range: Self Duration: 2 Rounds Effects Droids: True Defense:None
This power provides a protective shield around the Jedi/Sith that gives them +2 to their Protection and +2 to all Defdsise die

SO0TH

Force Points: 3 Range:5006 Duration: Instant Effects Droids: False Defense:None
This power lets the Jedi/Sith heal one party member an amo8taroinaequal to their Willpwer + Level of the Jedi/Sith.

STIN

Force Points: 3 Range: 6 Odration: 1 Round Effects Droids: False Defense:Force
This power lets the Jedi/Sith stun an opponent fimund. Any stunned enemy will give others a +4 to hit them.

STUN Drom

Force Points: 4 Range: 6 Odration: 1 Round Effects Droids: True Defense:Force
This power lets the Jedi/Sith force a surgermfrgy into a Droid, stunning the Droid fordund. The Droid will also suffer damage
equal to the Level of the Jedi/Sith. Any stunned Droids will give others a +4 to hit them.
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FoRce VLR

Force Points: 5 Range: 6 Odration: 2 Rounds Effects Droids: False Defense:None
This power gives a Jedi/Sith, and their party, +1 to attack, damage and Defense rolls. The party members must bé Within the
radius of the Jedi/Sith for this to work for them.

DisaBLE Drons
Force Points: 6 Range: 6 Odration: 1 Round Effects Droids: True Defense:Force
This power | ets the Jedi/ Sith force a surge oYfstuanngthegy i nt o

Droid(s) for 1 ound. The Droid(s) will also suffer damage equal to the Levilenfedi/Sith. Any stunned Droids will give others a
+4 to hit them.

PORCE SHIELD

Force Points: 6 Range: Self Duration: 2 Rounds Effects Droids: True Defense:None
This power provides a protective shield around the Jedi/Sith that gives them +4 Rydtesition and +4 to all Defense die rolls.

KNIGHT VALOR

Force Points: 8 Range: 6 Odration: 2 Rounds Effects Droids: False Defense:None
This power gives a Jedi/Sith, and their party, +3 to attack, damage and Defense rolls. The party membensimushlben t he 6
radius of the Jedi/Sith for this to work for them.

HEAL

Force Points: 9 Range:5 0 6 Duration: Instant Effects Droids: False Defense:None
This power lets the Jedi/Sith heal everyone in the party an amo8tdrafnaequal to their Willpwer+ Level of the Jedi/Sith.

REvITALIZE

Force Points: 9 Range: 1 Odration: Instant Effects Droids: False Defense:None
This power will bring a target out afcoma and bring them back t&fiamina

STASIS

Force Points: 9 Range: 6 Odration: 2 Rounds Effects Droids: False Defense:Force
This power lets the d#Sith stun an opponent for 8unds. Any stunned enemy will give others a +4 to hit them.

OesmRoy DRois
Force Points: 12 Range: 6 Odration: 1 Round Effects Droids: True Defense:Force
Thispower | ets the Jedi/ Sith force a surge of engunnmngthed nt o a

Droid(s) for 1 ound. The Droid(s) will also suffer damage equal to thetlldével of the Jedi/Sith. Any stunned Droids will giv
others a +4 to hit them.

FORCE ARMOR

Force Points: 12 Range: Self Duration: 2 Rounds Effects Droids: True Defense:None
This power provides a protective shield around the Jedi/Sith that gives them +6 to their Protection and +6 to all Deflsise die
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MASTER VALOR

Force Points: 12 Range: 6 Odration: 2 Rounds Effects Droids: False Defense:None
This power gives a Jedi/Sith, and their party, +5 to attack, damage and Defense rolls. The party members must bé Within the
radius of the Jedsith forthis to work for them.

STASIS FiELD
Force Points: 15 Range: 6 Odration: 2 Rounds Effects Droids: False Defense:Force
This power lets the Jedi/Sigtun multiple opponents foramu n d s . The Jedi/ Sith must taeaget

will suffer from the effects. Any stunned enemy will give others a +4 to hit them.

DARK SIOE POWERS

Wouo

Force Points: 1 Range: 6 Odration: Instant Effects Droids: False Defense:Force
This power lets the Jedi/Sith cause one great pain.ddimege caused by this attack is ketevel.

FRAR

Force Points: 3 Range: 6 Odration: 2 Rounds Effects Droids: False Defense:Force
This power lets the Jedi/Sith cause a target to run away in fear. If the target has nowhere to run, then they wiixsmpl
somewhere nearby. During this time, they do not attack anyone.

CRust

Force Points: 3 Range: 2 Odration: Instant Effects Droids: True Defense:Force
This power lets the Jedi/Sith crush a sirtglget. The target suffers lel@_evel of the Jedi/Sith. If the target succeeds at their
Defense roll, they only take half of that damage.

SLOW

Force Points: 3 Range: 6 Odration: 3 Rounds Effects Droids: False Defense:Force
This power lets the Jedi/Sith cause a target to suff2t@their attack rolls. This effect last 3 rounds.

CHoke

Force Points: 4 Range: 6 Odration: 1 Round Effects Droids: False Defense:Force
This power lets the Jedi/Sith choke a victim causing great pain. The damage caused by this aftackaseld The victim is also
stunned for 1 round. Any stunned enemy will give others a +4 to hit them.

AFFLICTION

Force Points: 6 Range: 6 Odration: Instant Effects Droids: False Defense:Toxin
This power lets the Jedi/Sith cause a target to become il clases the target to suffe2ao their attack rolls. The target also
suffers 1d4 damage every round until they are either cured of the illness oeahbkyStamina
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ORAIN KNOWLEDER

Force Points: 6 Range: Touch Duration: Permanent Effects Droids False Defense:Force
This power lets the Jedi/Sith drain a memory from the victim. The Jedi/Sith must know the memory that they will be erdaving
will take a total of 1 turn to complete. If a Sith wants to make a guard forget that they werthth&rerce Power will do just that.

FOReE LIGkTNNG
Force Points: 8 Range:50 6 Duration: 1 Round Effects Droids: True Defense:Energy
This power | ets the Jedi/ Sith electrocute a suffesd®-elLevelafr get

the Jedi/Sith (Droids will take double damage). If the target succeeds at their Defense roll, they only take halfwddgleat da

(ORI FoRce
Force Points: 9 Range: Touch Duration: Instant Effects Droids: False Defense:Force
Thispower | ets the Jedi/ Sith drain another Jedi 6s/ Sit heved For

12 Sith can cause a Jedi to lose 6 Force Points and the Sith then gains those 6 Force Points. Another exampleSihadagvel 9
cause a Jedi to lose 5 Force Points and the Sith then gains those 5 Force Points. A Jedi/Sith cannot have over their maximum
allowable Force Points.

ORAIN Lire

Force Points: 9 Range:Touch Duration: Instant Effects Droids: False Defense:Force
This power lets the Jedi/Sith abs@taminafrom the target. The daage done is 1d6 kevel of the Jedi/Sith. This is also the
amount ofStaminathat the Jedi/Sith is healed.

HORROR
Force Points: 9 Range: 6 Odration: 3 Rounds Effects Droids: False Defense:Force
This power | ets the Jedi/ Sith cause a target t o )hasmowhereay i

to run, then they will simply cower somewhere nearby. During this time, they do not attack anyone.

(RSN
Force Points: 12 Range: 6 Odration: 4 Rounds Effects Droids: False Defense:Force
This power | ets the Jedi/ Sith cause a target t o )hasmowhercay i

to run, then they wilsimply cower somewhere nearby. During this time, they do not attack anyone.

PLAGLE

Force Points: 12 Range: 6 Odration: Instant Effects Droids: False Defense:Toxin
This power lets the Jedi/Sith cause a target to become ill. This causes the sufjet 884 to their attack rolls. The target also
suffers1dé damage every round until they are either cured of the illness ordhely 0Stamina

KiLL

Force Points: 15 Range: 6 Odration: Instant Effects Droids: False Defense:Force
This power letshe Jedi/Sith exterminate an enemy with a single thought. The viclimmhwke for 1d10 #+.evel damage. Maybe it
will not kill the victim, but it will do much damage to them.
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FORCE STORM
Force Points: 18 Range: 90 6 Duration: 1 Round
Effects Droids: True Defense:Energy

This power | ets the Jedi/ Sith el ect r dagetit €he target suffiecs Lod2evebaf g e t
the Jedi/Sith (Droids will take double damage). If the target succeeds at their Defense roll, they only take halfwdgleat da

LIST OF FORCE POWERS

Below is a list of the Force Powers in the game. It is suggested that any Jedi/Sitechar |
havepages 20 through 3f¥inted, or copied, for them to use during adventuiewill be a )f
good reference when they needjuickly look up Force Powers and know how much they | /
cost to use. :

Standard Force Powers  Points Light Side Forcd’owers  Points Dark Side Force Powers Points
Breatte Control 1 Force Aura 1 Wound 1
Force Deflection 1 Sooth 3 Fear 3
Force Jump 1 Stun 3 Crush 3
Mind Trick 1 Stun Droid 4 Slow 3
Precognition 1 Force Valor 5 Choke 4
Throw Lightsaber 1 Disable Droids 6 Affliction 6
Burst of Speed 2 Force Shield 6 Drain Knowledge 6
Force Camouflage 2 Knight Valor 8 Force Lightning 8
Force Push 2 Heal 9 Drain Force 9
Force Sight 3 Revitalize 9 Drain Life 9
Sense Force 3 Stasis 9 Horror 9
Telekinesis 4 Destroy Droids 12 Insanity 12
Battle Meditation 6 Force Armor 12 Plague 12
Affect Mind 8 Master Valor 12 Kill 15
Force Suppression 9 Stasis Field 15 Force Storm 18
Telepathy 10

Force Confusion 12

Master BattleMeditation 12
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EPISODE IV - EDUIPNENT

GEAR

The lisings beloware the geaa starting character may purchase before going on their first advewithed.is not listed is simple

clothing. Clothing is up tthe person creating the character. If you want your Jedi to have a brown robe, simply write it in your
equipment list. If you want pants, boots and shirt like Han Solo, write that down. Your choice of clothing and colors has no lasting
impact on thegameand are simply used for descriptions and role playing purp@ese play begins, it will be up the Galactic

Overlord to stock various stores that the characters may visit.

The weapons listed show the variable

Name Cost Damage Type Defense

Axe 15 1d6 2 Handed damage caused by the weapon. The ty
Baton 2 1d4 1 Handed of weapon is either one or two handed.
Blaster, Pistdt 38 1d8 1Handed Shock or Stun 1d4 Rounds a weapon has a Defense listed, this me
Blaster, Rifle* 125 1d10 2 Handed  Shock or Stun 1d4 Rounds that if the targets successfully rolls a
Blaster, Rifle, Heavst 500 1d12 2 Handed  Shock or Stun 1d4 Rounds Defense against that category, they will
Bow 12 1d6 2 Handed only take half damage from the weapor
Bowcaster 180 1d8 2 Handed or maybe suffer another effect.

Dagger* 3 1d4 1 Handed

Detonite 63 1d20 1 Handed

Electrostaff* 375 1d8 2 Handed  Special

Flamethrower 125 3d4 2 Handed

Grenade, Frag* 25 1d12 1 Handed

Grenade, lon* 30 1d8 1 Handed Droids:ShockDefense

Grenade, Stun* 30 0 1 Handed  Shock or Stun 1d4 Rounds

lon Pistol 30 1d6 1 Handed Droids:ShockDefense

lon Rifle 100 1d8 2 Handed  Droids: ShockDefense

Lightsaber 375 1d12 2 Handed

Lightsaber, Double 875 2d8 2 Handed

Mace 6 1d6 1 Handed

Missile Launcher 220 2d12 2 Handed

Quarterstaff 8 1d6 2 Handed

Sling 4 1d4 1 Handed

Spear* 8 1d6 2 Handed

Stun Batof* 2 1d6 1 Handed  Shock or Stun 1d4 Rounds

Sword 10 1d6 1 Handed

Sword, Great 15 1d8 2 Handed

Thermal Detonator* 250 1d20 1 Handed

Vibroaxe 63 1d8 2 Handed

Vibrodagger* 25 1d6 1 Handed

Vibrosword 30 1d8 1 Handed

Vibrosword, Great 45 1d10 2 Handed

* This weapon can be thrown.
** This weapon c ahenregaresasShocktDefenfesdluno a
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Name Droid Upgrade Cost  Armor Type
Armored Spacesuit* - 750 9 Heavy
Battle Armor* Battle Droid 450 8 Medium
Battle Armor, Heavy* Heavy Battle Droid 1,000 10 Heavy
Blast Helmet Head Plate 10 1 Light
Blast Vest Chest Plate 30 2 Light
Bounty Hunter Armor* Hunter Droid 200 6 Medium
Combat Fatigues - 40 2 Light
Combat Jumpsuit - 85 4 Light
Flight Suit* - 60 3 Light
Leather Combat Suit - 60 3 Light
Scout Armor Scout Droid 85 5 Light
Trooper Armor* Combat Droid 200 6 Medium

* This armorcannot combine with helmet.

Each piece of armor has an Armor rating. Simply add the values together
find your Protection score. Iféharacteis wearingScout Armor (3, and

wearinga BlastHelmet (1), then theiProtection is 6 Remember to also add
any Reflex modifiers you may havesome armor does not allow one to weai
helmet because the suit of armor already has one built.into it

Note: Although some professions cannot wear some armor, they can wear them in a li
death situation a4 to allnonvehicularattack rolls. This means if a Jedi needs to escaf
space station with a TIE Fighter, then they will have to at least wédight Suit to survive
in the craft.

Droids cannot wear armor, they must get Droid Upgrades. These are various metal al
plates a Droid can attach to itself. You will notice this column in the armor table above
there is a name in the Droid Upgle column, then the Droid may purchase that upgrade
they wanted something similar to Battle Armor, then they will end up buying a Battle D
upgrade for the same price. This upgrade is an item that is equipped and can be remi
the Droid. Itis not a permanent piece of the Droid.

This sectioronly covessthe basic items within the galax§ven though you may buy
Trooper Armor, you can make up your own name for the aton@irthe Galactic Overlord
allows it) Storm Trooper Armor (if your chacter is perhaps working for Darth Vadel).
you want your Battle Armor to be painted camouflaged (maybe in Endor style) then wr
that down when you buy the armor. This provides for role playing opportunities if, for
example, you ended up on Hothlwit t hi s green suit onéhar
Throughout adventuring, you may find different types of armor or weapons ¢hadtar
listed here. Some may be from unique alien worlds or some may be timeline specific
It will be up to the Galctic Overlord to create these new items when writing adventures
These listings give a baseline of items to create more elaborate itemss aleexample
the Galactic Overlord is creatinguaique item calledSith Guard Armod. They simply
startwith the Battle Armor and add attributes to it. They may make it have an armor vi
of 9 instead of 8 They may state it gives a +2
finally state it is worth 700 credits instead of 459he possibilities arerglless when
creating custom items that fit telventure There is a sheet #ie end of this boothat can
be used to track all the custamearin your particular setting.
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Name

Aquata Breather
Arrow (100)
Bacta Fluid
Binoculars

Bolt, Bowcaster (100)

Breatte Mask
Bullet, Metal (100)
Comlink

Chemical Canister
Cutting Torch
Data Pad

Energy Cell

Glow Rod
Handcuffs
Holoprojector

Jet Pack

Medical Kit
Medpac

Missile

Parts Kit

Portable Computer
Rations (10 Days)
Recording Unit
Security Kit
Syntherope (150')
Tool Kit

EQUIPHENT

Cost
45

20
125
20
25

30
10
80
125
10
10

125
50
30
10
50
20

625
60
10
95
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WEAPONS

Aie

These are two handed weapons made from metal. Usually primitive species may use them in battle but other timdsetbeyateay
gifts for diplomats and nobles.

BAToN

Batons are clubs commonly used by law enforcement officials. They are meant more for subduing an individual instegd of killi
them.

BLASTER PiStoL

These blaster pistols are a general item not specifietthousands of different styles of blaster pistols in the galaxy quite
popular as it is quite powerful and small to carry. It requires an energy cell to function. This pistol can fire 100 ¢tineenergy
cell.

BLASTER RirLE

These blasteifles are a general item not specific to the thousands of different styles of blaster rifles in the galaxy. It isujaite pop
with soldiers as it is more powerful than a blaster pistol. It requires an energy cell to function. This rifle catinfies 5@ one
energy cell.

BLASTER RiPLE, Heavy

These heavy blaster rifles are a general item not specific to the thousands of different styles of heavy blasteergdaxy.tht is
quite popular with infantry as it is more powerful than a simpdstbr rifle. It requires an energy cell to function. This rifle can fire
50 times on one energy cell.

Bow

These weapons are used by more primitive species as it requires no energy because it fires simple arrows.

BowcASTER

Theseweapons are common angpWookiees. It uses an energy powered bolt as a projetitiiequiredbowcaster bolts to function.

(AGGER

These are simple knives. They can be thrown at targets as well as a stabbing weapon.

DeToNiTe

Detonite is an explosive in the form of clay mec It can be molded, shaped and stuck to almost any surface. Each detonate comes
with a detonator that can either be timed or remotely trigderecb m 1006 away
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ELECTROSTARF

This staffis a long shaft with two bulbous ends that produce electrical currezan hlie used a couple of ways. The default setting is
that it does energy damage to an opponent. Because it has an electromagnetic pulse generator, a Droid must makel a Defense ro
againsiShockor be reduced to Stamina The setting on this staff may be changed to stun, which then forces one to make a Defense
roll against Shock or be stunned for 1d4 rounds.

FLANETHROWER

FI amet hrowers shoot a bad laroga.c heAmyane fdauwgehti ni lm t6Hids xa r6ed
This requires a chemical canister to use. It can be used 5 times before needing a new canister.

GRENADE, FRAG

These grenades are thrown and detonate on impact. They release meteh pnel wi t h expl osive force
Anyone in this area takes damage from the grenade.

RENADE, ON

These grenades are perfect against Droids. They anré éeb.lar ow
Anyone in this area takes damaget, biological beings only take ldamage. If a Droid is in this area they must make a Defense
roll against theilShockor be reduced to 8tamina If they succeed at their Defense roll they ta#8damage fromtte ion grenade.

GRENATE, STUN

These grenades do no damage. They are thrown and r enease
must make a Defense against Shock or be stunned for 1d4 rounds.

[oNPignol.

These ion pistolare a general item not specific to the thousands of different styles of ion pistols in the galaxy. It is quite popular
against Droids as it has a chance to disable them. It requires an energy cell to function. This pistol can fire T00reverssy

cell. If a Droid is hit by this weapon they must make a Defense roll againsSthaikor be reduced to 8tamina If they succeedta
their Defense roll they take 2d@mage fronthe shot.

[oN RipLE

These ion rifles are a general item not spetifithe thousands of different styles of ion rifles in the galaxy. Itis quite popular against
Droids as it has a chance to disable them. It requires an energy cell to function. This pistol can fire 50 times @y @ed.dha

Droid is hit by thé weapon they must make a Defense roll against$eickor be reduced to S8tamina If they succeed at their
Defense roll they taked8 damage frorthe shot.

LIGHTSABER

Theseweapons are used by those who are powerful with the Force. They acermopnly sold in stores, so the Galactic Overlord
should merely use the cost as a reference. For story purposes, the Galactic Overlord should merely state that thestediitZith
new lightsaber by spending enough credits indicated by the cositsaligers should not be built during an adventure, but assumed
they were constructed between adventures.
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LIGKTSABER, DougLE

These weapons are used by those who are powerful with the Force. Unlike a normal lightsaber, these weapons have the handle i
center withlightsabers protrudingut of each end They are not commonly sold in stores, so the Galactic Overlord shoréty mse

the cost as a reference. For story purposes, the Galactic Overlord should merely state that the Jedi/Sith has lghitsalb®sJayi
spending enough credits indicated by the cost. Lightsabers should not be built during an adventure,dulitreesswrare

constructed between adventures.

Mace

These are simple metat woodenrclubs, often used in a pinch or by primitive species.

NISSILE LAUNCHER

This weapon fires a high speed missile witbh aare aexamldo ivea yw
takes damage. This weapon needs 1 round to load and then another round to fire, even if the user has more than thrag attack in
round. One would have to purchase missiles for ammunition.

QUARTERSTARF

This staff could b made of wood or metal. They are simply used to club opponents and are sometimes used by the more primitive
species.

SLING

These primitive weapons are used to hurl rocks or metal bullets at opponents.

SPEAR

These weapons have long metal, or wooderftstdgth a sharp point at the end. They are usually used as stabbing weapons but can
be thrown at opponents as well.

STUN BATON

These are like normal batons but do more damagey can be set to stun which would forceopponento make a Defense roll
against Shock or be stunned for 1d4 rounds.

SWIRD

These are one handed swords made from metal. Usually primitive species may use them in battle but other times theyataay be or
gifts for diplomats and nobles.

SWIRD, GREAT

Theseare large two handed swords made from metal. Usually primitive species may use them in battle but other times they may b
ornate gifts for diplomats and nobles.
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THERMAL DETONATOR
These are spherical devices the size of a fist. They are very poegfosiveghat are normally thrown. Unlike other grenade type
weapons that explode on i mpact, these items can be 466 wit

area of explosive heat energy. Anything caught in this akea tamage from the explosiomhey are often illegal to buy or sell.

VIBROARE

These weapons are powered by an energy cell that causes it to vibrate rapidly when used. They are more powerfuldgan an aver
axebut without a good energy cell, they areated just as a normal axe. Itis assumed that characters must put in a new energy cell
before every adventure.

VIBRODAGEER

These weapons are powered by an energy cell that causes it to vibrate rapidly when used. They are more powerfulagen an aver
dagger but without a good energy cell, they are treated just as a normal dagger. It is assumed that characters mest @ueigya
cell before every adventure.

VIBROSWORD

These weapons are powered by an energy cell that causes it to vibratewhpidlysed. They are more powerful than an average
sword but without a good energy cell, they are treated just as a normal sword. Itis assumed that characters muest/ guergg n
cell before every adventure.

VIBROSWORD, GREAT

These weapons are powd by an energy cell that causes it to vibrate rapidly when used. They are more powerful than an average
great sword but without a good energy cell, they are treated just as a normal great sword. It is assumed that chaadteramus
new energy debefore every adventure.

ARNOR

ARMORED SPACESUIT

This armor comes with a life support system allowing the wearer to traverse the vacuum of space or hostile climagethelt give
wearer a +5 to all Radiatiaand ToxinDefense rolls and provides heavy protection.

BATTLE ARMOR

Stronger than trooper armor, this armor consists of metal and composite plates. It provides medium protection for.the wearer
BATTLE ARMOR, HEAVY

Heavier than regular battle armor, this is ¢memost protective suits of armor in the galaxy.

BLAST HeLwer

These provide protection for the individual és head. They
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BLAgT Vest

These vests provide light protection for the general torso area.

BoUNTS HUNTER ARMOR

All of these suits of armor look unique to each other. They are often used by bounty hunters due to the protectiomatioveight

CoMBAT FATIGues

This is clothing worn by soldiers that has a fabric stronger than normal clothing. Some mayb#acgth or simply the color of the
army they serve.

COMBAT JUNPSUIT

This is a heavily padded jumpsuit that provides some light protection. It is designed for flexibility and movement.

FLigk Sur

This suit provides light protection and a life suppeydtem that allows one to survive in the vacuum of space. This suit also comes in
handy when in hostile climates, giving the wearer a +2 to all RadatidT oxinDefense rolls.

LEATHER COMBAT SuiT

This is really a generic term for simple leather arnibcan be a trench coat made of tough leather or a whole ninja suit made of
leather. It is up to the player what this suit looks like to everyone.

SCOUT ARMIR

This armor has good light protection and allows for better mobility by the wearer.

TROOPER ARNOR

This is standard trooper armor commonly seen on clone tapérstorm troopers. It provides medium protection for the wearer.

GEAR

AQUATA BREATHER

This device lets the wearer breath underwater for 12 turns before needing a new energy cell.

ARROW

This is a common arrow made from wood or metal. They are needed with bows and come in packs of 100.

BacTa Frum

This is one canister of bacta fluid. It wiikal3d8 Staminaand cure the patient of any illness or poisodslike medical kits and
medpacs, this is the only healing item that can be used in battle. Only medics may use this item.
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BINacULARS

This device lets one see distant objects. It comes with night vision and radiation sensors.

BoLT Bowcaster

These are bolt®r the bowcaster. They come in packs of 100.

BreaTH MAsk

This device lets the wearer breath in vacuums for 6 turns before needing a new energy cell. It also gives the wealkeTax#? to
Defense rolls.

BULLET METAL

This is a common bullet madeofn metal. They are needed with slings and come in packs of 100.

COMLINK

These are personal communication devthas require an energy cell. The energy cell must be replaced before every adventure. It
allows for ranged communication between partesnore than 100 miles away.

CHEMICAL CANISTER

This canister is used for flame throwers. It allows the flame thrower to be used 5 times before needing a new one.
CUTTING ToReH

This is used to cut through various metal obstacles such as a bulkhead, @stramts.

Ouma Pan

This is a handy device for storing information. It can be used for notes, maps or simply downloading data to.
ENERey CRLL

These are commonly used to power some devices. If one has a blaster or ion gheythiimeed these.

GLowRan

This item can illuminate a 606 by 6006 area. I't requires
HANDGURFS

These are restraints for the wrists. They do not need a key as they have a combination locking mechanism.

HoLOPROJECTOR

This deviceallows one to record and playback three dimensional images. It can also be used to transmit these images through a
comlink connection.
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JeT PACK

This is a rocket propulsion system one wears ontheirbdadck. al | ows one t o f lrounds This device deedstoa n c
be powered by an energy cell. A jet pack can be used 10 times before needing a new energy cell.

NeDicaL Kir

This item can hedd8 Staminaand cure the patient of any illness or poisons. It cannot be used during battésases time and
concentration to use.

Neaeac

This item can hedld8 Stamina It cannot be used during battle as it requires time and concentration to use.

NissiL

This this a small missile used in missile launchers.

PaRTS Kir

This is a small set ahiscellaneous parts used to regl6damage to machines, droids, computers or ships.

PORTABLE CONPUTER

This is a small computéhat can be used to run programs. It can also be connected to other computer systems to access them as v

RATIONS

Theser ati on packs provide 10 daysdé worth of food and drfi nk.
these daysd worth.

Recoroing ONr

This small device can be handy for recording conversations. It can be left behind aneldrédtanfor spying purposes.

SECURITY KIT

This kit has various small tools used to bypass security systems. Only spies and scoundrels may use this item.

SYNTHERPE

This item is a compact rope about &d&ilyéarriédo lhogn hold Upto 3 bumanbids oru p
1 droid.

TooL K

This kit is used to repair various items, ships and droids. These kits are necessary when one wants to perform such tasks.
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OROIDS

This section describes the droids one may purchiisese are not player character droids. | fype Cost
Droids come in handy when a group lacks certain skills that a droid can provide. A cha astromech Droid 400 x Level
may only own 1 droid at a timend they control it as if it were a player charactEo the Battle Droid 400 xLevel
right is a list of the typeof droids that one may purchase. The Level, in the Cost columt  \egical Droid 500 x Level
indicates the Level of droid you are going to purchase. If you want a Level 12 Astrome  p,qiocol Droid 300 x Level

Droid, then it would cost 4,800 credits. Security Droid 250 x Level

After purchasing a droid, all six attributes must be rolled as if you were making a new character. There is a sectiharanttre

sheet to record the droidds information. Each dmeans,tbr descr
example, if a droid mimics a Soldier then that droid will haveSki#ls, Staminaand Defenses of a Droid Solider of the same Level
(as wel |l as AttackaStorep Draids may haveoarmbraupgrades and be given weapons to g as it conforms to

the mimicked professiofmeaning an Astromech Droid cannot be upgraded with Heavy Battle Droid becaBdettb@nnot use
heavy armor) All purchased droids are Fair in Moralitfheir Protection score must also be calculateéda$f upgrades and
Reflex modifiers.

When droids are following their master, they have the risk of being attacked during battle. If the droid does not doadny for

fighting, they are generally ignored by attacking individuals. Of course, the excbptitg, an opposing group is trying to stop a
characterds droid from unl oltakioid ig used ettemsivgadurindaa gdvedtore, then theyanust e x
be calculated into the total experience point awards. This means thati&ye two player characters, and one droid, then they total
experience awarded to each playesiperience points /.3

To upgrade a droid to another Level, one must simply have enough credits to pay the difference cost. For example, stsrteone wa
upgrade a Level 10 Astromech Droid to Level 11. 400 credits would have to be spent to upgrade the Droid because a Level 11
Astromech Droid costs 4,400 credits and a Level 10 Astromech Droid costs 4,000 credits ¢400W0= 400). If they wanted to

upgrale the Droid from Level 10 to Level 13, it would c@s200 credits. A Droid cannot be upgraded during an adventure. A
character may not own a Droid a higher Level than the character, as the character is unable to properly control the Droid.

ASTRUMEEHI]RU“]S are handy for fixing broken computers, ship even other droids. They do not need a Tool Kit to do any repairs as
they have all of the tools built right into therhese droids mimic a DroidPilot of the same Level.

BMTLE I]Rl]lﬂs are used fofighting only. These droids mimic a Droid Soldier of the same Level.
MEI]II}AL |]RlllllS are used for simple medical procedures to complex surgery. These droids mimic a Droid Medic of the same Level.

PR[ITUEUL I]RUII]S areprogrammed to translate, and commateg with over 7 million language§ hese droids mimic a DrolBpy of the
same Level, but they cannot use any of the skills in the Spy Skills table.

SEEURIW I]Rl]“]ﬁ are used for bypassing security systems. They do not need Security Tools as thdy#irensdl the droid. These

droids mimic a Droid Spy of the same Level, but they cannot use any of the skills in the Spy Skills table (except foréSacsirit t h e
use this to determine success or failure).
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VEHICLES

This section has a small samplingoe hi cl es i n the gal axy. T adeesitereormadjfieditoecreates e d
different ships in different eras of the galaxy. For exampleGtHilactic Overloranay want t o create the #RAE
Republic eradventure Theycansimply start with theCorellian Transport and altés attributes The possibilities are endless when
creating customeehiclesthat fit theadventure There is a sheet at the end of this book that can be used to track all thevalmstbes

in your particular setting.

EQUIPHENT

The chart below is broken into 9 different columns. The first is the name of the vehicle. The second is the cosfan ttredits

vehicle. The thirds column displays the number of crew members, plus the additional passenggrig]éhsan hold. The fourth

column shows how much cargo the vehicle can hold. The number indicated is number of items, as will be described iil imore deta
the Adventure sectionThe fifth column is the speed of the vehicle and how far it can nmoaedund. The sixth column is thill

of the vehicle before it is disabled or destroyed. The seventh column is the Protection score of the vehicle. Thssaumber i
combination of hull plating, shields and maneuverability of the vehicle. The lasbtumns show what weapons come standard

with the vehicle.Only some space vehicles can have a hyperdrive, which allows them to travel between systems or retreat in a pinc

Space Vehicles

Name Cost Crew Cargo  Speed Hull Protection Attack Special Attack
Corellian TransportM) 25,000 2 Crew- 10Passengers 20 120' 360 15 Laser Cannon -

Star Destroye(L) 2,500,000 37,000 Crew 9,700 Passenge 1,000 30 6,300 30 Laser, Turbo Tractor Beam

TIE Fighter(M)* 10,000 1 Crew 5 160' 180 8 LaserCannon -

TIE Interceptor(M)** 11,000 1 Crew 8 160 270 10 Laser Cannon, Heavy -

X-Wing Fighter (M) 15,000 1 Crew- 1 Astromech Droid - 160' 360 10 Laser Cannon, Heavy Proton Torpedo x6
Y-Wing Fighter(M) 12,000 2 Crew- 1 Astromech Droid 10 160 360 8 Laser Cannon Proton Torpedo x8
Ground Vehicles

Name Cost  Crew Cargo  Speed Hull Protection Attack Special Attack
Airspeeder(S) 8,000 2 Crew 5 160 180 10 Laser Cannon Harpoon Gun
Assault TankS) 15,000 4 Crew- 6 Passenge(®utside) 5 60 540 20 Laser Cannon, Heavy Missile Launcher
AT-AT (M) 20,000 5 Crew- 40 Passengers 20 40 900 20 Laser Cannon, Heavy Blaster Cannon
AT-ST (T) 10,000 2 Crew - 60’ 360 10 Blaster Cannon -

LandspeedefT) 5,000 1 Crew- 1 Passenger 5 120° 120 8 - -

Speeder BikgT) 4,000 1 Crew- 1 Passenger - 120' 120 8 Laser Cannon -

* Cannot have a hyperdrive.
** Does not come with hyperdrive, but can be equipped with one.

You may own as many vehicles as you can get, but remember you have thesterechicles somewhere. This can mean fees, like
storage fees or docking fees. Fees are generally the cost of the vehicle / 100. This mean, if you want your Corpthidn Trans
docked; you will have to pay 250 credits. Docking and storing vehicéegasd thing to do. You can store, or dock, the vehicle as
long as you want and when you take it back out, it will be repaired and fueled. If you simply fuel the vehicle, it thil eelicle

value / 1,000. This means if you want to fuel your GarelTransport; you will have to pay 25 credits. Any vehicle used during an
adventure will have to be refueled before the next advenfufet hough | asers and bl asters use
restockitems like missiles and photdorpedoes.
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CORELLIAN TRANSPORT

These freighters are one of the most successful models of transport designed by the Corellian Engineering Cdripeyadien.
about 11 4%heinastpdpelar ship,tof.this type, is the Millennium Falcalso known at the YF1300 series, this ship
holds 2 crew members and extralO passengers along wi2@ items.

STAR DESTROVER

These ships have been created in various different models over the years. They are a relatively coshipaghat@an be around 1
milelong. They require a crew of 37,000 and can carry an extra 9,700 passengers. The enormous size allows it to camy.1,000 ite
These vessels general are equipped with tractor beams.

TIE PichTeR

These are the standard Impesgtdr fightersused during the Galact@ivil
war . They ar e achnooolyhol@thedl crewnmemteen gt h
and can only carry 5 items. Due to the lack of life support, the pilot must
be wearing a suit that provides life support.

TIE INTERCEPTOR

These are thstandard Imperiadtar fightersused during the Galactic Civil |
war. Theyar e about 3 06abonlyholdithe hagetvimender d.
and can only carry 8 items. Due to the lack of life support, the pilot must ‘ | L
be wearing a suit that provides life support =T s Y

H-WING FighTER

These are the standard Rebel Alliasta fighteraused during the Galactic'
Civilwar. Theyar e about 5 2aéonlyholdithe hogewh and
member and 1 astromech droithey do carry 6 powerful proton

torpedoes.

P-WNG FighTeR

These are commonly used by the Rebel Alliance but they are not as good at fighting-&gitlgePighter. It has very little hull
plating butcan carryupto 10 item§.h ey ar e a b o u tcanhddd crawmenhber togpertate and chn bring atbng
astromech droid.

AIRSPEEDER

These areepulsorlift vehicles common throughout the galaxy. Taedistinguished from landspeeddag a higher operating

altitude and normally higher top spe@theycanachieve low planetary orbit for a short time. Tlaegnot designed for orbital flight,
though theycanattain such high altitudghat theypushthe boundaries of atmosphere and spdcb.ey ar e about 156
can hold 5 items and can hold up to 2 crew members.

ASSAULT TANK

These are formidable vehicle, augmented with heavy inctigsk frontal armor that allows to plough through walls, and hasavy
weaponry.It holds a crew of 4 and can carry 6 passengers ontheouterklieky are up to 32 @tobilem$ en gt
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AT-AT

These walkers are a major part of the Galactic Empire'sdrhyey ar e abou
hi gh an dltigohéof theanogy heavily armored land vehicles in the

Imperial Army, butis also known for its relatively slow speed@hey hold Screw
members, an additional 40 passengers and 20 items.

These ar@ 8 6 Hipedgl walkes used inarudimentary form by the Galactic

Republic during the late Clone Wars and, later and more extensively, the Galactic
Empire during the Galactic Ciwar. They can hold up to 2 crew members.

LANISPERDER it T -

A landspeedeis a hovering grountlased vehicle capable of traveling across most
terrains at relatively high speedhey can hold. crew member, 1 passengerand5itemfrey ar e around 126

SPEEDER Bk

Speeder bikes, also known as hover bikesppenair repulsorlift vehicles, usually carrying one or two passengersy are quite
fast and can only achi Eeyecanaangafomilinuimo al5dtiunel efhgtB3RH.

SHP QUTRITS

Below is a chart containing items that may be needed for ship outfitting or repleni$himgize column refers to the size of the
vehicle (T=Tiny, S=Small, M=Medium, L=Large). Tiny does not refer to being tiny to hoids, but all theehicles as a whole. On
page 37this letter designation is located right after the name of the vehicle. As a simple rule of thumb, tiny vehiclesaas have
item outfitted, small vehicles can have two items outfitted, medium velaigiethree items outfitted and large vehicles can have four
items outfitted.

Name Cost Size Damage Description

Tractor Beam 6,000 M/L - A device used to move and guide items in space.

Sensor Jammer 10,000 SIM/L - A device capable of blocking or foolirggnsors.

Harpoon Gun 50 S/M/L - A device that uses@able to tether to objects.

Laser Cannon 100 T/SIM/L 4d10 These are standard laser cannons

Laser Cannon, Heavy 150 M/L 6d10 These are larger than standard laser cannons

Laser, Turbo 500 L 9d10 These are the largest laser cannons outfitted on.ships

Proton Torpedo 100 M/L 9d10 This is a type of ordnance used throughout the galaxy.

Missile 50 S/M/L 6d6 This this a small missile used in missile launchers.

Blaster Cannon 75 T/SIM/L 3d10 These arstandard blaster cannons.

lon Cannon 200 M/L 4d10 These are cannons that are used when one wants to disable a
Hyperdrive 5,000 M/L - For spaceships only. Allows them to travel hyperdrive speeds.
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EPIODE Y - ADVENTURE

ADVENTURING IN A GALARY FAR, FAR AWAYe

Many adventures will take place in various starships and star bases, with the occasional adventure on a planesancttythi i

Galactic Overlord to create an adventure that catetsetgroup that has been created. This does not mean that the adventure must be
easy for the group, but simply fit in the motives of the group. A group consisting of a Sith, for example, may haveeadventur
revolving around destroying Jedi or trying todgadontrol of a sector of the galaxy. If a group consists of spies and scoundrels,
adventures may consist of smuggling goods or stealing cargo from Star Destroyers.

A group should consist of likminded individuals. The group should decide how they wahehave in respect to everyone else in
the galaxy. You should not have a Jedi grouped with an Evil Scoundrel for example. Fair characters mix well with Gdbd and E
characters. You could have a group of Good characters, fighting whatever tyratsminekis galaxy. You could also have a group
of Evil characters, reaching for a goal to overthrow someone in power in the hopes of ruling with their own iron hand.

Although many Star Wars adventures focus on Good
characters, this does not mean that Elvaracters create

a chaotic group of disorganized thugs. Evil characters are
like any other group of people. They look to one for
leadership, even if the leadership structure is directly
related to how powerful the character is. Some may think
that aSith, using the Sooth Force Power to heal a

comrade, is doing a Good act. This is not really the case.

A Sith may merely be trying
because that individual has
plans. That Sith may believe thatts i ndi vi dual
are tools that they are using, and they are not finished

with them yet. In the end, it is all about story and role

playing.

Unlike medieval fantasy role playing games, Star Wars is
not a game of riches. Characters do not stapt&dly

/ strip a Storm Trooper of all their gear, in hopes of finding
some credits. They may find a foot locker with some much needed energy cells or they may find a storage cabinettfiletévith
rifles, but this will usually not be the goal of thdvanture. Adventures will mostly focus on grand finales, just like the movies.
Destroying a Death Star or trying to get your Spy characters to find the secret battle station plans. You may be réwenetditwi
or gear when the adventure is succdssfud that is just fine in the Star Wars universe. If you were to create adventures, that mimic

medi eval fantasy role playing games, it would probably go
AYou have traveled to the fr oz e themahyaWampgthabdivell i theirfrcavess Yoy stamt h a v
your adventure waist deep in snow, dreaming of all the che
énot very cinematic, huh?
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TINE

There are two types of time measurements, Turns and RoWftemn battle is not taking place, time is measured in Turns. A Turn is
equivalento 10 minutes of gami@me. When battle is taking place, time is measured in Rounds. A Round is equivalent to
seconds of game time.

HOVEMENT

Generally, humanoicsnd dr oi ds can move normally at : [
They can run 12006 per RoundThey move nor ma ga '_".rper Ro
can move up to half of this distance if they are going to also perform an N
attack that round. This means, if a character is going to mmual/éhan \

perform an attack, then they can run:. 603
Creatures and vehicles will have movement rates associated with them, to '
use as a reference for chasing or determining when one gets from point A
to point B.

LIGHTING

One mightfind themselves in total darkness. Some species can see,
somewhat, in the dark. Others will simply have to have something likea -~
glow rod to help them outwWhen carrying a light source, you do lose all — '
elements of surprise. If a characters ends upifig in darkness (or even S
blinded), they suffer & to all attack rolls.Jedi, Sith and Force Sensitive (2N Jheerin
only suffer &1 to all attack rolls. T

FOOD, WATER + RESTING

Most adventuremaytake place during the course of a day or two. Some may take place during longer journeys across alien planet:
but that would probably be quite rare. If one does manage to find time to rest, thesilltheed food and water to get a good 8

hours of ret. This amount is good for Jedi/Sith to reacquire their Force Points. It is also good for characters because they can be
restored to maximurBtaminaf r om a good 8 hours rest. Droids do not enj o)
regenerate on their own (like biological creatures) so they agedts kitto repair any damage they sustainéfccharacters are

interrupted during this 8 hour period, the rest is wasted.

NVENTORY

Inventory, as well as Cargo, is determined by nurobé&ems. A character may carry a number of items equal to their Strength,
excluding equipped items. Equipped items should be noted with a * next to the item, on a character sheet, to stamt it is in f
equipped. If a character, for example, has a féh§th then they can carry up to 16 items. If they are equipped with a blaster pistol
and a blast vest, they can still carry up to 16 additional items because the equipped items do not count towardttlsisiptalthe
Galactic Overlord to make sacommon sense prevails with this. Just because a character has 16 Strength does not mean they can
carry 16 suits of Heavy Battle Armofhe Galactic Overlord may also allow characters to carry stacked items (meaning 6 Medpacs is
really only carrying oa item). This system is designed for ease of use and not a system for constantly adding up weights of every
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item. Cargo can be treated different in this regard. If a vehicle can hold 10 items in Cargo, then you could reasonalif\cass
hold 10 suis of Heavy Battle Armor.

GAMBLING

Gambling is a part of the Star Wars universe. This is how Lando lost his ship to Han. Gambling is a great way to igelitsoone ¢
expensive items such as a droid or ship. Gambling is also helpful in devedopEgturdgwistsof unpaid Gambling dekt Sabacc is
the game of choice in the galaxy. Anyone can Gamble, but Scoundrels have skills that let them Gamble much better.

Gambling is performed rather quickly as to keep the story going, thus keeping thelaykes involved. To Gamble, one must add
their Personality and Intellect together. Then they roll 1d20 and add the totals together. Whoever has the hightds sdareis

of the hand. If one or more tie, then another bet may be placed andrantittakes place (among the ones who tied). Continue this
process until the hand is over.

CLIMEING

Climbing is determined as a percentile chance by the Galactic Overlord. Any character can climb but some species Baee bonuse
climbing. If the Géactic Overlord states that the difficulty is 75% (for example), then a roll of 75 or less must be made on percentile
dice to succeed. Climbing checks must be made every 100 feet. If they fail, and fall, then they take 1d6 for evéngyl Gafeet
Remember, this is for normal gravity. The Galactic Overlord may alter the damage based on areas with higher/lower gravity.

ERPERIENCE POINTS ol Base  Bows

1 20 10

Experience Points are earned by characters that survive the adventure. Even if they ma 2 40 20
failed at theimission, they survived to fight another day. If any character was put into a ¢ 3 100 50
or a droid is broken, they only get Experience Points up to that point. You may also note 4 160 80
they fell to that fate. For example, if a character fell into a coma legifthwvough the
adventure, you can simply award them 50% of the total experience they would have earr > 400 200
divide the rest to the others. Some may get extra Experience Points for playing well or b g Y —
Points for completing a mission. It is totally upthe Galactic Overlord how this will be 7 880 440
handled. 8 1,120 560
9 2,000 1,000
Characters earn Experience Points by killingutralizing or outwitting enemies. Neutralizin¢ 10 2,200 1,100
or outwitting enemiess equally rewarding to killing enemies. There is a table, to the right, 1 2400 1200
is usedvhen determining Experience Point awai@shumanoids, droids and creatures. All 1 2500 1250
enemies will have a Level of some sort. NPCs, with a Profession, will have a Level. Oth ' '
like creatures, will have a Level associated with their Defenses (for exéBopdéer Imeans 13 2,600 1,300
that this is a Level 1 creature). For each extra attack, give extra Experience Points listed 14 2,700 1350
Bonus column (meaning a Level 3 creature, with 2 extra attacks, will give 200 Experienct 15 2,800 1,400
Points). Vehicles give Experience Points basetheim Hull scores (which means destroying 16 3,000 1,500
TIE Fighter is worth 180 Experience Points). If vehicles have more than one attack, simg 17 3,400 1,700
give a bonus for each extra attack (vehididl / 2). If the party is in the Millennium Falcon, 18 3,800 1,900
and they are facingfiowith a Star Destroyer. They might outwit them and convince them tl 19 4200 2100
are a simple ship just passing through. The Galactic Overlord is going to give Experienc 20 £ 000 5500

Points for the officer on board that they fooled, notHiln# score of the Star Destroyer.
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